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INSTRUCTIONS

* Use black ink. You can use an HB pencil, but only for illustrations and diagrams.

+ Write your answer to each question in the space provided. If you need extra space use the lined
pages at the end of this booklet. The question numbers must be clearly shown.

* Answer all the questions.

+ Use the Insert to answer all the questions.

INFORMATION

» The total mark for this paper is 80.

* The marks for each question are shown in brackets [ ].

* Quality of extended response will be assessed in questions marked with an asterisk (*).
* This document has 12 pages.

ADVICE
* Read each question carefully before you start your answer.
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SECTION A

1
(a) Identify three revenue streams that the Progress Games team could access to support the

marketing campaign.

(b) Identify and explain one marketing strategy the Progress Games team could use to attract the
target audience.
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2 |dentify and explain two ways that Charlie can ensure the character designs appeal to the
target audience, other than creating a personalised avatar.

(a) Identify three online tools that the Progress Games team could use to store their planning
documentation.

(b) Identify and explain one way, other than travelling to their offices, that Li could meet with Cony
executives in the USA to explain his marketing strategy.

Use an example to support your answer.
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4 Identify and explain two legal constraints that could impact on the launch of the video game.
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5 Progress Games need to make the game as exciting as possible.

Identify two different secondary research methods and discuss the advantages and
disadvantages of these to gather information about the content in role-playing games.
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6 Identify two pieces of equipment needed to record audio for a voiceover that will be added to
the game.

Explain why each is needed to ensure the game is successful.

[6]
7 Explain two potential disadvantages of releasing a prototype of the game to the target
audience.
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[4]
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SECTION B

8 At the start of the game, players will need to create an avatar and select a survival pack
containing items that they will need in the game.

In the space below create a site structure diagram that Anika can use to show the
interactivity at the start of the game. The diagram should show at least four potential aspects
of interactivity.

Marks will be awarded for:

* content
» fitness for purpose
» justifications of decisions.

(8]
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In the space below, create a completed production schedule showing the first four weeks of
planning of the video game development.

Marks will be awarded for:
* content

* layout

+ fitness for purpose.

[10]
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10* Evaluate the effectiveness of creating a SWOT analysis as part of the pre-production and
planning process for the game.

You should refer to the content from the set brief to support your answer.
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END OF QUESTION PAPER
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EXTRA ANSWER SPACE

If you need extra space use this lined page. You must write the question numbers clearly in the
margin.
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