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

	Student Name:
	Owain Kell

	Title of Project:
	VR Spraypainting Proof of Concept

	Supervisor:
	Adam Head

	2nd marker: 
	Richard 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 
	11/15

	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)
	14/20

	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? 
	14/20

	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 
	19/25

	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 

	13/20

	TOTAL
	71/100



Comments:

	Wide range of reference material used to inform design choices and aid in modelling process.  Some evidence of historical research shown, would liked to have heard you talk about relevant media i.e. ‘Style Wars’.

Good knowledge of subject area shown with clear enthusiasm for topic.  Use of Unreal Engine 5 and VR tools shows an advanced understanding of Blueprinting/node based coding.  Application of UV maps and textures on models along with obvious use of advanced modelling techniques evidenced.  Well done.

Reflection given on issues encountered during workflow with some solutions presented.  Iterative designs/styles of train cabs shown which is nice (although ensure your historical reasoning for them is accurate!).  Would liked to have seen more in-depth mentions of project planning/strategies for completing the project and avoiding bottlenecks.

Practical elements show an in-depth base of engine related research conducted.  Proposed elements are working, while not to originally desired style/effect there are clear pathways illustrated in how you’d get them to work in future.  Very well done.  I’d liked to have seen more emphasis on the environment though, a little more effort in world building with background objects etc would have gone a long way.  Also consider where the player starts into the game, as you spawn facing the car and away from the main focal point of the player (the train.

Presentation presented professionally and spoken confidently throughout.  Theming of slides and font choice consistent throughout with images clearly displayed.





	Signed:
	A. Head
	(Supervisor)


	
	R. Morgan
	(2nd marker)




