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Overview: In your assigned group, you will put together a document pitching an idea for a game to a potential publisher, applying ideas from throughout the semester in the process. In addition to this collectively written document, you will also give an in-class presentation (Week 15) summarizing your main ideas. In both cases, your intended audience should be a publisher, so you will want to make the case that your idea for a game would be profitable and that you have thought carefully about how to market the product and provide necessary support.
 
Document contents: The remainder of this document is divided into the following sections. 

· Preliminary steps
· Game outline
· Player analysis (Interviews)
· Final proposal requirements
· Presentation
· Project reflection




Preliminary steps
Prior to the final presentation and paper submission, you will complete the following preliminary steps to ensure you are on track. These steps are graded pass/fail. Passing a step means your group is on track and should continue to work toward the final paper. Failing a step means you should meet with Ryan to address the issues; such a meeting is required for the step to be considered passed. If a step fails and this is not addressed, or if no submission for a required step is made, a 10-point deduction will be applied to the final paper score.


Preliminary step 1: Game outline (submit your individual post to your group’s discussion page, due Friday, Sept. 20 at 5 p.m.) and (submit the group’s top three ideas to the appropriate assignment folder, due Friday, Sept. 27 at 5 p.m.): 
The game outline represents a preliminary description of three possible idea for games that your group would want to create a more complete project proposal in support of over the remainder of the semester. You should review the final proposal requirements before submitting this to help guide your thoughts about what kind of game you think would allow you to meet those requirements. There are two required submissions for this step, an individual post and a group submission:

1 – Individual post (Due Sept. 20): 
· Create a title for your proposed game and describe its core game concept (one or two sentences)
· Submit the game idea to your group’s discussion page.

2 – Group submission (Due Sept. 27): 
Discuss among yourselves and decide on three ideas (either wholesale or adapted) from the individual posts and have a group representative submit a document with those three ideas to the appropriate assignment folder.
Outline requirements: For each of the three game ideas your group is submitting, provide the following information: 
· Title
· Core Concept (Single sentence description of game concept)
· Targeted players (Target demographic, potential concerns/benefits about the demographic)
· Proposed Genre (Identify the genre[s] and/or subgenres that the game might fit)
· Core Mechanic (Come up with a defining game feature that defines/drives gameplay – What makes gameplay unique?)
· Key gameplay components (weapons, platforms, heroes, princesses, monsters, blocks, cars, trees, planes, pigs, birds, etc.) and their role in gameplay
· Goal (what are players trying to achieve in the game)
Preliminary step 2: Player analysis (due Friday, October 11 by 5 p.m.; post individually gathered interviews into your group’s discussion page and submit one analysis for your entire group to the appropriate group assignment folder):

Your player analysis presents a summary of the insights you have gleaned from interviewing prospective players to see their response to the specific game idea you chose from the three you proposed (and had approved) as part of your game outline preliminary step.
There are two parts to the player analysis:
Interviewing (Submit to Discussion Board) - Due 11th October 5.00PM:
· Ensure that your FINAL choice of game has been cleared by Ryan before proceeding with the interviews. 
· Each member of your group must interview at least three individuals who are (a) not students in this course, (b) are at least 18 years old and (c) could be considered members of the potential market for your chosen game. You may interview them individually or all at once in a focus group setting, but you want to be sure that each member of your group is able to contribute insights that go into the second part of this analysis. Please note that these interviews are not anonymous or confidential; you are asked to provide specific information about each participant, so make sure your participants understand this.
· Based upon your interviews, report the following information for each participant: 
· Name and e-mail address, should we need to contact them to confirm the work was completed as described
· Their general demographic (age, gender, occupation, etc.)
· The number of hours/months/years spent playing video games
· Their favorite games and the amount of time spent on each
· Why these games were their favorites
· Video game elements they most enjoy and look for when selecting a new game to play
· Their definition of what their most desirable video game would be like
· Their reaction to the description you provide of the game your group is proposing, including elements they find appealing or unappealing and any suggestions they offer
Describing (Submit to this Assignment Folder) - Due 18th October 5.00PM:
· Once all your group members have posted their interviews, discuss your findings with the group. Then provide an overall summary paragraph that notes what insights you were able to glean from these interviews in terms of what features of your proposed game you feel best match the stated interests of your interviewed players, and what concerns arose in terms of aspects of your proposed game that didn’t appeal to your participants or changes you think would be appropriate to make.
· Important note: You are turning in a single document for everyone in your group. That means that, although you are individually responsible for contributing three interviews to the discussion page you should only turn in one document to the assignments page containing your summary paragraph for your findings.
Final proposal elements [70 points] (Due on the Sunday 5 p.m. before the assigned Finals Week): The final proposal should be submitted as a single document that includes a discussion of each of the following elements. Make sure this is clearly organized with headers and language that shows where each element is addressed but written as a coherent essay and not just a series of bullet points. Assume you are writing to a potential publisher when thinking about your audience and the tone of your writing. 
Game Outline
· Game Description
· Title
· Core Concept (Single sentence description of game concept)
· Targeted players (Target demographic, potential concerns/benefits about the demographic)
· Proposed Publication Platform (Provide basic analysis about the pros/cons of the platform)
· Proposed Genre (Identify the genre[s] and/or subgenres that the game might fit)
· Gameplay
· Gameplay Description (1-2 Paragraphs describing core gameplay flow)
· Core Mechanic (Identify the single most defining feature that drives gameplay and makes it fun – You can use descriptive verbs like “running”, “jumping”, “shooting”, “mining”, “building”, etc.)
· Key gameplay components (weapons, platforms, heroes, princesses, monsters, blocks, cars, trees, planes, pigs, birds, etc.) and their role in gameplay
· Goal (what are players trying to achieve in the game)
· Recommended control interface (what will the players use to control actions in the game – keyboard, mouse, gamepad, flightstick, etc. and why would you recommend its use)
· USP (Unique Selling Point) – What makes this game different from the many games that are similar?

Player Analysis
· Game list - Table of interviewees’ favorite games, time spent playing, and reasons for why the game(s) they highlighted were their favorites.
· Player analysis - In 1-2 paragraphs, identify recurrent themes, mechanics, or any other aspect of your interviewees’ game preferences, and argue why these elements were important.
· Targeting – In a few sentences, highlight how the things you learned from your interviews shaped the development of your game proposal.
· Game analysis - In 1-2 paragraphs, explain how your proposed game fits in with what a general audience may enjoy and present an argument for why an audience would find it fun.

Distribution and Monetization Analysis
· Proposed method of distribution (How should the game be distributed?)
· Hard copies from retailers? Digital copies from online publishing platforms? Bundled hard/digital copies with consoles?
· Revenue Stream (Where will the money come from?)
· Game sales? Subscription fees? Advertising and Endorsements? In-game microtransactions?
· How and why is this the best revenue model for the game you propose?

Operations Analysis
· Anti-Grief/Anti-Cheat Analysis (How might players break the game and what can be done to prevent/mitigate its effect on overall game experiences)
· Provide theoretical basis for your analysis
· Community Development (What aspects of the game or its likely player base can be utilized to help develop the community – through events, competitions, online forums, in-game activities, etc.)
· Provide theoretical basis for your analysis
· Player retention strategy (How will you keep players playing?)
· Be creative while making a logical argument for your strategy

Proposal Summary and Conclusion
· Briefly summarize your analyses of the game you chose, highlighting the most interesting and relevant points that support your proposal.
· State your arguments for why the game you chose would most benefit the player base and the publisher.
· Be sure to provide a general conclusion (and introduction) as you would with any paper.

Appendix
· A complete set of 15 interviews
· You may use ones that you gathered during the preliminary steps, but you are required to have the full list of 15 interviews regardless of group attrition or interviews removed due to rejection during grading.
Grading: Grades are based upon (a) whether each element is fully addressed, (b) whether each element is supported with effective reasoning and/or evidence, (c) whether the material presented is consistent with the lessons on industry and psychology presented during the semester, and (d) whether the overall presentation and writing are clear, engaging and consistent with standard grammar and style rules. A more detailed rubric will accompany final scores. 



Presentation [20 points — 15 for presentation, 5 for respondent role] (in class during the final week of the semester; groups have 5 minutes to present followed by a 3-minute question period): In addition to the written document, you will also provide a presentation that represents an “elevator pitch” focused on appraising a publishing company about the central elements of your proposal and convincing them of its value. Remember that you will be given limited time for your presentation, so focus on what you think would be the best way to convince the publisher of your proposed game’s value. As part of this proposal, you will respond to questions from other students, role-playing as your potential publisher clients, and in turn you will also be assigned to respond to another group.

Presentations should include some visual aides (slides, handouts, posters, whatever), and grading reflects both the accurate presentation of content, the appropriateness of choosing to focus on the specific elements selected, the level of polish and audience appeal represented by both the spoken and visual components, and the quality of responses to questions. 

Respondent role. Each group will be designated as respondents for one other group. In the respondent role, the group should take on the role of the publishing company hearing the pitch. Each member of the group must ask at least one specific follow-up question based upon the preliminary presentation, ideally one that can be efficiently answered by the original presenters but that allows them to expand upon and reinforce the strengths of their pitch. 



Project reflection [10 points](Due Monday of Finals Week, 5 p.m.): In addition to working with your group to complete the above tasks, you will also submit an individual reflection and group assessment paper to a separate assignment box by the day after your final paper is submitted. This paper should address the following points:	
· Overall assessment of your project. Now that you’ve written and delivered the pitch, do you think your idea for a game is viable? Are there aspects that you would change or want to research further with more time? What are the strengths and weaknesses of your idea for a game, and of the evidence you were able to offer to support it.
· Suggestions. What additional information do you think you could have included in the pitch, were it required, to better make the case for your game? What elements of the pitch were difficult to address or seem unimportant to justifying your game, and why?
· Individual contribution. Describe your personal contribution to the project. What roles did you play? Which parts of the pitch were you most directly responsible for? Are there any extenuating circumstances that might explain why you were not able to fully contribute throughout the semester that we should be aware of when assigning grades.
· Group evaluation. What percentage of the project work (out of 100) would you say each group member was responsible for? (Please be honest. These numbers must add up to 100 but saying that one person did 25% of the work and one did 20% doesn’t mean we will significantly lower the grade of the latter. We consider several data points in adjusting grades, so don’t feel like you have to make your group members look good if they weren’t able to quite contribute equitably but made a reasonable effort.) How would you assess the contributions of each group member in terms of the amount and quality of their work? Did anyone stand out for being especially valuable? Did anyone not contribute in a fair manner, fail to complete expected work, or otherwise hinder the group process?
Grading: Complete, logical answers to each required point will earn full points. Incomplete elements will result in a minimum deduction of one point for each incomplete element, while entirely missing elements will result in a minimum deduction of two points. Significant issues with the clarity and organization of writing will also receive a 1-2 point deduction. 

Important note: The project reflection is an important component of assigning grades for the main portion of the project as well. Reflections that suggest students did not contribute equally will be considered carefully alongside instructor observations, and students who did not do their part will not receive full points on the project. Correspondingly, students who do not turn in a careful group evaluation are less likely to receive full points for the project, as this will suggest a lack of engagement or failure to contribute in a fair manner. 
