
2000 Word Game Design
Document of Sonic the

Hedgehog 2 - Jared Nickson
by Jared Nickson

Submission date: 12-Dec-2023 03:33AM (UTC+0000)
Submission ID: 218884105
File name: 50303_Jared_Nickson_2000_Word_Game_Design_Document_of_Sonic_the_Hedgehog_2_-
_Jared_Nickson_546291_1710482426.docx
(11.23M)
Word count: 3998
Character count: 18992



















































FINAL GRADE

55/100

2000 Word Game Design Document of Sonic the Hedgehog 2
- Jared Nickson
GRADEMARK REPORT

GENERAL COMMENTS

1. Engagement With Literature Skills (64%)

Evidence of research is present in the document,
with IEEE formatting used for the Bibliography. This 
meets the criteria stated
in the assessment brief – good work.

2. Knowledge & Understanding Skills (52%)

There are good examples of information being
broken down into digestible and easy-to-access 
sections such as control systems
and character profiles but there is a lot of content 
which consists of large
amounts of text. In a Game Design Document we 
need to stick to basics and keep
the descriptive text light and easy to access – have 
a look at Scott Rogers’s
GDD guidelines to see how this can be achieved.

3.Cognitive & Intellectual Skills (57%)

There is evidence of breaking game elements
down in the submitted work though some sections 
are still quite heavy on
descriptive text. A game dev team attempting to 
make this game are less likely
to read paragraphs of text than a couple of bullet 
points, tables or annotated
sketches. It’s worth considering how to simplify 
and refine the information
presented in the submission for future GDD 



projects as it will become more
important in the second and third year of studies.

 

The flow charts provided show an ability to
analyse and break down game elements into 
simple processes that leave very
little room for misinterpretation – this is good.

 

Descriptions of the power-up monitors with
imagery is
another example of how the info in the
GDD should look – not too much in terms
of written
info, just enough to get an idea of what each one’s
function is.


4.Practical Application Skills (51%)

Examples of images used are good as these help
to convey ideas quickly and visually. 

 

Providing diagrams of the controller breakdown
is good, particularly for different peripherals and 
systems – this is the kind
of content that a GDD should have. 

 

Consider breaking down the content into sections
with
distinct headings, e.g. Gameplay, Character
Profiles, Level Design, etc. This
will make the GDD
easier to navigate.


5.Transferrable Skills for Life and Professional 
Practice (58%)

All elements of the assessment have been
submitted to Turnitin by the specified deadline 
date.

 

Some parts of the GDD are looking good, while
others probably need a bit more editing to work 
well as an easy to use document



for a dev team to refer to. Look at examples online 
or consult literature such
as Scott Rogers’s 'Level Up!' book to see if there are 
methods you can apply to
the work.
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