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	Student Name:
	Huw Davies

	Title of Project:
	Puzzle Game Proof of Concept

	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 
	10/15

	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)
	15/20

	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? 
	14/20

	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 
	19/25

	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
	73/100



Comments:

	Good amount of research shown with relevant games shown.  Mechanics of similar puzzle games have been detailed and analysed.  Tutorials used online evidenced, this is good as it shows independent learning process.  IEEE References used throughout slides with bibliography slides, well done.

Good explanation of puzzle mechanics given with a good understanding of UE5 blueprints.  Explanations given with examples of specific mechanics (Pressure switch puzzle, gravity puzzle etc.).  Appreciation of level layout evidenced during demonstration with an awareness of door/entrance placements.

Multiple backups of work and build show appreciation for contingencies, well done.  Issues/problems experienced have been discussed in the presentation with solutions explained.  Game testing has been conducted on a peer basis, could potentially have benefitted with the use of an online platform? (itch.io etc.)  Conclusions and overall analysis of performance given.  Well done.

There is extensive evidence of advanced blueprinting techniques being researched and assembled in Unreal Engine 5.  Demonstration of the work, works well as it has been packaged prior, well done.  There is clear application of researched techniques in engine with mechanics evidenced.  Some 3D modelling work present with placeholders in puzzles.  There are visual comparisons of the problems and solutions presented in the presentation, this is good as it gives a clear representation of your analysis skills to the viewer.  Puzzles shown are working and proof of concept is successful in showing mechanics intended.

Introduction is good, self intro given along with a good game summary/elevator pitch of your intended end product – well done.  Consistent slides and good use of images offer good visual aid to your explanations of mechanics.  Recap of work covered in Interim viva was good for context.  Game demo was ready to be shown directly after presentation, well done.  Perhaps some video functionality in the presentation would work well to further illustrate mechanic ideas, in case the engine isn’t playing ball!
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