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FINAL GRADE

58/100

Cat Rees - Games for Postive Impact
GRADEMARK REPORT

GENERAL COMMENTS

Marks Breakdown

1. Engagement With Literature Skills (63%)

2. Knowledge & Understanding Skills (57%)

3. Cognitive & Intellectual Skills (55%)

4. Practical Application Skills (n/a%)

5. Transferrable Skills for Life and Professional 
Practice (n/a%)

Overall Mark: 58.1%

Tutor's Feedback:

Leading in with a general introduction would be 
good to see, as this helps the report feel like one 
piece of work rather than smaller separate case 
studies.

Good evidence of research is shown through 
references in the main text and a bibliography is 
presented in IEEE format - this is good to see.



Use of imagery is useful as it helps provide context 
to the report. Inclusion of captions is important as 
this is how images should be presented in academic 
documents.

The text is largely descriptive, and though this is a 
good overview of the game experiences themselves, 
a bit more focus can be moved to the way in which 
these games provide a positive impact on players in 
different ways (e.g. consequences to actions in Life 
Is Strange, or the inclusivity of Night In The Woods). 
The analysis of positive reviews is good to see - more 
of this sort of content will enhance the marks for the 
assignment.
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