Community Meta-Game
The task is to create additional Community features in the client via a “meta game” that drive acquisition, encourage longer ltv and do not require excess R&D effort to implement. The items detailed below are ideas for phase one and depending on scope and time involved may be spread out to subsequent phases.
Our plan for phase 1 involves the following new efforts, in no particular order:

Community Tab
We will add a much-needed Community tab in the header of the client. Clicking on this tab will go to the community homepage. This tab will live on the top of the player next to the “Game Club” tab

Community Home Page
Create a new Community splash/home page with a fun aesthetic.  This will serve as the homepage of community, and display/promote whatever we want. Most things will just link through to the existing community panel. Part of this space would be used to upsell users who are on the trial. If the user is a full member then this space can promote games, items, etc.

We will promote MGs with their VG tie-ins on this page. We will use conditionals and chronology to present these in a way that incentivizes ongoing play of library titles.

This page will be created as an iframe that lives in the player. This allows marketing to have full control over the contents and will enable them to update this page at any time without R&D. We will have a different page/feed for each brand so that we can create brand specific content and messages.

The home page will be comprised of a number of components including:
· Upsell messages where appropriate based on user status
· Quick links to friends list, groups etc
· Snapshot of your lounge(s) and avatar
· Promotion of mini games, trophies etc
· Community news about contests etc
· Player and lounge spotlights to get players exposed to other players
· In future phases we can allow the user to customize their homepage with content that is relevant to them.
Fans and Fan Feeds
Any user can “be a fan” of another user. They can be fans of their profile or of a specific game. There will be a button on the lounge as well as in the player’s minigame where other users can become their fan. On your community homepage you have a fans list with a fan feed. The fan list is a list of all players that you are fans of. It is a quick link which will take you to their profile page (or lounge page TBD). 

The Fan feed is a news feed on the homepage. It alerts fans when the followee has a relavent update. An example of this is “Roger123 just unlocked the treasure chest!” Clicking “Roger123” will take the user to his profile. Clicking “treasure chest” will open up Roger’s mini game so the fan can see it with the new treasure chest.

To increase involvement we will also have some mini game items that can only be unlocked by others. For example in the aquarium game you might get a goldfish. A challenge would be to have 20 fans feed the goldfish in order to make it grow larger. Fans of your aquarium would get a notice that you need their help to make your goldfish grow.

Mini Games as Interactive Goods
Acquire or create new “mini-games” (MGs) that can be associated 1-for-1 with new virtual goods (VGs) – i.e., a miniature aquarium game goes with a fish tank VG.

The new VGs are clickable from the lounge and elsewhere, which will generally launch their associated MG. Both owners and visitors can play with the lounge.  If you are the owner then there is messaging about how to do things to get more cool things for your item. If you are a visitor then there is messaging on how you can get this item for your own lounge. This messaging will appear in the wrap for the mini game.

VGs can improve or degrade depending on how often the users play the MG and if they get special improvements for their item. 

MGs live in an iFramed modal overlay. They can be opened anywhere in the client.

The MGs report scoring/status to the broader system which can trigger custom notifications promoting similar library titles and/or signup.

The MG-VG combos can be made exclusive to those who have played certain library titles / achieved certain challenges.

We will rely heavily on Bunchball – see tech diagram.

We will require persistent-state storage with a custom table to support these games. Since the games are relatively simple this would not be a big task.
The first mini game we will be launching with is the “Aquarium”. The Game and mechanics overview and initial logic can be found in the “Aquarium Mini Game” document.

Mini Game Logic Flow
This is the general logic flow for all mini games. This does not include the game components. Instead it shows how the mini game platform operates. Each mini game will have it’s own unique logic flow and game mechanics which will fit in this overall platform.

[image: ]



Mini Game Panel Segmentation
All mini games are comprised of 2 basic areas. These are as follows:
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Mini Game Area
This area is where the player plays and interacts with the mini game itself

Unlockable/Messaging Area
This pane is located below the mini game main pane. If the owner is using the mini game then this contains a list of upgrades and items that the player can take challenges to accomplish and unlock to enhance their mini game.
If the player is a visitor then this pane contains messaging on how they can get their own version of the game.








Notifications	
This is an overlay which shows the player relevant game notifications about things that have happened since they’ve last launched the game as well as when they’ve won something or accomplished some other achievement. 
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Examples of notifications are:
Your tank got dirty with algae. Make sure it gets cleaned!
Player123 just gave you  a treasure chest for your tank.
You just reached level 2!
The notifications will have the same generic shell. The notifications will be accompanied by accessory graphics where appropriate. 
The notifications can have links which will open up challenge panes and/or launch browser pages where appropriate.







Unlockables and Challenge Types
The player can unlock items through game player challenges, unlockables and also internal challenges. All aquarium challenges are available only through the aquarium interface. These challenges will ramp up in difficulty.
· Game Player Challenges
These are like our current  trophy challenges powered by BB. An example is “Play fishdom  and Fishco for 30 minutes each and get a blue fish”. 

When the player completes that challenge they see the notification overlay to tell them that they’ve won. They see the money they earned and the fish unlocked. There is a link to their aquarium where they can go and buy the fish or just check out their tank.

· Internal Challenges
These challenges are related to Aquarium gameplay. An example of this is “Grow 10 plants to full size and unlock the Clown Fish.”

· Unlockable Challenges. 
These are challenges that require other challenges to be completed first. Example “Complete ChallengeA and ChallengeB to unlock this challenge to earn the Treasure chest.”












Minigames: A Typical First-Time Scenario.
1. A user is clicks the “Community” tab in their game player.

2. User comes to the Community home page. In this page they see a promo for a new mini game “Aquarium”.

3. User clicks on the Aquarium mini-game promo. This pops up in a modal. If the user had the aquarium already in their lounge it would go to their aquarium. Instead it goes to a general (visitor) aquarium.
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4. From here there are two options:
A. The user can play the mini game. The game will message the player that their level and changes will not be saved but that they can get their own tank and level up. The player can ignore this and play the mini game if they wish.

B. The user can also choose to get their own mini game. Depending on the mini game the player might have to complete challenges in order to earn the mini game. These challenges work just like the trophy challenges that we have today. The initial mini game will be given out for free. If the item is for free then the user automatically sees the notification shown in step 5.

Let’s assume the player has to play “Fishdom” in order to get the aquarium for this scenario. 


5. The user has chosen to get their own aquarium and plays the Fishdom challenge. Returning from Fishdom, the user gets a notification. 
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6. From here:
a. Option 1) User clicks “go to my lounge”. 

b. Option2) The user can choose to close the modal and returns to the player.
Closing the modal will take the user back to their last player page.



7. The user chooses to go to their lounge to play the game. Once they go to their lounge they see the following notification.

[image: ]

8. The user decides to add their aquarium to their lounge. This is done in the same manner as adding any other kind of virtual item to the player’s lounge. 

9. Then the player launches their mini game and plays it.









Minigames: A Typical Return Scenario.

Joe now has an aquarium for his lounge. It comes with 1 fish and is fun but pretty plain. He opens up the mini game where he can see the fish swim around and interact with them by feeding them etc. There is messaging in the panel which tells him that he can get various items for his tank by completing challenges.
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1. He sees a treasure chest item that he likes and clicks View Challenge.

2. Joe then sees a modal about the challenge details. In this case he needs to play Jewel   
    Quest to get the treasure chest for his aquarium.

3. After Joe completes the challenge he sees the following:
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The player will unlock the item and receive the exact amount of prize points needed to buy that item. It is up to the player if they wish to spend the points to purchase the item or save them for something else. Either way the item is now unlocked. Once the item is  unlocked Joe can purchase multiples if he chooses and the game allows.

4. From here Joe goes to his aquarium. The item is available for purchase and he 
     purchases the item through the mini game interface. Now he can place the item and 
     interact with it.

5. Joe can interact with the mini game and complete other challenges as he wishes. His 
    progress is automatically saved. Joe can also choose to force a save at any time by 
    clicking “save and quit”.


//Note: It would be great if we can also have actions that only friends or others do. For example one of the challenges would be to have 100 people feed your fish and that will make the fish grow. These could be challenges that anyone can fulfill, just friends or even targeted people. This would be a phase 2 feature.




Sponsored mini-games 
Example: Plants vs. Zombies publisher pays us to make them a mini game out of an actual plant from the game that you can take care of. The user can grow their plant, get different seeds etc only by completing special Plants vs Zombies Challenges from playing the Plants vs. Zombies game or any other game the sponsor company wishes that makes sense. For example the publisher might also want to promote a match 3 game they have on the library as well so there would be a special seed and challenge for that match 3 game as a part of the plants vs. Zombies mini - game.

This mini game item will get additional promotion via the community homepage in the player and also possibly a newsletter promo depending on the agreement.

An arrangement like this is a win-win for both Exent and the publisher since we gain extra revenue from this and the publisher gains not only more game awareness but extra revenue from all of the users playing their games to improve the special mini game item. The users also benefit from getting more fun items to use in their community. Having a sponsor can also mean that they (the sponsor) could dedicate some programming resources to help build an even cooler mini game.

Additionally there is another possible revenue stream for the mini games if we want to do select outside sales. We can approach other companies not in our library that are not competition to do outside sponsored mini games. An example of this is BMW sponsoring a racing mini game with their branded vehicles. These would be closed games and would not link out to BMW. They would promote brand awareness through interactivity with the property.







Mini Game Launch Points
The mini games can be launched the following ways

Community Homepage
The player can launch a mini game from here by clicking on a promo. They will also have an area listing all of their mini games which they can quickly launch them from

Player Lounge
A player can launch a mini game from the lounge (mini and full) of any player that owns one. If a player has a mini game then an iconic button will be added to their lounge as an overlay. Clicking this button will launch that player’s mini game in either the owner or visitor state depending on whom clicked the button. For example if player 1 is in their lounge and they click the button then it will launch player 1’s mini game as the owner. If player 2 is in player 1’s lounge and they launch the game they will see player 1’s game as the visitor mode.
These buttons will change visually to show the leveling or status of the player’s mini game. This way players can show off how far they’ve gotten and visitors can see what level of mini game to expect.
The players can also add the virtual items that represent their mini game into their lounge. Clicking on any of these virtual items will also launch the mini game.

Fan Feed
Players can launch other’s mini games through their fan feed links.







Tech Overview
This is a high level visual representation of how the technical architecture will work for mini games.
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We will be using JSP struts for the game interface architecture. The mini games will be built in flash and will live in their own modal. They can also be launched via iFrame so that we can take them out of the player and put them on other sites such as the sell site if we wish.

Work estimate and breakdown
2 months for JSP developer around $50 per hour
Flash animator $60 per hour (0 – 2 weeks effort)
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