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APPENDIX GA36b

	LEVEL 5 ASSESSMENT SPECIFICATION 



	Student name:
	     
	Student ID number:
	

	Programme:
	BSc/HND Computing (Games Development)

	Module:
	Application Development

	Module code:
	ACCA5012
	Contribution to Overall Module Assessment (%):
	50%

	Lecturer:
	Dr Kemi Ademoye
	Internal Verifier:
	Dr Mike Dacey

	Assignment Title:
	
	Word count (or equivalent):
	1500 - 2000 words

	Submission deadline:
	4th May 2020
	Return date of provisional marks & written feedback:
	

	Submission method:
	All written assessments, where practical and possible, must be submitted via Turnitin unless otherwise instructed by the Lecturer. (Please DO NOT put this assessment specification into Turnitin or it will match many similarities with other students’ submissions.)
Alternative submission method (if applicable): 
Late submission of the assessment will result in a late penalty mark.  Penalties for late submission: Up to one week late, maximum mark of 40%.  Over one week late, 0%.  Only the Extenuating Circumstances Panel may approve a change to submission dates.

	Academic honesty / referencing:
	Academic honesty is required. In the main body of your submission you must give credit to authors on whose research and ideas your work is based. Append to your submission a reference list that indicates the books, articles, etc. that you have used, cited or quoted in order to complete this assessment.  




	Module Learning Outcomes 
(from module syllabus)

	· Evaluate the concepts, principles and technologies and techniques used in the development and creation of interactive experiences
· Select and deploy appropriate scripting and programming languages and techniques in the implementation of applications for real-world problem scenarios.








	ASSESSMENT WORKSHEET INSTRUCTIONS



Additional Instructions for Task 2: Implementation

Design and implement a 3D game in Unity using the asset(s) provided by your tutor. The mechanics of the implemented game is entirely up to you but your game should have the essential elements of a game. It should include a variety of scripts that you have written that incorporates a good range of code implementation techniques for games. It should include:
a. Have a goal (or objective), and it can have more than one.
b. Implement the state design pattern.
c. Level implementation and progression.
d. AI e.g. for navigation and pathfinding.
e. UI Elements e.g. menus, buttons, heads-up display and feedback elements.
f. Dynamically generated game objects.
Additional functionality that you could implement/demonstrate includes:
a. Blocked exits.
b. Persisting and storing player data.
c. Controlling Physics e.g. acceleration, collision detection, applying/reacting to forces, etc.
d. Controlling animation.
e. Any other additional features/functionality of interest.

Important Notes for Task 2

· Please do not submit the game (original or revised) implemented for coursework 1.
· Please do not submit completed games or tutorials that you have found online or elsewhere as your assignment as this does not demonstrate your ability to design and develop a game.
· [bookmark: _GoBack]You can use the Standard assets provided in the Unity asset store in addition to the assets provided. Any other assets used may result in a loss of marks. 

Additional Instructions for Task 3: Report

5. ‘Requirements’ section should also include:
· The rules of the game:
· How to play the game.
· The gameplay identifying player-centric challenges and actions.
· The goal(s) of the game identifying the termination conditions for progressing to the next level and completing the game.
7. ‘Implementation’ Section
· List the main script classes that you have implemented.
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