BA GAMES DESIGN - INDEPENDENT PROJECT -   Final Viva – 40%

	Student Name:
	Erin Moran

	Title of Project:
	Fear of the Fortress

	Supervisor:
	R Morgan

	2nd marker: 
	A Head



	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 
	6/15

	2. Knowledge and Understanding Skills
	

	· Key objectives identified for the final development phase  
· 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)
	5/20

	3. Cognitive and Intellectual Skills
	 

	· Evaluation of content - Does the final presented artefact meet your expectations, and the requirements of the brief? Do you feel that compromises to the proposal had to be made, or the scope of the project changed? If so, where were these changes made and what factors prompted this decision?   
· 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? 
	6/20

	4. Practical Application 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 
	6/25

	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 

	7/20

	TOTAL
	30/100



Comments:

	Research has been conducted, but a lot of the work is carried over from the previous term. We cannot mark already assessed work – do you have more that you could show?

Always show all elements of work even if they don’t make it into the final game project – this is important as it allows us to see what you’ve worked on whether it was used or not. Don’t sell yourself short!

A demo video has been shown, though this could be full screen in the presentation as it is the most important element on the screen at the time.

Concepts that were shown before and textures that were purchased online cannot be assessed unfortunately as they are not your own work. Additional files have been shown, but there still feels like a lack of content throughout.

A brief introduction to the presented slides has been given, which is good.

Generally speaking, the presentation needs to be more informative – what did you do, how did it go, etc. A narration of the game is not really necessary with a playable demo on hand.



	Signed:
	R Morgan
	(Supervisor)


	
	A Head
	(2nd marker)




