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The work for this assignment must be submitted in accordance with the instructions given at the end of each task within the assignment

Students are reminded that late work will not be accepted for assessment. Student Declaration

I declare that all the work submitted for this assignment is my own work, or in the case of group work, the work is my work I completed as part of the group, and that no part of it has been copied from any source (other than for referencing).

I understand that if any part of the work submitted for this assignment is found to be plagiarised
none of the work submitted will be allowed to count towards the assessment of the assignment.


Signed:                                                                      Date:____________                 







	Scenario

You are a freelance blogger who has been commission to write a piece about the principles of games design. You must show off your knowledge and research skills throughout.

Task

You will write an article for an online games blog on the principles of game design, with deconstructive analysis of a selection of games chosen by you. Your article will address visual styles of chosen games and gameplay. (Unit 72 - P1)

Visual style could include:
The world (terrain, architecture, objects); characters; non-playing characters (NPC); feedback interface; perspectives (2D, 3D, first-person, third-person, scrolling, aerial, context-sensitive); full motion video (FMV) 

Gameplay styles could include: interaction model, eg avatar, omnipresence; single player; multiplayer; narrative; game setting, eg physical, temporal, environmental, emotional, ethical; goals; challenges; rewards; player actions; rules; difficulty; game mechanics (inventory, scoring, win condition); balance; feedback; game structure (flowchart); addiction

You must research for this task and select and review relevant and targeted materials from a wide variety of different sources such as books, magazines, articles, leaflets, journals, television and the internet. You must reference your research throughout. (Unit 2 - P1)

Merit & Distinction criteria guidance

You will need to evidence confidence and mastery of knowledge of game principles, correctly relating visual style and gameplay through their use of extended examples which are fully clarified. (Unit 72 – M2/D2)

You will select and review highly relevant and well-targeted materials from a wide variety of different sources. Detailed and precisely focused information will be selected from these sources and will be fully and precisely recorded. The information extracted will reflect a thorough understanding of its relevance and suitability. (Unit 2 - M1/D1)



	This brief has been verified as being fit for purpose

	Assessor
	James Tedder

	Signature
	
	Date
	

	Internal verifier
	Wayne Gallear

	   Signature
	
	Date
	



image1.png
Unit_72_Computer_Gam: X ) Unit_2_Communication_ X

C O | @& Secure | https/qualifications.pearson.com/content/dam/pdf/B N als/Crea 010 cification/Unit_2_( u or_Creative d pdf

Apps &% ign Eurogamer @ Major Nelson (€) GameSpot (@) FoxesTalk wm BBCSport @ Amazon.couk o Hot UK De: NWHC Email ¥ Moodle NWHC [E] MyBlog @ Unblocked @ GimmePeers Facebook @ iCloud [} Router (¥) Udemy [J James Tedc

Unit_2_Communication_Skills_for_Creative_Media_Production.pdf

In order to pass this unit, the evidence that the leamer presents for assessment needs to demonstrate that
they can meet all the learing outcomes for the unit. The assessment criteria for a pass grade describe the
level of achievement required to pass this unit.

Assessment and grading criteria

To achieve a pass grade the | To achieve a merit grade the | To achieve a distinction grade
evidence must show that the | evidence must show that,in | the evidence must show that,
learner s able to: addition to the pass criteria, | in addition to the pass and
the learner is able to: merit criteria, the learner is
able to:

use appropriate techniques to use appropriate techniques use appropriate techniques

extract relevant information o extract information from o extract comprehensive

from written sources written sources with some information from written
precision sources

present a media production present a structured and present a well-structured and
report which conveys detailed media production substantial media production
relevant information report which conveys report which conveys
1 information and explains information with precise
condlusions with clarity exemplification and justifies
conclusions with supporting
arguments

review reports to make review reports to make review reports to make
changes with occasional changes with frequent changes with consistently
beneficial effects beneficial effects beneficial effects

R

deploy and manage deploy and manage deploy and manage
appropriate technology to technology to pitch a technology to pitch a media
pitch a media production media production proposal production proposal with
proposal effectively and with some creativity and flair and to
M imagination near-professional standards

employ appropriate employ forms of address in employ forms of address in a
forms of address in a amedia production pitch media production pitch with
‘media production pitch to to communicate ideas flair to communicate ideas
‘communicate ideas. effectively. with impact

[€n

PLTS: This summary references where applicable, in the square brackets, the elements of the personal, learing
and thinking skils applicable in the pass criteria. It identifies opportunities for learners to demonstrate effective
application of the referenced elements of the skils

|E - independent enquirers RL - reflective learners SM - self-managers

CT - creative thinkers TW - team workers EP - effective participators
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In order to pass this unit, the evidence that the leamer presents for assessment needs to demonstrate that
they can meet all the leaning outcomes for the unit. The assessment criteria for a pass grade describe the
level of achievement required to pass this unit

Assessment and grading criteria

To achieve a pass grade the
evidence must show that the
learner s able to:

describe visual style and
elements of gameplay used
in game design with some
appropriate use of subject
terminology

generate outline ideas for a
game concept working within
appropriate conventions

(]

prepare design documents
for a game with some
assistance

[sM]

present a game concept
to stakeholders with some
appropriate use of subject
terminology.

[sM)

To achieve a merit grade the
evidence must show that, in
addition to the pass criteria,
the learner is able to:

explain visual style and
elements of gameplay used in
game design with reference
1o detailed illustrative
examples and with generally
correct use of subject
terminology

generate detailed ideas for a
game concept showing some
imagination

prepare design documents
to a good technical standard
with only occasional
assistance

present a game concept to
stakeholders competently
and with generally correct
use of subject terminology.

To achieve a distinction grade
the evidence must show that,
in addition to the pass and
merit criteria, the learner is
able to:

critically evaluate visual style
and elements of gameplay
used in game design with
supporting arguments and
elucidated examples, and
consistently using subject
terminology correctly

generate thoroughly tho
through ideas for a game
concept showing creativity
and flair

prepare design documents to
a technical quality that reflects
near-professional standards
working independently to
professional expectations

present a game concept
to stakeholders to near-
professional standards and
consistently using subject
terminology correctly.

PLTS: This summary references where applicable, in the square brackets, the elements of the personal,
learning and thinking skills applicable in the pass criteria. It identifies opportunities for learners to demonstrate
effective application of the referenced elements of the skills

IE — independent enquirers RL - reflective learners SM - self-managers

CT - creative thinkers TW - team workers EP — effective participators
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