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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 
	8/15

	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 
	12/20

	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
	 

	· 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
	12/20

	TOTAL
	60/100


 



Comments:

1:
· Bibliography slide but no references shown throughout presentation using IEEE format.
· Tutorials and references used mentioned but not shown throughout presentation.

2:
· Colour theory and effects in horror media touched upon.
· Blender and Substance Painter used for content creation.
· Environmental storytelling concepts applied to ship interior (Broken alien capsule.)
· Substance painter workflow explained and tools used detailed.
· ‘Tree It’ software used to create dynamic foliage.
· Optimisation of tree models touched upon
· Texture setup in Unreal Engine
· Audio Design process explained, used royalty free sounds
· Scene boundary used to control experience

3:
· Early prototype models shown with issues explained.
· Reflection on changes to interior texture to ship shown
· Choosing to not use flowers as they wouldn’t fit theme is counter productive to creating a realistic forest environment.
· Organisation of files explained with folder structure shown
· Issues with materials explained and solutions given
· Issues with Unreal and packaging explained
· Future considerations given and reflection on changes would be made if done again

4:
· Early blockouts in blender of scene shown.
· Textured Model of Ship shown.
· Hard Edges shown on cable model and glowing cylinders?
· Weathering applied to objects through texturing
· Unreal Engine used for final screenshots
· File structures shown.
· Height map applied to blood not a realistic effect.  Blood doesn’t typically project from a surface and is akin more to a thin paint in consistency/large amounts.
· Creation of fog map in Unreal Engine. (Exponential Height Fog)
· Displacement texture used to create terrain mesh.
· Lighting in Unreal Engine shown
· 

5:
· Intro to project given with summary.
· Slides are consistent in style and theming.
