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

	Student Name:
	Ewan Henderson

	Title of Project:
	Bloodrunner

	Supervisor:
	R Morgan

	2nd marker: 
	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 
	8/15

	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)
	15/20

	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 Application 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 

	14/20

	TOTAL
	69/100



Comments:

	Research in IEEE format has been presented – this is good, though more evidence would be useful to see if research has been used an applied to this term’s work.

Skill system in Unreal Engine has been described, and blueprints knowledge has been clearly demonstrated – a good amount of work has been presented in the assessment.

Appreciation of gameplay elements is evidenced by understanding that different player attacks should perform very distinct and different actions.

Analysis of data has been evidenced through game testing.

Menu screen issues with gamepads have been discussed – this has been resolved, with some compromises made.

An appreciation for expanding the game’s content post-submission has been demonstrated.

File cleanup and bug fixing processes have been documented following game testing – this is good as not only are you fixing problems but also refining the software being developed.

Blueprints in UE4 have been produced and used for data tables and skill systems.

Practical processes and a methodology have been shown for sprite/icon creation.

Particle effects have been produced as part of the project work undertaken.

Presentation slides are consistent with other team members with relevant images displayed.

The game has win and lose conditions, which are good for goals and motivation. A very good vertical slice / demo has been produced. The menus may need a little more testing but it is a good project overall. Good work.
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