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1. Introduction
The goal of this assignment is to use skills and knowledge gained in HTML & CSS and design a website talking about a topic of choice. This report will be split up into three primary sections. A ‘Requirements’ section will go over the contents and details of the website, as well as describing it’s purpose and the subject matter. In addition, the target audience and relevance will be detailed.
The ‘Implementation’ section is designed to show the results of HTML & CSS code in the form of screenshots of the website. After describing the website, it will be put through a website validator, where the results will be talked about and how any outstanding issues can be corrected.
The final section, ‘Evaluation’, will be going over how accessible the website is with the assistance of different tools. The general appearance of the website, the usability, and the content used will also be looked at to identify any potential future improvements.

2. Requirements
The subject matter chosen for the website is “Games as a Hobby” and the aim is to talk about how games are impactful on the authors’ life in the past, present, and future. The past will cover anything from childhood to the years leading up to university, present includes anything from the past couple years, and future will talk about what happens after higher education is over.
The purpose of the website is to talk about how games can involve themselves in one’s life past just being a media of entertainment. Ideally, the target audience would be anyone who’s view on games is such that they aren’t equal to other media, like books or video. Being able to inform these people that games aren’t just something you binge all day without doing anything productive would be the goal of the website. Another target audience would be those who want to know more about the author, in a way that described how and why games are such a big influence on them.

3. Implementation
i. Website Screenshots
This section will showcase screenshots of each of the five webpages. The webpage ‘Gallery’ was considerably long, so the image used was cropped.
[image: ]
[bookmark: _Toc7818346]Figure 1 Website Home Page
[image: ]
[bookmark: _Toc7818347]Figure 2 Website Past Section
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[bookmark: _Toc7818348]Figure 3 Website Game Dev Section
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[bookmark: _Toc7818349]Figure 4 Website Future Section
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[bookmark: _Toc7818350]Figure 5 Website Gallery Section

ii. Validation
The website validators to be used are the Nu HTML Checker [1] and the W3C CSS Validator [2]. Results of each validators will be presented in a list format below, where potential fixes will be discussed. For the HTML checker, the code for the website ‘HomePage’ will be submitted, and the CSS file ‘StyleSheet’ will be submitted.

Nu HTML Checker had a total of 33 recommendations to make:

Issue 1

[image: ]
[bookmark: _Toc7818351]Figure 6 Nu Output 1 Warning
This issue was corrected following the recommendation made by the validator.

Issue 2

[image: ]
[bookmark: _Toc7818352]Figure 7 Nu Output 2 Error
Following the recommendation of the validator, the attribute ‘value’ was removed.

Issue 3

[image: ]
[bookmark: _Toc7818353]Figure 8 Nu Output 3 Error
The error above states that a content attribute is missing. The content tag was added as a result of this recommendation.

Issue 4

[image: ]
[bookmark: _Toc7818354]Figure 9 Nu Output 4 Error
It was found that the HTML had a duplicate line of code which caused this error to appear. The code was then changed to only have one of the meta elements with charset attribute.

Issue 5

[image: ]
[bookmark: _Toc7818355]Figure 10 Nu Output 5 Through 9 Errors
The errors 5 through 9 state that file paths should not have spaces in them for naming conventions. The file names for each of the images were then corrected to have underscores in place of spaces to retain readability and correct the underlying issue.

Issue 6

[image: ]
[bookmark: _Toc7818356]Figure 11 Nu Output 10 Through 13 Errors
Errors 10 through 13 state that the tag </br> is a lone end tag and needs a start tag. However, </br> is used inside <p> tags to create a line break in place of using padding in CSS. To retain readability within the CSS, the </br> tags will not be removed.

Issue 7

[image: ]
[bookmark: _Toc7818357]Figure 12 Nu Output 14 Through 17 Errors
The errors 14 through 17 were corrected as stated on page 12.

Issue 8

[image: ]
[bookmark: _Toc7818358]Figure 13 Nu Output 18 Through 27 Errors
The errors 18 through 27 are not corrected. The reasons for this decision were stated on page 13.

Issue 9

[image: ]
[bookmark: _Toc7818359]Figure 14 Nu Output 28 Through 30 Errors
The errors above were corrected as stated on page 9.

Issue 10

[image: ]
[bookmark: _Toc7818360]Figure 15 Nu Output 31 Through 33 Errors
The issues 31 through 33 are not corrected. As to why is stated on page 13.

W3C CSS Validator highlighted three errors within the CSS file that was uploaded:

Issue 1

[image: ]
[bookmark: _Toc7818361]Figure 16 W3C Validator Output 1
As per the recommendation, the issue was corrected by means of removing the position tag.

Issue 2

[image: ]
[bookmark: _Toc7818362]Figure 17 W3C Validator Output 2
The issue was corrected using the same means as issue 1 on page 18.

Issue 3

[image: ]
[bookmark: _Toc7818363]Figure 18 W3C Validator Output 3
This error was fixed using the same means as issue 1 on page 18.

4. Evaluation
The evaluation section will cover three different topics; how accessible the website is, whether the design of the website is appropriate, and how it performs with search engine optimisation. After these sections, potential future improvements will be discussed.
The section covering accessibility will be conducted through utilising a few different tools. Visual Studio, Contrast Checker [3] and the aXe Chrome Extension [4] will be employed to highlight flaws in the design behind the website.
When covering the website design, research will be conducted as to what makes good web design in order to draw a conclusion as to how well the website stacks up.
Search engine optimisation will be talked about briefly in its own section in addition to whether the website is able to stand out during Internet searches.


i. Accessibility
When designing a website to have strong accessibility, guidelines for the WCAG 2.1 [4] should be taken into account. An article by WebAIM [5] states there are four main principles to be followed. These principles of accessibility are; perceivable, operable, understandable, and robust.
Perceivable is all about how the information of the website is transmitted to the user. It is possible the end user has a disability – they could be visually impaired, hard of hearing or unable to see nor hear at all. Methods of information transmission outside of just what’s on screen should be available.
Operable takes into account how the end user may have difficulty navigating or interacting with a website. For example, the user may not be able to use a mouse, and therefore a keyboard or device that uses keyboard output will be employed. The website must be able to take this output and translate it to perform the desired action. Other limitations such as time limits should be lifted, as users with disabilities may take longer than normal to perform a task, and in the event they perform an unwanted action the ability to recover from this should be readily available.
Understandable looks at how the user is able to understand what each action or perceived information is. For example, the user may not speak English, but the website is written entirely in English, including navigation links. Not only will they be unable to navigate, but they cannot even know what the site says or does. Even if the user spoke English, they would not be able to operate the site if the functions are not clearly explained or available. Strong understandability accounts for these issues where possible.
How robust the site is can be defined as how well the site can hold up on different devices, or how well it adapts to changes in future. For example, a site designed for Chrome may not translate well into Firefox. Or the site is designed with PC users in mind, and not small screen users e.g. phones. The adaptability of the site towards current and future changes defines how robust it is.
A website with strong accessibility is able to account for these four principles and employ them effectively. The purpose of the tools used will gauge this.

The first tool used to gauge accessibility was Visual Studio. A screenshot of the results for the home page can be seen below:
[image: ]
[bookmark: _Toc7818364]Figure 19 Visual Studio HomePage Accessibility Results
According to the first WCAG 13.1 issue on line 116, the target destination of the link is not descriptive. However, the link only serves to send users to page ‘Gallery’, therefore the text “Go to Gallery” is sufficient and will not be corrected.
The WCAG 6.1 issues for lines 7 through 9 state that the document should be comprehensible when the style sheet file is not available. The results of removing the style sheet are seen on the next page:


[image: ]
[bookmark: _Toc7818365]Figure 20 Home Page Without Style Sheet


The website is clearly comprehensible when the style sheet is not present, and as such follows the recommendations made.
The WGAC 3.5 issues listed for lines 23, 30, 50, 69, 88 and 107 state that the header tags ( <h1>, <h2>, <h3>, etc ) should be used to convey document structure as opposed to font effects. This is an issue throughout the home page.
The remaining issues state that the end tags, </br>, are missing start tags. The usage of the </br> tag is to provide line breaks within <p> tags, and the usage is correct, therefore no corrections need be made. However, using padding within CSS is generally a better convention for spacing out paragraphs.



[image: ]
[bookmark: _Toc7818366]Figure 21 Visual Studio GameHistory Accessibility Results
The first issue CssLint state that the tags used for the #halo-reach > p can be replaced by a single padding tag. After further research into this issue, it was found that the padding tag can be split up into four states e.g. padding: topValue, rightValue, bottomValue, leftValue. Attempting to change the padding value resulted in undesired changes to the CSS however, and will therefore not be changed.
The WCAG 6.1 issue was checked and moving the CSS file did not produce any undesirable changes to the webpage.
WCAG 3.5 was not followed, as header tags did not convey a suitable document structure.
WCAG 1.1 recommended that longdesc attributes be used to describe iframe elements that existed without them.
End tags missing a start tag is the result of </br> tags being used in place of padding for line breaks.


[image: ]
[bookmark: _Toc7818367]Figure 22 Visual Studio GameDev Accessibility Results
WCAG 12.1 issues were present, which stated that the iframe elements present did not have a descriptive title.
WCAG 6.1 warnings were shown, however no undesirable changes due to no CSS were present.
WCAG 3.5 warned that header tags were being used without conveying document structure.
WCAG 1.1 stated that iframes needed a longdesc attribute in order to have alternative descriptive text.
</br> tags also produced warnings that there were no start tags, however this can be ignored.

[image: ]
[bookmark: _Toc7818368]Figure 23 Visual Studio GameFuture Accessibility Results
WCAG 12.1 issues warned that there were no titles to iframe elements.
CssLint warnings were also presented to improve CSS readability.
WCAG 6.1 warnings were shown, however no undesirable changes to GameFuture’s readability were made.
WCAG 3.5 warnings were made, highlighting document structure flaws.
WCAG 1.1 warnings stated that iframes were missing alternative text.
</br> issues persisted but can be ignored.


[image: ]
[bookmark: _Toc7818369]Figure 24 Visual Studio Gallery Accessibility Results
WCAG 12.1 issues state that iframes were missing alternative text.
WCAG 13.1 issues stated that links didn’t have meaningful descriptive text.
CssLint issues stated that shorthand padding tags can be used in place of the four padding directions separately.
WCAG 6.1 missing stylesheet produced no undesirable effects.
WCAG 3.5 highlighted document structure flaws with header tags.
WCAG 1.1 stated that iframes needed longdesc tags for descriptive alternative text should.
</br> needing start tags persisted and can be ignored.

The next accessibility tool used was the Contrast Checker. Within the website, three colours were featured prominently. A dark red was used for the header, white was used for the main body, and black was used for the footer. Only hyperlinks were present in the headers and footers, and they were of a sky blue colour. Black text and sky blue hyperlinks were present on the main body.
According to the contrast checker, the hyperlink on header contrast passed each of the criteria.
The black text on white main body passed the criteria.
The sky blue hyperlink text on white main body failed all of the criteria.
The sky blue hyperlink text on black footer passed all but the colour blindness criteria. According to the test, viewing the text in greyscale presented a less than comfortable reading font.

The final accessibility tool used was aXe, a google chrome extension.
According to the aXe tool, the home page suffers from twelve colour contrast issues, where all of these are where hyperlinks are of unsuitable font colour.
The history page suffers from twenty-six colour contrast issues. Six of these are due to hyperlinks having poor font colour, the remainder of these issues are from the video iframe elements being stacked on top of each other, causing these contrast issues. There were eight more remaining issues. Four were due to the videos not having captions available, the other four were from a lack of audio description tracks for these videos.
The game development page suffers from six colour contrast issues, due to hyperlink font colours being unsuitable. Nine issues due to iframes having a lack of title attribute were also present.
The future page suffers from six hyperlink font colour issues, and five of the iframe elements also suffer from this. The iframe also lacks a title attribute, captions, and an audio track.
The gallery suffers from a number of contrast issues. In total, thirteen hyperlink font colour issues were found. Fifty-three issues with iframes attributes being positioned poorly within the same video frame were also present. It was also noted that an issue with poor usage of the id tag was found, as the same id was used for a number of different elements. For each of the fourteen iframe elements, three issues were found where there was a lack of title attribute, captions and audio description track.


ii. Design
To identify what the best practices for web design, research into these practices was conducted. Overall, the flexibility of the website is lacking. Proper dimensions have not been defined, and as a result, the site looks worse as the size of the window decreases. As stated on page 132 of a book by Sue [7], flexibility is a growing need for web design, which Is where the website made for this assignment falls flat.
The functionality is also lacking, as pages with more videos tend to have longer load times.
The content is varied and relevant but can be text heavy on pages such as the future page.


iii. Search Engine Optimisation
Search Engine Optimisation (SEO) is defined as, by Screaming Frog [8], “Search Engine Optimisation (SEO) is the practice of increasing the number and quality of visitors to a website by improving rankings in the algorithmic search engine results”. This is accomplished by including many keywords users search for on a search engine, removing as many accessibility barriers as possible, designing a page to be robust and smooth in navigation and function, as well as ensuring the user experience is simple, fast and satisfactory.
To measure SEO, you will need to look at two primary metrics; the volume of traffic to your site, and the quality of traffic. Volume of traffic is simply seeing how many visits a page gets, but getting a high SEO ranking requires good quality – or the time spent per visit. If a page gets a lot of visits, but none of these visitors stayed for more than a few seconds, the SEO ranking would still be low.
In order to get the best SEO ranking possible, adjustments over time to the content will be necessary, but including more keywords and hooks to keep users on a page will be necessary.


iv. Future Improvements
The results of each section within the evaluation of the website will be summed up below.
For accessibility, iframes (or videos) particularly have poor accessibility for those with visual or auditory impairments. To improve this, videos with captions or audio description tracks should be prioritised. Visual impairments will also affect page navigation, as hyperlinks are of poor font colour. An improvement could be to use a colour contrast checked to determine a stronger colour choice. Lack of descriptions within iframe elements and poor document structure are also points for improvement.
The website design requires an overhaul in terms of flexibility, as smaller windows screw up the entire format of the website, resulting in a very uncomfortable viewing experience.
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Games as a Hobby

This website is designed to talk about the role of games within my life.
There are three main topics that will be covered; my history with games, how I'm involved with them now, and how | see myself involved with them in future.
This webpage will talk about each topic briefly, as well as act as an easy pathway to the other webpages covering the three topics.
To access a different webpage, please use the navbar or a link within one of the sections.

A gallery will be included which holds the images used in making the website.

Jump to a section on this page:

History Gallery

My History With Games

My history with games dates back quite far - | don't remember the exact date, but | first got involved around 2003. I've played
games on a number of varying platforms in my early years. The ones that stand out the most are the Playstation 2, gameboy
advance sp, nintendo ds and xbox 360.

Id say the bulk of my time was with the nintendo ds or xbox 360, as those were the platforms which my friends used too. The
games in which | played the most on these systems were varied, but I stuck mainly to shooting games (which I played with friends)

ion|

and RPG games (when | played alone).
Read more here..

Back to the top of the page
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Games In My Life Now

Throughout my life, games have been heavily featured as the hobby of choice, or the primary means of spending my free time.

TITANFALL|2 Whether it was after school, during weekends,
. or in the middle of a holiday I'd usually spend time playing games. Along the way ideas for games I'd like to make formed, and a

growing interest in how games are made was
developed. Eventually, during my GCSE's, | was able to visit two studios to give me insight into how games are made. This,

combined with the fact | was studying a programming
laungauge at the time, helped push me towards choosing games development as my university course of choice.

Read more here..

Back to the top of the page

Games In The Future

Once | finish my studies at university, there are a few paths | have considered taking. The ideal path would be to set up an indie

studio (or ‘independent developer) and be able to freely make games using ideas formed throughout my life.

One type of game | would like to make is a blend between real time strategy, 3rd person character controlling & top down multi-

character controling, and  lenthy sigleplayer experience. 1 DAEMONC OMACHINA
.

Read more here..

Back to the top of the page

Website Image Gallery

The gallery is a showcase of all the images used in the making of this website. Links to the sources of each image will be provided
i the form of text captions beneath each image, in addition to comments in the HTML code. Videos will also be featured.

Go to Gallery

Back to the top of the page
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My History With Games

My first introduction to games was with the Playstation 1, where the most memorable game | played was Crash Bash. This was a party game based on the
popular series Crash Bandicoot, and allowed a number of players to partake in a wide variety of mini-games. | don't recall the gameplay specifically (I played this
when | was very young, | believe when | was 4 or 5) but the mini-games that | vaguely remember included a pogo-stick game where characters jump around tiles
painting the map, and a mode that involved a polar ice cap and attempting to knock people off. The reason this particular game had an impact on me wasn't
because of the gameplay though, it was because | could never play the game to unlock new stages since | never had a memory card to save my progress. Being
forced to play the first bunch of mini-games repeatedly left an impression on me.

The Youtube video shown here portrays the first boss fight in the game,

- Crash Bash Multiplayer Adventure. @ which is one | always came back to since | had to restart every time |
- Watchlater Share

launched the game. | also had to play solo since there wasn't a spare
controller available, which ramped up the difficulty. As a result, this game
is one of the most memorable to me.

Another game that stood out in my childhood was Pokemon Emerald. This was a part of a series known by many, even by those who don't involve themselves
with games, as the TV show and trading card game were incredibly popular in the early 2000's. | had always enjoyed Pokemon, but the TV show was where my
fascination originated - not the game. However, | had received the game Pokemon Emerald for my birthday (I believe it was my 5th or 6th) and | immediately fell
in love with the game. It was the reason | invested myself further with games, as the Pokemon franchise was heavily tied into the Nintendo platforms, which

opened the door to other games.

Pokemon Emerald was a game that had the player control a character that

travels a region of the world in the Pokemon universe called "Hoenn", Pokemon Emerald Intro

which is designed with regions of Japan in mind. The goal was for the
player to travel between towns and cities defeating strong opponents,
each one giving a badge to show victory. Once 8 badges were earned,

they could fight 5 of the strongest opponents in the game, where victory
here would be the main goal of the game.

The final game I'll talk about in regards to my past with games is Halo Reach. Within the games community, Halo is regarded as one of the most popular and
beloved shooter games of the Xbox and the 360 generation. The series hit its peak popularity with the 3rd installation in the series, Halo 3, but at the time |
wasn't involved with this series. However, after trying Halo 3 towards the end of its popularity, Halo Reach was announced, and | was determined to try it when it
launched. Me and many of my primary school friends picked it up and we all enjoyed making and playing our own customizable gameplay experience, which was

one of the many things Halo was known for.

Halo: Reach Campaign Jrailer - E3 2010 0 »

-

Halo Reach was a game focused around a "spartan” nicknamed Noble 6. A spartan is a supersoldier within the Halo universe, and Halo Reach focuses on a squad
of spartans that partake in operations against a threat to the planet called Reach by an enemy faction called the Covenant. The covenant is a group of many alien
races that have come together to achieve their goals, and in this case the goal is to destroy Reach, a fortress planet designed to be a safe haven for humanity in
the space age, aside from Earth. The gameplay itself offers a singleplayer campaign of many levels to play through, a mode called ‘Forge’ which allows the player
to make their own game maps and objectives, multiplayer that allows people to fight with or against each other, and a theater that lets the player make and edit
videos highlighting their favourite gameplay moments. Me and my friends invested many hours into the different gameplay modes, which cements Halo Reach

as a cornerstone of my gaming history.

Back to the top

Continue to Game Dev
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How I'm Involved With Games Currently

Out of the numerous games I've played throughout my life, one of my all time favourites if not the favourite, would be a shooter called Titanfall 2. Set in a universe where two main factions
fight for control of key planets in outer space, the Militia and the IMC's fight on the planet Typhon is the focus point of Titanfall 2's setting. The singleplayer focuses on a Militia rifleman
called Cooper, who has been training to become what is the equivalent of Titanfall 2's (TF2 for short) supersoldier - a pilot. Armed with a jetpack, enhanced physique and wits, pilots are a
force to be reckoned with, but the name doesn't come from these traits. It comes from the fact they have the ability to pilot a Titan, i.e. a massive bipedal mech with the firepower of entire
squads of soldiers. The trailer below will give an idea of a pilot and their titan.

A Titanfall 2 Single Player Cinematic Trailer

Released on the 28th October 2016, it was a game that | was eagerly excited for. I've invested approximately 942 hours into this game since its release, and still play to this day. It has allowed
me to meet other people online who | play with regularly, and has had more impact on my life than any other game I can think of. | even went so far as to participate in mock tournaments
and upload Youtube videos highlighting some of my most impressive gameplay. In TF2, there are two main gameplay attractions; pilot combat, and titan combat. TF2's titan combat is
incredibly unique and an experience unlike any other, which is how | was able to invest 80% of my time spent on this game exclusively partaking in titan combat. The pilot combat is also
incredibly unique, but | found titans to be more enjoyable. I'll show some of my favourite videos which | uploaded below for the interested.

anfall 2 - Ior's’Deadly Stare (Titan ... (g b Titanfall 2 - TBF. 2v2 Finals - Victory G... 0 »

Needless to say that this game has been very impactful on me. Recently, news broke that the developers behind TF2 have moved members from their Titanfall development team onto a
game that they released just recently (named 'Apex Legends’), and that future Titanfall projects have been put on hold. Unfortunately this means that Titanfall 3 may take a long time before
it becomes a reality (potentially 4 or 5 years), which is disappointing since this franchise was one of my favourites.

The Dark Souls franchise isn't one that | got involved with before the 3rd (currently the final) installment, but after watching streamers play it | immediately knew it was something | could
invest myself in. There is no way to tell how much time you've spent playing Dark Souls 3 on Playstation, but if I had to guess | played it almost as much as Titanfall 2. Dark Souls 3 was a
hardcore action, fantasy role playing game where you take the role of a character you create which is deemed the "Champion of Ash". Your job is to slay four key bosses, named the Lords of
Cinder, scattered within the realm of Lothric and bring their ashes to a place called Firelink Shrine. In doing this, the Champion of Ash may then perform their duty of “linking the fire".

() d

Watch later ~ Share

The features of this game that kept me hooked wasn't just the story, but the character
@ Dark Souls Il - Opening Cinematic Trail... o building and online interactions primarily drove my interest. You are able to build your
g Iatel‘ . own character from the ground up - appearance, equipment, what their strengths and
" f - weaknesses are, and more. The amount of freedom in character building kept me
= \ coming back to try new combinations of equipment and stats, and coming up with a
| 1 theme for each character was also enjoyable. Once you built a character, you'd throw
» yourself into the online segment, which has a number of features. One of them is the
‘invasion’ system, where you force your way into another players’ game with the goal of
defeating them. The invader is at a disadvantage with handicaps in place, but this adds
to the challenge, which is also what makes Dark Souls 3 known for. Another feature of
online is the 'summoning’ system, where the player can opt to leave a message in other
players' games stating that they can summon the player to their game to help them.
Assisting the summoner with bosses or fending off invaders is also enjoyable, as
cooperating in a fight against a tough challenge provides the summoned player with
unique rewards. Overall, the sheer freedom the game offers made it a highlight of my
game library, and | plan on revisting this game sometime.

Persona 5 is also a game that | exceedingly enjoyed. It's a singleplayer RPG where it's a blend of both dungeon crawling, turn based combat and dialogue driven, world building character
interactions. Not only does it have a unique gameplay style, but the music in Persona 5 is the best of any game I've played. All these combined with its strong art aesthetic make for one
amazing experience.

Z)ORIGINAL SOUNDTRACK |

o

Persona 5's story revolves around the protagonist, a 16 year old student who's name you decide, where he attempts to help a woman that is being harassed on the streets by a strange man.
The protagonist accidentally knocks the man to the ground, inflicting injuries that led to the man suing the protagonist. As a result his parents kicked him out and sent him to live with
someone they know while he's on probation. Upon reaching his new home and beginning his new life, he ends up being involved in strange events that lead up to him and a fellow student
being sent to an alternate reality. They discover in this reality they have the unique power of summoning a 'persona’ which is a manifestation of their soul that aids them in fighting against
an evil force that threatens their way of life. Eventually more people join the protagonist's cause and fight as a team in this alternate reality with the goal of fixing issues in the real world that
range from familial abuse to sexual exploitation and political corruption.

The result of playing all these fantastic and memorable games have driven my interest in what goes into making a game. During my GCSE's | was introduced to programming, which | later

learned plays a huge part in development of a game. The language | was studying at the time was Python, and while studying a programming language on top of many other subjects was

not enjoyable, the core concept of programming has stuck with me as something | can invest myself in. As a result of this growing interest, as well as some ideas to what kinds of games |
would like to make, | enrolled at university to study game development.

Back to the top

Continue to Future
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My Future In Games Development

Once | finish my university studies, | would like to look into making some of my game ideas come true. One of these ideas is to replicate an experience like Titanfall 2's titan combat, as this
kind of gameplay is a niche within the shooter game genre. Expanding upon it with new and innovative designs such as an incredibly deep mech customisation system, with a wide range of
tools at the players’ disposal is one of the ideas | would like to incorprate into a setting similar to Titanfall 1's gritty futuristic setting and aesthetic.

Another idea | have is for a singleplayer, story driven real-time strategy game that borrows elements from a wide variety of different games. The setting would be a fantasy post-modern era
that portrays the player as a commander of an army of soldiers, where they have the ability to possess their chosen lieutenants and grant them special powers. A mechanic which allows the
player to seamlessly swap between a 3rd person perspective of their characters and a top down, map-like perspective to let the player jump around the map swapping between the different
characters at their disposal is one feature of this game. The idea is that the player seamlessly controls large groups of soldiers from the map perspective, while transitioning into the 3rd
person possession perspective of their lieutenants and partake in the combat themselves (this is very similar to valkyria chronicles' system). The combat while possessing a character would
be similar to Dark Souls, where you have weapons and abilities you can employ to fight enemies, but you aren't very strong so any harm that comes your way may end up punishing you
quite severely. | feel that this game idea is the one | have the deepest grasp on, however | would still like to flesh it out in future.

After university, there are a couple paths | believe will help me achieve my goals. One of them is to become an indie developer or start up an indie studio, where there is a lot more creative
freedom in deciding what games will be made. Of course this also means | will either have to develop my skillset so that these goals are achieveable alone or I'll have to find people who
would want to partake in making these ideas come true. The other path to these goals is to join an existing studio to develop my skillset and establish connections with the industry, making
the transition into indie a lot smoother. Another path | could take is to use skills gained on the game development course to involve myself in a different industry while | build my skillset, but
this means there will be a less smoother transition into the game industry.

Within the games industry, there are studios and developers who've been able to make

their goals a reality, and one such developer is Eric Barone, or ‘Concerned Ape' the man % Stardew Valley Trailer o 3 ¥
G jatch later . Share

behind the game Stardew Valley. He crafted the game over a number of years by himself “Ra)
as a passion project alongside his regular job, but was eventually able to create a fleshed
out game that went on to blow up within the games community. Since the initial release,
Stardew Valley has recieved a large number of updates and was ported to Xbox One,
PS4, PS Vita, Nintendo Switch, iOS and Android. To say a dream made into reality would
be an understatement, and the philosophies behind Stardew's creation are, in my eyes,
very admirable in today's games industry. | look to Stardew as my ideal in games
development, and what | want to be able to achieve.
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History GameDev Future Gallery

Games as a Hobby

This website is designed to talk about the role of games within my life.

There are three main topics that will be covered; my history with games, how I'm involved with them now, and how | see myself involved with them in future.
This webpage will talk about each topic briefly, as well as act as an easy pathway to the other webpages covering the three topics.

To access a different webpage, please use the navbar or a link within one of the sections.

A gallery will be included which holds the images used in making the website.

Jump to a section on this page:

History

My History With Games

My history with games dates back quite far - | don't remember the exact date, but | first got involved around 2003. I've played games on a number of varying platforms in my early years. The ones that stand out the
most are the Playstation 2, gameboy advance sp, nintendo ds and xbox 360.

I'd say the bulk of my time was with the nintendo ds or xbox 360, as those were the platforms which my friends used too. The games in which | played the most on these systems were varied, but | stuck mainly to
shooting games (which | played with friends) and RPG games (when | played alone).

Read more here..

Back to the top of the page

Throughout my life, games have been heavily featured as the hobby of choice, or the primary means of spending my free time. Whether it was after school, during weekends,

or in the middle of a holiday I'd usually spend time playing games. Along the way ideas for games I'd like to make formed, and a growing interest in how games are made was
developed. Eventually, during my GCSE's, | was able to visit two studios to give me insight into how games are made. This, combined with the fact | was studying a programming
laungauge at the time, helped push me towards choosing games development as my university course of choice.

Read more here..

Back to the top of the page

Games In The Future

Once | finish my studies at university, there are a few paths | have considered taking. The ideal path would be to set up an indie studio (or 'independent developer’) and be able to freely make games using ideas formed
throughout my life.

One type of game | would like to make is a blend between real time strategy, 3rd person character controlling & top down multi-character controlling, and a lengthy singleplayer experience.

Read more here..

Back to the top of the page

The gallery is a showcase of all the images used in the making of this website. Links to the sources of each image will be provided in the form of text captions beneath each image, in addition to comments in the HTML
code. Videos will also be featured.

Go to Gallery

Back to the top of the page

About Me Contact Copyright
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