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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 
	9/15

	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)
	12/20

	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 
	10/20

	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 
	14/25

	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.  
	13/20

	TOTAL
	58/100



Comments:

	1.
Contextual sources used including quotes, animated sequences from existing works with IEEE referencing used. Animated references shown on screen are related to the areas being explained and illustrate concepts well. A good blend of sources covered, exploring areas between the interplay of foreground ~ background elements, animations that help convey personality, etc. 

2.
Importance of subject area in discipline explained with mention of immersion, together with an appreciation for amount of noise on screen in relation to player attention. Animations reflecting player inputs noted with explanation concept, telegraphing and wind up of player/enemy actions highlighted. The aims and objectives of the project have been noted and explained with concept representation. Presentation included a growing understanding of the options available to enhance the connection to the player, with regards to reading emotion, responses, aesthetics of camera options and placement, colour selections, etc.

3.
There is an acknowledgement of content that has not been completed yet and it would have been beneficial to provide a full breakdown on the scope relating to project, including any  proposed plan / schedule for when these assets will be completed. Some of the future objectives were listed and explained, although the visual motifs and techniques covered in the early part (via references) has not impacted enough, yet, on your own thinking and considerations and details. More project planning - challenging the pro’s and con’s of decisions to take – will help with what could be utilised, and to assist with further reflection and review (Jan+).

4.
Some demonstration of the current progress and content given, although some of the material seemed incomplete and / or more iterations were needed. The goals were outlined well enough, with some initial early concepts and a story board prototype of final piece, but you would want to do a lot more on the practical side, in order to advance the quality and full expansive forms of expression / designs. Some of the animated sprite work shows potential, working as place holder / early tests towards the final work.

5.
Intro’ provided, title explained and information portrayed clearly on screen that communicates case studies, inc. IEEE referencing. Presentation is well formatted with all images/animations displayed clearly.  Subject knowledge has been communicated well and  the delivery was vocally strong throughout. The latter half of the presentation was needing more design workflow, development and implementation. Further targeting on what will be done, within the timeframe, and to the desired level (over the coming months) will help with the overall direction and flow.
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