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Human beings require ways to relieve and manage stresses. There several ways of doing this and the most crucial campaign is to opt for games that pay when one plays. In my work, I will focus on  games like, Fortnite, that was developed by Epic Games and People Can Fly and published by epic games.it is a co-op survival game released on July 25, 2017, as a paid-for early access title for Microsoft windows, macOS, Play Station four and Xbox One, its full free-to-play release is expected this year 2018.Gearbox Publishing published the retail part of the game whereas the Epics Launcher handled the online distribution of the PC.Its setting was done on the contemporary Earth when the 98% of the world's population disappear due to a sudden appearance of the worldwide storm and the zombie-like creatures rise to attack the remainder.
Being across Minecraft and Left for Dead as considered by epics; fortnite has got four players dealing on some various duties on haphazardly created maps to collect resources, built fortifications around defensive objectives which are meant to help fight the storm and protect survivors and also to prepare weapons and traps to engage in war with surfs of these creatures that attempt to affect the objectives of the campaign. These missions help the players to gain rewards improving their hero characters, support teams and arsenal weapon and trap schematics enabling them to tackle more difficult missions. Upgrading of the game was supported by microtransactions to purchase in-game currency. 
Currently, the two distinct modes, that’s, access to Fortnite Battle Royale and the co-operative player versus environment ‘save the world' being unique to the main Fortnite game was provided by the Paid for Product Fortnite. Exploration, scavenging items, crafting weapons, building fortified structures and fighting waves of encroaching monsters are all composition of “Save the World” mode which is described as the co-op sandbox survival game. The game cycles between managing one’s resources at a safe home base, and then going out on missions to complete quests as to obtain resources and rewards to boost the game story was described by Tim Sweeney, Epics founder as “Minecraft meets Left for Dead”.
Inventory of weapon and trap schematics, hero characters, defender characters and support characters along with collected resources was the role of the player in the meta-game. Constructions of weapons and trap require the use of schematics when on the field. Characters from one of the four classes that the player can use while in the mission is represented by the Hero characters and also used to undertake resource-gathering missions making them unavailable to use until they return from the mission. If there are only less than four players on a mission defender characters can be summoned to help with defense. Formation of various non-payable squads that provide passive bonuses to the player’s attack, strength, building speed, armor, and health with additional benefits if the player can match certain characterization attributes within a squad is done by the support characters.
Different types of experience points and resources earned as a mission reward can be spent by the player from loot boxes to the level up and evolve schematics and characters. Boosting the effectiveness of the campaign and unlocking of additional attribute bonuses is aided by the weapons and traps while the special skills the character has while in the field is unlock by leveling up hero characters. Determining how much can be leveled and evolved which is a rarity work is assigned to schematics and characters. Even though the players inventory of schematics and characters is limited they can opt to slot anyone they don't require a collection book to get appraisals when certain collection sets are done; they can also use one or more of these schematics to transform them into a brand random item or simply leave them to regain experience points and other resources to free up the inventory slots. The skill points earned by a player after completing the mission together with the technology points earned over time helps him/her to unlock new skills and technologies in games skill and technologies trees. These strengthen players base features, the attributes shared to others while on missions, unlock higher levels of evolution for schematics and characters, come up with new squad positions or generally unlocked skills that can be used in the field by the players. “Power Level” which relates to what difficulty of the missions the player should take and the games matchmaking service composed the players progress on these skills and technology trees, their team arrangement and their designated champion personality. Reviewing the current story progress and quests which includes daily, side, and event quests which on completion is provided in-game currency are also the work of the players.
Currently, the mission is sub-divided amongst four world locations as; some are only available after progressing far enough in the story others in special locations for timed events and for Survive the Storm Mode. Possible mission areas are located in one area showing the type of mission, the terrain of the place, its problem rating relative to the player’s current power level and whether the mission is at present under distinctive “snowstorm” conditions that throw arbitrary effects, like smooth peelings or mini-bosses into the mission but have more budding best appraisals if it is done. For an added reward a player can optionally select a special location that routinely bouts the other players at a similar power level and story on a random mission.
Most missions are based on locating sites representing the objectives by the help of a map, build up fortifications around the identified locations and the final face-off against several waves of husks that will try to harm the objectives. It's normally done on a procedurally-generated landscape. Payers are normally at the end of the missions given a "storm forecast" to help them understand where peapod will frogspawn in as to enable buttresses in that path through these paths can be altered in more problematic undertakings. Other missions need the players to identify and assist a group of survivors, create out many sensor towers or unblemished out various campsite of pods dispersed around the map as time is still on their side. Through missions’ players also get motivated to discover the map and farmhouse for resources used to build the arms, bullets, and traps required to prevent the pods. They are also in most of the times required to look out for the blog which is a special resource that does not carry over amongst maps activates certain mission purposes. If the purposes are not meet or time runs out such missions are considered a loss but other missions allows the players to repeat their fortifications and seek the help of defense characters to regain their destroyed objectives.
In most cases, human survivors that need help are considered to be the optional objectives that are discovered through exploration and are said to be contained on maps.in completion of successful missions it earns one an immediate in-game rewards such as resources, weapons, and traps. Bonus objectives are earning by the completion of the mission within a certain in-game time using the number of fortification pieces and even saving a large number of survivors within the smallest time possible since it is perceived as economical to the campaign. Fortification to be used in the mission are made from one of the three base materials as wood, brick, and metal and in most cases including ceilings, walls, stairs, and ramps giving the players the ability to edit their work for more configurations such as adding a window to a wall. Resources of the same type are often used in upgrading parts of the fortification in order to boost their durability and on damaging them they can be repaired using additional resources.
Traps before falling apart they contained a limited number of activation hence can be placed on floors, walls, and ceilings and arrange in order to make them more effective against pods. Beneficial resources to players including healing pads, defender posts, together with launch pads are all included in traps. Equally, some choice of weapons has inadequate strength, as they are used the strength descents if the player should be put down by pods and need to respawn without the help of buddies. Players also are tasked to make new weapons, ammo, and traps from collected material or from examining vessels across the map. During the actual days of the missions, the game continues in a hastened day-night cycle; in the daytime, the pods are inactive and do not give out an urgent pressure while in during the night time gangs of pods may spawn in and will destructively seek out players. Finally, an example of a unique mission type called Storm Shield Defense missions is considered. The player in each of the four locations of the world is allocated with a map that stays obstinate, on behalf of the site where their headquarters storm armor initiator is located. The player in the rainstorm mode must revisit the map to expound on the storm protection rendering them an addition of a new objective to guard successfully to keep the development and continuation of the story.



