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	Strand (d) The project outcome – a multimedia game


	THE GAME - a first look

	Is it easy to start to play the game?
	

	Is it clear who the game is for?
	

	Is it clear what the theme of the game is?
	

	Does it include:

· an opening screen 

· slideshow (Level 1) 

· video (Level 2) 

· puzzles (Level 3)

· game instructions?
	

	Does it allow users to crack the code?
	

	How appealing do you think it will be to the target audience?
	


	THE OPENING SCREEN

	Requirements specified in the brief

	Is the opening screen appropriate for the target audience?
	

	Does it introduce the theme of the game?
	

	Can players access:

· the instructions/code sheet
· the three levels of the game

· the code cracker screen?
	

	Expectations 
	

	Does the opening screen help to make the game appealing to the target audience?
	

	Is it clear and easy to read on-screen?
	

	Will the target audience be able to understand what to do?
	

	To what extent are the underlying processes of design, development, testing and preparation of assets reflected in this component of the game?
	


	SLIDE SHOW (Level 1)

	Requirements specified in the brief

	Is the slide show on the chosen theme?
	

	Are there four slides?
	

	Is the first slide a title slide?
Is it clear what the slide show is about? How effective is it?
	

	Do slides 2 and 3 both have an image and text about the chosen theme?
	

	Does slide 4 include two questions about the content of slides 2 and 3?
	

	Does the slide show change from one slide to the next automatically until it reaches the last one?
	

	Does the final slide display the questions for as long as the player wants?
	

	Can the questions be answered by watching the slideshow?
	

	Does the slideshow run using the Moderator’s Toolkit?
	

	Expectations 

	Will the content appeal to the target audience?
	

	Are the questions suitable for the target audience?
	

	Is it likely that a member of the target audience could find the correct numbers/letters for the code?
	

	Are the slides consistent?
	

	Is the font and colour scheme conducive to onscreen viewing?
	

	To what extent are the underlying processes of design, development, testing and preparation of assets reflected in this product?
	


	VIDEO (Level 2)

	Requirements specified in the brief


	Is the video of just one person talking?
	

	Is the person talking on the chosen theme? 
	

	Does the video run for 60 - 90 seconds, including the questions?
	

	Does it end with two questions about its content?
	

	Can the questions be answered by watching the video?
	

	Does the video run using the Moderator’s Toolkit?
	

	Expectations 

	Will the video capture the attention of the target age group?
	

	Is the language suitable for the target audience?
	

	Is it likely that a member of the target audience could find the correct numbers/letters for the code?
	

	To what extent are the underlying processes of design, development, testing and preparation of assets reflected in this product?
	


	MULTIMEDIA GUESSING GAME (Level 3)

	Requirements specified in the brief

	Does this level require the player to guess two objects or sounds?
	

	Are the objects/sounds related to the theme of the game?
	

	Can the user find the last part of the code by guessing the objects/sounds?
	

	Expectations 

	Will the target audience enjoy this level? Are the sounds\objects appropriate?
	

	Are there instructions for the player? Is it clear what they have to do?
	

	Are players in the target audience likely to be able to guess the objects/sounds?
	

	To what extent are the underlying processes of design, development, testing and preparation of assets reflected in this product?
	


	GAME INSTRUCTIONS

	Requirements specified in the brief

	Are there game instructions which the player can print?
	

	Is the aim of the game clear i.e. to crack the six –letter code?
	

	Is it clear how to access each part of the game?
	

	Are there clear instructions on how to play each level?
	

	Is there room for players to record the letters of the code?
	

	Do the instructions tell the players what to do when they think they can crack the code?  And what to do if they get it wrong?
	

	Will the instructions work as a printed publication? 
	

	Expectations 

	Are the instructions clear and easy to read?
	

	Do they fit on one page?
	

	Is the language suitable for the audience?
	

	To what extent are the underlying processes of design, development, testing and preparation of assets reflected in this product?
	


	And finally, looking at the complete game…..

	Does the game work?
	

	Is the game appropriate for players of a similar age to the student? 
	

	Could a new user from the target audience play the game?
	

	Can the complete game be played using the Moderator’s Toolkit?
	

	Can the user get back to the opening screen from each of the levels?
	

	Has the student chosen a suitable way to present the game in the eportfolio?
	

	Has the student taken the intended purpose of the game into account and gained permission where necessary to use assets?  
	

	Did the student work independently? If not, how much guidance was needed (limited or significant)?
	

	What degree of SoAP is demonstrated (limited, some, reasonable, good)?
	


	Strand (b) Design

	To what extent did the storyboard inform the development of the main screen of the game? Does it include links as shown on the given flowchart?
	

	To what extent did the story board inform the development of the Level 1 slideshow?
	

	Does the annotation detail feedback comments from test users?  
	

	To what extent did the script inform the development of the Level 2 video? 
	

	To what extent did the storyboard inform the development of the Level 3 guessing game?  
	

	Does the annotation detail feedback comments from test users? 
	

	How well has the student commented on their design decisions?
	

	Overall, are any up-front designs detailed enough to allow someone else to visualise what all the components of the game will be like?
	

	And finally

	Did the student work independently? If not, how much guidance was needed (limited or significant)?
	

	Has the student independently gone beyond the basic requirements of the brief in order to enhance the outcomes?
	

	What degree of awareness of audience and intended purpose is demonstrated (limited, some, reasonable)?
	


	Strand (c) Collect, edit and create assets

	Has the student provided some information about the assets used and their sources? Is it relevant?
	

	Has the student respected copyright and gained permission where necessary?
	

	Of those that adhere to legal requirements…

	Is there a variety of appropriate multimedia assets?
	

	How effective is the editing of the raw video files in Level 2?
	

	Have other assets been prepared appropriately for use in the game?
	

	And finally

	Did the student work independently? If not, how much guidance was needed (limited or significant)?
	

	What degree of awareness of intended purpose is demonstrated (limited, some, reasonable)?
	


	Strand (a) Plan and manage the project

	Initial plan

	Have all the main tasks been identified? Do main tasks relate to project outcomes?
	

	Have main tasks been broken down into sub-tasks?
	

	Are tasks/sub-tasks in a logical order?
	

	Are timings given and are they sensible?
	

	Does the plan differentiate between tasks to be done in class and tasks to be done elsewhere?
	

	Has any time been allowed in case things go wrong?
	

	Have interim checkpoints been identified and have they been used?
	

	Do you think that the initial plan was agreed with the student’s ‘line manager’?
	


	Tracking and monitoring

	Is it easy to start to play the game?
	

	Has the plan/diary been used to track progress? 
	

	Is there any evidence of monitoring (identifying and dealing with problems)?
	

	Has the plan/diary been altered to take account of changing circumstances?
	

	Has the plan/diary used throughout the project?
	

	How well does the plan/diary ‘tell the story’ of the project?
	


	And finally


	Did the student work independently to create the initial plan?  If not, how much guidance was needed (limited or significant)?
	

	Did the student work independently to use the plan to help manage the project? If not, how much guidance was needed (limited or significant)?
	


	Strand( e) The eportfolio

	Do the project outcomes ‘hit you in the face’ when you open it?
	

	How easy is it to find the way in? Does it have a logical structure? How easy is it to navigate and locate items of evidence?
	

	Does it conform to the technical specification – size and file formats?
	

	Is the layout clear?
	

	Do all the links work?
Are there links to all the required evidence?
	

	Are the font and colour scheme conducive to on-screen viewing?
	

	How well have multimedia assets been used to present achievements?
	

	Do the context pages include appropriate comments to introduce the evidence?
	

	What can you infer about the extent and effectiveness of testing?
	


	And finally

	Did the student work independently? If not, how much guidance was needed (limited or significant)?
	

	What degree of SoAP is demonstrated (limited, some, reasonable, good)?
	


	Strand (f) End of project review

	Does the review include some relevant comments about the products?
Are there any evaluative comments/valid suggestions for improvement?
	

	How well has the student reviewed the underlying processes and their own performance?
	

	And finally

	Did the student work independently? If not, how much guidance was needed (limited or significant)?
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