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

	Student Name:
	Owain Kell

	Title of Project:
	Are Live Service Structures Beneficial for both Consumers and Developers?

	Supervisor:
	Adam Head

	2nd marker: 
	Rich Morgan



	1. Engagement with Literature Skills
	

	· Clearly show your engagement with an extensive range of relevant and credible literature. 
· Use discussion, critique and referencing to demonstrate your awareness of a range of theories and concepts. 
· Apply your referencing skills clearly and consistently.


	8/20

	2. Knowledge and Understanding Skills
	

	· Manage and organise your research information into a coherent framework which clearly shows your knowledge and understanding of the principles and theories of your topic. 
· Use analysis, discussion, and bibliographic referencing to show you are well-informed by a range of research and scholarship.
· Show your ability to learn from your insights and understanding by showing how this could link to your practice, the future direction of your practice, and/or the practices of others.
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	3. Cognitive and Intellectual Skills
	 

	· Independently select and build a distinctive research area or field.
· Create links and relationships to theories and practices that apply to your chosen theme/topic.
· Critically evaluate and analyse the relevant theoretical and practice-based discourses;
· Outline and justify the insights and understanding that have come from your research. 
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	4. Practical Skills
	

	



Criteria not assessed as part of this submission




	n/a




	5. Transferable Skills for Life and Professional Practice
	 

	· Assimilate and apply the required rules and criteria of the dissertation format to your text. 
· Organise information into a coherent framework which identifies and clearly communicates the ideas of others, your own ideas drawn from a theoretical discourse, your insights and understandings. 
· Consistently apply referencing conventions to suit the required format.
· Present your text professionally, applying attention to the conventions of English language and grammar.
· Communicate your ideas in a coherent and consistent style with due consideration to the reader/audience.  
· Apply your writing knowledge showing a command of writing structures, such as sentence structure, paragraphing, the use of headings and chapters, and appropriate and explicit use of visuals to enhance communication.  
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Feedback/Comments:

	
	Mark %

	First Marker’s General Comments and Original Mark

	

	Second Marker’s General Comments and Original Mark

The report could be enhanced in terms of formatting with a contents page, justified text alignment and text spacing. This would help with professional presentation of a final year Undergraduate report.

References have been used and a Bibliography has been provided, but these do not adhere to IEEE formatting. In addition, there are some inaccuracies with company information – Nintendo was not formed in 1889 (this is a common misconception), Sega was a US company, not based in Tokyo until the 1980s and Activision was formed in 1980, not 2008.

There are a number of typos throughout the work – please proof read submissions to check this before you hand in assignments.

You mention gathering your own opinions in the introduction of the report – this is not considered a credible source of information. We have stated this repeatedly throughout the course.

Using the term ‘Radio viewership’ doesn’t make sense – you can’t view radio programmes, you can only listen to them.

The First part of the report with a literature review is too broad. You give a very abridged history of TV and radio before moving on to video games – is this relevant? Could you not just focus on games for the purpose of this research? This feels like padding. The Pong console, for example, followed the Pong arcade machine, which is what popularized the concept and paved the way for the home version – but this is not mentioned as the whole section rushes through nearly a century of media.

What does the ‘buying fake copies of games’ comment mean? People would buy games to play on consoles – that’s about as on-demand as entertainment can get. The internet did NOT come about with home consoles. They used a cable-TV style service SIMILAR to the concept of a modern internet. Tim Berners-Lee invented what was to become a public version of the internet in CERN in the late 1980s, but this is not mentioned. Your historical account is deeply flawed with inaccurate data – you need to check your sources as there are a lot of mistakes here.

“the game went free to play, so anyone would be able to download and play the game for free.” This is an example of a statement that doesn’t need to be made and just serves as padding in the document.

You talk about anti-consumer attitudes to live services, gambling in games and psychological effects like FOMO, but without a single reference. This would have been far more useful to research than the history of TV and radio, which has no relevance to the rest of the work.

Some evidence for player count has been evidenced with Marvel Avengers, which is good – this could be enhanced with reviews or commentary from players on Steam as well.

Sweeping statements like “games have the lowest patience when it comes to releases” without backing this up with facts or evidence lack credibility.

How many responses did you get from your questionnaire? You never mention how many people responded and go straight into percentages and statistics. This feels deliberate, and undermines the credibility of the research. Transparency is essential and you have not posted any responses from your survey, instead choosing to interpret this data yourself. I do not feel that this is an effective way to conduct research.

Conclusion is weak and feels like no new information has been discovered through the course of the study.
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