
 

 

STUDENT FEEDBACK FORM (UG) 
 
This section details the extent to which the assessment criteria are demonstrated by you, which in turn determines your 
mark. The marks available for each category of skill are shown. Lecturers will use the space provided to comment on 
the achievement of the task(s), including those areas in which you have performed well and areas that would benefit 
from development/improvement. 
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Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

Games such as Super Monkey Ball, Little Big Planet, Super Mario Maker and Kirby have been 
referenced in the presentation for comparisons to the game idea. 
Quotes have been used and referenced from IGN reviews – this is very good. More of this in future will 
help award you marks for research. 
A reference list has been presented as part of the pitch. Good work. 
2. Knowledge and Understanding Skills 
 

Demographic of the game idea has been described as casual and creative, with a PEGI 7 rating – thins 
has been defined according to the official criteria. 
Considerations have been given for timeline of production and inclusion of audio. 
 

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) 

66.8% Up to 1 week late (40% Max)  

Over 1 week late (0%)  



 

3. Cognitive and Intellectual Skills 
 

 Control systems have been documented and supported with good visual imagery and animations. This 
could be enhanced further with on-screen labels for each button. 
Locations of the game have been described in the presentation. 
An analysis of competitors is present in the pitch – this is good. 
Suggestion of a creative mode allows scope for replay value to be increased. 
4. Practical Application Skills 
 

Mock-ups and visuals have been used as part of the pitch – good work. 
Game locations have been visualised with supporting images. 

5. Transferable Skills for Life and Professional Practice 
 

An introduction has been given with an outline of the game idea. The presentation is clear and has been 
articulated very well. 
The pitch contains good supporting slides with some animations/transitions to help draw attention to key 
areas – this is engaging and helpful! 
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