MAJOR PROJECT -   Final Viva/Demo – 20%

Viva took place via Skype meeting 27/4/2021 - 13:58 – 14:22


	Student Name:
	Nathan Williams

	Title of Project:
	An Investigation into How Fitness Applications Motivate Their Users

	Supervisor:
	Andrew Green

	2nd marker: 
	John Williams

	Course:    
	BSc Applied Computing

	Project Type:    
	Development          



	[bookmark: _Hlk70081953]1. Knowledge and Understanding of Subject
	Score
	Mark

	The presentation begins by establishing the need for more exercise amongst the adult population clearly. It proposes an app as the solution without sufficient consideration of alternatives.  The psychological motivation of gamification strategies is explored and is discussed with reference to specific examples of successful applications.  The choice of development environment is justified reasonably well although more alternatives could have been explored.  The presenter responded well under questioning, displaying a good understanding of the specific remit of the application design.

	19
	30

	2. Analysis 

	Some interesting analysis was presented and discussed. This analysis made specific use of the body of user acceptance testing generated by testers using the application developed.  The presenter is aware of the current shortcomings present in the application and discussed an extensive list of suitable future improvements which were also, in part, suggested by the research data generated.  The presenter responded well under questioning, displaying a good understanding of remit of proposed amendments to the project and how some of these might be implemented.

	18
	25

	3. Practical Application and Deployment

	The application demonstrated is basic and as demonstrated it failed to display the aspects of gamification which are the focus of this project.  The application functions as intended although it ignores any and all forms of security and has not been subject to considered UI design.  The presenter was able to discuss the implementation of gamification features under questioning, both those present in the application and those which would be developed in the next revision of the application.


	15
	25

	4. Skills for Professional Practice 

	The presentation was supported with a reasonable slideshow.  The slideshow was colourful and engaging but contained too much information and led on a few occasions to the presenter having to pause to search for the information needed.  The video demonstration did cover many of the features of the application but did not demonstrate the aspects of gamification which are the focus of this project.  Despite this, these missing elements were quickly resolved under questioning. The presenter spoke clearly and confidently with and even pace.  Information was communicated clearly.

	15
	20

	TOTAL
	67
	100




	[bookmark: _Hlk70080980]Signed:
	Andrew Green
	(Supervisor)

	Signed:
	
[bookmark: _GoBack]
	(2nd marker) 
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