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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 
	11/15

	2. Knowledge and Understanding Skills
	

	· Key objectives identified for the final development phase  
· 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)
	15/20

	3. Cognitive and Intellectual Skills
	 

	· Evaluation of content - Does the final presented artefact meet your expectations, and the requirements of the brief? Do you feel that compromises to the proposal had to be made, or the scope of the project changed? If so, where were these changes made and what factors prompted this decision?   
· 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? 
	15/20

	4. Practical 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 
	18/25

	5. Transferable Skills for Life and Professional Practice
	 

	· Organise information into a coherent presentation which identifies and clearly communicates the ideas of others, your own ideas drawn from a theoretical discourse, your insights and understandings. 
· Consistently apply referencing conventions to suit the required format.
· Present your work professionally and communicate your ideas in a coherent and consistent style with due consideration to your audience.  
	15/20

	TOTAL
	74/100



Comments:

	
1. Engagement with Literature Skills (11/15)

Research has been evidenced throughout the presentation.

Decisions have been made based on relevant research. Sources from games design based theory have been utilised.

Theoretical sources and research have been directly referenced in the work with authors such as Cziksentmihalyi, Rogers, etc.

A bibliography is present in the submission that covers a wide range of sources.


2. Knowledge and Understanding Skills (15/20)

A good outline of the project objectives and recap from the last phase has been delivered.

Project planning evidence has been shown.

A good knowledge of game design theory has been evidenced in the work.

A very good understanding of Unreal blueprints and functionality is presented with supporting images and confidence. Good work.


3. Cognitive and Intellectual Skills (15/20)

Evidence of analytical thinking regarding the scope of the project. This is discussed in the presentation.

Future plans have been highlighted and suggested as a next step in the project’s development.

There is a good evaluation of overall content with a breakdown of the aspects of the project that the student feels succeeded. 

Compromises made due to scope have been explained and their impact detailed. 

Some problems and solutions presented in design process with value placed on iterative design process.

4. Practical Skills (18/25)

Leaderboards have been created and implemented in game to help increase or incentivise player retention.

A frequent use of imagery and video footage in the presentation provide a good amount of evidence of practical work.

Unreal Engine 5 Blueprinting has been utilised and evidenced to create the games mechanics. Some usage of variables and functions in Unreal. 

Environment has been assembled very competently in UE5 with UI elements also created (Keypad door lock mechanic).

Experience is playable and has been run through; Felt lost at some parts as puzzles weren’t very clear. More test sessions would have solved this.

5. Transferable Skills for Life and Professional Practice (15/20)

A good introduction given for both project and presenter. A project overview is presented that links back to the written element of the project.

Transparency shown when utilising online libraries to help with rapid prototyping.

Blueprints are orderly and arranged well – these are very professional and would serve well as training or teaching guides.

A good ummary has been delivered, which ends the presentation on a professional note. Good work.


Final mark: 74/100



