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

	Student Name:
	Mathew Biju

	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)
	11/20

	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 
	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
	11/20

	TOTAL
	60/100



Comments:
	
1) Engagement with Literature Skills
Research has been evidenced in the presentation with similar products on the theme of character design. Muscle structures and anatomy make up part of this research too – this is good as it helps form an understanding as well as a visual cue to develop from.

Primary research has also been conducted for poses and expressions of character art – this is good.

Moving forward, consider looking into research regarding Shape Theory (for character design) and Lines of Action for dynamic poses – these could help make the work stronger and more visually impactful.

2) Cognitive and Intellectual Skills
Muscle group studies show evidence of knowledge regarding human anatomy and facial structures. This information should influence your design work and make the output feel more plausible.

3) Knowledge and Understanding Skills
Problems have been identified in the project development and solutions have been suggested, including working in alternative spaces to help productivity. This may seem like a small thing but it makes a huge difference to the outcome of projects – this is good.

Future aims and a project plan have been presented as part of the interim viva – this is good as it demonstrates critical thinking skills.

4) Practical Skills
ZBrush tests, basic sculpts and practical designs (traditional and digital) have been shown in the presentation. The application of muscle structure and anatomy is evident here, which is good to see.

Rig testing in Maya is good to see and will help with the next stage of the project.

5) Transferrable Skills for Life and Professional Practice
An introduction to the project theme has been given at the start of the presentation, which is good as it provides vital information for your audience to understand what you’re working on.

It may be good to make more use of the time allocated – you still had another five minutes you could use for presenting at this stage, which may come in useful when discussing more complex aspects of the project. Try practising the final Viva in the week or so before the deadline to make sure you’re making as much use of the time given to you as you can.



	Signed:
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	(Supervisor)
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