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Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

More evidence of research could be included – you have looked at PEGI ratings, Heroforge, and used 
visual images obtained from elsewhere so there is evidence of research – adding a reference list or 
bibliography would help earn you more marks in this area. It’s a bit of a compromise as a ‘real’ GDD 
wouldn’t need it, but in University we have to compromise a little. 
2. Knowledge and Understanding Skills 
 

A little more detail could be given for the chosen platforms, with reasons why you want to develop for 
them. It could be demographic, or control systems, how many machines/units have been sold, etc. 
There seems to be a little bit of a misunderstanding in the Game Flow section – the flow diagram here is 
intended to show how the player moves through the game world but the diagram feels more like how a 
player upgrades their abilities. We’re looking at levels / world progression here, as these elements can 
be addressed in later sections of the GDD. 
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3. Cognitive and Intellectual Skills 
 

Control systems are mapped out in the GDD for both intended platforms – this is good. Going forward it 
might be an idea to make this a little tidier and to make better use of the page space, as some of the 
control systems seem to be squashed into the margins of the page.  
Flow diagram for game navigation in Section 6 is good as it demonstrates analytical thinking about how 
the game’s structure is going to be presented.  
4. Practical Application Skills 
 

Some visual images are used in relation to the game world, which is helpful for a reader to understand 
what you’re hoping to develop. Interior locations would also be useful to see, as the safehouses are a 
feature in the game and it would be good for an art team to know what these might look like. 
Using Heroforge as a way to show preliminary character designs is a quick and useful way to 
communicate visual ideas to an art team – this is good. 
Inclusion of visual storyboards (even as rough sketches) would be good to see in section 9, as this will 
help a development team understand what needs to be created for the narrative parts of the game. 
5. Transferable Skills for Life and Professional Practice 
 

Content of the GDD does describe a game idea though this feels a little light in places – more detail 
would be good to see, especially in the Gameplay and Game World and Game Mechanics sections, as 
these would help a development team understand the finer details of what you’re hoping to produce. 
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