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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 
	13/15

	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)
	15/20

	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 
	14/20

	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 
	14/25

	5. Transferable Skills for Life and Professional Practice
	 

	· Organise information into a coherent presentation which identifies and clearly communicates the ideas of others, your own ideas drawn from a theoretical discourse, your insights and understandings. 
· Consistently apply referencing conventions to suit the required format.
· Present your work professionally and communicate your ideas in a coherent and consistent style with due consideration to your audience.  
	14/20

	TOTAL
	70/100



Comments:

	
1:
· Research overview given and different research types used explained.
· Articles highlighted are related to overall topic and contextual.
· Literature and authors highlighted and related to overall topic.
· Relevant games explored and their influence on project detailed (Tutorials, Puzzles).
· Methods for information gathering explained.
· Tutorials used for tools utilised shown (UE5 youtube tutorials etc.) with Unreal Forum also used to find sources.

2:
· Flow theory discussed and related to project.
· Demographic considerations given with their potential impact on practical project (creation of accessibility elements).
· Online/Game accessibility standards discussed and application into practical project considered.
· Discussion on theory behind tutorial levels/creation of tutorial levels given.
· Use of narrative flow in puzzle based games highlighted and shown in relevant examples.  Environmental storytelling also mentioned.
· GDD created to help inform practical project.
· Practical tools used have been shown and reasoning for their use explained.
· Reflection of usage of Gantt chart given and reflection on effect of unforeseen circumstances on the projects/researches progress (budget of time factored into overall chart).

3:
· Gantt Chart shown as evidence of project planning with explanation.
· Secondary Gantt chart shows future planned work and is ready to be used going forward.

4:
· GDD shown and explained.
· Possibly would liked to have seen more early practical elements/prototypes?

5:
· Intro to interim viva could come off as too casual for what is effectively an exam, calling viewers ‘noobs’.  Watch things like this for professionalism going forward.
· Overview of presentation given in form of contents slide
· IEEE Referencing format used throughout with bibliography slide.
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