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FINAL GRADE

74/100

Project Proposal - Mathew Jones
GRADEMARK REPORT

GENERAL COMMENTS

PROJECT PROPOSAL – ACCA6020 INDEPENDENT PROJECT

Student MATHEW JONES 2317425                  Mark 
74                                                                                         

Intro / A&O (400 words)

Project title; Identification of a 
specific problem to be
  investigated; Well-defined aims and 
SMART objectives; Explaining why 
this project is
  worth doing; Discussion of what the 
project needs to do in order to be a
  success; Description any 
deliverables that
  will be produced at the end of the 
project

 

The student’s project is to
  measure the impact of a interactive 
digital game, on mathematical skills
  acquisition and user retention, in 
pupils aged from 4 to 10 years of 
age. The
  reasoning from national and 
international literature is that Wales 
is the
  worst of the four home nations in 
terms of mathematical skills and also
  continues to be near the bottom of 
the ‘PISA’ league tables in terms of
  numeracy skills.
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The measurable successful outcome
  will be to design and implement a 
suitable and appealing game, for 
pupils to
  develop and hopefully improve and 
enjoy using their numeracy skills. 
The test
  scores will be analysed statistically 
to provide insight into the games
  effectiveness, along with any survey 
results(from pupils and parents)
  obtained. 

 

The project’s aim and objectives
  are clearly stated and a useful Gantt 
chart measures a SMART proposed 
time
  line to ensure the project will be 
completed within the allotted 
timescale.

 

 

 

 

Background to the Project / Literature
  Review (400 words)

Description of how the work to be 
done by in the project relates to
  the work identified in the literature 
review; Discussion
  of any ethical issues raised by the 
project Identifying what has already 
been done within the field; Topic 
familiarity; Brief literature review
  using appropriate sources – 6-8 
journal papers and book chapters 
rather than
  just websites;
  Selection of relevant models &
  concepts

 

The
  motivation for the student’s project 
is the observed and well 
documented findings,
  that the numeracy skills of Welsh 
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school pupils are the lowest of the 
home
  union nations, and is also near the 
bottom of the international PISA
  rankings. The student believes that 
a better engagement in numeracy 
skills
  acquired through a gaming 
approach will sustain student 
interest and
  engagement with mathematical/ 
numeracy skills. This hypothesis will 
be
  assessed both quantitatively and 
qualitatively via statistical analysis of
  test results and from pupil and 
parental surveys.

Ethical
  issues regarding personal data are 
briefly considered with regards to
  sensitivity and are more broadly 
referred to on the ethics form.

References
  contain some journal citations form 
IEEE journals and government 
reports as
  well as accredited websites, which 
are relevant to the aims of the 
project,
  but not much in terms of current 
work in the development of games 
to aid
  learning development.

Project Design (500 words)

Clear statement of which 
development methods are to be 
used and why
  they are appropriate; Clear 
statement of
  which tools are to be used and why 
they are appropriate; Clear 
description of how data collected will 
be
  analysed

 

Methods which
  will be used to develop the game 
are stated such as visual studio code,
  python , PYGame etc.. as these are 
relevant to the game design and 
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implementation.
  However, what the form the actual 
game will take is lacking, along with 
what
  the proposed game structure would 
be, Is missing in terms of levels, 
rewards
  what skills are being developed (+ - 
x /) etc. and what is termed as 
success/successful
  outcome?

 

The student
  will aim to collect test results from 
pupils playing the game over a six 
week
  period, analyse and appropriately 
display them to see if any meaningful
  insights are obtained, along with 
data from pupil and parent surveys.

 

 

 

 

 

 

Resources / Planning (200 words)

List of any deliverables; Clear 
diagram
  showing both timing and resource 
use; Completed
  ethics form; Limited and relevant 
appendices

 

The deliverable outcome will be a 
computer game designed to improve
  the numeracy skills of pupils aged 
from 4 to 10 years of age.

The resources needed are outlined 
both for the project and the
  pupils requirements ( a PC, 
keyboard mouse and relevant 
designer software)
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A useful Gantt chart shows that time 
management has been undertaken,
  which if adhered to will ensure 
successful completion in a timely 
manner.

 

The ethics form has also been 
successfully completed.

 

 

 

 

 

Document Presentation

Correct spelling, grammar and 
punctuation;
  Flow of narrative/fluency; 
Coherence; Word processed ; 
Correct
  use of referencing with 
bibliography; Strict
  word limit

 

The report is
  well formatted, quite well written, 
flows quite nicely and is easy to read,
  conveying the salient points of the 
research project, namely its outline,
  aims objectives and methodologies, 
but does contain some minor errors.

The report is
  within the allocated word limit and 
referencing is appropriately done 
within
  the written text.
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Comment 1

To measure the impact?

Comment 2

as well as?

Comment 3

proved?

Comment 4

Spelling
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Comment 5

States? Spelling
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Comment 6

other forms may be useful also, line graphs for trends etc.

Comment 7

enjoyed learning from the game may be better?

PAGE 6

Comment 8

form?



Comment 9

developing the? and testing?
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