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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 
	9/15

	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)
	13/20

	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
	62/100



Comments:

	
· Good amount of inspirations for the project were shown, both in the form of characters from established titles as well as general art styles.
· Use of message boards and Unreal/Epic Games forums for implementation information show good level of initiative in relation to research.
· References organised into a document/catalogue that allows for ease of access when working on dissertation.  Well done.
· Reference page shown but sadly no IEEE referencing formatting present.  In the future, ensure consistency when detailing references/bibliography as you did use IEEE for the theoretical/dissertation section of your presentation.
· A good overall breakdown of both practical and theoretical project given with aims and objectives detailed.
· Theming of both characters and overall idea have been explained, with an awareness for established artistic principles such as colour and shape theory.
· Breakdown of archetypal character designs shows good understanding of the design process.
· Reflection on the theme and its implications have been given, along with an awareness for project scope detailed.
· Good breakdown of aims and objectives given with update on dissertation progress.
· Reasoning for information gathering methods/primary research given and justification presented.
· Iterations of design have been shown, but would have been beneficial to show iterations for all characters on display.
· Early concept work for intended characters shown with good characterisation/emoting present.
· Implementation mentioned but would have been beneficial to give a deeper dive into the actual pipeline for achieving custom characters in engine of choice. (MUGEN).
· Full introduction of self and project given, well done.
· Some project planning mentioned but not shown.  Ensure this is on display in future with screenshots.
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