STUDENT FEEDBACK FORM (UG)

This section details the extent to which the assessment criteria are demonstrated by you, which in turn determines your
mark. The marks available for each category of skill are shown. Lecturers will use the space provided to comment on
the achievement of the task(s), including those areas in which you have performed well and areas that would benefit

from development/improvement.

Student Name: Samuel Riley Student P Number:

Programme: BA Computer Games Design

Module: Game Design & Asset Creation 2

Module Code: M5X02044 Contribution to Module: 50%
Assignment Title: Written Evaluative Report (Game Project)
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Assessment Mark (Assessment marks are subject to ratification at the
Exam Board. These comments and marks are to give feedback on module work
and are for guidance only until they are confirmed. )

Late Submission Penalties (tick if
appropriate)
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Generic Assessment Criteria

1. Engagement with Literature Skills

Some evidence of references applied in the main body of text.

A bibliography containing research has been provided in the report — this is good.

2. Knowledge and Understanding Skills

Painter) has been evidenced.

Blueprints for functionality have been discussed as part of the submission.

An understanding of technical processes in several different programs (Unreal, Maya, Substance

3. Cognitive and Intellectual Skills

experienced in development.

Compromises have been mentioned through the course of the project where difficulties have been




Acknowledgement of flaws in work processes have been evidenced, with solutions proposed on how
these could be addressed in future — good work.

Identification of certain programs for use shows evidence of critical thinking and evaluation.

4. Practical Application Skills

A good use of supporting imagery in the report helps the reader to see what issues you have

experienced and which solutions have been put in place — this is good.

5. Transferable Skills for Life and Professional Practice

A good introduction, overview and outline of personal responsibilities has been included in the

submission.

Time management has been extensively documented, covering tasks completed each month, which is

good to see.

Unfortunately the report has been submitted late and as per University regulations must be capped at

40%.

Assessed by: | R Morgan

Verified by:

A Head

Date:

18/05/21




	Contribution to Module:

