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[bookmark: _Toc513207784]Introduction
The project is about how to use a video game to promote a case study organisation for this project the organisation will be the school of applied computing based at University Trinity Saint David Swansea. 
The game will have different levels each of these levels will be a course taught within the school of applied computing during these levels the player will be asked to complete little mini games based around the school of applied computing course there will be five levels and an extra level for the boss fight.
The first level will be Software development the next will be Web development, the third will be Video Games Development, the fourth level will be networking and the last level will be mechanics and the boss fight will be the player fighting the head of School of Applied Computing to get there in game degree.
[bookmark: _Toc513207785]Give your research a working title 
Investigation and development of a Promotional Mobile Game Application for a Case Study Organisation.
[bookmark: _Toc513207786]Describe the Background of the area of study 
In this section all background information of Video Games and business and how businesses use video games to promote themselves and also the advantages and disadvantages of using video games as a way of promotion. 
Video games
One of the main areas of study that will be used for this project is Video Games Development, which is the study of building video game applications. First of all, what are Video Games? Video games are “a computer controlled game where players interact with objects displayed on a screen for the sake of entertainment” [1]
Because of the rapidly changing state of technology even small devices like mobile phones can play video games as well like PC’s or other games consoles.
When designing and developing a game the developers need to know what type of game it will be either a two or three dimensional game. Will it be an action game or will it be more of an intellectual game? Will the game be for a specific type of hardware e.g. mobile devices? Which programming languages are going to be used C#, Java, Python etc. 
Due to the rise in technology video games are being a lot more common now especially on phones “Over 61 percent of people play games on their mobile phones” [2].  Because of this massive number of the population of people playing mobile games developers are asked by companies to advertise their businesses on their game.
  Business 
The other main area of study for this project will be business and how business is used within video games development. Business is mainly used in video games one to either sell the actual game or two games are used to promote businesses products.
Because of the video game industry becoming so wide spread businesses are trying to place their products within video game to promote themselves, it is really an effective way to promote a business. A study was undertaken to see how effective product placement in video games was
 “For this study, participants played a video game that featured branded products, then took an implicit associations test to determine whether they had more positive attitudes toward the brands in the game than toward a set of equivalently rated brands.” [3]
Promotional methods 
When having a business, you need methods to promote either a product or the business itself here are some methods that businesses are using today.
The main and basic method of promoting is advertisement which could either be done by using television advertisements or radio advertisements “It includes the development and paid delivery of brand or product messages” [4]
Another method is public relations, so having good relationships with the public who are extremely happy with the product or service will give a good review on either websites or even tell other people about it and how much they highly recommend the product or service which will start more people buying the said product or service. “Maintaining goodwill with the public is an important long-term strategy for both small and large companies. A variety of public relations tactics are used to reach out to customers through unpaid-for media messages.” [4]
The last method is digital and interactive because technology is becoming much better companies have more way to advertise now mainly on mobile devices “These methods are often relatively affordable for small businesses and offer direct connections to tech-savvy consumers who spend significant time online. Social media portals such as Twitter, Facebook and YouTube also provide inexpensive ways to interact with customers in real time.” [4]







Advantages of using games as a way of promotion
· The first advantage of using games as a way of promotion is that people who play video games have a high rate of engagement on average 86% to 90% for companies to promote their brand this brings a lot of engagement from the public just by using a simple game. [5] 
· [bookmark: _GoBack]Another advantage is that games are permission based so the public chooses if they wanted to play the game or not it’s not forced upon them. In response to this companies make more content for the public which brings in more customers. [5]
· A third advantage is that games are enjoyable they don’t feel like a boring advertisement that a person would want to skip they’re good ways to pass time for paying absolutely nothing. [5] 
· The last advantage is that these games are multiplatform they can be played on many different devices like a PC or laptop or a mobile phone. [5]
Disadvantages of using games as a way of promotion 
· “Another problem that appears with in-game advertising is that the public is extremely heterogeneous. Addressing to a specific public is difficult to achieve, targeting is one of the biggest inconvenient for advertisers in choosing the right video game for inserting their commercials.” [6]
[bookmark: _Toc513207787]Provide the reader with and understanding of the field in which your study lies and an idea of where and how your study fits into this field
The aim of this project will be to design and develop a mobile video game application to try and promote a case study organisation, a user’s experience and satisfaction is a problem with many types of video games if the user isn’t satisfied with the experience they have with the game other users would not be interested in playing the video game. 
Another problem is to try and make the video game stimulating to the user if the user doesn’t find the game enjoyable then they would have no reason to come back to the game.  




[bookmark: _Toc513207788]Aims and Objectives
In this section we’ll talk about all of the aims and objectives needed for the project. 
Aim 
The aim of this project is to use the research and develop a mobile game application for the school of applied computing in University Trinity Saint David and to see if a mobile game can promote the school to upcoming university students to come and join UWTSD and how effective is using video games to promote a business.
Objectives 
· Research on how to build two dimensional platform games
· Research on how to use the programming language C# to help build the game
·  To design the game how it’s going to look and play
· Develop the 2D game using unity 
· Evaluate the game (has it promoted upcoming students to study at school of applied computing)
[bookmark: _Toc513207789]Outcomes and Deliverables 
At the end of the project, a mobile video game application should have been designed and developed to promote the case study organisation (School of applied computing and will meet all the requirements of a working game. 
With the mobile video game application will come a questionnaire to see what the users thought about the developed game and whether they would like to study at the school of applied computing.
There will also be an evaluation report on the video game with a user manual for all of the controls of the game, screen shots of the game actually running and also feedback from the users and how the game can be improved for later versions of the game.
[bookmark: _Toc513207790]Conclusion of this section 
In the introduction section the research that is going to be undertaken is highlighted also the aims and objectives of the project have been highlighted and also the outcomes of the project and how it’s going to be delivered are highlighted in this section as well.
In the next section of report will be which research methods and development methods will be used in this project









[bookmark: _Toc513207791]Research and Development Methods
In this section of the report all the methods of the research and the development method that will be used to create the Video game software will be highlighted. 
[bookmark: _Toc513207792]Research Methodology
The project will use the positivism because most of the data that will be collected is mainly quantitative data but will also have some qualitative data due to user feedback and the methods that will be used to collect this data are surveys due to the data of the surveys and observations. Because the data is being collected from more than one source it should increase the validity of the data
The research strategies that will be used in this project will be a software development strategy because the aim of the project is to build a video game. It will also lean to a survey strategy as well due to some of the information that will be collected will be feedback mainly did the users enjoy the game their thoughts on the school of applied computing etc. the last strategy that will be used will be a document review.
The timescale of this project will be cross sectional research because it will measure the development of a promotional mobile game application. The method to collect data will be a combination of primary data which will be collected by the student and secondary data which will come from websites and journals.  
In the project there will be a lot of secondary research collected, for example journals and articles for background information on how to create a two dimensional platform game by using the C# programming language.
Next would be surveys and questionnaires on what type of games are more popular on mobile devices e.g. mobile platform games, first person or third person shooters. 
Articles on how to use promotion effectively in games and different ways of promoting companies in games e.g. product placement. 









[bookmark: _Toc513207793]Development Methodology

 The methodology that has been chosen is the waterfall software development method, this method is suitable to the project because to get on to the next stage of the model you need to fully complete the previous stage. Also the waterfall method is mainly used for small to mid-sized projects like little mobile games.  
These stages are 
1. The first stage is you need a requirement analysis so what is the software supposed to do. What are the functions of the software what is the software going to be used for etc.  
2. Next stage is the design so what will the software look like.
3. The third stage is implementation so actually creating the software in an integrated development environment.
4. The fourth step is verification so installing and testing the software to see if there are any bugs or errors inside the software 
5. The last step is to maintain the software throughout its life time with updates to fix any minor bugs or problems with the software.

[image: ][bookmark: _Toc513207741]Figure 1 Waterfall Method [8]

Pros of using the waterfall method 
1. “It is a very simple and functional project structure” [7]so it’s easy to follow and understand which should minimise the time it takes to complete each step. 
2. “It is quick to build small to mid-size software using this method” [7] which is useful because there will not be a lot of time to complete this project. 
3. “It will be easy to test and analyse features of the software” [7] so the testing of the software will not take up a lot of time to do. 

There will be a design process for the game the design of the game will be firstly based around the needed requirements of the finished game and will also be based around the secondary research that has been collected by the student, the game will also be based around the UML diagrams that will be created and will also be based around the testing schedule that will be created at a later date as well. 
During the development of the game it will be important to have a document to write down all the progress that has been collected on that day for example the artificial intelligence characters have been created or what bugs in the game that have to be solved and fixed. 
[bookmark: _Toc513207794]Risks
In this section we’ll talk about all of the risks that can pose a problem to the creation of this project.
[bookmark: _Toc513207795]What risks apply to the project? 
When doing any type of project there will always be risks involved and this project is no acceptation. The main risk is mainly the quality of the game if any of the assets are poorly made or if any calculation is wrong it could ruin the experience for the player. To avoid this problem there must be a lot of research put into game physics and how they should properly work.
1. Another risk is will the data and information that will be collected by secondary sources be reliable or not. For example, if the game needed a line of code for a certain aspect of the game to work and the student looked at a shady resource and tried to implement that code into the game and it still doesn’t work it could take a long time to find the suitable code to make the aspect of the game working, to stop this from happening is to use resources mainly from trust worthy game integrated development environment company website e.g. Unity. 
2. Another risk to the development of the game is timing it is a very big risk if the project doesn’t have a suitable timekeeping it maybe a lot harder to develop the software in a short amount of time. To avoid this risk from happening there will be a Gantt chart created to make sure that certain aspects of the project are completed within certain time limits so project can be produced to the best of the student’s ability. 
3. Another risk and this is a very big problem to all projects is not producing backup copies of software. Say if the main version of the project was placed on a USB drive and the USB became corrupted and there was no backup, all that work and time would be lost. To avoid this problem, the project will be placed on many different drives like multiple USBs, also cloud based drives like Microsoft OneDrive or Google Drive so that the project will not have to be started over from scratch. 
4. Another risk could be the lack of resources the main resource is people to either answer the soon to be created questionnaire or to either test the game itself. 




[bookmark: _Toc513207796]Any ethical issues that need to be considered

There is only one main ethical issue that should be considered because the game is going to be based around the School of Applied Computing at the University Trinity Saint David Swansea it could cause some issues if names of tutors were involved inside the game or anything to do with the tutors in general were in the game it could cause problems to rectify this problem, none of the character’s names or features will be based on any of the tutors. 
[bookmark: _Toc513207797]Limitations to the project
There could also be limitations to the project due to lack of knowledge and understanding of how to create certain aspects of the game, a way to avoid this limitation is over the summer period to create smaller games to practice C# programming and another way is to make the game simple to create not a lot of challenging aspects. 
[bookmark: _Toc513207798]Analysis and Deliverables
This section will identify what data will be collected during this project, how the data will be analysed. Also what the final deliverables will be and also what is the minimum success criteria for the project. 
[bookmark: _Toc513207799]What data will be collected throughout the project and how will it be analysed 
The data that will be collected during this project is
1. Does the game work
2. Check if there are any minor bugs in the game  
3. To see if the test subjects feel more inclined to study at the School of Applied Computing
To evaluate these results first to compare the game with the aims and objectives to see if the game has actually met those aims and objectives that were stated early on in the project development.
The game will be tested to ensure that the game and all the assets run smoothly and capable of executing certain actions without having any problems. If there are any they will be identified and rectified immediately.
 Next is to have volunteers to test the game and to fill out a questionnaire or an interview that was created early on in the project development and analyse all of the data that has been collected and compare and contrast the results given.
[bookmark: _Toc513207800]What the final deliverables are for the project
The final deliverables for the project are a working game that can run and meet all the requirements that is stated in the aims and objectives. The other deliverable will be a report of all the findings that have been found in this project including the results to the questionnaire that volunteers will answer, also an evaluation of the game as well what works and what doesn’t work, what improvements can be mad to the game and the game will also come with a user manual.  
[bookmark: _Toc513207801] What the minimum success criterions for the project are 
For this project the minimum success criteria will first to get three of the six levels of the game to work, all artificial intelligence characters’ must be able to do certain actions like running, another minimum requirement is to have a significant amount of people to complete the survey that will be given to them. The last minimum criterion is to create a report of all the collected relevant information and an evaluation of the created game.   
[bookmark: _Toc513207802]Conclusion of this section 
In this section the key research methods and development methods have been highlighted and have been justified on why they need to be used in the project. All of the risks, ethical issues and limitations of the project.
Also the deliverables and data will be collected within the project and how they will be evaluated. 

[bookmark: _Toc513207803]Resources & Planning 
In this section of the report all of the resources that are needed to complete this project will be stated here whether they’d be physical or non-physical.  Also in this section there will be a Gantt chart of the whole project time line.
[bookmark: _Toc513207804]Physical Resources
<What physical resources will you need? Hardware? Software? Access to journals?>
The physical sources that’re needed for the project to be a success are stated down below 
1. A PC or laptop to actually develop the software and to look for secondary research on the internet.
2. Microsoft Visual Studio 2017 to write the C# scripts that’re needed for the game’s assets.
3. Latest version of Unity which is a cross-platform game engine which will be used to actually make the game. 
4. Books on C# to help write the C# scripts – the books will be borrowed from the University or can also be bought online. 
5. Accessibility to a survey builder e.g. Smart Survey or Survey monkey. 
[bookmark: _Toc513207805]Human Resources
The human resources that’re needed to make this project a success are stated down below.
1. The human resources are needed to one play and test the software to see if the game runs smoothly.
2. The human resources are also needed to answer a questionnaire the questions will be how well the game runs and everything, but also do they feel more inclined to join the School of Applied Computing.









 
[bookmark: _Toc513207806]Timeline
In this section it will show the timeline of the actual project which sections have to be done by a certain deadline. The timeline will be represented by using a Gantt chart 
[image: ]
[bookmark: _Toc513207742]Figure 2 Table of Project Timeline
[image: ]
[bookmark: _Toc513207743]Figure 3 Gantt chart of project Part 1
[image: ]
[bookmark: _Toc513207744]Figure 4 Gantt chart of project Part 2


[bookmark: _Toc513207807]Conclusion of this section 
In this section all of the resources that can make the project possible have been highlighted but other resources may be needed that haven’t been stated in this report, hopefully the unknown resources will not hinder the development of the project. Also in this section with the help of Microsoft Project a visual representation of the project timeline has been given and how many days given to complete each task of the project.   
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