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FINAL GRADE

76/100

Ffion GDD
GRADEMARK REPORT

GENERAL COMMENTS

1. Engagement With Literature Skills (71%)

Research has been evidenced in the GDD with a
Bibliography and citations featured in the main body of 
text. Both adhere to
IEEE standards, as requested by the assessment brief. 
Good work.

2. Knowledge & Understanding Skills (74%)

A very good appreciation of the purpose of a
GDD is evidenced in the submitted work, with 
information provided in concise
sections instead of large paragraphs of text. The 
template has been used well.

 

Clear understanding of the content of Party
Hard is demonstrated with the contents of the 
GDD, showing a good level of
engagement with the game.

3.Cognitive & Intellectual Skills (80%)

Target demographic and PEGI/ESRB ratings have
been analysed with research-informed 
conclusions. The game story and flow are
good summaries of Party Hard – the story provides 
a good amount of info and the
twist, while the game flow serves as a shorter 
‘elevator pitch’ statement –
these would be useful if ever using the GDD as a 
template for your own ideas.

 

Location details use the GDD tables to provide
a good amount of information in a small space. An 



accompanying flow chart shows
level progression – this is a good use of visuals to 
help the GDD’s
accessibility.

 

A good amount of analysis has been shown in the
game experience section, with information clearly 
showing the importance of
keeping the game light-hearted despite the core 
objectives. The analysis of the
mood and atmosphere are critical to establishing 
this – good work.

 

Use of flow charts for the game structure and
navigation show a good level of analytical ability 
and are very useful when
creating content for GDDs. These should always be 
used when designing systems,
particularly with different outcomes and options. 

 

Enemies and hazards are well-documented and
described.
It is particularly important to mention
when a player cannot be harmed by these,
which
is good to see in the submitted GDD.


4.Practical Application Skills (78%)

Inclusion of a contents page is good as this
increases the accessibility of the information 
contained in the GDD. Taking
this one step further and providing each entry as a
hyperlink could also be
something to consider in future.

 

A very good breakdown of Darius, John and Katie’s
design has been featured in the work, with a 
range of imagery clearly
communicating how the visual style of each 
character is to be achieved. Annotations
are clear and informative – well done.

 



Multiple control systems have been documented
with visual maps – these are helpful to dev teams 
as the images are easier to
follow than a body of descriptive text.

 

The sketches of the cutscenes are good – these
may
need a little more info or annotation on them
to communicate how they relate to
the narrative
overview as this would help avoid any confusion
for a dev team
tasked with creating the scenes.


5.Transferrable Skills for Life and Professional 
Practice (71%)

All elements of the assignment have been
submitted by the deadline date specified on the 
brief.

 

The GDD is well constructed and contains a good
amount of information – this could be used as a 
guide for any future GDDs you
construct due to the effort put into the work – 
good job.
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