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In producing the project proposal, and in
preparing for the project realisation you should

familiarise yourself with Units 13 and 14 of
the qualification.

In particular, you should understand the
assessment and grading criteria which will be

used to determine standards of achievement.

Units 13 and 14 require you to produce
a project proposal of about 500 words,
excluding the project action plan and

bibliography. Project proposals should not
be so succinct that they do not address the
requirements listed below, nor should they be
excessively long and unfocused.

Your project proposal should be
sufficiently challenging to ensure you have
the best possible chance of meeting the
grading criteria.

Your project proposal should include:

- Centre name and number

- Candidate name and number

- Project proposal title and date

- Main area of activity / pathway, e.g. film,

TV, games design etc.

The project proposal must be word processed
and presented under the headings listed here:

Section 1 - Rationale
(Approximately 150 words)

This section provides you with an opportunity
to reflect on, review and summarise your
progress and achievements through the first
12 units of the qualification.

You should outline the knowledge, skills and
understanding you have acquired. What

you know now, and what it means to you,
compared with what you knew and could do
before you started the course, and how this
has influenced your choice of discipline or
disciplines and your project proposal.

It also provides an opportunity for you to
explain your reasons for choosing a particular
discipline or disciplines and to outline both
your immediate and longer-term aspirations.

Section 2 - Project concept
(Approximately 200 words)

This section provides an opportunity for you
to clearly explain the concept and aims of
your project, production or performance and
the research and ideas that will support its
development. What you anticipate producing,
the levels and types of resources that you will
need and an indication of the form in which
you will complete and present your final
realisation within the allocated timescale.

This might include an indication of when and
how you will use studios, equipment and
other resources, how you will make use of
tutorial and peer feedback and where you will
incorporate independent study.

Section 3 - Evaluation
(Approximately 150 words)

This section provides an opportunity for you
to explain how you will reflect on and evaluate
your work, as both an ongoing activity and at
the conclusion of your project.

You should describe how you intend to
record your decision-making and how you will
document changes to your ideas as your
work progresses.

The evaluation should be referenced to your
stated aims and be reflective and analytical

rather than a description of actions completed.

When working in collaboration with others
you should comment on how this may impact
either positively or negatively and steps you
can take to minimise disruption in your

own progress.
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Project action plan and timetable:

This section provides you with an opportunity
to outline your planning and organisation

over a period of weeks and the activities you
will need to carry out in order to successfully
complete your project in the agreed time
frame. The more time and thought you give to
planning your project, the more successful it is
likely to be.

It is important that you consider how you will
balance ambition, time and realism in the
realisation of the project. You should also
include what you are going to do, how you
will do it and by when. Remember to include:
time spent sourcing materials and other
resources to conduct research, feedback from
tutors and peers, and when you will carry out
independent study.

Bibliography (Harvard Format):

This section provides an opportunity to record
the initial research sources, both primary and
secondary, that you intend to use.

Your sources of research should be as wide
as possible and could include libraries,
galleries, books, magazines, films, computer
games, websites, blogs, social media, radio
programmes, archive material etc. Where
appropriate, you should use the Harvard
system of referencing. The bibliography
should be continuously updated as the
project progresses.
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Candidate Name

Max Myers

Candidate Number

10624086

Pathway .
Games Design

Project Title .
Time Nomad

Section 1: Rationale . . . . . .

(approx. 150 words) | have learned various things during this course, such as editing, filming, game
creation, sound design and more, these skills have been used In various
projects and have accumulated into the one | am doing now, all of them in
some aspect will help with my FMP, before the course | had little to no
knowledge of how to create a film, and a moderate amount of games design
knowledge, the course has helped me grow and gain insight into both areas, |
have chosen game design and this project due to me having a passion in it,
and wanting to pursue it further, as | wish to become a games designer, more
specifically a level designer in the future, the skills | have learned have pushed
_mehclofser to this goal and have helped me realize what career | wish to pursue
in the future.

Section 2: Project

Concept The game | intend to create will be a 2D Rogue-Like Dungeon Crawler, | aim to
(approx. 200 words) incorporate complex RNG mechanics, randomized m-game features and
custom Al and player Sprites, animations and sounds for each individual

action, the game will be created using the Unreal Engine, which is accessible
on college computers and on my at-home computer, production will be split
down the middle between me and my Co-Developer Salman, | will handle the
coding, level design and creation and Al movesets, and Salman will handle the
graphic design, sound design, character sprite creation and environmental
sprite creation, this will increase production speed and quality, as | will have to
focus less on all areas and it'll allow me to centralize my efforts onto a few
distinct areas, | will research various different games and how they handle In-
game mechanics and different articles and videos explaining how these games
are made to give me a better idea on how to create one myself and what
mechanics should and shouldn't be implemented, the resources | would need
for this proﬂect would be Unreal Engine for coding, Photoshop for sPrite design,
various online pixelart creators, Garageband for sound design, | will ensure this
project is completed within the allocated timeframe by creating a consistent
time schedule and documenting mine and Salman's progress continuously, the
general schedule consists of concept art first, sprite design second, level
design third, coding fourth, environmental design fifth, and finally sound design
and Al Movements.
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Section 3: Evaluation . . . .

(approx. 150 words) | plan on reflecting upon and evaluating my work by continuously documenting
my progress and comparing said pro?ress and the final product to my aims
and goals, if these goals are met | will state so and if they aren't met | will also
state so and talk about how I could have ensured they where met and how |
intend to ensure they are met in the future, all progress will be documented on
my Digitalspace which can be accessed by using my Student Number
10624086 under mdy Final Major Project tab, every action and decision of note
will be documented, such as if i differ from my initial aims and objectives, or if |
have a problem and how | overcome it ect, | will ensure that the levels run
smoothly and the characters animations are seamless and that the Level
design is always fresh, | will document any advances in my work on all my
selected workloads, to minimize confusion between me and Salman we split
our workloads down the middle, this positively impacts the project as we can
work separately whilst also working together, splitting the work needed in half,
this can also be a negative if either of us don't pull our weight, | have worked
towards ensuring this doesn't happen by keeping both of us motivated and on
track, ensuring we both routinely check in on each others work, keeping us
informed on what the other is doina so we can fliidlv comhine o1ir work:

Proposed Research

Sources and | intend to use both Primary and Secondary research in my project, the Primary
Bibliography (Harvard Research | intend on using are as follows, Game Testing/Analysis, Focus
Format) Groups, Interviews, Surveys, Questionnaires and In-Game Photographs.

The Secondary Research | intend on using are as follows, Youtube, Websites,
Internet, Documentaries, Podcasts and Dev Diaries.

Initial Videos | intend on exploring are as follows:

DesignDoc. (2019). The Evolution of Roguelike Design - How Rogue led to

g(‘)I'Lé Spelunky, and So Many More ~ Design Doc. [Online Video]. 17 January
19.

Available from: https://www.youtube.com/watch?v=uM588ci-

sMQ&ab_channel=DesignDoc. [Accessed: 2 March 2022].

Game Maker's Toolkit. (2019). The Two Types of Random in Game Design.
[Online Video]. 14 January 2020. Available from: https://www.youtube.
ggr;é\]/vatch?v:uM588C|-SMQ&ab_channeI=DeS|gnDoc. [Accessed: 3 March

Pseychie. (2021). Do Roguelikes Require More Skill or More Luck? (8 Games
Analyzed). [Online Video]. 28 December 2021. Available from: https://www.
youtube.com/watch?v=sKbJOWFW6PM&feature=youtu.be. [Accessed: 4
March 2022].

gefjeff. (2018). A Brief History on Roguelikes. [Online Video]. 4 June 2018.
Available from: https://www.youtube.com/watch?v=l_0FH62KquQ&t=244s.
[Accessed: 7 March 2022].

John Ivess. (2021). A Brief History on Roguelikes. [Online Video]. 10 March
2021. Available from: https://www.youtube.com/watch?v=-
gu57RSyZsMé&t=3s&ab_channel=Johnlvess. [Accessed: 1 March 2022].

Initial Websites | intend on exploring:

Reddit. 2011. roguelikedev. [ONLINE] Available at: https://www.reddit.
com/r/roguelikedev/. [Accessed 13 March 2022].

roguebasin. 2006. Revision history of "Roguelike Dev FAQ". [ONLINE]
Available at: http://www.roguebasin.com/index.php/Roguelike_Dev_FAQ.
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Date Week Activity / What you are Resources / What you will
Beginning intending to do - including need to do it - including

independent study access to workshops
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