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EXECUTIVE SUMMARY 

One out of three people will need a life-saving blood transfusion in their lifetime. More than 

4.5 million patients need blood transfusions each year in the United States and Canada, and one 

out of every seven people entering hospitals will need a blood transfusion. This means that, every 

two seconds, somebody needs a blood transfusion, and during blood shortages, that person could 

potentially die.1 

There is no substitute for human blood. 

Currently only 3 out of 100 people in the United States donate blood an average of two 

times a year, but if that number increased to even 4 out of 100, deadly blood shortages will 

essentially disappear.2  

Immortal Blood is a vampire-themed two-dimensional massively multi-player online role-

playing game (MMORPG) that will partner with blood banks in the United States to increase blood 

donations among gamers. By donating blood, gamers strengthen their characters and gain access 

to more in-game features. Furthermore, the theme as well as promotion for the game addresses 

the issue of blood shortages by increasing awareness of the problem and its solution. 

The target market is males in high school and college, which combines the markets shown 

by research to most likely play the game and to be willing to donate blood for both charitable and 

gaming reasons. With a market size of 21 million, a quarter of which play online games regularly, 

this market is large enough to sustain a profitable gaming company as well as alleviate blood 

shortages with proper education and motivation. 

Using a combination of cost-efficient viral marketing tactics, leveraging the company’s non-

profit status, and user-generated content, Immortal Blood will be able to penetrate the market 

effectively. Based on the growth of similar MMORPGs, we estimate capturing about 500,000 

players by the end of our first year. 

In a troubled economy, Immortal Blood stands out because it is free to download, allows 

users to participate in a social network and create change by saving lives, and utilizes the current 

popularity of the vampire genre to increase exposure, conversion, revenue, and ultimately blood 

donation. 

We expect rapid growth because 100 percent of profits, which come from the sale of in-

game items, housing, and advertising, can be directed towards expanding the game to increase 

customer retention and new users who will ultimately donate blood and save lives. The break-

even point will occur within the first year, after which we can concentrate on expanding 

exponentially.  

 

                                                           
1 www.bloodcenters.org/aboutblood/bloodfacts.htm 
2 www.natchezdemocrat.com/news/2009/jan/15/teens-give-back-donate-blood/ 
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