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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)
	16/20

	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 
	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 
	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
	15/20

	TOTAL
	77/100



Comments:

	
· Large amount of contextual research on display and explained throughout presentation, with application of concepts outside of field. (Fundamental teaching techniques explained in relation to game tutorials.)
· Authored works on teaching principles have been used to give contextual research to the practical project, well done.
· Tutorials have been utilised to ensure that skill level is adequate to deliver practical project.
· In-game developer commentary has been utilised to get direct research from industry experts.  Well done.
· Project aims and objectives extensively explained with overall goals and their scope outlined.
· Future goals of the project detailed with implications for project plan overall.
· The concept of ‘show don’t tell’ illustrated well with explanation of Portals tutorial techniques found in research.
· Application of some psychological concepts to ludology.  This is great to see, this is an area that you could potentially do a deeper dive into going forward on the theoretical side of your work.
· There is advanced crossover in concepts on show with education practices being linked to video game tutorial structures.
· Issues and problems encountered during project so far have had their solutions explained fluently.
· Qualitative and quantative surveys to be used to gather information/primary research with pros and cons detailed.
· Unreal Engine 5 has been used to create an interactive representation of the final state of practical work.  Well done.
· Usability touched upon and its impact on the project explained.
· Full introduction of self and project given, well done.
· Presentation has been delivered confidently and enthusiastically.
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