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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)
	11/20

	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 
	9/25

	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
	11/20

	TOTAL
	52/100


 



Comments:

Engagement with Literature Skills 
Overview of research conducted given
· Relevant media used as sources.
· List of films/games used have directors/devs but also SHOULD have IEEE reference.
· Examples of both films and games given (Blade runner, Bioshock)
· Would liked to have seen more about actual environmental storytelling on the granular/gameplay/viewer level than the general synopsis of setting.
· Conclusion and reflection of research conducted given.
· Sparse reference/bibliography slide has been shown.

Knowledge and Understanding Skills
· Overview of project idea given with project summary.
· Definition of environmental storytelling given and explained.
· Explanation and set up of abbreviations (ES for Enviro storytelling)
· Relating of topic to themes and examples used (Post-Apoc)
· Mood also mentioned
· Use of environmental story telling as a gameplay cue/pointer to player has been explained
· Shows good application of topic to general game/experience creation.
· Colour theory, mood settings, lighting etc.
· Use of lighting as a method for directing player through environments explained
· Use examples and imagery
· Colour temperature and mood of colours explained

Cognitive and Intellectual Skills
· Analysis of value of interactive environments in video games.
· Breakdown of similar themes/principles in Film
· Comparison and contrast of both film and games given.
· Reflection of lighting methods in film and their relation to specifically video games.
· Breakdown of environments of ‘WALL-E’ given with comparisons/contrasts of mood, lighting and colouring given.
· Breakdown of use of enviro storytelling in ‘IT’ (2017)
· Colour theory elements highlighted (Balloon, Red=Danger)
· Breakdown and analysis of Bioshock
· Would liked to have seen more ingame, in-environment screenshots of more granular examples of environmental storytelling and less general.
· Analysis and breakdown of Last of Us (Game)
· Nature vs. decay themes explained
· Show more examples of this.
· Use of graffiti and messaging in decals
· Show some visual examples of the graffiti/messaging used.
· Some reflection on issues with timekeeping
· Asset list scrapped was created but later shelved, feature creep of late changes to list blamed have been blamed for this.

Practical Skills
· Some in-engine screenshots of models given with lighting changes.
· Unreal Engine 5 has been used.
· Practical work displayed consists of one textured model with some point lights and changes to a post processing volume.

Transferable Skills for Life and Professional Practice
· Minor intro was given
· Make sure to fully introduce yourself (Name etc.)
· Use more imagery in the presentation, Formatting is a simple black text on white background.  Perhaps look to theme the presentation closer to your topic.

