BA GAMES DESIGN - INDEPENDENT PROJECT – 2022/3 -  Interim Viva – 15%

	Student Name:
	Huw Davies

	Title of Project:
	Independent Project Interim Viva 

	Supervisor:
	A Head

	2nd marker: 
	R 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 interim period 
· 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 - are you on track, ahead or behind regarding certain elements? If so, what suggestions are being made in order to help you with project progress?  
· 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? 
· Next Steps / future plans - priorities to focus on following the interim 
	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 
	20/25

	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
	17/20

	TOTAL
	74/100



Comments:

	
1) Engagement with Literature Skills
Research has been conducted with references and a bibliography included, which is good to see. Inspirations have been noted, and primary research into Escape Room experiences has been included as part of your study – well done.


2) Cognitive and Intellectual Skills
Evidence of gameplay mechanic blueprints have been shown, such as portals, condition doors and keys. A very good understanding of the Unreal Engine blueprint system has been demonstrated, supported with screenshots and visual material. 

An appreciation of adding a time factor as a game mechanic increases player stress. This is a good application of game theory and it should directly benefit your understanding and execution of the game idea.

3) Knowledge and Understanding Skills
Scope and scale of the project have been analysed, with stretch goals identified. Good work.

Problems and solutions have been identified, such as using collision volumes to help with puzzle functionality. The process you have taken has been analysed in the presentation and a clear overview of your solution has been given.

4) Practical Skills
There has been a heavy focus on functionality in the first phase of the project. This is good, as it is important to get a concept working and tested before it is refined.

5) Transferrable Skills for Life and Professional Practice
The presentation has been delivered well, with clear slides and a good narrative. There are a few minor typos on the slides but these can be addressed by having others proof read the work before delivery. 




	Signed:
	A Head
	(Supervisor)


	
	R Morgan
	(2nd marker)
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