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Pitch


Part I
Due in-class on 4/17

Final
Due during finals, time TBD (week of 5/6)
Congratulations! You just started a game company. Even better, I have arranged a meeting where you will get a chance to make a pitch to Big Hit Games, a prominent game publisher. Now you must design your game, and prepare a pitch.

For this project, you and your team will present a design, budget, and development plan for a videogame that would be competitive in the marketplace at the time the game would ship. The game can be of any genre, and designed for any platform(s). 
Your team will have 15 minutes to present the game concept to representatives from Big Hit Games, a fictitious game publisher. These people will consider your pitch, examine your materials, ask you questions, and give you a score.  I recommend that you keep your pitch to ~8 minutes, leaving time for questions.
Weekly
Each week leading up to the final week, your team must:

1) Meet with each other for at least 15 minutes to discuss the status of your pitch.
2) Have someone take meeting notes and send them to Ira that day.
3) Give a 60 second presentation to the class about your team’s status.
Part I – Your Company
On this deadline, you will present your company to the class.  You need:
· A name for your company

· The location of your company

· Your company history
· Your game company has completed two titles. Neither was a huge hit, or a huge failure. Briefly describe these two titles, including genre, platform(s), audience, when they were released, and anything else relevant.
· The positions that each team member has in the company, and their salaries
· The “org chart” or reporting structure in your company

You have a lot of freedom in designing your company, but salaries should be realistic.  Game industry salaries can be found online.  Once you present your company to the class, you may not change it. 
Final Pitch
In class on the final deadline, you will give your pitch to representatives from Big Hit Games.  You may make your pitch using any means you like. You may also bring auxiliary materials to give to the group. Excellent guidelines can be found in the IGDA submission guide:

http://www.igda.org/sites/default/files/IGDA_Game_Submission_Guide_0.pdf
This guide is also available via Blackboard. At minimum, your pitch should include basic details like:

· Overall game concept

· Platform(s) where the game will be available

· Development schedule

· Rough budget outline

· Why this game will be successful in the marketplace
Your goal is to convince the representatives from Big Hit Games that they should publish the game that you are pitching!
Frequently Asked Questions
Q: It is inconvenient for me to be on team X because of reason Y. Can I change teams?

A: Let me know ASAP, and I will try to work out a trade. 

Q: It doesn’t seem fair that we have to design the team before we know what the title is going to be.  Why can’t we change the team later in the semester?
A: It isn’t fair, but it is realistic.
Q: Does everyone on the team have to present at the pitch?

A: No. Sometimes, a pitch is best with a single voice. Sometimes it is best with contributions from everyone. It is up to you to decide what is best for your pitch.

Q: Do we have to dress up for the pitch?

A: A pitch is a performance in many ways. You would be wise to dress according to your role. How would a game designer dress for a pitch? A programmer? A CFO?
Q: Do we need to provide a detailed design document?

A: Not necessarily. You should provide whatever is necessary to convince the publisher that you will be able to complete a quality game. Of course, more design up front is good, but not essential. What is essential is that you convince the publisher that you have a firm design handle on whatever is unusual or unique about your game, and the capability to pull it off.
Q: What about licensed IP, like Harry Potter or Superman or My Little Pony? 

A: Big Hit Games is keeping the IP they have access to a secret.  You are free to suggest some existing IP that would work well with your design. Perhaps the publisher will want to acquire it, if they like your idea, but then again, perhaps not... so choose wisely. 
Q: Will this project be important for my final score?

A: As stated in the syllabus, major assignments are worth up to 12000 points.
Original assignment designed by Professor Jesse Schell, used with permission. Updated by Professor Ira Fay.
