2012/13

Performance and Development Review (PDR)

Academic Colleagues

The purpose of this review is to discuss the contribution you are making to the University and to ensure that your plans for the year ahead are supported and are aligned with the School’s plan.

	Name 
	Job Title

	Dr John N Sutherland
	Senior Lecturer



	Name of Reviewer
	School
	Date of Review



	Dr Richard Beeby
	Computing
	


Initially the PDR document and the Personal Development Plan are completed by the academic in preparation for the review meeting.

Following the face to face review meeting the reviewer will edit the documents to reflect agreement reached during the discussions. 

The forms are then returned to the reviewee for final comment and are then returned to the reviewer.

The reviewer will send a copy of the both the PDR and the PDP to the Head of School.

TO COMPLETE THIS PLANNING PROCESS THE ACTIVITY PLAN ALSO NEEDS TO BE COMPLETED AND RETURNED TO THE HEAD OF SCHOOL
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	PDR Themes
	Prior to the PDR meeting detail your response to the questions. The boxes will expand as required. After the review meeting your line manager will amend the form to reflect the agreed view. 


	Reflection on last year’s contribution
	I have spent many years in my recent academic career, in Dundee and in Paisley/Ayr/Hamilton/Dumfries, working on innovative degree programmes that challenge students, industry and academic staff.  I have supported this in recent time primarily through working closely with a range of external bodies: PSYBT, SIE, TuDocs, etc.

Two significant issues brought the year to a close:

1. the games company, TuDocs, which I had helped others to establish and which had been involved with running for three years, folded when the HSBC bank withdrew support funding.  This had proved to be a significant setting to keep me abreast of developments and issues with respect to computer game development and enterprise and innovation.

2. the first graduation year of a full BSc (honours) Computer Games Development cohort (from Paisley).  This was the degree I designed, wrote and almost single-handedly created from minimal resources and which this year produced the School’s best graduate, Mr Scott Roberts.

During the year I had persuaded the TuDocs Ltd directors to establish The Computer Games Journal as a medium to bring together those interested in a direct communication of applied computer games development issues between industry and acadaemia.  I was asked to be the Editor-in-Chief.  A wide-ranging group of people – 2/3 software developers and 1/3 academics – from across the world agreed to join the editorial board.  The first issue was released earlier this year.  This included a paper from Microsoft’s Kodu development group.  It also included the paper I had planned to write during the year; my first academic paper in many decades.

	A) 
Reflect and comment on how successful you have been in achieving the performance standards required to deliver your activity plan. 

B) 
Comment on achievement against the specific 

objectives set last year

In answering these questions you may wish to make reference to sources of evidence and reflect on how your personal capabilities contributed to your success.  You may also identify any actions you would do differently. 
	

	PDR Themes
	

	Future Objectives   
	Running the three-campus BSc(Hons) Computer Games Development degree with my significant teaching workload continues to consume large amounts of my day-to-day available working time at UWS.  I am committed to continuing to develop the course, to make it more useful and relevant to students and industry, and to continue to try and create a level playing field across the campus deliveries.  To do this I have already achieved agreement across academic staff for a general move from Java/Flash to HTML5/Flash, recognising recent input from industry.  I will continue to teach on the three campuses to help understand and create equal learning experiences on the degree.

I am committed to helping improve the 4th year by developing a new module on Games Entrepreneurship.  I have recently been appointed as a mentor for Youth Enterprise Scotland, which will provide me with an active input to my work. I am also working with contacts including Management Scientists at Abertay Univeristy and UHI on creating an edited textbook on entrepreneurship in new-starts in the creative industries which will be published next year to support the module.

I will continue with others to develop The Computer Games Journal.  In addition to a special edition later this year there are a standard papers edition and a special edition on games entrepreneurship planned for next year.  I have a further paper on “text narrative to games design transformations” in preparation which should appear in one of the editions.

Finally I am looking to make a major move back into my original field in Computational Science as a researcher in computer language specification.  I intend to research for a review paper on games development languages for publication next year.  This to be followed by future plans to formally specify an ideal language in non-implementation terms in the following year for formal verification in future years.  This is directly supported by my personal work, of no other direct relevance to my UWS work, as a translator of ancient language texts in Koine Greek and Biblical Hebrew.

My intention is to have four recent and relevant publications by the end of 2013: the 2012 paper, the narrative transformations paper, the book, and the games languages review paper.

	In addition to the contribution that will be detailed in the Activity Plan, are there any specific objectives that can be identified to help focus your contribution over the next 12 months. In developing these objectives consider how they relate to the School plan.


	


	PDR Themes
	Prior to the PDR meeting detail your response to the questions. The boxes will expand as required. After the review meeting your line manager will amend the form to reflect the agreed view.  

	Career Plans 
	It is clear to me that there is a strong emphasis in the sector and at the university towards the increasing importance of formal research and measured outputs.  Having spent many years in innovative and successful degree development, I recognise that this is a work now done.  My intention is to return to work I was doing prior to developing the field of Computer Games from 1996.

My primary intention now is to work on publishing and working in my Computational Science field of language design with the emphasis upon existing practice and good practice definition for formal publication.

My secondary intention is to continue to develop the Computer Games Development degree as an entrepreneurial and relevant study by keeping in close contact with enterprises.

	Looking ahead for the next five years what are your plans and ambitions in respect of your career with UWS. Including any plans you have for changes in respect of flexible working or retirement. Also comment on how you would like to see the subject area and School develop.

	

	Activity Plan
	1. publish the paper on narrative transformations

2. complete the edited book, which I will co-author, on entrepreneurship in the games industry

3. research and publish a review paper on computer games languages

4. get started on formally defining an ideal games language

5. see the Computer Games Development fully transformed to HTML5/Flash

	In the light of the comments made in the previous sections are there any implications that require changes to your activity plan.

	

	Reviewer’s Comment 

Please provide feedback to the academic in the form of a general overview of their contribution to the School. 

Date Signed: 

	Academic’s Comments

Throughout the past year Richard has continued to provide me with support and encouragement.  I am grateful for his input to this process and his patience with me 

Date Signed


The completed document is to be emailed to the Head of School along with the single page PDP form
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