BA GAMES DESIGN - INDEPENDENT PROJECT -   Final Viva – 40%

	Student Name:
	Brecon Lee-Gaskell

	Title of Project:
	Clockwork Samurai

	Supervisor:
	Adam Head

	2nd marker: 
	Rich 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 
	10/15

	2. Knowledge and Understanding Skills
	

	· Key objectives identified for the final development phase  
· 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)
	14/20

	3. Cognitive and Intellectual Skills
	 

	· Evaluation of content - Does the final presented artefact meet your expectations, and the requirements of the brief? Do you feel that compromises to the proposal had to be made, or the scope of the project changed? If so, where were these changes made and what factors prompted this decision?   
· 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? 
	14/20

	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 
	16/25

	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 

	13/20

	TOTAL
	67/100



Comments:

	A good amount of research material shown with inspirations and reference images explained.  Character inspirations shown in detail, well done.  Quotes from relevant figures used in the presentation along with extensive, correct application of IEEE referencing, bibliography and links present.  Well done.

Evidence of self directed learning shown with use of Unity and Clip Studio Paint.  A good methodology and understanding of sprite creation shown with a clear understanding of 2D animation principles demonstrated in presentation.  Self determination theory explained and linked to the game experience.  Colour theory mentioned and related back to game experience, well done.

Priority list shows good analysis of your personal workload, well done.  There are reflections on issues encountered in workflow with clear and plausible solutions for the future presented.  Mention of testing but try to do this with a wider range of people in future projects.  There is justification given for modifications for final sprite character.  Well done.

There is a good amount of design work shown for both character and enemies.  A prototype hud and visual mockup give good impression of how the final product would appear, well done.  Video footage of animations is a great touch and helps illustrate your point across.  Game demo functional and demonstrated.

Self introduction given with clear rundown of the presentation.  Touched on previous interim viva, well done.  Slides and font consistent throughout.  Would liked to have seen more visuals used in presentation slides.



	Signed:
	A. Head
	(Supervisor)


	
	R. Morgan
	(2nd marker)




