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FINAL GRADE

80/100

Dungeon Game Reflection
GRADEMARK REPORT

GENERAL COMMENTS

Instructor

Software design evaluation  (30): 26

Database evaluation and implementation  (30):
20

Coding and Testing (30): 27

Reflection (10): 7

Ensure that your figures are numbered and have a
description - and that you refer to each figure by its
number in the body of the text.

Good evidence of teamwork, clearly you worked
together well and formed good practices.

A very impressive implementation overall - clearly a
significant amount of effort went into this and it was
evidently a labour of love.

Ensure when creating user stories that the user is
given a persona, e.g. call them "player" instead of
"user". 

The team has clearly put significant effort into learning
about ORM and this has produced a nice real-world
type solution.  While we were expecting traditional
database queries, this is an appropriate (and better)
alternative.

Some duplication of code which could have been
separated into functions, e.g. the try/catch blocks in



game.java.

Some of the game logic which is currently hard coded
could have benefited from being in the database, this
might have allowed extensibility, e.g. allowing different
levels.

You have evidently made some effort to ensure the
code is testable and, therefore, the tests are detailed
and appropriate.

Very well done on an excellent implementation!
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Comment 1

This user story is missing its justification and thus does not have a return on investment. It
should have a "... so that... "
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