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FINAL GRADE

71/100

Games for Positive Impact CW1 Samuel Llewellyn 2403902
GRADEMARK REPORT

GENERAL COMMENTS

Marks Breakdown

1. Engagement With Literature Skills (70%)

2. Knowledge & Understanding Skills (73%)

3. Cognitive & Intellectual Skills (70%)

4. Practical Application Skills (n/a%)

5. Transferrable Skills for Life and Professional 
Practice (n/a%)

Overall Mark: 71.1%

Tutor's Feedback:

Research and referencing have been evidenced in 
the report, with references showing a good 
application of research and a bibliography 
presented in IEEE format.

The report contains an introduction and conclusion 
summarising the theme of the submission. This is 
good - to add to this you can state which case 



studies are to be covered before you move on to 
them in the introduction.

The benefits or positive impact of case studies has 
been specifically highlighted in the submitted work, 
which is excellent. This shows an appreciation for 
the assessment and keeps the focus on these 
themes. Good work.

Inclusion of images is good as this provides useful 
context to the writing - consider moving images so 
they feature between paragraphs instead of word-
wrapping the text around them, as this is the 
preferred way to present an academic document at 
University level.

Good understanding that social contact and 
accessibility are also positive features of games 
alongside educational material.
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