My self-evaluation

I would like to explain why I chose Real-Time Strategy as the first game in my journey, highlighting its potential to revolutionize the genre. I would also like to discuss how the design brings inspiration from two legendary RTS games: "Company of Heroes" and "Command and Conquer".
A Revolutionary Step for myself and RTS gaming
When considering the first game to develop for my future, I recognized the current gaming landscape and trends. RTS games have always had a loyal fanbase, but they have faced challenges in recent years due to lack of people like myself, (creative and inspired) pushing the genre into current times. I firmly believe that the time is ripe to revive the RTS genre and bring it to new levels that no one has witnessed since the C&C franchise. My inspiration to this has all come from Command and Conquer, the game that EA destroyed.
RTS games have a unique appeal – they require strategic thinking, resource management, and effective communication between players. Despite this, there is a lack of innovation in this genre, and many games have failed to push the boundaries of what is possible. Consequently, I saw an opportunity to create a game that not only satisfies the existing RTS audience but also attracts new players by introducing groundbreaking features, mechanics and visuals. These new features being upgradable units, buildings, defences and so on. Something we do see in a lot of games, but not so much in the RTS games.
Design Inspiration from "Company of Heroes"
When re-creating the design for Heroes in Command, "Company of Heroes" was a significant inspiration to myself. This game is renowned for its incredible attention to detail, stunning animations, and immersive gameplay. By incorporating similar elements into my design, we aim to enhance the overall experience for our players, elevating the game to new levels.
The inclusion of insane details within the environment, character models, and sound design will allow players to dive into a rich and immersive world. This level of detail will not only captivate the audience but also add a layer of tactical depth to the gameplay. By encouraging players to interact with their surroundings strategically, we can create a more engaging and fun experience.
Mechanics and Gameplay of "Command & Conquer"
To further add to the appeal of “Heroes in Command”, I drew inspiration from the mechanics and gameplay of  the "Command & Conquer" series. This franchise has long been celebrated for its fast-paced and action-packed gameplay, which keeps players on the edge of their seats. By adopting similar mechanics, we can infuse our game with a sense of excitement, frustration and intensity that will leave players wanting more.
The core mechanics of "Command & Conquer" – such as base-building, resource management, and a range of units and abilities as well as level progression are crucial elements that contribute to the addictive nature of the game. By incorporating these mechanics into our design, I aim to capture the essence of the franchise while also adding my own innovative twists that will set my game apart from the rest.
The reason for the creative decisions I made
My decision to create Heroes in Command being quite risky, were driven by a thorough analysis of market demands and a desire to deliver an exceptional gaming experience.
I firmly believe that my design ideas and creative decisions are well-grounded and have the potential to truly revolutionize the RTS genre. By combining the incredible attention to detail of "Company of Heroes," the intense and dynamic gameplay of "Command & Conquer," and my own innovative ideas, we can create a game that satisfies existing RTS fans while attracting new players to the genre.

Please find below a link to my website showcasing the games “beginning” as well as a link to a presentation explaining the beginning of Heroes in Command.
Copy and paste the below link into your browsers URL. I am using Squarespace, this is how to share it, apparently. Let me know if you have any issues with it.
cobalt-reed-a9fj.squarespace.com

https://youtu.be/uYz--PR0cQo
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