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FINAL GRADE

75/100

Project Proposal ACCA6020 Philip Richmond 2212266_V1.
GRADEMARK REPORT

GENERAL COMMENTS

 BA GAMES – PROJECT PROPOSAL – ACCA6020
INDEPENDENT PROJECT (5%)

Student – Phillip Richmond     
                            Mark – 
75%                                                                                      
                             

Intro / A&O
  (500 words)

Project title; Identification of a
  specific problem to be investigated; 
Well-defined aims and SMART 
objectives; Explaining why this 
project is worth doing;
  Discussion of what the project 
needs to do in order to be a success; 
Description any
  deliverables that will be produced 
at the end of the project

The title
  is descriptive and clearly outlines 
the project’s focus on VR, education, 
and
  the HMS Victory gun deck. It 
effectively communicates the intent 
to address
  accessibility to heritage sites.

The
  problem (students’ limited access to 
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heritage sites) is specific, supported
  by references and highlights the 
inadequacy of traditional resources.  
Potentially reshape project to aim 
towards
  a museum/public education setting 
for your benefit when it comes to 
testing.

Deliverables
  (3D VR gun deck, 6,000-word report, 
live demo) are detailed, and five aims
  align with the project’s educational 
goals. Objectives cover key stages
  (research, modelling, testing).

Ensure
  objectives are SMART by adding 
measurable outcomes (e.g., “80% 
user
  satisfaction”) and deadlines (e.g., 
“complete modelling by December 
2025”).
  Explicitly state success criteria (e.g., 
“functional VR experience with
  positive feedback”). Strengthen the 
rationale with broader benefits (e.g.,
  inclusive education) and more 
evidence.

Background to
  the Project (500 words)

Description of how the work to be 
done
  by in the project relates to the work 
identified in the literature review; 
Discussion of any ethical
  issues raised by the project 
Identifying what has already been 
done within the field; Topic 
familiarity; Brief literature
  review using appropriate sources – 
6-8 journal papers and book 
chapters
  rather than just websites; Selection 
of relevant models & concepts

Appendix
  A cites four peer-reviewed sources, 
showing VR’s educational benefits 
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(e.g.,
  improved engagement).

The
  ethical form (Appendix E) 
thoroughly addresses consent, 
anonymity, and VR
  risks (e.g., motion sickness) with 
mitigations (e.g., desktop option).

Technical
  details (e.g., Maya, Unreal Engine) 
and the site visit plan demonstrate
  familiarity with VR and historical 
contexts.

Identify
  gaps in VR/education research (e.g., 
naval history applications) to justify
  the project and introduce a 
theoretical model (e.g., experiential 
learning or
  gamification) to guide the VR 
design.

Document
  Presentation

Correct spelling, grammar and
  punctuation; Flow of
  narrative/fluency; Coherence; Word 
processed ; Correct use of 
referencing
  with bibliography; Strict
  word limit

The
  proposal is well-structured with 
clear headings, detailed appendices 
(e.g.,
  texture list, ethical form), and a 
Gantt chart for clarity. Referencing is
  mostly consistent, and the project 
plan is comprehensive. The writing is
  clear with a logical flow.

IEEE used
  throughout with an extensive 
bibliography present – well done.
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