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Project proposal template

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
Lee Thompson

Candidate Number
253390

Pathway
Creative Media Production (Games Design)

Project Title .
Project 6-FMP

Section 1: Rationale

(approx. 150 words) From my previous projects | have learn many skills such as how to use certain
software such as construct 3, photoshop and piskel all of which | had no
previous experience with using. In the first project | was not confident in my
ability to use photoshop or construct 3 however after spending so much time
using and improving at them | am now confident in skills in construct which |
will be using to create my demo for this project and | am also confident in my
skills in photoshop, similarly with piskel while | have used it less than construct
and photoshop | have still developed some skills using the software and am
fairly confident in my ability to use it to produce animations. As well as using
improving my ability to use software | have also gotten better at creative
thinking as | have noticeable found coming up with ideas for my games such
as mechanics, character designs and the level design to be easier over time.
During project 6 | hope to develop my skills in construct 3, piskel and
photoshop even further.

Section 2: Project ) ) )
Concept My products concept is a demo of a top down stealth game that will be set in

(approx. 200 words) the modern day within a secret facility so it should contains lots of white and
sterilized colours as that is what a science facility would look like. The players
goal will be to steal a priceless glowing purple rock being studied in the facility
since it is a valuable artifact. The guards will wear a distinct outfit so they can
be easily identified and my player will also wear a distinct outfit so that they
always stick out so it is easy for the player to see where they are. My aim with
my demo is to create a good and expansive detection system in my game
since stealth is the focus of my game. For this project | will use construct 3 to
create the game and shall use photoshop for the artwork and animation, for the
sound design | will use freesounds.org and may create some myself using
either beepbox for music or create some folley sound effects. In order to make
my game to the best of my ability | will conduct research into both top down
and stealth games so that | can learn what my game should be like and to help
inspire me. During the project | will take player feedback and use it to improve
my game. So that | complete the creation of my game | will follow a production
schedule so that | do not fall behind with what | need to do and have a set time
that somethina must be done bv.
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Section 3: Evaluation

(approx. 150 words) Throughout all my previous projects | have evaluated my work and once again
| will do my best evaluate all my work such as my research, planning and
production regularly(so that I do not forget to evaluate my work) over the
duration of the project on my blog in a written format as it will help me improve
my work as it will assist me in identifying the weaker parts of my work so |
know what needs improvement , the evaluations will explain the choices(such
as character design) | made as well as what | did good and why as well as
what was bad too and why. At the end of the project after | have create my
game demo | shall evaluate the project as a whole and compare it to my
previous projects so that | can note any improvements | have made since then
and also talk about any further improvement | can make in my future projects.

Proposed Research _ ) )
Sources and For my project | shall do both primary and secondary research, | will conduct

Bibliography (Harvard primary research into my audience via a questionnaire so that | can better

Format) . .
understand what my audience would want in my game so that | know what |
should focus on and add to my game. Another form of primary research will be
playing some games that are top down or include some form of stealth
mechanics such as Hotline Miami as that will be a big inspiration for my game
which will help me design my game as by playing games similar to what | want
to make will help inspire me and help me with coming up with more ideas for
my game, It will also help my understand what good design is for a top down
stealth game. For secondary research | will look at articles and videos related
to a lot of areas such as games that are top down or have stealth mechanics
that | can not play myself as well as how to create top down graphics and
animations since it is something | have not done before and lastly | will conduct
secondary research into sound design so that | can have good audio in my
game that will fit the theme and be useful to enhancing the player experience.
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Date Week
Beginning

Activity / What you are Resources / What you will
intending to do - including need to do it - including

independent study access to workshops

1 15th march Coming up with the idea and Computer and Monitor
proposal
2 22nd march Complete Primary Research Computer and Monitor

and Start Secondary Research

3 12th april Finish Secondary Research Computer and Monitor

4 19th april Finishing Research And Computer and Monitor
Starting Planning

5 26th april Planning My Project Computer and Monitor

6 3rd may Prototype Production Computer, Monitor And
Construct 3

7 12th may Prototype Production And Start Construct 3, Photoshop and
Graphics Production Piskel, Computer and Monitor
8 19th may Graphics and Animation Construct 3, Photoshop and
Production Piskel, Computer and Monitor
9 26th may Sound Production Sound Recording Equipment
And freesounds.org, Computer
and Monitor
10 2nd june Testing and final Construct 3, photoshop, piskel
improvements/fixes and freesound.org, Computer
and Monitor
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