
 

 

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. 

 

Student Name: Luke Morgan Student P Number:  

Programme: BA Computer Games Design / BA Computer Animation 

Module: Environment & Level Design 

Module Code: M4X02041 Contribution to Module: 50% 

Assignment Title: 3D Diorama & Presentation 
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1. Engagement with 
Literature Skills 

10%               

2. Knowledge and 
Understanding Skills 

20%               

3. Cognitive and 
Intellectual Skills 

20%               

4. Practical Application 
Skills 

30%               

5. Transferable Skills 
for life and Prof Prac. 

20%               

 

 

Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

Research has been evidenced in the presentation in the form of images, sourced from TV shows, games 
and real historical sources obtained online.  

A Bibliography has been supplied as part of the submission – this is good practice for future projects. 

2. Knowledge and Understanding Skills 
 

An awareness of modelling and texturing procedures has been demonstrated through the diorama work.  

A modular approach to some assets has been made, which is a method you will make more use of going 
forward in your studies.  

Maya has been used to create a rough blockout of the scene at an earlier stage of production – again, 
this is an approach that you should make use of in all projects in the future. 

 

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) 

61.3% 
Up to 1 week late (40% Max)  

Over 1 week late (0%)  



 

3. Cognitive and Intellectual Skills 
 

 Project problems and solutions have been discussed in the presentation  relating to topology and 
manifold geometry. With more experience you will be able to solve these issues quicker – it it common to 
experience these issues when starting out so don’t worry. 

Texture quality has been evaluated, and reflective thinking has been evidenced as part of the 
presentation – good work. 

4. Practical Application Skills 
 

Concept art has been shown as part of the presentation, which is good to see. 

Models have been showcased in the Unreal Engine with a good amount of textured assets. 

The Diorama has a focal point in the form of a campfire surrounded by related props. 

5. Transferable Skills for Life and Professional Practice 
 

Slides are clear and relevant to the presentation and assessment. 

You present your work well, speaking clearly and at a pace that can be easily followed and understood. 
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