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Activity 3: Reflective evaluation case study
[bookmark: _efofhwa8ykfm]Watch the Case Study video (https://vimeo.com/1148632414) carefully. As you watch, identify key aspects of the project. For each point you make, use the PEE (Point, Evidence, Explain) method to ensure your reflections are clear and well-justified.
Part 1: Identifying successes
Based on the original project brief, final product, key features and user feedback presented in the video, identify the aspects of the project that went well.
Example answer:

· Although there were challenges, the team were still able to deliver the game on time. 
· The team reacted suitably to user feedback during the project. Over the course of the project, they sought out feedback and implemented changes to improve the game. This included adding tutorials to help users understand how to play the game, ensuring a better user experience.
· After release the initial ratings were lower than expected, however the team were able to react quickly to this and roll out patches and improvements. This meant that they were able to increase the ratings to 4 out of 5, which was their initial target.

Part 2: Identifying areas for improvement
Based on the original project brief, final product, key features and user feedback presented in the video, identify at least three areas where the project could be improved.
What three areas for improvement are there?

Example answer:

1. The project cost more than originally expected. In order to meet their deadline, the team had to hire more people to help complete the project. Hiring external resource for a short time can be expensive so this increased the costs compared to the original budget.
2. When planning the project, the team didn’t include enough contingency time to cover the time needed for the changes to address the user feedback. As a result, they had to decide to cut elements of the games (reducing the number of levels/characters) in order to ensure the game could come out on time. This meant that, at the point of release, the game didn’t include everything they had planned to include. 
3. The game wasn’t as easy to learn as expected. The team had not expected to need to include a tutorial element which used a lot of the contingency time to build in. Then, when the game was released, users still found the game harder than they expected. This meant the team had to implement post-launch updates to improve the game.

Part 3: Identifying future developments
Based on the areas for improvement you identified in part 2, identify at least one potential future development that could solve a problem or significantly improve the user experience (UX).
· Point: What is the proposed future development?
· Evidence: How does this development address one or more of the areas for improvement you identified? What specific problem does it solve, or how does it improve the UX?
· Explain: Why is this development important? What benefits would it bring to the users or the project?
What future development/s do you suggest?

Example answer:

In the future the team should consider including more contingency time and adding more stages of user feedback. 

· By increasing the stages of user feedback through the project, the team could address changes earlier and ensure that fewer changes and updates are required after the game is released.
· By including more contingency time, this would allow the team to address any unexpected feedback without impacting on the scope or the deadline. If the team had more contingency time for Funko Fusion, they may not have had to cut some of the features, and they may have been able to keep to the original budget as they wouldn’t have had to hire extra people to ensure the game could be completed on time.
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