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ABSTRACT
Acknowledging the fact that as of the centenary of the First World War there are no
longer any surviving veterans of the conflict remaining, the Thiepval trench experience is
focused on using atmosphere and explorative game mechanics in order to provide an
engaging First World War experience for players. The core gameplay involves the
exploration of a trench, as well as a recreation of the Thiepval Memorial to the missing,
located in France. The aim is to recreate an atmosphere similar to that that would have
been present in the frontline trenches of 1916. The game is based on the slow moving,
explorative game play found within games such as Proteus. The game also looks to
provide a realistic First World War trench environment found in games such as the
critically acclaimed Verdun, and World War 1 Trenches. Contrasting on these
environments, the exploration of the Thiepval memorial will take on an atmosphere
similar to that found in Everybody's Gone to the Rapture.
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Atmospheric/Explorative World War One trench Experience
The Thiepval trench experience is designed around the idea that using a 3D virtual game
space can be an effective method in the creation of an emotive learning experience. With
the new capabilities of next generation game engines, it has become far easier for
educational institutions to create evocative and informative games which can easily be
engaged by the public. The creation of realistic First World War assets combined with
slow moving, explorative game mechanics allows the player to explore and engage the
world in such a way that is not usually expected from a war game. The design motivation
for this historical explorative game was to approach level design focusing on realism and
atmosphere, along with usability. Minimalist controls, along with simple mechanics
allows users of all ages and experience to easily navigate the level and take in the
atmosphere.
The creation of a historical environment - in this case a First World War trench - allows
for the insertion of factual stories and educational elements to be delivered to the player.
The location of Thiepval also gives the game an opportunity to deliver information about
three of the regiments which took part in the battles around Thiepval (29th Division, 32nd
Division, 36th Ulster Division), which seen some of the heaviest fighting of the war
(Robertshaw). There are also numerous heroic VC stories from these regiments which can
be visualised within a 3D environment (Evans). By using a 3D game engine, one can
surpass a lot of the production costs required when it comes to recreating such historical
events and locations in live action form (Kamentez). In the case of a historical
environment, a game engine is a far more effective means of recreating locations from the
First World War, as well as providing a user interaction. The idea of a game as an
educational yet entertaining point of view is also a strong point the game tries to focus on
(Audrey).
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