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Market Analysis: Industry trends and marketing strategies

Introduction
I am one of three group members working on this production, a fantasy short film titled “Spellbound.” Spellbound is the story of a young witch outcast who seeks revenge on a creature that has ruined her ritual. Our current goal is to create a short film that will function as an internal pilot that we can use to pitch a 10 episode television series, with each episode with a run time of 22 minutes. My main responsibilities on the internal pilot are the roles of lead creature designer and lead animator. I’ve also contributed heavily to the silhouetting process for the main character, co-wrote the story and had the responsibility of thumb-nailing and storyboarding act 2 of the short film.
We are aiming to create a vast story-rich world on which we can create a sustainable long-running franchise, with the potential for multi-series scalability, spin-off and movie expansion.
Current Industry Trends and Analytics 
The most prevalent industry trend of the last 2 years are the changes in the way that media is distributed and consumed. Most companies are moving their distribution to a digital format whether that means they are moving onto established platforms like Netflix or Prime Video or developing their own unique platform such as Disney’s Disney+ service.  These distribution platforms have grown so large, they are now capable of producing their own original content and not simply gaining the licenses for programs that have already aired on network television or at the box office. 
[bookmark: _GoBack][image: Infographic: Netflix Continues to Grow Internationally | Statista]Netflix was reported to have 118 million unique users in January 2018 and this has increased to 137 million unique users by October 2018. That is an average increase of 6.3 million users per fiscal quarter. Below is a chart showing Netflix’s user base over the last 6 years, along with figures showing their projected growth for the 4th quarter of 2018. They project that their user base will rise up to approximately 145 million unique users. 








Table 1 (Richter 2018)

Consumers having access to in-home content has given rise to a new way of consuming this media referred to as binge watching. This has affected the way that serial content is released on digital platforms. On a regular TV schedule on services such as satellite or cable, most television series are scheduled to air new content once per week on average for their series runtime. On digital platforms, it is common to release an entire season at a time so that an audience can consume it as fast as possible. 
To further support this data, going out to the movies has been in steady decline since the 1980s, with less than 20% of a film industry revenue coming from a theatrical worldwide release as shown in below graph showing data up to 2005. In 2017 US domestic ticket sales hit its lowest point since 1992.
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Table 2 (Vogel, 2010)


A considerable part of the process of creating an animated film is the rendering process. The issue with rendering using rendering software such as Arnold or Renderman as examples is the waiting time. For example, Pixar is rumoured to take approximately 20 hours to render a single frame. To put that number into context, Toy Story had approximately 116,640 frames for its 1 hour 21 minute run time. The production team must render out a scene, check it for problems and if it something isn’t quite right they must make adjustments and then re-render the sequence. Over the course of a production, this can wind up being quite costly in both time and money.
Real-time renderers such as the Unreal Engine are something that have been used by video games but only over the last 3 years, it has expanded to be used purely for animations. The effect that real-time rendering could have on reducing the length of the animation timeline is colossal as this will cut down the length of time needed for rendering. While real time renderers aren’t instant, they can render out approximately 30 images in under a second, which is incredibly beneficial to animators as they often animation at a frame rate of 24 frames per second.
[image: ]Over the course of 2018, virtual reality (VR) technology has also started to become much more mainstream, with a massive boom in the number of people who use VR kits. Back in 2014, less than a million people owned VR kits but just 4 years later more than 150 million people are now users of VR technology. This growth can be seen in the below graph.









Table 4. Bar graphing showing the growth of the amount of VR user’s world wide over a 4 year period.


Relationship of these Industry Trends to Spellbound
Our target audience are young adults of both genders between the ages of 15 and 25. Our target audience was found by looking at the type of audience that saw similar films made by our competitors.
The later films of the Harry Potter franchise are the closest analogue that we have available to compare ourselves to. Of the audience of the first Harry Potter film, “Harry Potter and the Philosopher’s Stone”, 60% of the audience were under the age of 15, but as the series progressed and the fans grew older by the final movie of the series “Harry Potter and the Deathly Hallows Part 2”, 55% of the audience was over the age of 25. 
The story of our witch Joanna is ultimately a tale of self-esteem and finding belonging, so we believe that this story will resonate with our intended demographic as they are in a time of their lives where they are either experiencing puberty or at an age where they are making large life decisions. The logic behind this line of thinking draws from what’s known as Maslow’s Hierarchy of Needs, a graph that shows the main motivator’s behind human behaviour. 
[image: maslow's hierarchy of needs five stage pyramid]As a person’s needs are met at the bottom of the hierarchy, the importance of the category above it grows. In our audience, their physiological and safety needs have likely already been met. So, they will be looking to satisfy their need for belonging and prestige. This type of audience will likely identify with our protagonist’s journey to self-realisation and thus should find our product appealing.Figure 1 Maslow’s Hierarchy of Needs.


The main series Harry Potter franchise was produced between 2001 and 2011, so to get an understanding of the current marketplace for the Fantasy genre, the grossing of similar films released in 2018 are laid out in the table below. 
	Film Title
	Budget
	Domestic Gross
	International Gross
	Worldwide

	Fantastic Beasts: Crimes of Grindelwald
	200 million USD
	118 million USD
	322 million USD
	440 million USD

	The House with A Clock in Its Walls
	42 million USD
	68 million USD
	62 million USD
	130 million USD

	A Wrinkle in Time
	N/A
	100 million USD
	32 million USD
	132 million USD



There are also some similar fantasy TV series in production also, such as Netflix’s The Witcher adaption and Amazon Prime’s Lord of the Ring’s TV series so it is likely that other production studios believe that there is a place for the fantasy genre going on into 2019-2020.
To reach the largest audience possible, we should try and get our series onto a digital distribution platform as that seems to be the current trend for visual media and I see no sign of it coming to a halt in the next few years. When looking for investors, we should try and get our funding directly from one of these platforms such as Netflix or Amazon Prime. Netflix would be the preferred as they have been funding many original animated series projects over the last year most of which have been renewed for a second season. 
Alternatively, if whoever we are receiving our investment from doesn’t have their own digital distribution platform and are a terrestrial network. We could try and retain the streaming rights, and then license it to a digital distribution platform in the future after the initial run is complete. In this scenario, however, we may have to offer the terrestrial network timed exclusivity on the product or right of first refusal on extensions for the series. Due to our goal of having our initial series be a 10 episode series at 22 minutes an episode, it is unlikely we will reach a point where we qualify for broadcast syndication.
If we are able to get Spellbound onto a digital distribution platform, it would be best to release the entire series at once to facilitate binge watching for our consumers. This will limit the risk of our audience losing interest, so they don’t have to wait each week to see the next episode. 
There are limits on the changes we can make to appeal to international investors, no matter who we pitch to the story will still be set in a fantasy medieval European setting. This is not something that can change based on the territories. We should be able to make some small changes, however, such as changing any written words to the national language of our investors.
Once we have secured our funding and have begun production on the series, we can release the short film to the public over digital platforms such as YouTube. YouTube itself is the ideal location to release the short film as it is frequently accessed by over 95% of our target audience as displayed in the graph below.
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Table 4.  Graph showing the percentage of internet user’s across various age ranges that frequently access YouTube.

Releasing, the short at this time serves the purpose of driving up audience interest in our product before it has been completed, it also allows us to repurpose the work that we’ve already put into the project and use it to help boost viewership for our product.
To market directly to our target demographic, we need to place the advertisements in places where the demographic can be found most densely, based on the above table it is imperative that we get advertisements for our product playing before videos on YouTube. 
Additionally, Spellbound should be advertised on the social site Reddit, with 22% of the users being between the ages of 18-29. Additionally, the general user base of Reddit has at least an education level of college education. This means that all of these viewers would fall exactly where we are targeting on Maslow’s Hierarchy of Needs, the need for prestige. A large segment of our budget should go towards advertisement as that is the best way to increase the lifespan of our product.
Once the full series has been released, we can produce merchandise related to it to target the lower age range of our target audience, such as plush toys, comic books, and clothing. To target the higher end of our target audience, the production notes, scripts and concept art can be compiled into a “Making of” book detailing the series production.
If we are renewed for another series, during the production cycle of the second series would be the best time to release some additional content to help retain audience interest in the product. 
A virtual reality tour of the environment of the internal short could potentially be used to drive interest in our project. As the pilot is going to be produced and rendered using the Unreal Engine, most of the assets from the short film itself can be reused for this content. This VR experience will not only be limited to the 150 million VR users of the world either as YouTube support for 360 videos where camera movement is controlled by the mouse. This has already been utilized by other brands such as for a promotional VR experience for the 2016 movie “Warcraft, where the viewer is given a VR flyover tour of a large city.
Once the second season has left pre-production and has progressed into full production, the pre-production staff could be moved onto creating a comic book to be released prior to the air date of the second series, this will also help retain viewership.

Conclusion
For Spellbound, the best way for it to be financially viable is to reuse as many parts of production as possible and to turn them into merchandise. By reusing the assets for the VR experience and publishing the production notes and storyboards, we can begin laying the groundwork for our merchandising from the very beginning of production.
This will be providing us with a range of merchandise suitable for all members of our target audience having merchandise that appeals to them. The series itself and the merchandise will be marketed via social networking sites and YouTube advertisements as they are the websites with the largest number of users of the 15-25 demographic, these advertisements will generate initial interest in the product alongside the digital release of the original short film prior to the release of the series. By utilizing digital distribution platforms, we can ensure that as many people as possible have access to our main deliverable product.
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