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

	Student Name:
	Phoenix Webb

	Title of Project:
	Immersion & Realism - F1 Garage

	Supervisor:
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	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 
	9/15

	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)
	13/20

	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? 
	13/20

	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 
	18/25

	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.  

	13/20

	TOTAL
	66/100



Comments:

	1: Engagement with Literature Skills
· Good breakdown and intro to research that will be presented throughout presentation.
· History of real world motor racing explained with relevant imagery used.
· Use IEEE references for information shown.
· History of Formula 1 explained with relevant imagery used.
· Use IEEE references for information shown.
· Brief history of racing video games presented with relevant imagery used.
· Use IEEE refs.
· Chronological structure of research to support practical work.
· Use of PureRef to compile reference images and photography relevant to project.

2: Knowledge & Understanding Skills
· Identification of main influences in area of study.
· Gran Turismo etc.
· Awareness of evaluative writing techniques explained.
· Case study of Gran Turismo gives good context to practical work and is relevant to topic.
· Used as an example of development in genre through use of a franchise.
· Creation of a moodboard using PureRef to assist in asset creation.
· Art style intentions explained with awareness of optimisation.
· UV process mentioned but would liked to have seen some screenshots of UV Maps.

3: Cognitive & Intellectual Skills
· Good breakdown of key developments in racing video games presented (Intro of physics, 3D graphics etc.)
· Reflection of evaluating sources when writing and justification for paraphrasing given.
· Reflection on limitations of project given and project scope touched upon.
· Project planning elements used have been explained:
· Asset List
· Gantt Chart
· Gantt chart takes into account hours required to complete each task.
· Reflection on requirements for creating a realistic, life like environment explained.
· Technical problems and solutions presented in relation to practical work.
· Issues with scaling and ceiling height shown with solutions presented.
· Issues with Opacity maps explained
· Reflection on key learning outcomes from working on the project.

4: Practical Skills
· Aims for practical work explained with context given.
· Recreation of an F1 Team Garage.
· Explanation of purpose for garages in wider F1 explained gives further context to project.
· Photographic evidence of modelling work shown.
· Use of Unreal Engine and Lumen lighting system.
· Use of emissive materials and material instances to create lighting in UE5.
· Scene is completely lit by emissive textures.
· This is experimental in its current state and final result is impressive considering this.
· Modelling work displayed in screenshots is of a high standard, showing good topology and eye for detailing.
· Textured assets shown:
· Textures on display are consistent with desired art style, have a realistic appearance.
· Some issues with scaling in final scene, size of barrels etc.
· In future, Unreal Mannequin can be exported and used in Maya scene as active height reference when scaling final versions of models.

5: Transferrable Skills for Life & Professional Practice
· Intro to project given with summary and key points.
· Slides of consistent style (Font style, backgrounds etc.)



