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	Practical Skills (60%)


	You will want to ensure the animation has been worked on, to raise the level of action or believability; the visual design is commanding and persuasive/evocative; the composition or structure has appeal and is engaging, etc.
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55%


	Transferable Skills (40%)


	
Evidence the ability to manage your own learning using project planning techniques and how you have met your own self-imposed deadlines. Provide insights on your development and challenges to the project/ process.
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BLOG / WRITTEN - 40%


	
	

	
Engagement with Literature Skills (30%)


	
As a blog/written account you have the facility to branch off from the main practical piece and provide entries or posts on animators, artists, films, techniques, (etc.), and with links to articles or other blogs and references. You are aiming to substantiate the main content with underlying academic research skills, relevant to L6/graduate-year levels.  

	
First Marker
62%

19/30

	
Knowledge and Understanding Skills (30%)
                                                                                         

	
Your targeted studies will help to inform the direction of the project, but also highlight the degree of understanding and engagement with particular subjects and methods and your growing adoption and application, towards the practical elements. Explain how the narrative/animation/technical problems were developed, how you grasped ideas/concepts and were able to interpret them, to influence your own decision-making.
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Cognitive and Intellectual Skills (40%)
                                                                                                  

	
You would be looking to provide indications on your rationale and reasoning, comparing the before-and-after perhaps, charting the impact this has made and why you feel it improves the flow of the sequence, etc. As before, you would want to consider what are the reasons and implications and impact on the visual design/message? 
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	TOTAL         60  %
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Feedback/Comments:

	
PRACTICAL / FINAL ARTEFACT (40%) – Comments from First Marker:

References and research has been evidenced in the presentation through posters, fonts and games.

Colour theory referred to during presentation, displaying a wider knowledge of art theories. 3D models and textures indicate evidence of understanding of 3D processes, UV editing and texturing.

Project planning evidenced with task lists showing an ability to manage time and consider project scope.

Some camera issues have been discussed in the presentation and an evaluation of animation tasks has also been presented. Future plans indicate an appreciation for critical thinking and forward planning.

Storyboards, animatics, 2D concepts, promotional materials, 3D models and textures have all been shown in the presentation. A good amount of work has been presented.

An introduction to the project provides important context in the presentation – it may be good to also introduce yourself, as this would be necessary in interviews in the future.

A recap on project progress is good as it provides valuable information to the audience and shows that this work is part of a larger project.


BLOG / WRITTEN (40%) – Comments from First Marker:

Format is good, with title page, contents, declaration, table of figures and diagrams included in the submitted work.

IEEE formatted references have been used throughout the work and a bibliography has been supplied as part of the submission.

Some of the topics covered may need more of a general introduction to help readers understand what they represent – e.g. a general overview of what The Sims is as a general concept would be useful earlier on in the dissertation. Similarly, online influencers/presenters may also benefit from having a little bit of background information to help the reader understand what part they play in this study.

Some additional screenshots would be good to see as these help illustrate certain elements of the written work – for example, building and/or character creation menus in The Sims would be good to see. 

Good use of mental health statistics that have been externally obtained and an understanding of elements of social inclusion has been evidenced with research. This provides evidence of research and self study.

Links identified between toxic behaviour and anonymity online – this is good evidence of critical thinking based in research.

Appreciation of data changes following the pandemic – some statistics will have changed as a result of social isolation and this is acknowledged in the written work, which is good.

The work addresses many concepts relating to toxicity, problematic behavior and bias in online communities – I feel this is good to highlight the issues. Could there be more added to the report that looks at resolutions / suggestions to combat this type of behaviour? It may be good to look to positive solutions going forward and if they are feasible in spaces such as gaming communities.


	
R Morgan  / May 2022
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