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

	Student Name:
	Thomas Woodvine

	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 
	10/15

	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 
	12/20

	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 
	18/25

	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
	12/20

	TOTAL
	64/100



Comments:

	
· You have identified your team role in your introduction – this is good.

· A list of assets has been presented when discussing workload. It would be good to see these arranged in order of priority.

· Importance of scaling objects in relation to the environment has been raised in the presentation. 

· Research in several areas has been used to inform design – from silhouettes and colour theory to composition and Dieter Rams’ minimalism.

· Playtesting/product testing has been suggested – this is good, though note that asking people about aesthetic choices could have some very mixed results – perhaps it may be good to target art or design students in this case?

· The background slides for the presentation are good – these are contextual and interesting and help set the tone/theme.
· Solid presentation job here, with a great mix of visuals and commentary, providing insights on all your progress over the last few months. Upbeat, constructive, with plenty on the methodology and decision-making.

· Stylistic touches (e.g. on shaping the props/assets) provide indications that you are continually re-evaluating your own rationale and design goals, but not to the detriment to the team - or in how you conduct the workload in the time you have. In keeping with the ethos to 'independent' project, and (potential) employable attributes, upon graduation. Considerable effort has been devoted to trying to harmonise the game assets using visual targets – good work.

· Enjoyable material to review. Keep up the momentum and strive to create some evocative visuals and engaging responses, when complete.
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