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

	Student Name:
	Calum Case

	Title of Project:
	3D Kart Racing Game Track Design

	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 
	7/15

	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)
	13/20

	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? 
	13/20

	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 
	15/25

	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 

	12/20

	TOTAL
	60/100



Comments:

	A good amount of inspirations shown in relevant games with IEEE referencing used throughout the presentation, Bibliography page present – well done.  A wider range of research could have been shown, perhaps a general look into the theory behind not only track design but level/environment layout itself.

There is a good base of knowledge evidenced in the presentation, with a clear enthusiasm for the topic/work chosen.  Top down layout of map is a good touch but would liked to have seen a bit more polish on the art itself as it was explained that there was a loop, but this was not clear on the 2D map layout.

There is clear demonstration of competent modelling skills with use of advanced tools in Blender present.  It’s a shame that the project could not work in unreal engine, but having a video flyover was a good fall back option.  The use of photographs gathered to create some of the textures in the scene was a great idea and would liked to have seen more of this.

Self reflection of performance evident with some consideration for planning shown with an asset list.  Some more iterative design examples would have benefitted the presentation and your explanations of progression in your workflow.

Presentation is consistently styled and images are presented clearly.



	Signed:
	A. Head
	(Supervisor)


	
	R. Morgan
	(2nd marker)




