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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 
	11/15

	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)
	16/20

	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 
	15/20

	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 
	20/25

	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.  
	15/20

	TOTAL
	77/100



Comments:

	
1:
· Research overview given with relevant sources.  Application of theory through quotes, references and related articles has been evidenced.
· Questionnaire used to gather data to inform project, with topical, relevant questions used. (25 Responses)
· Market data used with its findings discussed in presentation.  Well done.
· Mood board created using relevant imagery to inform practical project.
· There are a good amount of relevant, contextual video game examples shown in relation to the intended goals of the project.

2:
· Overview of project given with key objectives for the interim period identified.
· There is an appreciation and understanding of games design principles, with trends analysed and genre considerations discussed.
· Overview of relevant games history gives context to overall aim of project/intentions of visual style.
· Case study overview given with its relevance to project discussed.
· Discussion of the history of ‘bit-styles’ is interesting and shows a good understanding of aesthetic styles in games design.
· Exploration of projects intended visual theme has been discussed, with the creation of a moodboard to elaborate.
· There is a good awareness of project scope detailed throughout the presentation.

3:
· Reflection of questionnaire findings have informed projects overall direction.
· There is a good critical reflection of the use of new tools to achieve practical aims in the project, with their uses detailed.
· There is project prioritisation with MoSCoW method used in an asset list.  A Gant chart is also shown.  There is a good evaluation of content with an awareness of scope.
· Reflection of new tools used has been discussed with a good awareness for limitation of software given.
· Considerations given for object scale with use of ‘universal scale method’ chosen to resolve this.
· There is a good overview of problems encountered, with relevant, contextual solutions for each explained.
· Future plans identified with ‘work in progress’ elements highlighted.  Next steps in project are well thought out and show a good awareness of scope.

4:
· Questionnaire has been created to gather data relevant to project.
· One Sheet GDD and Game flow chart created in order to inform design of project.
· Practical concept work shown with characters, mock ups and logo design exhibited.  Styles of characters shown are varied, in keeping with ethos of theme experimentation in pre-production.
· Pixel/Sprite art shown with original character created.  Character also photobashed onto existing IP screenshot to assess art target.
· Tilesets created using ‘Pyxel Edit’ that are of a good quality, utilised in a 3D space in ‘Crocotile 3D’.
· 3D Mockup of level with 2D Tilesets used.  This is good, as it evidences your overall intentions for project.  Well done.
· Extensive sprite work shown, with an acknowledgement of iterative design process used.
· Unreal Engine 5 work has been detailed with blueprints shown.  Gameplay on screen shows sprite art utilised in 3D space in Unreal Engine 5 with UE5 Flipbook work also shown.

5:
· Full introduction of self given with overview of title.
· IEEE Referencing used throughout the presentation with bibliography shown.
· Presentation visually communicates ideas well with consistent style throughout.
· Information organised in a coherent way that identifies and communicates ideas well.
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