
Very Evil Demons - Site Design

Very Evil Demons are an independent, worker-owned, game development studio, based in
Dundee, Scotland. They specialise in porting, prototyping, co-development and
optimisation

VED reached out to me in June of 2024, asking me to design their new website, with the
goal of creating a central hub for their brand identity, and attracting potential clients.

Some information has been obfuscated or omitted from this case study in order to protect
the privacy of others. All information presented in this case study is my own and does not
necessarily reflect the views of Very Evil Demons.

Visit Very Evil Demons →

About VED

Very Evil Demons Logo

Founded in 2024, Very Evil Demons are an independent game-development studio.
Though the company itself is fairly new, its members all have several years of
game-development experience and numerous projects under their belts.

At the beginning of this project, they had no existing website, or social media presence to
work from. They did however, have a strong brand guidelines document, and an extensive
list of inspirations.

https://veryevildemons.com/


A slice of VEDʼs various inspirations

Challenge
The idea was to create a site that would properly showcase VEDʼs unique style and their
collective works, aiming to attract potential investors, employers, and collaborators.

High Level Goals
● Bring in more work & contacts to VED.
● Present a variety of interesting projects.
● Showcase VEDʼs distinct brand image.

My Role
I lead the design of the website during late June and early July of 2024. This involved
research, UX & UI design, and a little bit of graphic design.

The site launched fully in August 2024. I then returned to VED for a short period after its
launch to assist with visual and usability QA.



Project Inspirations
Before any design could begin, I decided to examine VEDʼs list of inspirations, to get a
better idea of where they would like to be, visually. I initially pulled from 8 of their listed
inspirations. Those with their own websites or online content were prioritised, so that I
could get a better idea of how they presented their works in a digital context.

All In One
Many of those web pages examined had the vast majority of the information the user
would require within their landing page. Although this is considered a design standard, it
is clear that in these cases, there is an artistic flair that sets them apart.

Mörk Borg have their entire site as a single page, breaking up the information with unique
transitions.



Firewatchʼs landing page acts as an advertisement, including multiple places to play and
view more information about the game. It also pulls the viewer into the world of Firewatch

by beginning on a large piece of splash art.

Bold and Illustrative
Many of the examined web pages utilised an assortment of custom illustrations to
signpost different areas of the site.

Mörk Borg, Sajan Rai and Louie Zong use illustrations to highlight information across their
sites.



GothicMystery

Plastibooʼs Vermis evokes nostalgic terror with mediaeval inspired illustrations and
oldschool game UI.

VED sought to convey a mysterious, dark fantasy image. This can be a difficult task when
the websiteʼs primary function is to inform. However, it is still possible to achieve this
through presentation, copy, and graphics.

Sprawling voids and indecipherable language bring a sense of foreboding to familiar
walk-around rpg controls in Koropupaʼs Chimera.

Deeper Insights
The main challenge of creating a good site for an emerging studio comes from standing
out among those who already have a presence. On paper, the information you present is
much the same as that of your competitors. To stand out, you need more than a unique



aesthetic - which VED has definitely got covered - you need to maximise usability for your
target audience.

Target Audience
With suggestions from VED, I created a list of potential user archetypes, keeping the
major goals for this project in mind.

User Who are they? What is their main
goal?

What is the main barrier to
them achieving this goal?

Potential Investors. Larger game
development
studios, art galleries
and other
large-scale creative
endeavours.
Approached by
VED.

They want to know
that VED is putting
out good work
before bringing
them onto a project.

There is a lot of information
to deliver on the landing
page. We need a specialised
projects page that can be
linked to.

Independent
Creatives

An individual or
small team. May
have found VED
through social
media, projects, or
in-person events.
May reach out first.

Find out about VEDs
work and get in
contact with them
about a potential
project.

Contact forms are typically
presented at the bottom of a
page, if they do not have
their own page. As the
landing page grows, we
need to implement some
kind of shortcut to the
Contact Us area.

Future Collaborators Skilled, creative
individuals in
game-development.
May have found
VED on
career-focussed
sites like LinkedIn,
or through their
works.

Find out more about
the VED team and
their policies before
making contact to
discuss
collaboration or
becoming part of
the team*

The landing page needs to
focus more on tangible
projects and outcomes.
“Aboutˮ information has a bit
lower priority. It may be best
to give it itʼs own page.

* Future Collaborators are not the primary target audience at this stage for the company.
However, connecting with other creatives is useful for expanding oneʼs network, so itʼs

important to consider them.



Site Breakdown

Landing Page
The new landing page acts as a concise introduction to VED, and a “hubˮ for everything
that they want you to see.

Initial prototype for the landing page.



Final product as of 16/08/24.

From here, or the Nav Bar, you can move to any of the site's other main pages.

High-level site map diagram for navigation without use of the nav bar. Making contact is
the highest priority action for our target audience, so all pages funnel into the contact

section.

To ensure that the user would not reach a dead end, even the 404 page funnels into
Contact Us.



Illustrations

In my initial designs, I wanted to give VED a good idea of how to theme their sections and
where they could put icons, illustrations and photos. VED expressed that they would
prefer to use their own custom illustrations in the final product, but agreed that it would be
good for me to use public domain, mediaeval artworks to help outline the“feelˮ for each
page.

About Us takes inspiration from alchemy and magic circles. Each member of VED is lit by
a candle.

Left: Initial design put together with exclusively public domain illustrations. Right: Final
design with custom illustrations.

Using images sourced from the public domain meant that they could be added to the site
in its early stages, affording VED more time to work on their custom pieces while still
being able to seek work with their new site.



Initial design for the landing page, featuring public domain mediaeval grotesks as a
border.



Early version of the landing page, featuring those same grotesks.

Final page as of 16/08/24. Now with custom grotesks and illustrations inspired by the
public domain ones.



Gothic Feel

With the goal of creating an experience as well as a website, each page follows an eerie,
magical theme. Tarot readings, alchemical circles and spirit boards evoke feelings of
mystery as you explore the dark corners of this digital dungeon.

Snippets of various areas across the site

Outcomes
The site launched on 16/08/2024. Since then, Very Evil Demons have reported a
significant increase in the number of contacts seeking their work.

They have also recently released Bean ToMe!→ – a digital twist on the popular game
of Mancala.

https://store.steampowered.com/app/3001670/Bean_To_Me/?l=english
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Testimonials

We contracted Dorian to design our upcoming website for Very Evil Demons; we got an
absolutely fantastic design, with clear and easy to understand layouts, and detailed
attention paid to our aesthetic and requirements.
Dorian was communicative, easy to exchange feedback with, and was overall excellent to
work with as a contractor.

- Jordan Brown, Software Engineer and Game Optimisation Expert at Very Evil
Demons LLC.



Visit Very Evil Demons →

https://veryevildemons.com/

