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	Student Name:
	Morgan Jones

	Title of Project:
	To what extent does character design and narrative influence player immersion and emotional engagement within video games.

	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 
	12/15

	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)
	17/20

	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 
	16/20

	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 
	22/25

	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
	82/100



Comments:

	
1:
· Decisions made in the practical project have been grounded in related research with new tools used for content creation and extensive referenced theory based information shown.
· Extensive use of quotes throughout the presentation that are relevant for on screen imagery, with IEEE references.
· Games design literature referenced with Scott Rogers mentioned in relation to character narrative.
· Questionnaires used to gather data in relation to project, with questions asked that assist both research and practical. (31 Responses)
· Future case study into Resident Evil 2 has been explained with its purpose and value for project explained, with new questionnaire planned.

2:
· Key objectives for the interim period have been identified with a breakdown of their relation on both research and practical work.
· Player immersion and psychology overview is explained well and sets the tone for the presentation.  Well done.
· There is a clear and evident understanding and appreciation of games design principles and aesthetic styles.  Mention and elaboration of archetypes, with examples of their application shows a very good understanding of subject area.
· ‘Industry prioritisation’ section is very interesting and shows an area that isn’t often studied in academia.  Acknowledgement and highlighting of cosmetic sales to reinforce value of player visual expression is also very interesting, well done.
· Highlighting archetypes and character functionality shows a good understanding of games design principles.


3:
· There is a good evaluation of content, with multiple gantt charts for both practical and research shown; along with asset lists and prioritisation.
· Interesting reflection on Stellar Blades body scan/character design controversy with over sexualisation.
· There is a good reflection on questionnaire findings with thoughtful mentions of stand out points.
· Good reflection of practice.  The use of a permission form for actors found is a great idea.
· Next steps/future plans have been elaborated on with future gantt charts to be used shown.

4:
· Questionnaires have been made in order to gather relevant data to assist in creating project.
· Extensive work in character creation.  Photogrammetry and facial scanning has been utilised using Lightroom, Reality Capture, Unreal Engine and Metahuman.
· Facial motion capturing has been utilised with metahuman characters created using first hand photography of actors found by student.  Great work.

5:
· Full introduction of self given with an overview of title.
· IEEE Referencing format has been used throughout with extensive bibliography.
· Presented confidently with an evident knowledge, awareness and enthusiasm for subject area.
· Slides were consistently themed with topical imagery and communicated well.
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