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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 an apprentice games designer and you have been asked to develop a new game concept. The brief given is to create a design portfolio and report for a 2D game using the GameMaker engine with a science fiction theme. The target platform is PC. Maths based puzzles/questions are required to be implemented within the gameplay and must be equivalent to GCSE grade 4 or above.
[bookmark: _GoBack]
Task 1

You will develop a design portfolio for a game concept in response to a given brief. Your portfolio will include the use of mindmapping, moodboards, notes, artwork, storyboards and written document/s. The portfolio will cover:

· genre of proposed game
· game audience 
· similar games already in the market 
· target platform

(Unit 72 – P2)

Merit & Distinction criteria guidance

Well thought through, detailed ideas showing creativity and flair will help you achieve merit and distinction criteria. (Unit 72 - M2/D2)

Task 2

Based on these ideas create a design document treatment for a game based on ideas from the previous task. You must show your understanding of the requirements for the proposed game, explain fully why each element is required. You will give detailed explanations of how these requirements will be sourced. You will give full consideration to codes of practice and regulatory issues. 

(Unit 72 – P2 & Unit 1 P1/P2)

Merit & Distinction criteria guidance

Your design document will reveal a very high standard of structure and writing skills which will be close to professional standards. You will work independently meaning that you are able to work on your own initiative, do not need constant support or supervision, give the work your full commitment, work positively and cooperatively with others, and meet deadlines. In other words, you have the kind of self-management skills that would be expected of you in a professional context. (Unit 72 - M3/D3)

Fuller and more extensive explanation and a higher standard of presentation will help you achieve merit and distinction criteria. (Unit 1 – P1/M1/D1)

Documentation will be comprehensive and thorough with a detailed breakdown of all elements relevant to game production. It will be very well-organised and presented to a standard that approaches professional practice. (Unit 1 – P2/M2/D2)

Task 3

Create a story for a new game including backstory, characterisation and dialogue. You will produce a development log covering: 

· purpose components 
· plot devices 
· character types 
· character backstory 
· narrative flow 
· reflections on finished game story.

Unit 74 – (P2)

Merit & Distinction criteria guidance

You will produce a story for a game supported by storyboards. The story must clearly relate to the story purpose as expressed by the client brief. You will construct a believable story with the plot devices, character types involved and characterisation (character backstory) will show considerable creativity and the writing style will exhibit a confident and fluent ease. You will include both branching and linear narrative; evidence for narrative flow might be produced as a narrative storyboard depicting scenes and possible player choices, with accompanying stories. Learners will review their own story-writing work considering literary qualities and fitness for purpose. Unit 74 – (M2/D2)

Task 4

Gather feedback on your game ideas. This could be done through informal discussion with colleagues, pitch/presentations, surveys, interviews and focus groups.

Now create a report based on the feedback given. Analyse and evaluate the feedback given and justify the decisions you have made based on that. 

When complete proof read the report and document spelling, punctuation and grammatical errors that you change.

Unit 2 – (P2 – P3)

Merit & Distinction criteria guidance

Written work always has an appropriate format. Sentence structure will be very good and show increasing complexity. Evaluative work will be of a high standard and contain detailed and precise exemplification, with justification of decisions and processes. (Unit 2 – M2/D2)

Effective use of appropriate software and proof-reading will mean that work contains very few or no spelling, punctuation and grammatical errors. (Unit 2 – M3/D3)
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P1  summarise accurately the M1 explain the elements of D1 comprehensively explain
elements of storytelling for storytelling for games the elements of storytelling
games using some subject with reference to detailed for games with elucidated
terminology appropriately illustrative examples and examples and consistently

with generally correct use of using subject terminology
subject terminology correctly

P2  create story for a game M2  create story for a game D2 create story for a game
following industry practice, following industry practice, following industry practice,
working within appropriate showing some imagination showing creativity and flair
conventions and with some and with only occasional and working independently
assistance assistance to professional expectations
[CT; SM]

P3  create game dialogue M3 create game dialogue D3 create game dialogue
following industry practice, following industry practice, following industry practice,
working within appropriate showing some imagination showing creativity and flair
conventions and with some and with only occasional and working independently
assistance. assistance. to professional expectations.
[CT; RL; SM]

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.

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

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

P1  outine requirements and
sources of requirements for a
specific media production

[E]

P2 generate outine pre-
production documentation
for a specific media
production with some
assistance

P3  apply pre-production
planning to a specific media
production working with
some assistance.

[TW, sM]

explain in some detail D1
and competently present.
requirements and sources of
requirements for a specific

media production

generate competent, D2
Garefully presented and

detailed pre-production
documentation for  specific

media production with only
occasional assistance

apply pre-production D3
planning to a specific media
production competently with

only occasional assistance.

comprehensively explain
and present to a quality that
reflects near-professional
standards fully detailed
requirements and sources of
requirements for a speciic
media production

generate thorough
and comprehensively
detailed pre-production
documentation for a specific
media production, working
independently to professional
expectations

apply pre-production
planning to a specific media
production to a quality that
reflects near-professional
standards, working
independently to professional
expectations.

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

E — independent enqirers

CT - creative thinkers

RL - reflective learners

TW — team workers

SM - self-managers

EP — effective participators
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use appropriate techniques to
extract relevant information
from written sources

present a media production
report which conveys
relevant information

[IE]

review reports to make
changes with occasional
beneficial effects

[RL]

deploy and manage
appropriate technology to
pitch a media production
proposal

[sM]

employ appropriate
forms of address in a
media production pitch to

mMmuinicats idea
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level of achievement required to pass this unit.

use appropriate techniques
to extract information from
written sources with some
precision

present a structured and
detailed media production
report which conveys
information and explains
condlusions with clarity

review reports to make
changes with frequent
beneficial effects

deploy and manage
technology to pitch a
media production proposal
effectively and with some
imagination

employ forms of address in
a media production pitch

to communicate ideas
foctivel
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use appropriate techniques
to extract comprehensive
information from written
sources

present a well-structured and
substantial media production
report which conveys
information with precise
exemplification and justifies
conclusions with supporting
arguments

review reports to make
changes with consistently
beneficial effects

deploy and manage
technology to pitch a media
production proposal with
creativity and flair and to
near-professional standards

employ forms of address in a
media production pitch with

flair to communicate ideas
ith imnact
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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

CT]

repare design documents
for a game with some
assistance

SM]

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

SM]
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explain visual style and
elements of gameplay used in
game design with reference
to 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.
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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 thought-
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
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