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FINAL GRADE

51/100

Jared Nickson - 3d Diorama and Presentation
GRADEMARK REPORT

GENERAL COMMENTS

1. Engagement with Literature Skills (50%)

Research has been evidenced in the work and
though there are some references, this feels a 
little light. Stating that you
have not used references for assets is not ideal. 
University work should always
be informed by research and this is an important 
process for self development
as well.

 

Do not be concerned with being original as
modelling an existing design of building in itself 
wouldn’t necessarily be
considered original. What’s more important than 
originality is whether the
tasks are completed effectively – and 
research/reference images help a lot with
this. 

 

Forgetting to save references or research only
results in less marks being awarded as the proof is
not evident to assessment
staff. In future, save all parts of the process as it is 
useful to have this
information, and the assessment brief does state 
that a presentation is due –
so it was implied from the beginning that this 
information would be needed.

2. Knowledge and Understanding Skills (48%)

A diorama has been submitted showing a good
understanding on 3D modelling processes. 

 

UVs could be improved with aligning the UV
shells so they’re tidier and aligned to either the 
vertical or horizontal axis –



the lecture notes on Moodle have covered this 
process.

 

The presentation of the work may need to be
reconsidered as a recording of a word document is
not the most engaging way to
present your work to
an audience.


3. Cognitive and Intellectual Skills (51%)

Practising the UV process is a good element to
include as it shows critical thinking skills and 
showing initiative to improve.
Hopefully this has been a useful experience and 
should pay off in the long
term.

 

Texture boundaries are likely distorted because
of the spacing of the UV maps, some of which look 
as though they are automatically
unwrapped using the Auto UV tool. Without 
refining the layout you will find
that Normal Maps will create ‘bleeding’ which 
causes distortion on the final
texture. Have a look at the lecture materials on 
Moodle as this shows how to
use the Layout tool to avoid this.

4. Practical Application Skills (53%)

Documenting the issues experienced and gradual
stages of the model is good to see – though due to 
the way in which the presentation
has been recorded it does not use much of the 
screen space. By using a
different presentation method such as a slideshow 
you’d be able to make more
use of the space on screen to show the work you 
are producing (or areas in
which you have experienced difficulties).

 

The Diorama contains some interesting models
with a
lot of detail, though the UV process could be



optimised. No evidence of Unreal
Engine
engagement is present in the work, which is a
shame as the lighting and composition
of UE5 is
better than Maya’s equivalent. We are also using
UE5 next year so it
is an opportunity to familiarise
yourself with the software.


5. Transferable Skills for Life and Professional 
Practice (52%)

The presentation appears to be a narration of a
report – this is not really the best way to present 
the work. Consider using
Powerpoint or a similar tool to present a more 
visually-based account of the
work, as the current submission would be more 
effective as a written document. 
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