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[bookmark: _Toc513671371]Introduction
The aim is to design and develop a game that will contain the features that have been given as a requirement. The game will be developed using the Unity game engine and C# is the programming language that is to be used to write and create functions for the game.
[bookmark: _Toc513671372]Design
The game to be created is a first-person game. The objective is to find an exit point in each level. The game will contain 3 levels. Each exit point will be placed specifically on each level so there will be no randomly generated exit point. The reason for this is to make sure that the player has to move through the terrain to reach the exit point.
The game will feature enemies that will attack the player once spotted. The player will not be able to defend themselves with a weapon and the enemies will be able to beat the player with one hit. The reason for adding this is to add difficulty to the game. The player will instead have to try not being spotted by the enemies and reach the exit point unharmed. 
[bookmark: _Toc513671373]Implementation
The game uses assets that was available for creating this game from Moodle[1].	Comment by Kemi Ademoye: There is no implementation logic in the submitted work. The only script files are the ones provided by the standard assets or the assets given in class.
[bookmark: _Toc513671374]Evaluation	Comment by Kemi Ademoye: No evaluation has been provided.
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                 MARKING CRITERIA AND STUDENT FEEDBACK



This section details the assessment criteria. The extent to which these are demonstrated by you determines your mark. The marks available for each criterion are shown. Lecturers will use the space provided to comment on the achievement of the task(s), including those areas in which you have performed well and areas that would benefit from development/improvement.

	[bookmark: assessmentComponent]Common Assessment Criteria Applied  (Assignment 2)
	Marks available
	Marks 
awarded

	1. Research-informed Literature 
Extent of research and/or own reading, selection of credible sources, application of appropriate referencing conventions.
	
	

	[bookmark: feedbackRIL]A good range of references have been provided in the reference list and bibliography. The write-up, however, does not really make reference to these listed references. (Grade mark: 60.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]3

	
	
	

	2. Knowledge and Understanding of Subject
Extent of knowledge and understanding of concepts and underlying principles associated with the discipline.
	
	

	[bookmark: feedbackKUS]Unfortunately does not demonstrate satisfactory knowledge of the concepts and principles used to build a game. The submitted work is incomplete and does not include any implemented logic. The only script files are those included as part of the standard assets and the game world asset provided on Moodle with no enhancements. The main areas for improvement are getting the basics right and understanding game object interactions, improving your understanding of events and how they can be used to link object interactions, triggers and events. (Grade mark: 5.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]1

	
	
	

	3. Analysis
Analysis, evaluation and synthesis; logic, argument and judgement; analytical reflection; organisation  of ideas and evidence
	
	

	[bookmark: feedbackANA]Unfortunately, there is no evidence of an evaluation of the work being conducted as there was no submission for this element of the assignment. (Grade mark: 0.00%)
	[bookmark: totalANA]15
	[bookmark: markANA]0

	
	
	

	4. Practical Application and Deployment
Deployment of methods, materials, tools and techniques; application of concepts; formulation of innovative and creative solutions to solve problems.
	
	

	[bookmark: feedbackPAD]Unfortunately, this is not a satisfactory attempt as you have simply imported one of the game world environments provided on Moodle and the standard asset characters. There is no evidence of attempting any implementation logic. (Grade mark: 9.09%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]5

	
	
	

	5. Skills for Professional Practice 
Attributes in professional practice: individual and collaborative working; deployment of appropriate media; presentation and organisation.
	
	

	[bookmark: feedbackSPP]Although the report write-up is of a good standard, it lacks the required content. (Grade mark: 20.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]1

	
	
	



	Assignment Mark (Assessment marks are subject to ratification at the Exam Board.  These comments and marks are to give feedback on module work and are for guidance only until they are confirmed. )
	Late Submission Penalties (tick if appropriate)
	[bookmark: totalMark]10%

	
	Up to one week late
	[bookmark: fourWeeksLate][bookmark: _GoBack]
	

	
	1st/2nd/3rd attempt?
	[bookmark: firstAttempt]
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