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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. 
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Generic Assessment Criteria  

1. Engagement with Literature Skills 
 

Research has been evidenced in the text with references and a Bibliography is presented at the end of 
the report. 
 
2. Knowledge and Understanding Skills 
 

Improvements in the workflow have been suggested, specifically with the control rig, and how optimizing 
this area could speed up the general process of production. 
Understanding of the benefits a GDD may bring to the project has been evidenced in the reflective 
document. 
Considerations for the importance of time management have been evidenced in the submitted report. 
 

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) 

62% Up to 1 week late (40% Max)  

Over 1 week late (0%)  



 

3. Cognitive and Intellectual Skills 
 

Analysis is present across all areas – the report structure breaks each component down and a focused 
evaluation takes place on research, technique and development. 
An iterative process has been adopted for creation of assets, using the rest of the team to gather 
feedback – this is good. 
 
4. Practical Application Skills 
 

Use of images (with captions) to support research may enhance the submitted work, e.g. the animation 
graph – could you include this in your written work as well as the presentation? 

5. Transferable Skills for Life and Professional Practice 
 

Report is laid out clearly, with headings separating each topic. 
References have been presented in IEEE format – good work. 
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