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

	Student Name:
	James Purser

	Title of Project:
	Curse of the Man-Tis

	Supervisor:
	R Morgan

	2nd marker: 
	A Head



	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 
	6/15

	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? 
	12/20

	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 

	15/20

	TOTAL
	63/100



Comments:

	More evidence of applied research is needed in the presentation – show that you have drawn upon your inspirations rather than mention them. This is always good to see and is worth marks.

References have been included in the presentation, but references have not been included on the slides themselves. This is good research practice across all submissions – you should be used to this by now.

Knowledge of Unreal 5 Engine Blueprints has been evidenced in the presentation through discussion of the title screen implementation.

The process for visual design has been evidenced with use of different fonts sourced externally and variations for the clues found in the game. This is good as it provides some variation on a theme for your clues.

Knowledge of trigger volumes, audio use, particle systems, animation, and rigging have been evidenced – there is a very good range of work demonstrated in the assessment.

Some analysis evidenced in a number of subjects across the presentation, though these could be explored a little more for additional marks. The same goes for the issues you’ve experienced – these are good to raise as it is a chance for you to analyse the processes and you have offered some solutions to the problems you’ve encountered, such as collision issues with the boardwalk in the game level.

You should have brought the demo of the game to the Viva as well as a video – otherwise we can only see what you want us to see and testing for robust design cannot take place.

The general aesthetics are a little mixed – you have a 1950s B-Movie as an inspiration yet you included 1920s dialogue cards and 1980s chipset music to the game. This seems like a strange mix that serves to confuse. It would be good to see more research into the 50’s theme for more authenticity.

During the presentation it is advised that you stand when talking to the audience instead of sitting down behind a screen.

Slide designs are good – these are consistent and original and support the game idea visually.



	Signed:
	R Morgan
	(Supervisor)


	
	A Head
	(2nd marker)




