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	1. Engagement with Literature Skills
	

	· Decisions made have been grounded in related research (game ideas, project management, design choices, etc.) 
· Application of theory through quotes, references, related articles and conducting primary research 
	10/15

	2. Knowledge and Understanding Skills
	

	· Key objectives identified for the interim period 
· Appreciation for project scope, potential areas in which compromises can be made and understanding time/personnel are finite resources
· Considerations made for contingency planning or risk Assessment (formal or informal)
· Appreciation and understanding of game design principles, aesthetic styles, technical requirements, demographics, etc. (depending on team role)
	13/20

	3. Cognitive and Intellectual Skills
	 

	· Evaluation of content - are you on track, ahead or behind regarding certain elements? If so, what suggestions are being made in order to help you with project progress?  
· Problems and solutions – did you have any issues during the last phase of development? If so, what solutions were proposed? Did they work and if so, what did you learn from this experience? 
· Next Steps / future plans - priorities to focus on following the interim 
	12/20

	4. Practical Application Skills
	

	· Demonstration of content, e.g. engine functionality, assets, finalized character/environment concepts, HUD designs (depending on team role) 
· Contribution to project is documented thoroughly with evidence (screenshots / images / videos etc.) contained in the viva 
	17/25

	5. Transferable Skills for Life and Professional Practice
	 

	· Demonstration of content, e.g. engine functionality, assets, finalized character/environment concepts, HUD designs (depending on team role) 
· Contribution to project is documented thoroughly with evidence (screenshots / images / videos etc.) contained in the viva
	11/20

	TOTAL
	63/100



Comments:

	
An introduction to the project and team has been delivered as part of the presentation.

Research has been used as part of the presentation in the narrative and bibliography – to help reenforce this, the quotes could also be featured on the slides to further evidence this work.

It may be good to start with a synopsis of the game idea before discussing the theory of immersion and flow as this will help provide context to the rest of the content.

GDD template, Gantt charts and risk assessments have been used and displayed – this is good to see as it shows evidence of project management beyond a creative role.

Scale and scope of the island terrain is justified as this is a demo/vertical slice of a game – it is better to focus on a smaller product and raise the quality than increase the size and take on something too ambitious.

Good to see menu systems and title screens with functionality as this helps demonstrate how the finished product will look and shows consideration for external shell menus as well as core gameplay.

System tests for damage and health regeneration are a good stand-in for final assets. What’s most important is how the systems work and not how they look during development. Good work.
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