Academic skills: 
Academic skills are fundamental skills and habits, with them being an important element of moving forward in education and employment in the future. Swansea University helps to support this by stating [1]“Good study habits foster independence and critical thinking, essential for academic success and future careers.”  Some of the essential skills required for academia include:  
· Academic honesty – siting sources  
· Research skills – via books, internet and potentially A.I 
· Writing – being able to summarize, paraphrase and meet word counts 
· Mathematical skills – helpful within tech-based learning/coding 
· Time management – balancing assignments to meet deadlines 
· Soft skills - personal attributes for employability 
· Reading – proof reading research information and work documents
· Communication skills – group work with peers
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Employment skills: 
Employment skills are built from the backbone of academic skills with the core difference being that they are used within a different environmental setting which can change depending on the type of work environment. Some of the core employment skills include: 

· Communication skills – includes being able to listen and being vocal when able to ask appropriate questions.
· Decision making – being able to analyse tasks and identify problems 
· Self-management- having efficient work-based habits 
· Teamwork – being able to work amongst groups of varying sizes[image: ]

Hard skills are employment specific traits in which are required to be able to perform optimally within different work environments. Hard skills also include specific skills required for certain fields of employment with programming being the easiest example as within most programming jobs it is required to have a minimal understanding of different programming languages such as c++ or python. Meanwhile soft skills are a fundamental requirement that pair with hard skills. Unlike hard skills, soft skills are more personal skills which fall in line in regard to both employment and academic skills, this includes time management, communication, teamwork and critical thinking skills. 


1.)  Chat GPT – best for general usage overall due to it being able to solve a combination of complex problems and basic prompts by utilizing the web to find the correct response.
2.) Google Gemini – best used within the search engine it’s designed around to help with research-based tasks as well as being able to help utilise/search for specific applications and websites (example YouTube, google docs.)
3.) Claude – Claude is best used for more complex computer/tech related tasks with it being ablet to help break down code and understand it better as well as improve any code fed into it. 
4.) Microsoft copilot – best use for Microsoft copilot is for organisation of document specifically ones which utilise different applications within the Microsoft office 365 package. 
5.) Amazon Alexa – amazon Alexa is best used for setting reminders throughout the day or for quick bursts of information if performing research-based work.

Claude A.I:
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Claud can assist me within many aspects of games development including, programming, level & character design as well as world building.
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Claude specialises in many different languages allowing me to be more flexible and work with a specific language I prefer. 
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If I am struggling with ideas, Claude can help provide inspiration by helping me understand what makes other games stand out.
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Additionally, Claude can help make recommendations to help the game stand out amongst the competition regarding multiple different aspects.
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Finally, I can utilise Claude to help me optimise my code, with it highlighting my mistakes allowing me to know where I went wrong.
[image: ]
Furthermore, Claude provides a version of the code which corrects the mistakes I made within the one submitted. This optimised version of the code can be used to both help me learn from my mistakes as well as save time when programming allowing for me to focus on other areas of games development.
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how will you assist me within the games development field?

Quite broadly, depending on where you are in your project and what you're working on. Here's

what1 can help with:

Programming and engineering

+  Writingand debugging gameplay code in Unity (C#), Unreal (C++/Blueprints), Godot
(GDScript/C#), or web frameworks like Phaser, Three s, and PixiJS

«  Coresystems: character controllers, inventory, dialogue, save/load, state machines, AT
behaviour (pathfinding, behaviour trees, utility AT), procedural generation

«  Architecture and performance: structuring a codebase, profiling bottlenecks, object
pooling, networking and multiplayer approaches

+  Shadersand graphics: HLSL/GLSL, post-processing, stylised rendering

Design

+  Brainstorming mechanics, core loops, progression systems, and level design

«  Balancing: economy, difficulty curves, damage/XP formulas, and spreadsheets to model
them

«  Writing GDDs, one-pagers, pitch documents, and feature specs
Narrative and content

+ Worldbuilding, character bios, quest structures, branching dialogue, item and lore text
«  Naming, barks, tutorial copy, store page descriptions
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what programming languages do you specialise in which would be useful for games
development

T'm comfortable across all the major languages used in games, but here's how they break down
by where you'd use them.

Engine-specificlanguages

« C#isthe language of Unity and a Godot option. I'm strong here: gameplay systems, editor
tooling, ScriptableObjects, coroutines/async, and performance patterns like pooling and
avoiding GC allocations.

« C++isthe backbone of Unreal and most custom or AAA engines. I can help with Unreal’s
gameplay framework (Actors, Components, GameMode), memory management,
templates, and performance-sensitive code.

- GDScript is Godot's Python-like language, quick to learn and well suited to prototyping
and 2D games.

« Blueprints (Unreal’s visual scripting) isn't text-based, but I can explain node logic, help
you structure graphs, and advise when to move logic into C++.

Web and lightweight game development
« JavaScript/ TypeScript for Phaser, Threejs, PixiJS, Babylon,s, and plain Canvas. This is
also what I use most for building playable prototypes you can run in a browser.
Graphics and shaders

+  HLSL, GLSL, and ShaderLab/Shader Graph logic for lighting, post-processing, dissolve
effects, toon shading, water, and o on.
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what are some ideas you have in regards to game development which can help my
game stand out? it is a fighting game inspired by streetfighter

Standing out in a genre dominated by Street Fighter, Tekken, and Mortal Kombat mostly
comes down to picking one or two bold ideas and executing them really well, rather than doing
everything, Here are directions worth considering.

Mechanical hooks

«  Aunique core resource system. Most games share meter, health, and combos. Something
like ashared “momentum” bar that both players push and pull (Whoever's winning the
exchange gains control of it), or health that doubles as a spending resource, creates new
decision-making instead of re-skinning familiar ones.

- Simplified inputs, deep systems. Fighting games lose newcomers at execution. Letting
one-button specials or a “modern” control scheme exist alongside classic motion inputs
(as SF6 did) widens your audience without gutting depth. Better still, make the decisions
theskill ceiling rather than the finger dexterity.

« Terrain or stage interaction. Stages that change mid-match, destructible walls, or hazards
players can deliberately trigger add a layer beyond the character-vs-character matchup.

+  Rewind or time mechanics. Short rewinds, delayed attacks, or “echo” moves that replay
your last action give you a distinctive identity and a great trailer moment.

«  Asymmetric characters. Instead of 12 variations on shoto/grappler/zoner, make
characters play by different rules: one with no jump, one who plays two bodies at once, one
whose moveset builds over the round.
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Netcode and quality of life

‘This s arguably the single biggest differentiator for an indie fighter. Rollback netcode (GGPO-

style) is now an expectation, and games without it get dismissed fast. Pair it with a great

training mode: frame data display, input display, hitbox viewer, record and playback, and

combo trials. Players who feel supported when learning stick around.

Artand presentation

«  Astrong visual identity beats technical fidelity. Hand-drawn, painterly, ink-wash, or
stylised low-poly looks can read as more distinctive than chasing realistic 3D.

«  Make hits feel incredible: hitstop, screen shake, sound design, and impact flashes matter
‘more than most people expect.

+  Memorable character silhouettes help readability and marketing alike.

Settingand theme

Street Fighter is martial arts tournament; you could go in a totally different direction, such as
‘mythology, a cyberpunk or solarpunk world, regional folklore, or a cozy or comedic tone.
Cultural specificity (a setting rarely seen in fighting games) can be a major hook for both

‘marketing and storytelling.

Modes beyond versus

« A genuinely good single-player campaign or roguelike mode. Many people buy fighters to
play alone, and this is where most indies under-invest.

«+  Co-op or tag-team modes, or a party-style mode with mutators.

« Community features like replay sharing, custom rulesets, or a stage/character editor.




image7.png
‘can you help me optimise this code? the languase used is python:

def add(x, y): return x + y def subtract(x, y): return x- y def multiply(x, y): return x *y
def divide(x, y): if y == 0: return “Error: Cannot divide by zero® return x /y
print(*Select operation:*) print(*1. Add") print(*2. Subtract®) print(*3. Muitiply")
print(*4. Divide®) choice = input(*Enter choice (1/2/3/4): *) num1 = float(input(*Enter
first number: *)) num2 = float (input(“Enter second number: ) if choice == “1"
print(f*fnumi} + {num2} = {add(numt, num2)}*) elif choice " print(f*{numt} -
{num2} = {subtract(numt, num2)}*) elif choice. " print(*{numf} * fnum2} =
{multiply(num1, num2)}*) el choice == “4": print(f*{num1} / {num2} = {divide(num,
num2)}") else: print(*Invalid input*)

Added 2 memories >

Your code arrived as a single line, and Python needs real line breaks, so I've reformatted it. The
‘main improvements are:

Dictionary dispatch replaces the if/elif chain and the four tiny functions. Adding an
operation becomes one line.

Input validation: float(input(...)) crasheson bad input like “abc”,so it now re-
prompts instead.

Division by zero is handled with try/except , which is more idiomatic than returning an
error string. Returning a string from a math function can end up printed asif it were a

main() anda __main__ guard,so the code s reusable and importable.
:g formatting, sooutputreads 2 + 3 = 5 insteadof 2.0 + 3.0 = 5.0.
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provon
inport operator

OPERATIONS = {
"i%: (*Adg", "7, operator.add)
"2t (*Subtract, °-", operator.sub),
"% (Woltigly", +", operator.mu1),
ran: ("Divider operator.trusdiv),

et get_number (prospt):
wnile Trues
try:
return Float(input(prompt))
excopt Valuekrror:
print("Please enter a valid nurber

et got_choice()
wnile Tr
choice = input(*Enter choice (1/2/3/4): *).strip()
5 choice in OPERATIONS:
return choice
print("Invalid choics, please enter 1, 2, 3 or 4.%)

print(r{key}. {nane}")

choice = gat_choice()
st = got_number ("Enter First number: *)
nuR2 = get_nusber *Enter sscond nusber

aymbl, func = OPERATIONS[choice]
oy

Fesult = func(numt, nva2)
excopt ZerobivisionError:
print("Error: Cannot divide by zora")
return

print(r~{numt:g} {synbol} {nva2:g} = {result:g})")
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