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	 Project type:
	Survey
	Review
	Experiment
	Development

	1. Literature Review (level of progress, suitable synthesis of background material completed)
	/40
	/40
	/40
	35/40

	2. Discussion of Findings
	/20
	/20
	/10
	6/10

	3. Code examples /prototypes   /demo 
	-
	-
	/10
	9/10

	4. Project Plan
	/10
	/10
	/10
	7/10

	5. Response to Questioning
	/20
	/20
	/20
	12/20

	6. Quality of Presentation
	/10
	/10
	/10
	6/10

	TOTAL
	/100
	/100
	/100
	75/100





(Feedback/Comments on next page)


Feedback/Comments:

	It was a bit hard to hear you at first, after the air con fired up! 

This project presents a solid project idea. The integration of real-world APIs with educational game mechanics creates multiple research angles. The current concept can be strengthened through careful scoping, defined pedagogical outcomes, and a clear evaluation framework.

Try to define, exactly what you want people to learn from it, and focus on a compelling gameplay loop that will keep them coming back 

Define your results 

I liked the case study of existing games out there, it showed a strong understanding of existing solutions and identifies a gap around them 

Social and environmental factors being an interesting approach 



Transcription of the Q&A summary – thank you copilot : 
I've reviewed the meeting minutes transcript. Here's a summary:
Meeting Summary: Project Feedback and Development Strategy
The discussion centred on balancing development speed with quality feedback collection for what appears to be an educational farming simulation game. Key points included:
The lecturer emphasized that completing core development quickly is essential to allow sufficient time for user feedback collection. The student is reportedly ahead of schedule, which creates an opportunity to incorporate quality assurance testing.
A significant gap was identified in the project's literature review: existing games and simulations do not adequately address social and environmental factors in farming systems. The lecturer suggested this represents a valuable area for the project to focus on.
Testing Approach
The proposed user testing methodology involves comparing different game implementations with a small sample size (5–10 participants). The plan includes testing three variants: a basic system implementation, a simplified farming simulation, and a more realistic approach, then gathering feedback on which resonates most with players.
Design Considerations
The discussion explored the tension between educational accuracy and engagement. The lecturer noted that overly realistic farming mechanics (such as crop failure) could frustrate players, potentially undermining both the educational and entertainment value. The Oregon Trail was cited as an example of balancing challenge with engagement through unexpected events.
Learning Through Play
Both participants agreed that the most effective approach integrates education and entertainment, where players learn whilst enjoying themselves. However, research indicates that overly complex simulations cause cognitive overload, preventing information retention. The project should target the balance between sufficient challenge and accessibility.
The conversation concluded with discussion of geographical variations in farming practices and how the game could educate players about regional agricultural adaptation and trade networks.
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