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FINAL GRADE

75/100

Luke Thomas - Game Design Document - 2317980 - Final
Draft
GRADEMARK REPORT

GENERAL COMMENTS

1. Engagement With Literature Skills (71%)

Research and referencing have been evidenced in
the submitted work, with citations in text and a 
bibliography presented in the GDD.
Research covers broad themes and the Bibliography is 
presented in IEEE format. Good
work.

2. Knowledge & Understanding Skills (74%)

A very good understanding of the Game Design
Document as a concept is evidenced with the 
submitted work, with appropriate
entries and formatting throughout the document. 

 

It is clear through the information presented in
the
work that you have engaged with the game as
well, which is always good to see.


3.Cognitive & Intellectual Skills (78%)

Good analytical skills have been demonstrated
in the GDD through the use of imagery and 
diagrams – these clearly show an
ability to take a game concept and to deconstruct 
and describe it in written
and visual form. The flow diagram in section 5 
could include a ‘Game
Over/Continue’ box as part of the game flow as 
well (as this is part of the
shell screens) but overall this is a good 
representation of how the game would
play out.



 

The controller layout diagram is clear and
simple, covers different input types, and would 
allow a dev team to map the controls
with very little chance of misinterpretation. SoR 
has a very simple control
system but the process is still valuable – the more 
complex the game, the
clearer the control system has to be.

 

A good overview of the sequence of play is
presented. The ability to summarise information in 
a concise form is essential
for GDD production.

 

Sections 7 and 8 make good use of the table
template. Even
if you design your own GDD I
would recommend using this same approach as it
allows you to break down important information in
a concise way.


4.Practical Application Skills (80%)

Use of diagrams and bespoke imagery is good to
see – the representation can be simple as you 
would be presenting this to an
art team to work on game content. Any inclusion of 
visual diagrams and sketches
is helpful as the GDD needs to convey information 
quickly and you have included
this as part of the submission.

 

The visual indicators of the character style,
rolling text , cutscenes and settings are a great 
example of GDD content – you wouldn’t
usually have the luxury of referencing an existing 
game so the way in which you
have presented these elements is very authentic. 
Expect to do more like this in
future GDD projects where there is no existing 
game to base ideas on.



5.Transferrable Skills for Life and Professional 
Practice (70%)

All elements of the assignment have been
completed and submitted by the deadline 
specified in the assessment brief. This
is a good example of a GDD – hopefully this 
exercise will be of benefit when
creating your own documents in the future.
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