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

	Student Name:
	Morgan Jones

	Title of Project:
	

	Supervisor:
	Adam Head

	2nd marker: 
	Rich 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)
	18/20

	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? 
	18/20

	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 
	23/25

	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.  
	17/20

	TOTAL
	87/100



Comments:

	1:
· Decisions have been made based on related research with advanced research into the metahuman pipeline of UE5 explained.
· Decisions relating to artistic choices are grounded in relevant research and inspiring media (Moodboards and reference images)
· Play tests of Resident Evil 2 to gauge visual opinions of potential players is a novel application of dissertation research to your practical.

2:
· Key objectives for the final development phase have been identified and explained.
· There is an advanced appreciation and understanding of game design principles, with special awareness paid to the technical applications of Unreal Engine 5 relating to character design work and interactivity.  The explanation of the Metahuman pipeline and its application in the final artefact, alongside the mechanics created to house these characters show an advanced understanding of the expectations of the industry.
· The coordination with acting students external to the course shows a very ambitious scope for the project overall and is an impressive feat to have implemented successfully.

3:
· There is a very good evaluation of content with design decisions and practical techniques reflected on in-depth, as well as a comprehensive explanation of reasoning for choices made throughout project.
· There are very novel organisational techniques utilised, such as the spreadsheet to keep track of all voice lines.
· There is in-depth reflection on problems presented throughout the project with novel and informed solutions presented in order to complete the project.  There is a clear understanding of techniques learned due to these issues that arose and how they could be avoided/resolved in future.
· The overall reflection of own practices that has been given shows an honest and professional evaluation of own progress through project.

4:
· There is a very good demonstration of content throughout the presentation, with advanced, highly competent character design/creation work displayed.
· There is an application of advanced games design practical principles shown with pipelines detailed in presentation showing an awareness for industry expectations of tools used. (Retopology, ZBrush techniques, Substance Painter baking etc.)
· There is a clear understanding of cutting edge engine based principles with Unreal Engine 5 work shown.  The creation of mechanics, cinematics, metahuman implementation are an excellent display of practical knowledge.
· Photogrammetry and its application in the project has been well documented and benefits the display of practical knowledge on show throughout the presentation.

5:
· Introduced self and project with a comprehensive overview.  Overall presentation delivered professionally and with a coherent, consistent communication of ideas in a consistent style.
· Elevator pitch given for project has given a very comprehensive overview of the idea.
· Acknowledgement of usage of external media in project (premade environment assets).
· IEEE Referencing conventions used throughout presentation with bibliography slide.



