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	Student Name:
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	Title of Project:
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	Supervisor:
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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 
	10/15

	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)
	12/20

	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 
	13/20

	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 
	15/25

	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
	11/20

	TOTAL
	61/100



Comments:

	
· A good breakdown of research completed has been shown in both practical and theoretical areas. 
· References have been clearly organised and catalogued using Microsoft Excel to help easily access relevant information.
· Contextual examples of application of research have been given along with a reference/bibliography slide following IEEE referencing format.
· Further breakdown of the value of the research in relation to the theoretical/dissertation work would have helped illustrate its usage further outside of your practical work.
· A good knowledge and understanding of processes required to fulfil practical project.
· Project aims and objectives detailed with a brief overview of prospective literature reviews.
· Aims and Objectives of the project have been broken down into easy to understand bulletpoints and explained well.
· There are some elements of project planning shown in the form of a Gantt chart, work would greatly benefit from a version that is up to date and regularly used.
· It would have been beneficial to touch on the prioritisation of certain tasks when completing your practical work.  The Moscow method is something to perhaps utilise when determining workload and priorities.
· Good display of practical creation skills on show with assets working in Unreal Engine 5.  Working parallax layer also shown which is a good touch.
· Playable demo that features assets is shown in video format.
· Usage of particle systems in Unreal Engine 5 shows evidence of self directed study.
· Ensure you introduce yourself and the project title clearly at the start of your presentation.
· Good summary on overall project given.
· Presentation was below allocated time given.  Try and practice the presentation before hand with a timer to better gauge the time required.
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