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Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

Similar games to the proposed idea have been referenced such as Injustice and Mortal Kombat. 
A bibliography has been included – this is good. To further enhance this, use IEEE format. 

2. Knowledge and Understanding Skills 
 

The game idea’s genre may need a little more clarification as the examples used suggest it is more of a 
1v1 fighting game. Similarly, the player’s role has been presented but could do with a bit more 
information on what the player does. 
Game theme has been discussed, which is useful, and enemies, powerups and mechanics have been 
considered and documented. 
The game’s control systems have been addressed with mapping/visual elements – this is good. 
 

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. ) 

Late Submission Penalties (tick if 
appropriate) 

62.4% Up to 1 week late (40% Max)  

Over 1 week late (0%)  



 

3. Cognitive and Intellectual Skills 
 

 The game’s demographic will need to adhere to the game’s themes of excessive violence.  
A time frame of production has been offered – this can be enhanced with the inclusion of a gantt chart. 
Gameplay elements have been discussed and set pieces were mentioned – further details on one of 
these to get an idea of how it would appear could be useful for an audience. 
 
4. Practical Application Skills 
 

Navigation of game menus has been illustrated – this is good. 
Hero concepts have been visualised using Hero Forge – this is good. Additional imagery has been used 
in the presentation to give an indication of setting and environments too. 
 
5. Transferable Skills for Life and Professional Practice 
 

Presentation slides are consistent throughout the assessment. 
All elements of the design are covered extensively using the GDD format as a starting point – good work. 
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