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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)
	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 
	13/20

	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 
	16/25

	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.  
	12/20

	TOTAL
	66/100



Comments:

	
1:
· Relevant games have been explained as inspiration with various genres detailed.
· Academic studies and principles mentioned but remember to use referencing.
· Use of traditional art sources and inspirational artists influence on project discussed.
· Use of other contextual media outside of video games to illustrate key concepts of practical work planned. (Movies, Books etc.)
· Video game theory literature has been used.
· Tutorial videos for practical creation process have been shown and their planned usage in project noted.

2:
· Early idea generation evidenced with notes and mind maps shown.
· Explanation of overall idea given with project relating to post modern art ideas.
· Justification for practical project has been given with personal experience influence on idea explained.
· Emotion/mood of practical idea has been considered.  It would be good to show some examples of this in other media/games.
· Exploration of psychological terminology/phobias in relation to overall idea.
· Some advanced terminology used in presentation such as Ludology.  This is good as it reinforces subject area knowledge.
· Tools that will be used for project have been discussed.
· Game mechanics/flow explained using simple pencil art representations.

3:
· Reflection of sources shown and reasoning given in relation to planned practical project.
· Personal experiences have been explained and applied contextually to proposed idea.
· Considerations for further areas of study in relation to project research have been discussed.
· Paper gantt chart shown.  Would benefit from making a digitised, easy to read version for slides.
· Project diary being used to keep track of work completed.

4:
· Photography used to create conceptual representations of overall artistic approach to practical project.
· Overall game idea has been explained.  Perhaps a one sheet GDD could have been used to formalise this information.
· AI idea generation images used along with pencil concepts to illustrate game area.
· Concept ideas for character have been shown.

5:
· Introduction given with project overview given.
· Try to avoid large bodies of text on screen.  Bullet point to streamline content with reinforcing images.
· Take your time with each slide.  Treat each slide as a finite currency; this way you can avoid slides that you may skip past quickly.
· Some more considerations could be made for overall formatting of slides.  Slides shown have an interesting visual theme running through but are impacted by some formatting issues.
· Ensure images are shown in a consistent layout/style throughout slides.
· Try to formalise your slides a little more.  Try and avoid note style information on slides as sometimes context is not clear.
· Make sure you digitise your concepts/sketches/mechanic drawings by scanning.  Avoid using photos taken of paper in favour of digitised for clarity and professional practice.
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