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FINAL GRADE

70/100

Oliver Altissimo 2305263
GRADEMARK REPORT

GENERAL COMMENTS

Marks Breakdown

 

1. Engagement With Literature Skills (71%)

An extensive bibliography has been presented in the 
work,
with entries following IEEE referencing format. A lot 
of research has clearly
been conducted in the project – good work.

 

2. Knowledge & Understanding Skills (68%)

Consideration for demographics has been given in 
the GDD, with examples of
related games that the target audience may engage 
with.

 

The game story and flow summaries are good – 
these provide a
useful and informative overview of the game idea.

 

Multiple control systems are clearly mapped and 
labelled in
the document, which is essential for the dev team to 
look at when creating
prototypes.

 

The GDD covers a lot of material and in this instance 
it is
quite long – consider providing examples of content 
in future to cut down a
little on the submitted content and to keep it in line 
with the brief’s
requirements.



 

3. Cognitive & Intellectual Skills

(Not assessed in this assignment)

 

4. Practical Application Skills (70%)

Use of images for the character profiles are good as 
this
gives an indication of the visual style of the 
characters. An art team would
use these to develop their concept work after 
reading your GDD. The same goes
for the environments in the Game World – these 
visual references are very
useful and should always be a part of a GDD.

 

 

Flow diagrams are used in the GDD to show game 
progression and
menu navigation – good work.

 

Beat Charts are utilised in the GDD – hopefully this 
has
helped influence the level designs as you are able to 
compare one section of
the game to another. This is a good application of 
course content into the
submitted work.

 

Consideration for audio is included in the game 
experience
section – this is also very useful as this will help 
provide your design team
with an informed view to making the game as 
authentic as possible. This could
increase immersion.

 



Gameplay mechanics, enemies and bosses are 
extensively
documented with tables and visual materials.

 

Cutscenes are represented with visual elements – 
this is
good, though to enhance this it might be an idea to 
caption each image with
what is happening in the frame, plus any dialogue 
that should be featured.

 

5. Transferrable Skills for Life and Professional
Practice 

(Not assessed in this assignment)

Overall Mark: 69.8%
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