HTML & CSS WEB
DEVELOPMENT

Jake Andrew Russell
1602835
Computing

Internet Technology and Security



Contents

JAKE ANAIEW RUSSEIL . .eiieiiiiiie ettt sttt sbt e e sab e e sabe e s bt e e sabeesabeesabeesabeeenbeeesaneess 1
10221 1 T T TP 1
(60o] 1 0] U1 4 o 1= ST P PSP OPPTPPPPPPPPINY 1
Internet TEChNOIOZY ANd SECUTILY ....viiiiiiiiit ettt sbe e st e e st e e sbe e e sabe e sabeesbeeesaneesaseess 1
Taa oo [0 o1 4 Te] o H TP 3
Y=o (U1 =T g =T ) TP 3
T g o1 [T g Y=Y oY ¢= ) 4[] o PR 3
V11T X Te o H TSP PRORURRRTRR 6
EVAIUGLION .ttt ettt ettt et ettt e bbbt e bt e bt e bt e bt e bt e b e e be e beenbeenres 7

Evaluation of COMPIeted WEDSITE: .......c.vvieeeiiee e et eebae e e stbee e e saneeas 7

Y (1 (=T A (=TSR 7



Introduction

This report will contain evidence the website made and implemented, as well as validation and

evaluation of said website.

Requirements

The website was a short guide/wiki of a recent game called Risk of Rain 2. The purpose of this website is

to bring a simple, easy to digest guide for players new to the game or a veteran who wants to check

detail of items quickly without wading through the mass of information other wiki sites have.

Implementation

SURVIVORS ITEMS ZONES BOSSES

Home

Welcome to my short guide on Risk of Rain 2, here you will find details on all the characters, all the items, all the bosses, the zones,
and general tips.

About

Risk of Rain 2 is a third person, 3D rogue-like in which the survivor(you) crashes on a deserted planet and must fight for survival against the
hordes of enemies that stand in their way, collecting items and equipment to aid in their venture as they go.

Risk of Rain 2 was developed by Hopoo Games and published by Gearbox Publishing. It is currently in early access and has no release date planned
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Figure 1:Home page
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Rapidly fire nails for 60% damage. Fires when initially pressed.

v damage. Or

The Huntress

A frail but mobile archer whom's attack will home in automatically

Y

Fire a seeking arrow for 150% damage. Can be used while sprin

Throw a seeking glaive that bounces up to & times for 250%
damage. Damage increases by 10% per bounce
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/'Y enemies and dealing 225% damage per second.

Disappear and teleport forward.

The Engineer

Figure 2: Survivors page
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Common:

The items most commonly found throughout a run

Increases

15% chance to block incoming da

Unaffected by

Killing an enemy spawns a healing orb that heals

Your attacks have a 10% chance to

Increases

After standing still for 2 seconds, create a zone that heals for 4 5%

your health every second to all allies within 3m

Figure 3: Items page
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Zones:

During a run Risk of rain will rotate through 4 zones before looping back to the first.
As of today only the first two zones have more than one environment available to get, so the third and forth will always be the same.

Zone 1 envirnonments:

Distant Roost Titatinc Plains

Zone 2 environments:

Abandoned Aqueduct Wetland Aspect

Figure 4: Zones page
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Bosses

Bosses are extremely powerful enemies that will spawn when activating a teleporter to move to the next area.
They can also spawn naturally if the difficulty reaches high enough.

Aurelionite: Clay Dunestrider: Magma Worm:

Imp Overlord:

Figure 5: Bosses page
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General Tips:

The biggest tip to succeed at this game is to manage your time effectively, time makes enemies stronger and chests more expensive to open. Making it harder for you to gear yourself out.

This is where most people's connundrum hits, as people want to gear themselves out as much as possible but gooing around and openning all the chests takes a lot of time, and at the end of the
day its RNG whether you get anything worth your time.

So if the RNG gods haven't blessed you then all you've done is make it harder to get items in the future, and increase your chance to perish. Thus your best bet is to find a neat middle ground
between farming items and leaving the zone to the next

Aim to leave the first 3 areas within 4:30 minutes, anymore than that and you're slacking behind.

Character Tips:

Commando:

As the starting character there isn't much ication to playing the only notable thing to look out for is that your roll doesn't give you iframes, so be careful what you're rolling into
In terms of build there is a be all end all strategy at the moment that will work with all the characters bar the artificer, and that's stacking attack speed and sticky bombs. Other than that, aim for
on-hit items such as the AtG Missile MK. 1 as commando attacks quickly.

Mul-T:

Mul-T has two slots for equipment from the get go, and since equipment can be very powerful especially early on you'll want to fill those slots as soon as possible
In terms of items it's going to be the same for as the commando excpet you'll want to grab a leaching seed as soon as possible as since they always heal for 1 hp, the fact Mul-T attacks fast but
for low damage synergises with these incredibly

Huntress:

Figure 6:Tips page

Validation

After putting the Home page through the html validator, two errors were returned, they were both the

same error of a lack of an “alt” attribute in an img element, this was a simple fix as a alternate text was
simply added to the two images.

1 Warning Consideraddinga lang attribute to the html start tag to declare the language of this document.
From line 1, column 16: 10 line 2, column &
TYPE html>=chtnl>=chead

For further guidance, consult Declaring the overall lanquage of a page and Choosing language tags

I the HTML checker has misidentified the language of this document, please file an issue report or end e-mail 1o repor he probiem

Warning Empty heading.
From line 12, column 17; to line 12, column 20
<hi><a hre

3 Error An ing elementmust have an alt attribute, except under certain conditions. For details, consult guidance on providing text for images.
From line 34, column 17: to line 34, column 72

<ing src-"1nages/inage1.jpg" width="see" helght-"3e8" /> <i--5

4 Error An img element must have an alt attribute, except under certain conditions. For details, consult guidance on providing text alternatives for images.
From line 37, column 17, 10 line 37, column 72

<ing src-"images/inage2.jpg” width="560" height="300" /> <!--s

5  Warning Consider using the hi element as a top-level heading only (all hi elements are treated as top-level headings by many screen readers and other tools).
From line 28, column 13 10 liné 28, column 16
<h1>Home</

& Warning Consider using the h1 element as a top-level heading only (all h1 elements are treated as top-level headings by many screen readers and other tools).
From line 47, column 13: to line 47, column 16
<h1>Enter

Figure 7:html validation

After putting the stylesheet through the css validator no errors were found

W3C CSS Validator results for style.css (CSS level 3 + SVG)

This document validates as CSS level 3 + SVG |

To show your readers that you've taken the care to create an interoperable Web page, you may display this icon on any page that validates. Here is the XHTML you could use to add this icon to yeur Web page:

Figure 8:css validation



Evaluation

According to w3.org (1), the four principles of accessibility are Perceivable, Operable, Understandable, a

and Robust. They describe each as:

e Perceivable - “Information and user interface components must be presentable to users in ways
they can perceive” (1)

e Operable — “User interface components and navigation must be operable” (1)

e Understandable — “Information and the operation of user interface must be understandable” (1)

e Robust — “Content must be robust enough that it can be interpreted reliably by a wide variety of
user agents, including assistive technologies” (1)

It is to the author’s understanding that the website meets all these criteria.

Evaluation of completed website:
The website functions adequately, the navigation bar highlights the current page, the options are

highlighted a separate blue colour when hovered over, this is easily perceivable from the contrast of the
transparent black background. The websites look suits the game it is based off, using primarily the game’s
core colours in its design. The nav bar always takes the user to the appropriate page. Users may click the
logo in the top left to return to the home page. In terms of content it provides the key parts of the game
being the items and survivors. In terms if future improvements, the website could use more details on

enemies, especially the bosses, such as strategies, details on their Al etc.
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