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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 
	12/15

	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 
	16/20

	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
	16/20

	TOTAL
	80/100


 



Comments:

1:
· Historical retrospective on video game tutorials with good reflection on contexts of times (Atari had instructions on box etc.)
· Use of external media to elaborate on gamified tutorials (DND)
· Banjo Kazooie example used as early example of on the nose tutorials.
· Extensive research conducted not only through sources but first hand experience.
· Methods of teaching presented as a way to reinforce tutorial methods in games
· Examples of teaching methods in games given
· Portal Developer Commentary used as source with quotes from dev given
· Relevant quotes given to back up concepts (Gabe Newell quote on Playtesting)
· 

2:
· Clear, advanced knowledge of ludilodigcal concepts on display
· Awareness for methods of keeping players engaged
· Good breakdown of contextual game tutorials (Halo)
· Reflection on games control systems being made culturally understanded/assumed
· Great application of teaching methods in gaming tutorials evidenced
· Awareness of when text should be shown and not (UX)
· Use of tutorials to determine difficulty explained and value justified
· Case study on portal shown:
· Justifications given are relevant to project and idea of teaching players mechanics
· Show don’t tell
· Colour theory knowledge and understanding used to elaborate on methods used to introduce players to portals.
· Conditioning mentioned, application of psychology concepts in video game tutorials shows advanced understanding of concepts outlined.
·  New Vegas methods of teaching players touched upon and explained in a contextual way.


3:
· Goals of research and practical efforts outlined with justifications given.
· Good outline of practical work to be completed
· Good analysis and deconstruction of learning through play (Mario and DND book example)
· Extensive reflection on the value of different ways of teaching through play
· Advanced application of external knowledge in context (Education methods in gaming tutorials)
· Fluent breakdown of tutorial concepts in portal show advanced understanding of concepts outlined.
· In depth breakdown of issues with early version of tutorial prior to playtesting and solutions presented.
· Reflection on results of study and self directed learning shows advanced awareness of ludological concepts, teaching methods in gaming and experience design.


4:
· Creation of practical work outlined with workflow explained.
· Project created in Unreal Engine 5.
· Project displayed shows clear understanding of research topic with examples of varied teaching methods employed to give contrast to concepts on show.
· Project actively improved through playtesting with changes shown and explained.
· Project has clear playability with animations, physics puzzles and UI elements employed.

5:
· Intro Given, spoken confidently
· Spoken freely with no use of script, evidence of advanced understanding of subject area.
· Contextual imagery used to elevate presentation and aid in explanation of concepts.
· Clear and consistent style of slides/fonts give cohesion to presentation.

