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	Student Name:
	Fenn Ingram

	Title of Project:
	Major Project

	Supervisor:
	R Morgan

	2nd marker: 
	A Head



	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)
	13/20

	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 Application 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 
	20/25

	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
	12/20

	TOTAL
	68/100



Comments:

	
It’s an idea to give an overview/synopsis of your game idea and project to begin as this helps add context to a presentation. Imagine we don’t know what you’re going to pitch – this usually helps when developing an elevator pitch/summary of the project.

A GDD has been developed for the project, which is good as it demonstrates an appreciation for both project management and game design. Colour-coding features in order of priority also re-enforces this evidence – good work.

Some research has been covered in the presentation focusing on games and UE4 tutorials, though expanding on this would be useful as it can enhance the marks awarded in the marking criteria. Inclusion of a bibliography is always useful – even if it is only briefly shown at the end of the presentation.

Shell menu designs/proposals emulate the style and function of gameplay. The visual consistency is good as it helps the game feel professional. As for the selection using codes, this is a novel idea – it may be wise to playtest this with test groups to determine if this will be a workable idea in reality.

Some discussion of problems and solutions related to environmental effects/lighting have been addressed, and future plans have been discussed. Understanding how to solve problems and plan for the next phase of development will help the project to continue to develop.

Considerations have been given for audio and in-game music. Using keywords to summarise the mood is very useful for an audio team – direction like this is important in maintaining a creative vision. 

A very good amount of both practical and technical work has been evidenced in the demo and presentation. The game is already in a playable state with functionality, completed challenges and progression through an environment. This gives plenty of evidence that you are enthusiastic and committed to the project – well done, keep it up!
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	(Supervisor)
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