BA GAMES DESIGN - INDEPENDENT PROJECT - 2020/1 -  Interim Viva – 20%

	Student Name:
	Hannah Guichard

	Title of Project:
	Major Group Project – Shoppe Shop

	Supervisor:
	Rich Morgan

	2nd marker: 
	Phil Organ



	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 
	7/15

	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)
	12/20

	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 
	11/20

	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 
	14/25

	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
	9/20

	TOTAL
	53/100



Comments:

	
· New knowledge has been pursued in the form of interface design and implementation. It would be good to see more of this.

· Variants of character sculpts have been created in Zbrush and retopologised – demonstrating knowledge of the character creation process.

· The background slides for the presentation are good – these are contextual and interesting and help set the tone/theme. 
· A clear outline on your contribution to the project and the work to be undertaken further through the year.

· The on-screen time did cover obstacles or problems encountered (mostly technical), and you did seem to linger on such areas for a good percentage of your time. Where possible, aim to provide more constructive insights into initiative, innovation, work-arounds, etc. (especially within the written section of IP later this year).

· Interesting section on body shaping and stylization and in discussing what you be doing. However, with such a rich topic, it would have been more beneficial to see a lot more on the process, changes made, reflections on appeal, form, characteristics, etc.
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