
 

 

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. 
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3. Cognitive and 
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4. Practical Application 
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5. Transferable Skills 
for life and Prof Prac. 20%               

 

 

Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

Research has been evidenced with reference images and a bibliography at the end of the report. The 
bibliography could be a little more inclusive – you could add articles about project management/planning 
or other sources for animation here to make it a little more informed. 
 
2. Knowledge and Understanding Skills 
 

Evidence of understanding principles of animation is contained in the report, using terminology to 
describe various kinds of movement (e.g. squash and stretch). 
A good contribution to group meetings has been made with regards to note-taking. This is helpful for 
everyone in the long run throughout projects. 
 
 

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) 

64% Up to 1 week late (40% Max)  

Over 1 week late (0%)  



 

3. Cognitive and Intellectual Skills 
 

Analysis of animated frames in research have been documented as part of the process. 
Bottlenecks have been identified as part of the animation process – solutions could be suggested here 
as well, perhaps. How could you try to improve the workflow to ensure that waiting was cut down to a 
minimum? 
Conclusions have been drawn up from the experience suggesting improvements in the group structure 
and priorities. Be sure to remember this when it comes to major projects in the final year of study! 
 
4. Practical Application Skills 
 

Good use of supporting images (with captions) used throughout the report, particularly frame-by-frame 
examples of the animated sequences that have been produced. 

5. Transferable Skills for Life and Professional Practice 
 

Report is well laid-out and formatted in a tidy fashion. 
Good introduction and overview of the project – this is helpful for readers to understand the context of the 
game. 
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