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FINAL GRADE

57/100

Sam Lewis - Games of Positive impact
GRADEMARK REPORT

GENERAL COMMENTS

Marks Breakdown

1. Engagement With Literature Skills (56%)

2. Knowledge & Understanding Skills (59%)

3. Cognitive & Intellectual Skills (57%)

4. Practical Application Skills (n/a%)

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

Overall Mark: 57.4%

Tutor's Feedback:

Use of images is good to see in the report as this helps 
provide useful context to the reader.

A few more references in the text would be good to 
see - there are important points raised of course (such 
as spacial awareness in Minecraft and the link to 
physical fitnmess in Just Dance) but these statements 
would be stronger if additional research supported 



them, either with a quote or a link to a related article, 
for example.

Research is evidences in the submitted work with a 
Bibliography formatted to IEEE standards - this is 
good. As before, try to include more references in test 
as shis shows that research can be obtained and 
applied.
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