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

	Student Name:
	Ava Daniels

	Title of Project:
	ROOM 6

	Supervisor:
	Rich Morgan

	2nd marker: 
	Adam 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 
	13/15

	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)
	17/20

	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? 
	15/20

	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 
	20/25

	5. Transferable Skills for Life and Professional Practice
	 

	· Organise information into a coherent presentation which identifies and clearly communicates the ideas of others, your own ideas drawn from a theoretical discourse, your insights and understandings. 
· Consistently apply referencing conventions to suit the required format.
· Present your work professionally and communicate your ideas in a coherent and consistent style with due consideration to your audience.  
	15/20

	TOTAL
	80/100



Comments:

	1. Engagement with Literature Skills (13/15)

There is an excellent application of theory through references both written and digital in the work with literature from reputable sources used.

Primary research conducted with photography used to create own reference images.  This is very good to see.

Relevant games with similar visual styles have been shown and broken down. (Stanley Parable and Exit 8 are good examples)

Use of quotes to further the ideas and reasoning of design presented is very good and shows good academic skill.

Use of scientific study into the psychology and response in subjects to liminal environments.

2. Knowledge and Understanding Skills (17/20)

There is a good awareness of games design principles on show with modular building design being researched and used in project.

Use of advanced maya tools to create environment assets (Curves etc.)

Good elevator pitch and explanation of overall idea.

The breakdown of narrative choices to encourage player immersion/self insertion in the experience is very good

Awareness and explanation of the use of colour theory to encourage mood/emotion in video games. (Journey as example with article)

There is a very good understanding on the expectation of players in a general sense.  This is good to be aware of as it will ensure you avoid conceptual non-sequiturs.

There is a good awareness of scope and breakdown of project management given.  Reason for prioritising specific design choices are logical and explained well.

Prioritised asset list used for each of the planned environments (Traffic light style prioritisation).

3. Cognitive and Intellectual Skills (15/20)

There is a good evaluation of content with a breakdown of not only expectations of project but of own workflow.

There is a good reasoning given for design decisions implemented that is in line with the research conducted and original vision of the project.

Good critical understanding of the requirement to prioritise assets to achieve scope.
There is
 a good evaluation of the work presented with the student explaining their choices for specific design choices as well as their application in the wider project.

Good breakdown of the technical work completed in UE5 and some of the problems encountered.

Some future considerations discussed for project.

Iterative design used when blocking out levels.  Shows good critical awareness for work completed.

Good reflection of personal practice and awareness of things to do in future.

4. Practical Skills (20/25)

Use of Unreal block out/screenshot to reinforce the visual effects seen in research conducted is very good.

Photography used to create not only reference images but concept art for final piece.

Unreal Engine 5 used for blockouts and asset implementation.

Maya and Substance Painter used, for modelling and texturing respectively.  Workflow has been shown in a timelapsed video.

Contributions to project have been documented well with videos and images used.  Time lapse of work in UE5, Maya and Substance was a good touch.

UE5 implementation of textures as materials using packed template from substance and use of emissive in Unreal for lighting.

Interactive elements created in the project (openable doors)

UE5 blueprinting has been used with evidenced screenshots of nodes.  Use of level instancing is very good and reinforces original vision/inspirations (Exit 8)

Use of audio and implementation in the project covered.

5. Transferable Skills for Life and Professional Practice (15/20)

Good introduction to presentation with overview/catch up of work completed previously in interim for context of work presented.

Bibliography slide present but unsure if IEEE used throughout presentation? (Bibliography entries had numbers)

Final mark: 80/100



