Stephanie Schwartz
October 18, 2012
Elon University Interactive Media: The Game

Elon University Interactive Media: The Game is designed to promote the school’s masters program, introducing prospective students and the outside world to what this program offers while giving students the ability to design a multiplatform game and to take part in it. 

The iMedia program at Elon offers many things to students, and often it is a dizzying array of opportunities in such a short period of time. The Game will allow participants to create an avatar, much like a Wii Mii, and “optimize” it for the iMedia experience. Ideally, this game would be cross-platform, with different ways for participants to play. Information would be housed on a website specifically devoted to the game, although there would be mobile and tablet versions, which would have less robust content. 

For example, the mobile version will enable players to continue to customize their avatar, like a paper doll, and keep tabs on it like a Tamagotchi. They can keep track of their avatar’s health and academic life, and complete “check-ins,” which keeps a player engaged in the game over a period of time. 

Customizing an avatar isn’t just about looks, but about skills. Players can compete through a series of challenges to gain competency points, like adding video, editing or coding skills. These skills are meant to highlight things that actual iMedia students will have to conquer during their time in the program. Their avatars will also have to navigate different opportunities, and decide which ones will most benefit their time. While some of the opportunities available will give players competency points, there can be drawbacks associated with becoming overextended, as players still have to balance the other obligations of schoolwork and life. Opportunities are also another form of advancing in the game; when a player reaches a certain threshold, they “unlock” a new level by being offered a new opportunity. 

The game is designed to primarily be played asynchronously, and there would be corresponding apps for tablets and mobile, although much of the information would be stored on a web site. The web site would feature short Flash videos of examples of characters, sort of like a how-to, a hub for a “classes” (the different avatars), video of projects, and blog entries commenting on the game. Other ways for avatars to gain points would be to design content to be featured on the site; this could tie into both the game and the program as a whole. 

[bookmark: _GoBack]Interactive Media: The Game will require input from lots of different people, from designers and coders to project managers and creative directors. It is large-scale project that requires research and planning. I can provide sketches and an overall creative direction. 
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