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Game Outline
Title: Infinity War
The core concept: players raise their characters in ways of leveling up and upgrading items. When a certain level is reached, players can apply for PVP against other players; 3vs3 or 5vs5. 
Targeted players: The target age of players will be above sixteen years. This age is appropriate because teenagers are in a stage of developing identities and understanding themselves. As a result, the players are in a position to play optimally and to satisfactory levels. 
Proposed genre: This game will be a combination of RPG and MOBA. RPG is a genre that focuses on the growth of characters and storytelling while MOBA focuses on using real-time strategies during a battle. 
Publication platform: a publication platform is important for a new game to be recognized by the target audience. An effective platform should be in a position to allow the developer to reach the target audience. The proposed platform for this game would be Itch.io. This platform offers free submissions and sharing revenues is optional. A game developer can change the revenue split to what s/he thinks is fair. An advantage of this platform is that it gives a developer control over the appearance of the product page. The platform also allows game developers to set the prices for their products to ensure that consumers can spend the amount that is of their preference. Besides, the platform offers tools to develop sales as preferred by the publisher. The only disadvantage of the platform is that it has minimal traffic of approximately thirteen million visits per month. Although the platform has supportive fans, the traffic is limited meaning that the game is still not available to different markets. 
Core mechanics: the core mechanics of this game will be the use of RPG and MOBA principles. Combining these two approaches will make the game exciting and fun. There will be shooting, running, jumping, sliding, and fistfights.  
Key gameplay components: the players will begin by choosing the job of each character. To raise characters and upgrade items, players will have to defeat monsters and boss monsters. To enforce their weapons, players will have to enforce the system, which will be paid for. Each enforcement made will be paid for, thus allowing players to make better enforcements based on their earnings. Boss monsters will drop items that are needed by characters to upgrade themselves. When the characters are upgraded to higher levels, they are in a position to apply for PVP with other players. This can either be a 3vs3 or 5vs5. When a team wins, they are awarded stronger weaponry that monsters and boss monsters cannot provide. 
Goal: the goal of this game is to promote interaction with other players. Players are also able to achieve their goals to defeat monsters and boss monsters. 
Control interface: the excellent interface for this game will be a gamepad because it enhances the use of weapons. The control is also direct and comfortable, which in turn, improves game performance.
User Selling Point (USP): the unique characteristic of this game is that it combines RPG and MOBI to give rise to an educative and highly-interactive game.
Player analysis 
Interviewing 
In the process of developing this game, I was able to interview three adults on matters of video games. Through these interviews, I was able to identify recurrent themes and perspectives on how an ideal video game should look like. I conducted three interviews with participants from different demographics. 
Interview 1
Name: Nicholas Brian
Email: Nickysarts@gmail.com
General demographic: Brown is a 25-year old male living in Colorado. He is an IT specialist working for MobiTech Company.
Brown spends three hours of his time every day playing video games. Brown’s favorite game was Dragon Mania Legends. He spends over two hours playing this game after his work at the office. Brown argues that Dragon Mania Legends helps him relax and forget the pressures of his job, which is a demanding line of work. He also loves the game because it is interactive and tests the knowledge skills of a player. Besides, the game allows a player to build his characters and determine the effectiveness of his leadership skills. 
When selecting a new game to play, Brown looks for games that pose challenges that need to be addressed. This element is important because it enhances his decision-making and thinking skills. It also gives him approaches to address these challenges, thus innovative. Another element is choices. Choices are important in a game because they reflect a person’s skill in the game. 
According to Brown, the most desirable video game would include a challenge, opportunity to make decisions, a dynamic game, i.e., a game that has different challenges and changes from one scene to another, and a game that gives a player a chance to make a choice, which can either be successful or a failure. 
Based on the description of my game, Brown thinks that my game will be entertaining and will be able to help players advance their video gaming skills. According to Brown, my game should give players a chance to either be successful or fail based on the choices they make. Developing a game that does not look like a puzzle is essential because it will ensure that players do not lose the excitement of continuing with the game.
Interview 2
Name: Alvin McAdams 
Email: Alvdams447@yahoo.com
General demographic: McAdams is a 20-year old male student studying computer engineering at MIT. 
McAdams spends more than ten hours weekly playing video games. His favorite game is FIFA, which he spends approximately 6 hours a week playing. His other favorite game is Flight Simulator, which he spends nearly four hours a week playing. These games are his favorite because they are engaging, challenging, entertaining, and educative. These games can help him make better decisions and address challenges in life.
McAdams enjoys elements like challenges, opportunities, and a game that gives a player a chance. These elements are important because they test the player’s ability to master the skills of a game. 
According to McAdams, the most desirable video game would be an adventurous game, educating, challenging, and a dynamic game.
McAdams thinks that the elements of my game are exemplary. He argues that they can help develop an engaging game, that tests the decision-making skills of a player.
Interview 3
Name: Judith Mendoza 
Email: MendozaJud081@gmail.com 
General demographic: Mendoza is a 19-year old female musician living in South Carolina. Mendoza is a professional online gamer, who spends thirty-five hours playing online games. 
Mendoza’s favorite games are Minecraft and The Secret Society. She spends three hours playing The Secret Society and two hours playing Minecraft. These games were her favorite because they allowed her to shift from the normal world and address the pressures of the day. The games also allowed her to test her gaming skills. Besides, her decision-making skills were also tested, making it easy for her to address the challenges she faces in her music career.
The video game elements that Mendoza looks for when choosing a game are a game that possesses challenges, allows the player to make choices, a game that is changing, and one that does not adopt a puzzle-like approach.
Her reaction to my game proposal was fair. She argued that I needed to work on the dynamic features of the game, to ensure that every phase of the game is different from the previous and continues to entertain the player.
Describing 
	Interviewee 
	Favorite games
	Time spent playing 
	Reasons for highlighting the game 

	Nicholas Brain
	Dragon Mania Legends 
	3 hours daily 
	Relaxing, interactive, enhances leadership skills

	Alvin McAdams 
	FIFA and Flight simulator 
	1.4 hours daily 
	Engaging, challenging, entertaining, and educative.

	Judith Mendoza 
	Minecraft and the Secret Society
	5 hours daily 
	Relaxing and test her decision-making skills. 



From the three interviews, different recurrent themes were identified. First, an excellent online game should be interactive and engaging. This element ensures that a game does not get boring, rather it improves the entertainment aspect of a game. Another theme was the enhancement of decision-making and leadership skills. Games should be educative, i.e., should improve the knowledge of a player, which in turn, helps him make informed decisions. 
From the interviewees, I was able to learn that is important to develop a game that changes from time to time, promoting continuity and diversity. I also learned that I have to develop a game that can engage a player.
My current game fits into the needs of the general audience and intents to generate entertainment and enhances critical thinking. The audience would find this game fun because it integrates two genres i.e., RPG and MOBA. The game would expose players to an adventurous journey where they have to defeat monsters and boss monsters and claim their powers and weapons. 
Distribution and Monetization Analysis
The game will be distributed using different channels. There will both hard copies from retailers as well as digital copies from online publishing platforms. These channels will ensure that consumers from different markets are reached. I will monetize the game by having in-app purchases, whereby customers will get the game for free but will have to offer in-game currency for real money. I will also use the concept of freemiums whereby the game will be played for free and allow players to pay for extra features. Other strategies to monetize the game will be using add-ons, advertisements, branding, licensing, and use of subscriptions.
Operations analysis 
To avoid cheating in the game, I will use different software that is to constantly monitor the game. I will also ensure that unit attributes that control the behavior of the game are stored in the main server but not on the PC. This will ensure that any attempt to cheat is nullified. 
The game will also help in community development. Community competitions will be held every four months to help raise money that can be used to promote the education of disabled people and help in community charity works.  
To retain players in the game, I will employ different strategies, including the unification of data, analysis of consumer behaviors, and enhancing the virality of a game. Unification of data will ensure that all information is unified in a single platform. Analysis of consumer behaviors will ensure that I understand their needs, thus develop a game that addresses those needs. Enhancing the virality of the game will also ensure that the game is advertised to different consumers, thus increasing its popularity. 
Self-determination theory
 This theory is important in the process of developing an online game because it focuses on the ability to make informed decisions, relatedness, and competence. Infinity War is an exemplary game that will be consistent with the theory of self-determination. To address the challenges in the game, players have to make informed decisions for them to proceed to the next level. The aspect of relatedness is also covered in the game. The game will allow the player to relate to real-life challenges and enhance their competence in their line of work. 
Proposal summary and conclusion
The game that I intend to develop is the infinity war, which will focus on improving the level of characters and upgrading items. Players will be able to apply for a PVP and play with other players after reaching a certain level. The genre of the game will be a combination of RPG and MOBA. The control interface used for this game is a gamepad, which will enhance the performance of the game. This game will be important because it enhances the performances of a player, in terms of making decisions and thinking skills. This game will also be beneficial to the community in terms of promoting community development. I look forward to developing an interactive game, that will be both entertaining and educative. 
