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· Engagement with Literature Skills (10%)
                                                                                         
	

	Via this presentation you are looking to present any sources / references / influences that relate directly to the practical work. 
	80%

	
· Knowledge and Understanding Skills (20%)
                                                                                         
	

	You are looking to gain a better appreciation and respond to any findings that arose in doing this work, that relates specifically to the sequence/theme/genre, 
	86%

	
· Cognitive and Intellectual Skills (20%)
                                                                                                  
	

	Information from each part of production should be analysed as to value in the project and overall influence as a result.
	88%

	· Practical Skills (30%)                                                                                                                       
	

	Produce material that evidences the progress of the work undertaken to date. Propose innovative and technically appropriate solutions to the identified problem. Communicate those solutions effectively using contextually appropriate material at a level commensurate with IND PROJ/Level 6.
	85%

	
· Transferable Skills for Life and Professional Practice (20%)
                                                                  
	

	Evidence the ability to manage your own learning using project planning techniques and how you have met your own self-imposed deadlines. Provide insights on your development and challenges to the project/ process that can include the use of a learning journal, blog, production diary, or something similar, to date.

	90%


(Feedback/Comments on next page)



Feedback/Comments:

	
	                                                                                                                                                 TOTAL: 86%

	
· An excellent standard to the work, across the board, with an enthused and committed tone used throughout. Working as an assessment checkpoint, charting your goal and vision for the project, there is a lot to take away from the presentation, with the intended scope, direction and level of animation.
· All research highlighted match the intended genre and content, but there is more indicated here in the details and in capitalising upon both historical accuracy and artistic interpretations / licence adopted, e.g. in the coverage on fighting situations and styles, with commenting on the authenticity of single warrior enactments vs. lines of armoured divisions.
· A great range of material utilised, including illustrations, film sequences, miniature sets, reconstructions, etc. This was closely followed by covering your own aspirations, not being afraid to chart what you want to confront via the project (e.g. shot composition, realism, etc.) and in what to develop in the creation of the scenes and actions. All strong L6 / graduate level attributes.
· Indications of a burgeoning workflow in-progress, and adhering to industry methods, in the desired quality criteria and in conducting the various stages of production. From decisions in the rough shaping and flow of movement > through to final look and aesthetic rendering.
· There are ideas of quantity vs. quality to address (as discussed on the day) and to confront what version of the sequence will bring out the best work (?), but these are good conversations and targets to discuss, going forward (Feb+).
· Designs and rough animatic capture the dynamism and force and animated principles with a lot of flair and sophistication. There is clearly more that can be modified and exploited, visually, but you have set a high standard to achieve, and with wanting to make it live on screen, in the fashion of a studio film. There is an evocative use of setting and space and character to the intended animation. Where possible, open up room for economies and workarounds on certain shots / angles, e.g. in the use of 3D – or 2.5 D – to help with the placement and positioning of the drawn 2D keys.
· An excellent presentation with some admirable touches and a passion for animated design and crafting shots and emotion for an audience. Keep up the momentum and productivity. 
Well done!
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