BA GAMES DESIGN - INDEPENDENT PROJECT – 2023/4 -  Interim Viva – 15%

	Student Name:
	Alex Jenkins

	Title of Project:
	Analysing the techniques and impact of horror in survival horror video games.

	Supervisor:
	Adam Head

	2nd marker: 
	Rich Morgan



	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 
	7/15

	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 
	11/20

	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 
	13/25

	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
	54/100



Comments:

	

· Some moodboards of relevant imagery shown and reference images used in some of the practical processes also displayed.
· Presentation could have benefitted from a greater quantity and diversity of research/sources.
· Aims and objectives of the project have been outlined, well done.
· A breakdown of the genre and a brief history given with a mention of demographic given.  Ensure in future you have information for elements such as demographic displayed/as part of the presentation – as if it is not seen/explained, it cannot be marked.
· Some reflection and break down of current progress of project given with self assessment.
· Ensure in the future that you show iterations of your work.  There are many marks to be gained from simply showing the design/visual development process as opposed to purely the end product.
· Gantt Chart shown with awareness given for project planning.  Ensure supplementary planning such as Asset Lists are completed alongside to help manage and organise workload.
· Some 3D work shown using Blender, following image references.
· No preproduction material shown.  How did you design elements that you have modelled?  Are they purely from reference images created by other artists?  Ensure this is explained/shown as again, if it is not, it cannot gain marks.
· Some conflicting visual concepts on show with a stylised, cartoon styled space ship exterior alongside the realistic, cinematic space ship interior references shown in research.
· Full introduction to self and project given, well done.
· Presentation was quite far under the allotted time.  Ensure that you practice the presentation with some form of timer to better hit the allotted time in the future.
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