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The project meets the basic requirements for developing a game-based application aimed at gamified self-study. The literature review addresses most relevant aspects of the topic. However, the methodology lacks clarity in its presentation. The design requirements appear to be largely based on the developer’s own ideas, and the usability testing is limited by a small sample size. Additionally, the report contains numerous grammatical and spelling errors, which could have been improved through thorough proofreading.
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	Survey
	Review
	Experiment
	Development

	1.Engagement with Literature Skills
	
	
	
	

	Introduction
	/5
	/5
	/5
	2/5

	Literature Review
	/20
	/35
	/20
	12/15

	Comments: The introduction is too brief and could be improved by adding background and context to the project and the aim and objectives.
The literature review covers the most of the relevant concept related to the topic. However, this chapter could be improved by summarising the findings from the literature.





	 
	Survey
	Review
	Experiment
	Development

	2. Knowledge and Understanding Skills
	
	
	
	

	Methodology
	/5
	/5
	/5
	2/5

	Survey Design
	/15
	 -
	 -
	 -

	Requirements/Design
	 -
	 -
	 -
	3/5

	Comments: The methodology is not well presented. A more detailed explanation of the survey, including the sampling technique, sample size, and project development stages, is expected. Design requirements are presented based on the general requirements of a viable project and the developers ideas.





	 
	Survey
	Review
	Experiment
	Development

	3. Cognitive and Intellectual Skills
	
	
	
	

	Results & Discussions
	/25
	/25
	/25
	14/25

	Conclusions and Recommendations 
	/10
	/10
	/10
	4/10

	Comments: The outputs of each stage of the game are presented using screenshots. The usability of the designed game is evaluated using eight samples and a ten-question survey. However, the discussion is quite basic and would benefit from more in-depth comparison of the results and stronger interpretation.

The conclusion is very basic. As the project aim and objectives are not stated explicitly in the introduction, the conclusion section lacks a clear explanation of how the project achieved each objective and its overall contribution.  The recommendations are covered in the reflection section.

	 
	Survey
	Review
	Experiment
	Development

	4. Practical Skills
	
	
	
	

	Development
	 -
	 -
	 -
	10/15

	Experimental Design
	 -
	 -
	/15
	 -

	Comments: The development section is presented using screenshots of the outputs and scripts that explain features such as audio and visual elements. It also covers bug-fixing details. However, it lacks a detailed explanation of the testing process.











	 
	Survey
	Review
	Experiment
	Development

	5. Transferable Skills for Life and Professional Practice
	
	
	
	

	Reflection
	/10
	/10
	/10
	5/10

	Quality of Report
	/10
	/10
	/10
	4/10

	Comments: The reflection section is predominantly focused on future development. The report also contains numerous grammatical and spelling errors. Furthermore, the use of future tense is inappropriate, as the project has already been completed and should therefore be described in the past tense.







