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Game pitch script

Hi, my name is Lan, and I will be presenting you my pitch for the game Desideratum.
In this presentation, I will cover many topics such as the genre, the players role, key gameplay features and much more.

Desideratum is a medieval horror fantasy high difficulty MMORPG with a vast open world, in depth story and soulslike immersive combat.

MMORPGs were a staple game genre of the early 2000s to 2010s with notable titles such as World of Warcraft and Final Fantasy 14 which still hold up to this day.  However, these days, this is not so much the case for this genre as many MMORPGs have been shutting down and new titles are far in-between. 
This is due to the modern audience shifting their preferences towards more immersive RPG games like Elden ring and Dark Souls with more accessible and easier to learn combat and mechanics.
I would like to revive the MMORPG genre by making a game that is more immersive and accessible to fit the modern-day market for games.
I will do this by re-designing the genre to fit the modern appeal. Desideratum will have a less crowded, more immersive UI with less numbers and text to not overwhelm the player and keep them immersed in the game's story and world.

I will also implement easy to understand combat that is both immersive and flexible for a wide variety of combat styles similarly to Soulslike games, without the complexity of numbers and numerous abilities and spells often seen in MMORPGs.
 
To further set Desideratum apart from other medieval fantasy MMORPGs, I would like to add a horror aspect to the game. I would like to give the player a sense of loneliness and isolation that games like Elden ring and Dark Souls inflict upon the player. I would like to build on this by making the game world ridden with dark and disturbing imagery and tales, interwoven with the typical medieval fantasy aspects. 
Making the characters and scenes strange and uncomfortable, truly isolating the player in the story and giving them a sense of fear and desperation to complete the main story and help the lands of Eradast.

In Desideratum, the role of the player in the story is to slay the ‘God King’ and take its heart which is a sword that grants passage to Angellaborn, the land of the holy. The God Kings defeat is the cure for the sickness that has befallen Eradast due to its reign. 
The ultimate reward in this land is to claim passage and a place in Angellaborn, the land of the holy and to gain divinity. Although the player may also choose against this and may decide to become the new ruler of Eradast. There will also be other endings, depending on the choices the player makes throughout the story. 

Key gameplay features include;
· Open world exploration, this world will include many vast landscapes containing villages, cities, ruins and more.
· Weapon and build flexibility, similarly to the leveling system in Elden Ring, allowing players the flexibility of what type of combat they would like.
· In-depth character creation
· Levels and character progression
· Immersive main story quests
· Non-repetitive side quests
· Freedom for the player to go where they would like and for the player to always find quests, stories and secrets in the game world.
· Soulslike difficulty
· Massively multiplayer online servers
· Special event bosses

For my game, I would like an in-depth character creator similarly to titles like black desert or the Sims 4, allowing players the freedom of individuality and a sense of connection to their character. My game would also include a wide range of races for players to choose from for their character such as elves, dwarves, fairies, humans and other races I have designed such as jackalope people, as well as different factions and backgrounds.

[bookmark: _Int_eknvMdTH]Furthermore, I would like to add extremely difficult event bosses that players have to collaborate on to defeat together. These bosses will only appear at certain planned times of the year, grouping up players to collaborate and giving them a reason to return to the game and giving them new special rewards from defeating these bosses. The bosses would not be required for the main game, and would be exceptionally difficult to defeat, giving players a sense of challenge and extra content even when the main story has been finished. 
 This could also bring the community together online similarly to the Helldivers playerbase and give the playerbase something to work together on.

The main competitors for my game would be games like Elden Ring and Dark souls, however, what sets Desideratum apart is the fact that it will be a massively multiplayer online game allowing players more accessibility to socialize and collaborate with friends.

Additionally, Final Fantasy 14 would also be a competitor, however, Desideratum has the advantage of being more desirable to the modern audience, newer graphics and it will be more immersive with soulslike UI and combat systems. 

[bookmark: _Int_nRmhpTqg]Similarly to Elden Ring, my game would be rated mature 17+ due to its disturbing references and horror aspects. The intended audience for my game would include soulslike fans, horror fans and medieval fantasy fans. By including these aspects in my game, I create a wider target audience range by appealing to not only to fantasy RPG fans but also to horror fans as well. 
PC, PS4/PS5 and xBox series X/S are the platforms I would consider for a game like this. The game will have advanced graphics which would not be suitable for mobile or Nintendo switch due to their graphical limitations. Furthermore, I think something to consider would be how combat controls would transfer for different platforms, and I don’t think this would be very suitable for mobile for this reason.

For the visual aesthetic, I would like to revive the medieval fantasy visuals of the Lord of the Rings movies, mixed with dark themes and horror like that of Dark Souls and Elden Ring. I would like to create vast landscapes reminiscing that of middle earth ridden with eldritch horrors and ruins of old history and castles. I would like the game to have an immersive, storytelling environment for players to explore with strong medieval influences. 

Thank you for listening to my presentation pitch of Desideratum! 
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