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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 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)
	15/20

	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 
	16/20

	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 
	20/25

	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
	14/20

	TOTAL
	76/100



Comments:

	
1. Engagement With Literature Skills
Research has been evidenced in the presentation with references and Bibliography in IEEE format. Citing quotes from researchers such as Berni Good is ideal – this, coupled with studies of academic papers show that a lot of credible research has been considered.


2. Knowledge & Understanding Skills
Aims and objectives have been clearly stated in the presentation, which provides valuable context to your audience – this is always good to provide.
Research methods have been explained and documented in the assessment.
An understanding of the ‘FOMO’ concept is demonstrated in the research – this is a clear factor in affecting how people perceive what is acceptable conduct in competitive games.
Ethical concerns have been explored relating to Anticheat systems employed by platform holders and publishers – good work.


3.Cognitive & Intellectual Skills
Themes and discoveries in the gathered research have been shown, with a good understanding of the consequences of player attitudes and actions when cheating is concerned – justifications have been provided for why people cheat, which is good as this provides an objective viewpoint that should lessen and bias. This is more important in academic work than you might imagine!
A project plan has been produced and presented as part of the assessment.
Analysis of data in the research has been conducted, showing an ability to think critically when presented with information

4.Practical Application Skills
Examples of cheating in games such as COD:Warzone have been provided as examples – this is good to see.
Practical work has been conducted with a prototype game demo written in code that people can play, containing temptations to cheat – this could prove to have interesting results. Multiple versions of the game have been made, some with heavier leaning towards making people cheat – it will be interesting to see the results of this in full. Good work.

5.Transferrable Skills for Life and Professional Practice
Future plans have been considered and communicated in the presented work.
All presentation slides are clear, well produced and consistent.
An introduction has been given covering who is delivering the topic and the theme of what is to be covered. This is a consideration that should always be applied to every presentation given in future.
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