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This section details the extent to which the assessment criteria are demonstrated by you, which in turn determines your 
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Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

Research has been described, but evidence is limited – more of this will allow you to be awarded more 
marks. 
A bibliography / research list will also help enhance the marks awarded for research on this project. 
Include them in both the GDD and the presentation. 
 
2. Knowledge and Understanding Skills 
 

A personal interest has been used as inspiration for the game – this is good as it increases a personal 
investment in the game idea. 
Demographic for the game has been highlighted but still feels a little vague – this would be helped by 
having a little more clarification on who would be interested in the game and why. 
 

Assessment Mark (Assessment marks are subject to ratification at the 
Exam Board.  These comments and marks are to give feedback on module work 
and are for guidance only until they are confirmed. ) 
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55.3% Up to 1 week late (40% Max)  
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3. Cognitive and Intellectual Skills 
 

The alternative quests/endings add an element of replay value to the game idea, which is good as it 
offers different play styles.  
Boss/enemy attack patterns have been described in detail. 
Alternative quests are also documented in good detail. These are contextual and are based around the 
concept of the seven deadly sins. Good work. 
4. Practical Application Skills 
 

Original concepts have been used for boss / enemy characters as part of the pitch, which his helpful to 
see. 
Outside of the characters, more visual materials would be helpful to see as this would help give a design 
team an ideas of the world of the game that needs to be created. 
5. Transferable Skills for Life and Professional Practice 
 

An introduction has been given and an overview of the game has been delivered. 
Some of the slides are a little text heavy – this can be resolved by having an off-screen written script and 
bullet-points for key phrases on the screen. 
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