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INTRODUCTION

A common issue with the Academic process is that of grade inflation, or the over-abundance of good
grades, which directly leads to a perceived loss of grade value by employers [1].

Over the past several years during Assessment Boards within the School of Computing - there have
often been issues flagged surrounding the subject of grade inflation, especially within BSc Digital
Media.

During the early stages of the pandemic - there was a shift towards remote teaching, and with this
transition - an opportunity to analyze & overhaul Assessment methods on several modules within BSc
Digital Media presented itself.

This presentation will reflect upon the past issues that led to this analysis and, the development of a
successful solution.

[1] Ehlers, T. and Schwager, R., 2016. Honest grading, grade inflation, and reputation. CESifo Economic Studies, 62(3), pp.506-521.



BACKGROUND

ASSESSMENT APPROACHES

Typically - within the School of Computing, and more specifically/historically - on the BSc Digital
Media course, one of the main Assessment approaches includes that of a practical coursework. (CW)

Often, this takes the form of a project, where there is a mix of design & implementation - broken down
into varying sets of deliverables.

This ultimately results in a practical artefact/submission which demonstrates appropriate Learning
Outcomes. (LO)



REFLECTION

PRACTICAL COURSEWORKS

With those points in mind, during
the 2020/2021 Academic year,
and the transition into remote
teaching - one of the selected
modules for further analysis
included 3D Character
Animation. (right)

You are required to deliver a ZIP file containing the following components that will prepare you for the second part:

e  APDFdocumentincluding;
o Research & development (Mood boards, character/animation development sketches, modelling research etc.)
o Storyboard (Minimum of 6 panels — what will happen in your animation? Poses/shots etc.)
o Modelling sheet (Your character in front, back & side view in 45-degrees ‘relaxed’ or T pose)

A 3DS Max file including your character model in 45-degrees ‘relaxed’ or T pose (Maximum of 10,000 polygons);

o Should have materials applied appropriately
o Should demonstrate an understanding of organic modelling/form in topology flow & design
o Should be an appropriate scale - true to world (use metres as a measuring unit)
o (Optional) UV Unwrapped & textured with diffuse map (PNG)

You are required to deliver a ZIP file containing the following components that will finalise this coursework:
e 3DS Maxfile including your character model - rigged & skinned;
Rigging method is your choice, we recommend Biped & CAT systems
Hierarchy should be clear & named properly
The skin must smoothly deform the mesh, it is highly recommended to test animation before finalising
Skinning is important and takes time — ensure you prepare your time accordingly for this component
e  Anexported video file that presents your final 3D animation;
o Should be at least 20 seconds in length
Animation should use one of the supplied scenes with pre-set lights
Animation should demonstrate a selection of techniques which could include key frame, pose to pose & mocap
Any editing, music & VFX are onal - Premier, After Effects etc.
There should be thought put into frame composition, use the camera well
o  AVI, MOV, MPEG4 formats are all acceptable - if there are render issues, a preview animation will also be fine
e Areportexplaining & evaluating your methods throughout the coursework - 3 to 4 pages including images;
o  You should include 3 still renders of your animation in the report demonstrating the strongest aspects
o You should ensure you talk about what went well, what challenges you faced and what you would change on reflection
o Include links to any resources you may have used for music, dialogue etc. (Music/SFX should be royalty free)

Fig.1 - CM3129 3D Character Animation [2019/2020] Assessment
Requirements



REFLECTION

PRACTICAL COURSEWORKS

Not only was this module one of
the main problematic modules
regarding grade inflation, flagged
at Assessment Boards - it was
also a module that took a
notoriously long time to mark.

In addition, it was also a module
that many students felt needed
more deliverable clarification at
times.

You are required to deliver a ZIP file containing the following components that will prepare you for the second part:

e  APDFdocumentincluding;
o Research & development (Mood boards, character/animation development sketches, modelling research etc.)
o Storyboard (Minimum of 6 panels — what will happen in your animation? Poses/shots etc.)
o Modelling sheet (Your character in front, back & side view in 45-degrees ‘relaxed’ or T pose)

A3DS Max file including your character model in 45-degrees ‘relaxed’ or T pose (Maximum of 10,000 polygons);

o Should have materials applied appropriately
o Should demonstrate an understanding of organic modelling/form in topology flow & design
o Should be an appropriate scale - true to world (use metres as a measuring unit)
o (Optional) UV Unwrapped & textured with diffuse map (PNG)

You are required to deliver a ZIP file containing the following components that will finalise this coursework:
e 3DS Maxfile including your character model - rigged & skinned;
o Rigging method is your choice, we recommend Biped & CAT systems
o Hierarchy ed
o Theskin t smooth orm the mesh, it is highly recommended to test animation before finalising
o Skinningisimportant and takes time — ensure you prepare your time accordingly for this component
e  Anexported video file that presents your final 3D animation;
o Should be at least 20 seconds in le
Animation should use one of the supplied scenes with pre-set lights
Animation shou 1onstrate a selection of technigues which could include key frame, pose to ocap
Any editing, music X are optional - Premier, After E s etc.
e should ought put into frame composition, use camera well
\V G4 formats are all acceptable - if there are render issues, a preview animation will also be fine
e Areportexplaining & evaluating your methods throughout the coursework - 3 to 4 pages including images;
o Youshould include 3 still renders of your animation in the report demonstrating the strongest aspects
o You should ensure you talk about what went well, what challenges you faced and what you would change on reflection
o Include links to any resources you may have used for music, dialogue etc. (Music/SFX should be royalty free)

Fig.1 - CM3129 3D Character Animation [2019/2020] Assessment
Requirements



RE F LEC I I o N Fig.2 - CM3129 3D Character Animation Grading Scheme

[2019/2020]

Student Name Final Module Grade

Grade

Part 1 - Design Assessed

(Weighting 40%) L0 Feedback Comments: Part 1 - Design Grade

al Development

Part 2 - Implementation
o _ : Assessed Feedback Comments: Part 2 - Implementation Grade
(Weighting 60%) LO

Skinning & Deformation

Animation & Composition




PROBLEMS

With the focus on grade inflation initially, two associated questions were asked at the time of analysis,
those being from a student & Academic perspective.

Student - ‘How do | get an A?’

Academic - ‘How do we measure an A?’



PROBLEMS

From the student perspective, it was clear that clarity was key - moreover, that there where
transparent boundaries a student would align with a simplified grading scheme & that in response, they

would aim for.

This — at the time of analysis, was a problematic area in the coursework for 3D Character Animation - as
much of the wording relied on vague language & in part, Academic judgement.



PROBLEMS

From the Academic perspective, it quickly became evident that without clear boundaries at
deliverable/requirement level - there is no expectation set and this leads to blurred grade barriers,
resulting in a heavier reliance on Academic judgement & vague commentary.

How can a student understand grade expectations if these have not been clearly laid out?

How can an Academic justify grade expectations if these have not been clearly laid out?

The questions raised gave weight to an overhaul of the current framework - since the general answer
for both was ‘they cannot’.



RESPONSE

So, to mediate problems faced & challenges with grade inflation & by extension, expectation,a set of
requirements - based on the original coursework, where split into three areas.

These three areas were inspired by AGILE approaches & MoSCoW methodology - which refers to
prioritization of workloads.

It was felt that this approach could be tailored to specific grade boundaries & be flexible enough to
challenge students, offering more value to the higher grades.



RESPONSE

In addition, looking at cross-disciplinary examples within the School of Computing, it was evident that
a more rigid framework for requirements may further help strengthen clarity of both what is being
asked of the student and how the student can achieve a specific grade.



One[1] i inthi once to where it can be found.
Two [2] boards - exploring ¢

One [1] design sketch for your character idea — genera

A w N

6. Builtin (Rigify add on) or simple character rig, created/adjus
T H E S o L U T I 0 N s R —

more additional mood boards covering research into character modelling workflows - topology

It was important that a MoSCoW approach to s e
Assessment did not become just a tick box P

exercise, so clear & careful wording was used s somesin

as part of this new framework to ensure

students respected & understood that |

specific grades within the Assessment C
method where not guaranteed if the work ;
completed was lacking in fullness and/or
effort. ‘ aracter model is UY unwrapped.

Character model is textured with basic diffuse maps/texture painting — maximum of six [6] maps, 4k each.

Evidence of shape keys being utilised - blinking, face gesture etc.

Character rig is custom built using bones - including additional bones for hair, hing etc. where needed.

1ce of a custom-built eye rig & controllers.

MoSCoW

Fig.3 - CM3129 3D Character Animation [2020/2021] Revised
Requirements



THE SOLUTION

This further ensured that grades achieved
are of a higher merit/value & that effort is
better measured & rewarded.

Requirements where refined into clear
statements, in line with the module’s
appropriate level & difficulty.

One [1] table hig ‘eme 't — with a re cetow an be found.
Two [2] m

One [1] des

A character model sheet containing a front & side view of your character.

Low poly character model - recommended to aim for a 15k polygon count limit, basic forms there.

Builtin (Rigify add on) or simple character rig, created/adjusted & positioned appropriately within the character model

2] more additional mood boards covering research into char

in imation et

Character model is UV unwrapped.

Character model is textured with basic diffuse maps/texture painting — maximum of six [6] maps, 4k each.
Evidence of shape keys being utilised - blinking, face gesture etc.

Character rig is custom built using bones - including additional bones for hai ing etc. where nee

vidence of a custom-built eye rig & controllers.

prioritized

Fig.3 - CM3129 3D Character Animation [2020/2021] Revised
Requirements



THE SOLUTION

Fig.4 - CM3129 3D Character Animation Revised Grading Scheme

[2020/2021]

ROBERT GORDON UNIVERSITY - SCHOOL OF COMPUTING
CM3129 - 3D CHARACTER ANIMATION COURSEWORK

A

c

DEFINITION

EXCELLENT
Outstanding Performance

COMMENDABLE
Meritorious Performance

GOOD
Highly Competent
Performance

SATISFACTORY
Competent Performance

BORDERLINE FAIL
Open to Compensation

FAIL
Unsatisfactory

NON-SUBMISSION

SOURCES OF
ASSESSMENT CRITERIA
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[5 GRADES]
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No Submission

STUDENT:

FEEDBACK COMMENTS:

PART 1:

PART 2:

FINAL

GRADE:




IMPACT

The impact of the analysis performed & changes adopted in both 3D
Character Animation & several other related modules has been
profoundly positive on multiple levels.

« Immediate student feedback (right) evidences high levels of
satisfaction with the revised MoSCoW structure, noting that
statements & boundaries have helped with clarity & highlighting
grade ‘goals’.

« SEQ Data resulted in a sharp rise concerning ‘Course Based
Assessment Expectations’ during the 2020/2021 session, which
these measures implemented will have impacted.

Yeah I've found it really cool | like how
you know very clearly what's expected
and what you need to do to reach the
goals. For me anyways I've found it a
lot easier to understand than
interpreting a large body of text like a
traditional brief and trying to pick from
that would you need to do

Yeah this is a big coursework so really
useful to see it broken down into steps.
| have worked through in the order
given.

| like it. Useful to see the must, should
and could. | had a couple of things |
wasn't sure about but asked you and
now understand

Fig.5 - Student Feedback on Assessment



IMPACT

Marking times have also seen a positive impact - with Assessments
taking roughly half of their previous time, and without losing any of
the quality.

And in addition, grade inflation for the 2020/2021 year was
successfully addressed, resulting in a significant re-distribution of
grades, with more students achieving on average - B/C grades but
importantly..

.also being satisfied with this outcome due to requirement clarity.

Yeah I've found it really cool | like how
you know very clearly what's expected
and what you need to do to reach the
goals. For me anyways I've found it a
lot easier to understand than
interpreting a large body of text like a
traditional brief and trying to pick from
that would you need to do

Yeah this is a big coursework so really
useful to see it broken down into steps.
| have worked through in the order
given.

| like it. Useful to see the must, should
and could. | had a couple of things |
wasn't sure about but asked you and
now understand

Fig.5 - Student Feedback on Assessment



SHOWREEL & DIRECTOR'S COMMENTARY - 3 SUB GRADES

. The Scene
a. There should be some evidence of Staging.

b. There should be some evidence of Solid Drawing.
. The Ball

a. There should be some evidence of Timing.
b. There should be some evidence of Ease In/Out.
. The Walk Cycle
a. There should be some evidence of Straight Ahead/Pose to Pose.

LOOking ahead - this framework CleGrIy works in b. There should be some evidence of Arcs.

tCl ndem W|th Coursework-b(:lsed Assessments Clnd . At_wo [?] min-ute. [maximtfm, penalty applies]'showreel that demorwstrates a co.mp-ilati%)n of the
< flxible enough £ be adopted on PASS/FAIL e e e e
modules - as it has recently been during the music. [Any text labelling in the showreel is exempt from penalties]

2021/2022 session.

In addition, with the revised Teaching & Learning  The Sack _

Assessment template provided by DELTA, the o There shold be some evdence o Amicpation,

framework discussed in this presentation again - . The Head Turn
CIdCIptS We” tO the Structure (rlght) a. There should be some evidence of Follow Through & Overlap.

b. There should be some evidence of Exaggeration.
. The Lift
a. There should be some evidence of Secondary Action.
b. There should be some evidence of Appeal.
. An additional two [2] minute [maximum, penalty applies] director's commentary version of the
showreel that provides a verbal reflective review of each animation exercise attempted. Text may
be used if preferred ratherthan verbal commentary.

Fig.6 - Adapted MoSCoW Framework to TL Template



QUESTIONS?
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