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FINAL GRADE

61/100

Proposal
GRADEMARK REPORT

GENERAL COMMENTS

This project has strong potential to make a 
meaningful contribution to understanding
real-world data integration in educational gaming. 
The literature engagement is
solid, the proposed practical implementation is 
appropriate for BSc level, and the
mixed-methods approach is well-suited to the 
research questions. With the
revisions outlined above, particularly making 
objectives SMART and
strengthening the methodology

 Introduction/Aims & Objectives:    12/20

Background/Literature Review:      13/20

Project Design/Methodology:        16/30 

Resources/Planning:                 9/15 

Document Presentation:             11/15
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Comment 1

Opening paragraph is somewhat anecdotal and focuses on sales figures rather than academic 
framing. Consider opening with the research problem or significance.

Comment 2

Good use of specific quantitative data from peer-reviewed research 

Comment 3

Good quantitative evidence cited from legitimate
study. The reference to the precision farming DLC study is particularly
relevant to your proposed research.

Comment 4

Literature review is primarily descriptive. Add
critical analysis: Compare the educational outcomes quantitatively. How did
King's findings (% learned) compare to traditional methods? What were the
effect sizes? Include comparative statistics.

Comment 5

This quantitative comparison demonstrates critical analysis of practical benefits.
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Comment 6

This paragraph summarises Daum & Foreaux (2025) but lacks critical evaluation. 

Comment 7

Good breadth of literature including board games
and video games. The 34% adoption rate statistic is particularly valuable. However, compare 
this quantitatively to baseline
adoption rates without games to demonstrate added value.
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Comment 8

Section 2 feedback: Too long (710 words vs 400 required), primarily
descriptive rather than critical/evaluative, missing quantitative comparisons
between methods, limited sustainability discussion.

Comment 9

Success criteria and deliverables mentioned but
not explicitly defined. Add specific deliverables: (1) Working UE5 game
prototype, (2) Technical documentation of API integration, (3) Dataset of
gameplay metrics, (4) Analysis report with statistical comparisons, (5) Final
dissertation.

Weaknesses: Objectives not SMART (no
quantitative targets, timelines embedded in objectives, sample sizes, or
success thresholds), success criteria undefined, deliverables not explicitly
listed.

Comment 10

Objectives are NOT SMART - they lack measurable,
quantifiable targets and specific timelines. 

Comment 11

no comment

Comment 12

A consideration here :

With only one participant (yourself), findings
cannot be generalised. Consider: (1) Adding n=5-10 external participants for
validation, OR (2) Framing this explicitly as a technical feasibility study
with pilot testing, acknowledging limitations in your discussion.
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Comment 13

No development methodology?
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Comment 14

Let me borrow your time machine

Comment 15

Final Report completion date shows '01/05/2025'
but should be '01/05/2026'. 
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