
Individual Report
My role within the group was a backup role; mainly aimed at supporting the rest of the team with 
the project, creating assets or doing required research. This involved the writing of the storyline 
and details for the website, making sure that it fitted with what was in the game and ensuring that 
any information was well distributed within the group to make sure that elements corresponded and 
were not incorrect. I was also heavily involved with the user interface design and the writing of the 
report, taking on the implementation and any supporting material. I had to make sure to gather 
information from each member to discover their design process and how their contribution 
happened.

Another part that I was heavily involved in was the gathering of external resources such as pictures  
of victims and organising the permissions for using these (drafting and getting signatures for 
consent forms). I also helped with the design process of the website, liaising with Chris on what it 
should look like and what the user experience should be. We decided that it should look quite 
simple but be slightly bulky to use to replicate a current police system. From this I was in charge of 
creating wireframes and initial designs. 

I feel that the group worked well. After we had delegated the roles we each got on well with what 
we were supposed to be doing. We initially struggled with the idea for our project as we all had 
very different skillsets and therefore very different ideas. After debating them we came to the 
conclusion that we should make an experience with multiple mediums for a more immersive and 
interesting experience. I felt that we debated these initial issues well and came to a resolution 
without much fuss.

In terms of the actual creation of the project, we all met for regular meetings to update others on 
progress and to discuss where the project was going. These meetings were usually very quick and 
I was pleased with how they were well planned and documented. We managed to use the time we 
had effectively and made sure that each person was doing their part. Our communication was 
good throughout and we shared assets very well through the Google Drive, making sure that the 
work was distributed easily to the person with the best skillset for the job. 

For a few of our initial meetings, some people were not aware about the times or dates of them 
and therefore missed them. From this, I decided to make sure that we were all aware of the time 
and place of meeting a few days before compared to previously where a lot of the meetings were 
arranged on the day itself rather than giving people time to plan ahead. I therefore messaged the 
group chat asking what we needed to talk about and we decided that Siobhan should make an 
Agenda for each subsequent meeting and arrange the the date and time for each one. I felt that 
this was a much better system and made sure that all members had all the information.  

When implementing the design, we were all very involved in the process, changing different 
aspects to fine tune it and make sure that the game was easy enough for most people to be able to 
complete but not too easy so that the player required skill. I found this sometimes difficult to explain 
to Daniel as he is an avid gamer and therefore has more of that kind of logic in his mind. As we 
wanted to make the experience appeal to even those who were not gamers, we had to take it back 
a notch and make sure we included certain things to guide users. We also had a few disputes on 
how long things would take to do as we wanted the experience to last a maximum of 10 minutes. 
This required not only a puzzle that could be solved without too much fuss but also an answer for 
the puzzle being able to be accessed easily. Talking with Siobhan and Chris, we managed to 
convey this message to Daniel and he was very good at taking our ideas on board. 

Through the project I have learnt more about working as a team and making sure that each 
person’s strengths are being used to their fullest. I learnt about how to organise meetings properly; 
using agendas, taking minutes and conveying the arrangements to the group. I also learnt how to 
be diplomatic in my approach to giving feedback, trying to soften the blow and just suggest 
improvements without being too critical. A large part of the project reinforced my skills of creating 



implementation reports and designing wireframes that are used to influence design decisions. 
Another area which I was quite pleased with was the organisation of assets and documents within 
our Team Drive. I made a point to put everything in logical areas so that when it came to 
submission or just finding files, each part would be easy to get to. Doing this from the start meant 
there was less to do at the end and benefitted people throughout when they were finding files. I 
feel that is something that I will heavily emphasise when working within a group in the future. It was 
also suggested by Siobhan to record assets and meeting minutes as we went through which really 
helped when creating the Record of the Development of the System document. 

I felt that our group’s approach to the project was good and that we were making good use of our 
time and resources. I think it really fitted with the brief and was a great showcase of the skills that 
we had learnt throughout the year, along with newer skills that were acquired within it. I thought 
that our project was an exemplar interactive media installation that used very basic equipment to 
create a very immersive and interesting experience that users would want to interact with. 

Words: 1000


