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Project proposal template

In producing the project proposal, and in
preparing for the project realisation, you
should familiarise yourself with Unit 8 of
the qualification.

In particular, you should understand the
assessment and grading criteria which will be
used to determine standards of achievement.

Unit 8 requires you to produce a project
proposal of about 350 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 100 words)

This section provides you with an opportunity
to reflect on, review and summarise your
progress and achievements through the first 7
units of the qualification, and 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 pathway
and your project proposal.

Section 2 - Project concept
(Approximately 200 words)

This section provides an opportunity for you
to clearly explain the concept and aims of
your project, 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 project realisation within

the allocated timescale.

Section 3 - Evaluation
(Approximately 50 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 the project.

You should describe how you intend to
record your decision-making and how you
will document changes to your ideas as the
project progresses. The evaluation section
should reference 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 adversely and outline the
steps you can take to minimise disruption to
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
Candidate Number
Pathway

Project Title

Section 1: Rationale
(approx. 100 words)

Section 2: Project
Concept
(approx. 200 words)

Unit 8 Project Proposal

Scott Matthew Tansom

6215841799
Digital Game Design

Final Major Project: Light and Dark - Taiji Commodore

| have learnt different research techniques and how to effectively research. |
have also learnt drawing technigques and how to create 3D models using
Blender. As well | have learnt how to create foley SFX and how to effectively
edit SFX to make them fit into the scene. But most interesting to me, | have
learnt how to use Unreal Engine which is what | want to focus on for this

project. Before starting the course, | didn’ t know how to use Unreal’ s
blueprints but though this course | have learnt how to make different game
mechanics using blueprints such as inventory system, Al, and general
movement. For this project | will be focusing on creating the game mechanics
and functional of my game idea using Unreal Engine.

The concept | have in mind for my project is a game in the genre of real-time
strategy (RTS) based on the theme of light and dark. | aim to create the game
mechanics and functionality of the game using Unreal Engine. | will have to
research how different parts of Unreal Engine work such as the Al system and
the data table system. | will also have to research some already existing RTSs
so that | know the codes and conventions of RTSs so that when | start to
design and create my game, | meet the expected requirements of an RTS. By
the deadline of the project, | want to have a working demo of the game that
shows off the basic mechanics of the game and allows me to show off what |
will have created and coded. This demo will include a demo level that will work
as a tutorial that will teach the player how all the mechanics work it will also
include an area where the player can play around with the mechanics. This
play area could possibly turn into a separate level depending on development
speed. The only resource | anticipate using to make my project is Unreal
Engine.
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Unit 8 Project Proposal

Section 3: Evaluation . .
(approx. 50 words) For evaluation | plan to use a Trello board to keep a running track of my work

and my reflections. | will also have my Git commit comments that will also be
used to track my work and reflections. As well at the end of sections | will write
up an evaluation of the work | have done.

Proposed Research

Sources and Laley, R. (2022a). Unreal Engine 5 Tutorial - Al Part 1: Character Setup.
Bibliography [online] www.youtube.com. Available at: https://www.youtube.com/watch?
(Harvard Format) v=IDZh0epFTRY &list=PL4G2bSPE_8ukiIDwraUCMKHRk2ZiW29R6e

[Accessed 29 Feb. 2024].

Laley, R. (2022b). Unreal Engine 5 Tutorial - Inventory System Part 1:
Inventory Component. [online] www.youtube.com. Available at:
https://www.youtube.com/watch?
v=vHT4MhmwacE&list=PL4G2bSPE_8umjCY XbqOv5loV-Wi_WAXxC3&index=1
[Accessed 29 Feb. 2024].

Onyett, C. (2007). Supreme Commander: Forged Alliance Review. [online]
IGN. Available at:
https://www.ign.com/articles/2007/11/10/supreme-commander-forged-alliance-
review[Accessed 29 Feb. 2024].

Hafer, L. (2016). Ashes of the Singularity: Escalation Review. [online] IGN.
Available at:
https://www.ign.com/articles/2016/11/10/ashes-of-the-singularity-escalation-rev
iew [Accessed 29 Feb. 2024].

Kester (2007). Chris Taylor Interview about Supreme Commander — Battle
for Middle Earth 2 Heaven. [online] The Battle for Middle-Earth Heaven.
Available at: https://bfme2.heavengames.com/interviews/taylor/ [Accessed 29
Feb. 2024].

Husemann, C. (2016). Ashes of the Singularity Interview. [online] Gaming
Nexus. Available at:
https://www.gamingnexus.com/Article/5119/Ashes-of-the-Singularity-Interview
[Accessed 29 Feb. 2024].
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Project Action Plan and Timetable

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

8 15th April Production

9 22nd April Production

10 29th April Production

11 6th May Testing, bug fixing and final
tweeks

12 13th May Evaluation

Hand in at end of week
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