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FINAL GRADE

74/100

GDP_DOC_Carbinet Carnage _Your Game Idea_2212266
GRADEMARK REPORT

GENERAL COMMENTS

Marks Breakdown

 

1. Engagement With Literature Skills (70%)

A bibliography with a wide range of sources is 
presented in
the submission that adheres to IEEE format. Good 
work.

 

2. Knowledge & Understanding Skills (71%)

A good amount of information is present in the 
Demographic section, including
statistics showing age groups of players in the UK. 
PEGI ratings are broken
down and addressed as well, rather than just being 
included with no context –
good work.

 

The USPs and character abilities are thematically 
linked to
the core concept. The Characters themselves could 
be considered your USP to be
honest – it’s an interesting take on the fighting game 
genre.

 

Consideration is given for the player’s emotional 
responses
to the game and what they will see when starting 
the experience. These
considerations show that you are considering the 
player experience and not just
the aesthetic design of the project.

 



3. Cognitive & Intellectual Skills

(Not assessed in this assignment)

 

4. Practical Application Skills (78%)

Consider using more visual elements when 
describing the game
flow and sequence of play sections – use of 
diagrams may be a consideration
here. 

 

Flow charts are used in the GDD showing how the 
player will
navigate the shell menus and/or the gameplay 
content itself which is good to
see.

 

The character section is creative and entertaining –
genuinely enjoyable to read and enhanced with the 
use of AI imagery as
prototype character designs. Excellent work.

 

Visualisations of gameplay mechanics such as the 
Manifeso
Move and public opinion meter are helpful to 
imagine the concept you are proposing.

 

In-game environments are illustrated with clear and 
engaging
mock-ups that are all contextual and add appeal to 
the British theme of the
game.

 

5. Transferrable Skills for Life and Professional
Practice 

(Not assessed in this assignment)



Overall Mark: 73.9%
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