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[bookmark: _Toc190111543]Introduction
This is a report on ‘To Make a Game’, a website based around both the process as well as the thoughts behind and before making a game. The contents of this report covers the website’s requirements, such as who it’s for and why it was made. Implementation will then cover what is inside the website itself. Validation will then cover what code was not valid and requires fixing. Then at the end there will be an evaluation of the website to show its usability, search engine optimisation, and accessibility.
[bookmark: _Toc190111544]Requirements
The website itself aspires to be as a sort of guideline, or support for anyone wanting to either know or make their own video game. As such it does not give exact instructions as to the makings of one, rather than what you would need to get started. This also covers the subject matter of the website, as making a video game can be quite daunting, because of this the subject matter of this website is simplifying game development to its simplest form, such as engines, art, music, accessibility, and more. The website also covers external factors of development that people might have trouble dealing with or understanding, such as fundraising and publishing. The exact target audience for the information that the site provides are simply those that want to make a game, that is it, so it doesn’t really have an exact intended target audience.
[bookmark: _Toc190111545]Implementation
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Figure 1 - Welcome Page
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Figure 2 - Where to Start Page
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Figure 3 - Game Engines Page
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Figure 4 - Art Page
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Figure 5 - Audio Page
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Figure 6 - Accessibility Page
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Figure 7 - Fundraising Page
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Figure 8 - Publishing Page
[bookmark: _Toc190111546]Validation	Comment by Ian Lewis: Screen shots of testing could have been included in the appendix
The validation of this website was done by the official W3C validators. The CSS validation passed completely. However, the html all had one validation error, and that was that the buttons aren’t allowed to be before a link (a href) and then another error which only happened for one of the pages, was that a list is not allowed to be in a body. Though the button one doesn’t seem to be able to be fixed, as it is an issue with the button being next to the links, and I was unable to fix that. The other issue, however, was fixed by placing the list into an unordered list which made it become valid, and then removed the decorations from them (the bullet points) to make them look the same as they did previously, without the error
[bookmark: _Toc190111547]Evaluation
[bookmark: _Toc190111548]Usability and Utility
The website itself is not that grand, however, it does what it is set out to do, and as such it, has as much information as it needs, because of this anything else added to it, would either be rambling or not much more. Though it could do with some more additions, such as decorations along the sides under around the title/navigation menu to add some appeal, so something like that could be added, although not that much, as that might distract the user instead of drawing them into the text. A good feature of this website, is that the look of it was made with accessibility in mind as the colours/theme that was used, are those with the most contrast and are easiest to see when together, which is black, white and a light blue. The site is also very easy to use, as it allows for easy viewing by only having the content on the pages that you see, as soon as you load them up. This is because of what was mentioned earlier, with it only having as much content as it needs, as the content that is on there is made to have as little amount of scrolling as possible, meaning what is needed to be seen is there and no excessive rambling which improves the usability for the user. This also helps because of the user not having to look at extreme amounts of text at once, which also helps by splitting the information into the different topics available in either the navigation buttons at the top, or being able to see what the next or previous section was supposed to be at the bottom with next and previous buttons.
[bookmark: _Toc190111549]Search Engine Optimisation (SEO)
The search engine optimisation that this site has includes visual elements, page titles, image alt text, having helpful content, and finally external as well as internal links. There could be a decent amount more optimisation, but that’s all that’s currently in. 
[bookmark: _Toc190111550]Visual Elements –
For visual elements, there are both images as well as videos on the site to keep the user interested but is also used to break up the content a bit which allows the user to have a sort of refresh to then continue reading the content, as Decker says;		“Images can enhance the visual appeal and engagement of web pages. They help make content more scannable and easier to digest.” [1] 	Meaning that when adding images, the website not only gains appeal, but also makes the site a lot more interesting and allowing a break for the user making it easier to view as well. This was applied to the website every page except for the ‘Welcome’ and ‘Where to Start’ pages, this is mostly because these two also have the least amount of content in the page, making it already easy to view.	Comment by Ian Lewis: I feel more images could have been accommodated within the site
[bookmark: _Toc190111551]Page Titles –
The page titles, as well as even the title of the site itself were made to be as unique as I could make it, while also saying exactly what’s in either the site or the page. However, it is not entirely unique, but that is simply because of the amount of help available on making games online. To put it simply, a quote from Decker is;	“To ensure your site pages rank for the proper intent, be sure to include the focus keyword for each page in the title.” [1]	In the eyes of the user, if the content in a page or the site itself does something different from what it says at all, then the user will deem it unreliable. As such, you need to be careful what you name both you website and the pages in the site, while also making sure to include that title as a keyword within that text, which not only adds to the potential reliability of the site, but also the users trust in the site, which is the most important to most if not all websites, as a bad reputation will make the users not want to come back, and therefore no one will want to see your site if it has a bad reputation. This is done if all if not most of the pages in the website. A good example of this, is in the accessibility page, as using that word as a keyword allows not only trust that the page content matches what the title told the user it would hold, but also allows the person making the content to keep on-track by bringing up that keyword, not all the time, but enough that they keep going back to talk specifically about that topic.
[bookmark: _Toc190111552]Image Alt Text (Alternative Text) –
Image alt text is a great addition to a website for two reasons, the first for if the reader is visually impaired a screen reader can then know what the image is even without being able to see it which gives the site more inclusiveness. And secondly, it allows for those with slower internet to be able to know what the image is if it hasn’t loaded. And as Trika explains;	“ALT tags also provides an additional level of dimensionality to the website.” [2]	Giving the option of alt text allows the reader that extra level of accessibility that they may or not need, and because of how needed it is to some people adding the alternative text is not that difficult, and as such is also added into this website, whenever images appear.
[bookmark: _Toc190111553]Helpful Content –
The website shows a good amount of helpful content, while also not rambling in sections that don’t need as much content, which allows the user to not waste time on sections that don’t get to the point of the website, while then giving helpful information and content in general where it is needed. Such as for the audio page, where it provides helpful examples to show what was meant by the text above it, which in the case of the audio page, are videos. This is something that Lyons supports as they say,	“create content that is detailed, helpful, and aligned with user intent. Offer unique insights to stand out from competitors.” [3]	This also allows the user to see something different by not just adding research together to give a detailed report on a website, but instead giving your own insight to the topic, allowing for a unique view on the topic for the user, which also keeps the site interesting.
[bookmark: _Toc190111554]External and Internal Links –
Both external and internal links are both important to a website, as external provides the website with reliability, and internal provides the user with easy access to the different sections within the website, which would be some sort of navigation most of the time.
External Links:
External links are highly important to giving the user a different perspective on the point you want to make, which are normally some sort of example, using a video, or another site which further proves whatever point you want to make, which Chaffey and Smith support when they say;	“the number of links into a page and their quality was a great way of determining the relevance of a page to searchers, especially when combined with the key phrases on that page.” [4]	By utilising external links, to a degree you are able to boost the relevance of the information that you are providing to the user. You can use external links in a variety of ways, such as using images or videos rather than simply using text. However, by using this method you have to be very clear that it is not an advertisement. This method was done on the To Make a Game website in the ‘Art’ page, by using images of the game that was being discussed in order to show the user further about the game, as well as further images from the games actual page. The same concept is used but instead of images, videos were used in the audio page, this is used by embedding the video into the html, and by doing this it doesn’t completely appear as a link, rather a video itself. However, the user can still click on the title of the video to see the entire video from its source.
Internal Links:
A second method of using links is internal links. This simply means linking one part of the site to another. For example, you can link the description of an item to the place where you purchase it, on the same website, just on a different page. The best way to put it is that internal links help to make it a website, rather than different web pages. However, using them is another matter, and this is best described by Mitchell when they said;	“Try to avoid using “Click here”, “Learn More” as the only text in your links as it is a wasted opportunity to use that space in a generic, untargeted way.” [5]	They used the term generic as it is used that often and becomes boring to the user and ruins there viewing experience. After this they continue to explain that;	“By using the targeted keywords such as “Lavender Scented Candle” over “Buy Now” in the internal link, you are strengthening the keyword theme focused on your targeted core search term.” [5]		Meaning that when using a term associated with what the user was searching for, if that is the internal link that the user was searching for then they are more likely to click it. Reason being that generic and overused terms like “Buy Now” and “Click here” are often used in advertisements and scams, which tend to divert the user away from clicking rather than attracting them. However, if you still want to use simple text then try using something either less generic or use something that is used even in reputable sites with good search engine optimisation, such as “Next”, “Previous” or “Home”. By using the links in this way, you can use simple links, but using a method that every site uses. You can also use internal links by utilising images, and imbedding links into those which is also what sites tend to do, which is done by utilising something like their logo as the home button, rather than a simple text button which says “Home”. This website utilises some of this by using a navigation bar as well as the next, previous and home links which can be found at the bottom right of each page, except for the home button, which can only be found at the bottom right of the Publishing page which is the final page. 
[bookmark: _Toc190111555]Accessibility
The accessibility of my website was made with contrast and mostly accessible visual appeal in mind, and as such from a report given from the WCAG contrast checker, the website is a complete pass, this is because of the amount of contrast between the background and foreground being black and white respectively, which gives the highest contrast.
[image: ]
Figure 9 - Contrast Report from Contrast Checker
Then continuing, there is not much after that, in which the website passes, there is text alternative, sensory characteristics and use of colour from the first WCAG principle, Perceivable. Seizures and physical reactions, navigable, and input modalities from the second WCAG principle, Operable. Readable and predictable from the third WCAG principle, Understandable. And finally, the final principle, Robust, which there isn’t much of, but the website does achieve some of what is in it, such as a bit of parsing.
[bookmark: _Toc190111556]Perceivable –
For the text alternative section, it is simply the alternative text added on images which was discussed earlier, and although they aren’t exactly detailed, it does cover the basics, by just saying what the image is.
According to the section on sensory characteristics by for WCAG 2.1;		“Instructions provided for understanding and operating content do not rely solely on sensory characteristics of components such as shape, colour, size, visual location, orientation, or sound.” [6]	Which given most of the content in the website is meant for instructing people on how to make a game, it seems to be under that guideline, as only the examples used are pictures or videos, and not the actual instructions/guide that the site provides.
The use of colour is not the main content of the site at all, it only helps by adding contrast so that the user can see the text more clearly. 
[bookmark: _Toc190111557]Operable –
The content on the website is not designed with anything that may cause seizures, there are no flashing lights, animations that may cause nausea, or anything of the sort. Which is a part of guideline 2.3 in the WCAG 2.1 guidelines which says,	“Do not design content in a way that is known to cause seizures or physical reactions.” [6]		
Navigable, by the definition of WCAG is to,	“Provide ways to help the users navigate, find content, and determine where they are.” [6]		The site itself is not that hard to navigate, but the features added make it even easier.  By adding two methods of navigating through the site, both the internal links at the top and bottom of the page make it easy to get through the site, as well as this, the amount of separation of the content between the pages allow for finding information about something specific extraordinarily easy. Although there is no search bar so that could be an improvement to make it even easier.
Input Modalities, as shown in the WCAG guideline is to,		“Make it easier for users to operate functionality through various inputs beyond the keyboard.” [6]	Which could be said that is a feature of the website, however only because using some sort of pointer is the only method of navigating the site.
[bookmark: _Toc190111558]Understandable –
A site being readable by the standards of the WCAG guideline is to,	“Make text content readable and understandable.” [6]		Which is one of the features that the website is made with the intention of doing by utilising contrast to make it easier to view, and by adding examples to make the text easier to understand.
A website being predictable in reference to the WCAG guideline is to, 		“Make Web pages appear and operate in predictable ways.” [6] which is really easy to accomplish when a website is only supposed to do something specific, such as giving guidance, and therefore going from page to page in the site is completely predictable, and nothing drastic changes. 
[bookmark: _Toc190111559]Robust –
The website has quite a decent amount of compatibility, which described by the WCAG guideline is to,	“Maximise compatibility with current and future user agents, including assistive technologies.”	Which by the first level of this being parsing which just means that everything within the HTML has start and end tags, IDs are unique and more. Which the website does most of, although there are some uncontrollable parts that required a specific part to be nested incorrectly which is the button and links section as discussed in the validation section.
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[bookmark: _Toc190111561]Appendices – HTML & CSS of To Make a Game
[bookmark: _Toc190111562]Welcome HTML:
	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>  
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
  </header>
  <h1>
    Welcome!
  </h1>
  
  <p>This is a site that I made to explain the process someone needs to go through in order to make a game. This includes <span class="Bold">learning, making and publishing</span>.</p>

  <p>In order to learn the basics the following will be covered:</p>
  
    <p>--- Where to Start ---</p>
    <p>--- Game Engines ---</p>
    <p>--- Art ---</p>
    <p>--- Sound ---</p>
    <p>--- Accessibility ---</p>
    <p>--- Fundraising ---</p>
    <p>--- Publishing ---</p>
  
  <p>To get started, go to the next page; this includes how to begin learning, what you need, what you need to do, and <span class="Bold">MORE</span>!

  <p>Click <span class="Bold">Next</span> to continue.</p>
  <footer>
    <button><a href="WhereToStart.html">Next</a></button>   
  </footer>
</body>
</html>



[bookmark: _Toc190111563]Where to Start HTML:
	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>    
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
  </header>
  <h1>
    Where To Start?
  </h1>

  <p>The good thing about making a game is that you dont particularly need all that much to get started, you can make anything using everything at your immediate disposal.</p>

  <p>What you need to do to make something a game really comes down to what you want it to be, the only thing it needs to accomplish is; To give the people enjoyment, and a method of interacting with your product as otherwise it will just be more of a video than a game.</p>

  <p>One issue that people usually come to think about, is the need to make something in a good engine, something that looks cool, or having really amazing sound effects and music. However that is <span class="Bold">far</span> from the truth.</p>

  <p>That is the point of this website. It is to say just how little you need to make an interesting and fun experience that people can enjoy. Click <span class="Bold">Next</span> to continue</p>
  <footer>
    <button><a href="Welcome.html">Back</a></button>  
    <button><a href="GameEngines.html">Next</a></button>   
  </footer>
</body>
</html>



[bookmark: _Toc190111564]Game Engines HTML:
	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <form>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>  
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
    </form>
  </header>
  <h1>
    Game Engines
  </h1>
  <p>There are many different game engines that allow for anyone to make a game, whether they are new or a professional.<br>Some are easy to understand and some are not.</p>
  <p>Although you don't need a game engine to make a game, if you want to make on with alot of features and playability, the best option for anyone is to choose one that appeals to you the most.<br>This is because most game engines are more proficient in making different types of games, for example:</p>
  <ul>
    <li><span class="Bold">Godot</span>: an open-source game engine that is very proficient in making 2D games.</li>
    <li><span class="Bold">GameMaker</span>: another engine proficient in making 2D games, however it is much more basic making it beginner friendly, however also limiting in what you can do with it.
    <li><span class="Bold">Unity</span>: an engine that is extremely popular, and is known for being the starting place of most 3D game developers, and is proficient in making 3D games.</li>
    <li><span class="Bold">Dreams</span>: which is an application on playstation allowing you to make games on a console, though is also limited to being published on dreams, however is also beginner friendly</li>
    <li><span class="Bold">Unreal Engine</span> an engine which focuses heavily on graphics and is reasponsible for a lot of the realistic looking games out there, being a very professional application.</li>
  </ul>
  <p><img src="../Images/GameEngines/GodotLogo.png" alt="The logo of the Godot game engine."> <img src="../Images/GameEngines/GameMakerLogo.png" alt="The logo of the Game Maker game engine."> <img src="../Images/GameEngines/UnityLogo.png" alt="The logo of the Unity game engine."> <img src="../Images/GameEngines/DreamsLogo.png" alt="The logo of the Dreams game engine."> <img src="../Images/GameEngines/UnrealEngineLogo.png" alt="The logo of the Unreal Engine game engine."></p>
  <p>However, if you can't find a suitable engine, you can either make your own engine, or if your not making something to complex, you might not even need a game engine.</p>
  <p>Keep in mind that you don't have to make your own at all, that is just for those that want too and is also wanting the experience in making one themselves. This can help you in many ways, as not only can you make your own features that are specific to your engine, but also you can understand how other engines work, which can help in making games in them by using the features, which you would learn how they work, to your advantage.</p>
  <p>This is only recommended to do as a side project or if you at least know what you want to achieve by making your own engine.<br>Click <span class="Bold">Next</span> to continue</p>  
  <footer>
    <button><a href="WhereToStart.html">Back</a></button>  
    <button><a href="Art.html">Next</a></button>   
  </footer>
</body>
</html>



[bookmark: _Toc190111565]Art HTML:
	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>   
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
  </header>
  <h1>
    Art
  </h1>
  <p>You don't have to be good at art to make a game, and at the same time, if art is what your good at you can make a game only with art, it's completely up to you. 
    <br>There are some games that completely rely on their art, some that only use shapes, and others that only have text. As long as it is <span class="Bold">fun</span> and <span class="Bold">engaging</span> for the player then thats all that matters.
    <br>To give an example, there are a lot of games out there that only use text, however, they also need to make it interactive for it to be called a game, and they do this by using links, which simply go to the next scenario with whatever choice the player picked
    <br>It makes it alot like those <span class="Bold">"choose your own adventure"</span> books in away, as they both let you choose what outcome you want.
    <br>It is exactly the same premise but with the choices as the links instead of pages.
    <br>Examples of this can be found in the images below (Click on them to go to their steam page); they are all games that show you don't/or can completely rely on your artistic slills in order to make a good game.
    <br><br>To start with <span class="Bold">'West of Loathing'</span>, is game that uses stickmen as their characters, which just shows that if you want to make a game with characters but you can't make them.
    <br>You can just simply make them as simple as you can.
    <br><a href="https://store.steampowered.com/app/597220/West_of_Loathing/"><img src="../Images/Art/loathing_splash.jpg" alt="Image of West of Loathing game, contains a link."></a>
    <br>For something similar you can look at a game called <span class="Bold">'Thomas Was Alone'</span>.
    <br>It's a game made entirely of rectangles, that's it... Your a rectangle in a world of rectagles, yet somehow it's made to be an engaging story game with voice overs.
    <br><a href="https://store.steampowered.com/app/220780/Thomas_Was_Alone/"><img src="../Images/Art/thomas_splash.jpg" alt="Image of Thomas was Alone game, contains a link."></a>
    <br>Then, if you want to completely rely on art then their are also examples that make use of that, such as <span class="Bold">'Suits A Business RPG'</span>.
    <br>Which is a game drawn with pencil and scanned into a computer, completely animated using that same method.
    <br><a href="https://store.steampowered.com/app/410670/Suits_A_Business_RPG/"><img src="../Images/Art/suits_splash.jpg" alt="Image of Suits, a Business RPG game, contains a link."></a></p>
  <footer>
    <button><a href="GameEngines.html">Back</a></button>  
    <button><a href="Audio.html">Next</a></button>   
  </footer>
</body>
</html>



[bookmark: _Toc190111566]Audio HTML:
	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>  
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
  </header>
  <h1>
    Audio
  </h1>
  <p>This is the same situation as the secion on art, where if audio design is your best skill then there are games that might suit you more, such as rythem games, or games that rely on sound to interact with the game.
  <br>There are also times where audio design might be your worst skill, like what was mentioned in the art page, you can rely on other aspects, or make that one of the gimmicks of the game.
  <br>As long as 1. It makes sense, and 2. It's fun. It doesn't matter what you end up doing.
  <br>Yet again, like the art section, there are plenty of examples out their that use sound in many different ways.
  <br><br>Such as a game called <a href="https://store.steampowered.com/app/435400/Hidden_Folks/"><span class="Bold">'Hidden Folks'</span></a>, which uses their main skill of art to make the game look as good as it needs to, but what about sound?
  <br>They simply used their own voice to add sounds, this can be seen in the video below.
  <br><iframe width="420" height="210" src="https://www.youtube.com/embed/kYw_tw__7ow"></iframe>
  <br><br>Or there are games like <a href="https://store.steampowered.com/app/435400/Hidden_Folks/"><span class="Bold">'Undertale'</span></a> that have especially good sound, and music. Of which over the years since it's release have become somewhat iconic.
  <br><iframe width="420" height="210" src="https://www.youtube.com/embed/1Hojv0m3TqA"></iframe></p>
  <footer>
    <button><a href="Art.html">Back</a></button>  
    <button><a href="Accessibility.html">Next</a></button>   
  </footer>
</body>
</html>



[bookmark: _Toc190111567]Accessibility HTML:
	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>    
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
  </header>
  <h1>
    Accessibility
  </h1>
  <p>When making a game, there are a few things you need to consider adding as your making the game rather than adding it right at the end, like making the way things move and look universal across enimies,npcs, etc. Making sounds, and assets that can be used throughout the game.<br>Then one of the most important ones, accessibility. This includes things like colors, zoom in's, and contrast for people with visual impairments such as colour blindness, or poor eyesight.<br>Maybe both dialog and general subtitles, for people with auditory impairments such as being hard of hearing.<br>Then you might also consider adding something like narration saying the direction of things and what is happening for those with more </p>
  <p>A feature that most people may forget actually adds quite alot of accessibility to a game, is controller support. This is because when people that cannot play through any other means, such as keyboard and mouse, they use a controller. However, then if they can't use a controller they bind the buttons to something that they can use, that may be made with whatever condition they have in mind.<br>So adding controller support, in this manner rather than simply allowing a controller to be used allows, players that wouldn't normally access your game, to play.</p>
  <p><img src="../Images/Accessibility/PS5-aCCESS-CONTROLLER.png" alt="Image of a playstation controller with accessibility support."><img src="../Images/Accessibility/7055000.jpg" alt="Image of a controller with accessibility support."><img src="../Images/Accessibility/box_1.png" alt="Image of a controller with accessibility support."></p>
  <footer>
    <button><a href="Audio.html">Back</a></button>  
    <button><a href="Fundraising.html">Next</a></button>   
  </footer>
</body>
</html>
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	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>  
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
  </header>
  <h1>
    Fundraising
  </h1>
  <p>There are many different methods available to people for fundraising, Publishers, Kickstarters, Subscription Services, and More!
  <br>Through these methods of gaining financing you can do alot of things to improve development, such as more developers being able to work on the game, being able to purchace assets, etc.
  <br><br>By dealing with Publishers, you will be able to gain a lot more traction upon release, depending on who you go with, as well as a decent amount of funding.
  <br>However, by choosing to go with a publisher you may also be given deadlines, and a lot of need to handle interviews, as well as big events like E3.
  <br><img src="../Images/Fundraising/Activision-Symbol.png" alt="Activision Logo."><img src="../Images/Fundraising/Namco_Bandai_Games_logo.png" alt="Bandai Namco logo."><img src="../Images/Fundraising/BGS_LargeHero_Future.jpg" alt="Bethesda Logo.">
  <br>Kickstarters are a great way to grow awareness and money for development, especially in it's early stages.
  <br>As the name implies, this is really only a useful method for starting projects, rather than mid to early stages, those parts are for publishers, and subscription services.
  <br><img src="../Images/Fundraising/KickStarter.png" alt="KickStarter Logo."><img src="../Images/Fundraising/gofundme-brandlogo.net_.png" alt="Go Fund Me Logo."><img src="../Images/Fundraising/CF_strap_stacked.png" alt="Crowd Funder Logo">
  <br>Lastly, there is subscription services, which allows people to continue to support you with income, very similar to publishers.
  <br>However, the upside of this in comparison to publishers are that you don't get deadlines that you haven't set yourself, in return for not getting an instant boost in income.
  <br><img src="../Images/Fundraising/670f5a010d6b437c09864f24_support_me_on_kofi_badge_dark.png" alt="Ko-Fi Logo"><img src="../Images/Fundraising/images.png" alt="Patreon Logo"></p>
  <footer>
    <button><a href="Accessibility.html">Back</a></button>  
    <button><a href="Publishing.html">Next</a></button>   
  </footer>
</body>
</html>
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	<!DOCTYPE html>
<html lang="en">
<head>
  <meta charset="UTF-8">
  <title>To Make a Game</title>
  <meta name="viewport" content="width=device-width, initial-scale=1.0">
  <link href="http://fonts.googleapis.com/css?family=Funnel+Display" rel="stylesheet">
  <link rel="stylesheet" type="text/css" href="style.css">
</head>
<body>
  <header>
    <div class="websiteTitle">
      To Make a Game
    </div>
    <button><a href="Welcome.html">Welcome</a></button>   
    <button><a href="WhereToStart.html">Where To Start</a></button>   
    <button><a href="GameEngines.html">Game Engines</a></button>   
    <button><a href="Art.html">Art</a></button>   
    <button><a href="Audio.html">Audio</a></button>   
    <button><a href="Accessibility.html">Accessibility</a></button>   
    <button><a href="Fundraising.html">Fundraising</a></button>   
    <button><a href="Publishing.html">Publishing</a></button>
  </header>
  <h1>
    Publishing
  </h1>
  <p>There are quite a few ways of publishing your game both when it's finished or unfinished. Such as Steam, Itch.io, Kongregate, GameHouse, EA, and more. The two most common are Steam and Itch.io, especially it allows for many new games to game popularity through their search system. Allowing for searching both new, as well as new and popular searches. Steam may also do this but Itch makes it much more clear to the user.</p>
  <p>When making a game, people might also not really care too much if their releasing a bad early release as long as their final product is good. However, that is far from being true as many games has had their downfall from having a bad release no matter if it's early access or not, this is because reputation is a bit thing for game developers, as not only does it keep people interested in the game, but also in any other games that you might release.</p>
  <p>Apart from that, taking care of how you release your game is also a big deal, as it doesn't just come down to being lucky, although a few games do. Alot of the games that become popular quickly upon release, weren't just popular right away, they first got their hand in marketing </p>
  <p><img src="../Images/Publishing/Steam_icon_logo.svg.png" alt="Steam Logo."><img src="../Images/Publishing/itch-io-icon-2048x2048-i6hzclad.png" alt="Itch.IO Logo."><img src="../Images/Publishing/Electronic-Arts-Logo.svg.png" alt="Electronic Arts Logo."></p>
  <footer>
    <button><a href="Fundraising.html">Back</a></button>   
    <button><a href="Welcome.html">Home</a></button>   
  </footer>
</body>
</html>
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	header {
  text-align: center;
  color: white;
  position: static;
}
body {
  font-family:Georgia, 'Times New Roman', Times, serif;
  font-size: 1.2em;
  color: white;
  background-color: black; 
 }
button {
  border-color: #5baef1;
  background-color: #5baef1;
  font-size: 140%;
}
a:link {
  color: white;
  text-decoration: none;
}
a:visited{
  color: white;
  
}
a:hover{
  color: white;
}
a:active{
  color: white;
}
.websiteTitle{
  text-align: center;
  font-size: 3em;
  font-weight: 700;
}
h1{
  text-align: center;
  font-size: 2em;
  font-weight: 500;
}
p{
  line-height: 150%;
  text-align: center;
}
.Bold{
  font-weight: 800;
}
footer{
  text-align: center;
  text-indent: 69.8%;
}
img{
  width: 8%;
  height: 8%;
}
li, ol, ul{
  text-align: center;
  list-style: none;
}
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Welcome!

This is a site that I made to explain the process someone needs to go through in order to make a game. This includes learning, making and publishing.
In order to learn the basics the following will be covered:

--- Where to Start -—

To get started, go to the next page; this includes how to begin learning, what you need, what you need to do, and MORE!

Click Next to continue.
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Where To Start?

The good thing about making a game is that you dont particularly need all that much to get started, you can make anything using everything at your immediate disposal.

What you need to do to make something a game really comes down to what you want it to be, the only thing it needs to accomplish is; To give the people enjoyment, and a method of interacting with your product as otherwise
it will just be more of a video than a game.

One issue that people usually come to think about, is the need to make something in a good engine, something that looks cool, or having really amazing sound effects and music. However that is far from the truth.

That is the point of this website. It is to say just how little you need to make an interesting and fun experience that people can enjoy. Click Next to continue




image5.png
To Make a Game
|Welcome |Where To Start | Game Engines| /Art|[Audio | Accessibility |Fundraising [Publishing’

Game Engines

There are many different game engines that allow for anyone to make a game, whether they are new or a professional.
Some are easy to understand and some are not.

Although you don't need a game engine to make a game, if you want to make on with alot of features and playability, the best option for anyone is to choose one that appeals to you the most.
This is because most game engines are more proficient in making different types of games, for example:
+ Godot: an open-source game engine that is very proficient in making 2D games.
+ GameMaker: another engine proficient in making 2D games, however it is much more basic making it beginner friendly, however also limiting in what you can do with it.
« Unity: an engine that is extremely popular, and is known for being the starting place of most 3D game developers, and is proficient in making 3D games.

+ Dreams: which is an application on playstation allowing you to make games on a console, though is also limited to being published on dreams, however is also beginner friendly
« Unreal Engine an engine which focuses heavily on graphics and is reasponsible for a lot of the realistic looking games out there, being a very professional application.

Unit
0 RaRRd Jrcoms UNBEAL

However, if you can't find a suitable engine, you can either make your own engine, or if your not making something to complex, you might not even need a game engine.

Keep in mind that you don't have to make your own at all, that is just for those that want too and is also wanting the experience in making one themselves. This can help you in many ways, as not only can you make your own
features that are specific to your engine, but also you can understand how other engines work, which can help in making games in them by using the features, which you would learn how they work, to your advantage.

This is only recommended to do as a side project or if you at least know what you want to achieve by making your own engine.
[ S
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Art

You don't have to be good at art to make a game, and at the same time, if art is what your good at you can make a game only with art, it's completely up to you.
There are some games that completely rely on their art, some that only use shapes, and others that only have text. As long as it is fun and engaging for the player then thats all that matters.
To give an example, there are a lot of games out there that only use text, however, they also need to make it interactive for it to be called a game, and they do this by using links, which simply go to the next scenario with
whatever choice the player picked
It makes it alot like those "choose your own adventure" books in away, as they both let you choose what outcome you want.
It is exactly the same premise but with the choices as the links instead of pages.
Examples of this can be found in the images below (Click on them to go to their steam page); they are all games that show you don't/or can completely rely on your artistic slills in order to make a good game.

To start with "West of Loathing', is game that uses stickmen as their characters, which just shows that if you want to make a game with characters but you can't make them.
You can just simply make them as simple as you can.

For something similar you can look at a game called 'Thomas Was Alone'.
It's a game made entirely of rectangles, that's it... Your a rectangle in a world of rectagles, yet somehow it's made to be an engaging story game with voice overs.

thomas Was alone
E
Then, if you want to completely rely on art then their are also examples that make use of that, such as 'Suits A Business RPG'.
Which is a game drawn with pencil and scanned into a computer, completely animated using that same method.
Suits

R BUsiness kPG

Vol ﬁ’ll\bf.
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Audio

‘This is the same situation as the secion on art, where if audio design is your best skill then there are games that might suit you more, such as rythem games, or games that rely on sound to interact with the game.
There are also times where audio design might be your worst skill, like what was mentioned in the art page, you can rely on other aspects, or make that one of the gimmicks of the game.
Aslong as 1. It makes sense, and 2. It's fun. It doesn't matter what you end up doing.
Yet again, like the art section, there are plenty of examples out their that use sound in many different ways.

Such as a game called "Hidden Folks', which uses their main skill of art to make the game look as good as it needs to, but what about sound?
They simply used their own voice to add sounds, this can be seen in the video below.

O there are games like 'Undertale' that have especially good sound, and music. Of which over the years since it's release have become somewhat iconic.

. UNDERTALE Release Trailer
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Accessibility

When making a game, there are a few things you need to consider adding as your making the game rather than adding it right at the end, like making the way things move and look universal across enimies,npcs, etc. Making
sounds, and assets that can be used throughout the game.
Then one of the most important ones, accessibility. This includes things like colors, zoom in's, and contrast for people with visual impairments such as colour blindness, or poor eyesight.
Maybe both dialog and general subtitles, for people with auditory impairments such as being hard of hearing.
Then you might also consider adding something like narration saying the direction of things and what is happening for those with more

Afeature that most people may forget actually adds quite alot of accessibility to a game, is controller support. This is because when people that cannot play through any other means, such as keyboard and mouse, they use a
controller. However, then if they can't use a controller they bind the buttons to something that they can use, that may be made with whatever condition they have in mind.
So adding controller support, in this manner rather than simply allowing a controller to be used allows, players that wouldn't normally access your game, to play.
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Fundraising

There are many different methods available to people for fundraising, Publishers, Kickstarters, Subscription Services, and More!
Through these methods of gaining financing you can do alot of things to improve development, such as more developers being able to work on the game, being able to purchace assets, etc.

By dealing with Publishers, you will be able to gain a lot more traction upon release, depending on who you go with, as well as a decent amount of funding.
However, by choosing to go with a publisher you may also be given deadlines, and a lot of need to handle interviews, as well as big events like E3.

AcTiVision £

Games

Kickstarters are a great way to grow awareness and money for development, especially in it's early stages.
As the name implies, this is really only a useful method for starting projects, rather than mid to early stages, those parts are for publishers, and subscription services.

D

gofundme

STARTER %

Lastly, there is subscription services, which allows people to continue to support you with income, very similar to publishers.
However, the upside of this in comparison to publishers are that you don't get deadlines that you haven't set yourself, in return for not getting an instant boost in income.

Support me on

!
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Publishing

There are quite a few ways of publishing your game both when it's finished or unfinished. Such as Steam, Itch.io, Kongregate, GameHouse, EA, and more. The two most common are Steam and Itch.io, especially it allows for
many new games to game popularity through their search system. Allowing for searching both new, as well as new and popular searches. Steam may also do this but Itch makes it much more clear to the user.

When making a game, people might also not really care too much if their releasing a bad early release as long as their final product is good. However, that is far from being true as many games has had their downfall from
having a bad release no matter if it's early access or not, this is because reputation is a bit thing for game developers, as not only does it keep people interested in the game, but also in any other games that you might release.

Apart from that, taking care of how you release your game is also a big deal, as it doesn't just come down to being lucky, although a few games do. Alot of the games that become popular quickly upon release, weren't just
popular right away, they first got their hand in marketing
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