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A look into the target audience, the current market, and possible market strategies for Tale of Two Dragons. Also, under consideration is one-off purchase with downloadable content versus free-to-play with microtransactions, as well as the possibility of expanding interest with figurines.
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Introduction
This is an analysis of the market surrounding the target audience and genre of the game idea Tale of Two Dragons. This report will describe a summary of the game itself and its selling points; the target audience, the games aimed towards them, and some of the psychological aspects of gaming; the market at current, detailing five games in particular (The Legend of Zelda: Breath of the Wild, The Elder Scrolls V: Skyrim, The Spyro Reignited Trilogy, the Skylanders series, and God of War (2018)); the future market, particularly games with similar themes, and their usage of microtransactions as a business model with free-to-play games.
[bookmark: _Toc532215712]Product Summary
Tales of Two Dragons is an open world fantasy adventure, where the player character will be flying through the sky on the back of a dragon to explore a variety of floating islands scattered across the map. There are dungeons and ruins to explore, where the player can find treasure, materials, mysterious technology, and the ancient mythology of the land. The player character is upgradeable through customisable equipment and a level up system, that will allow them to grow how the player wants. Specific skills can be learnt this way, such as better potion brewing or weapon crafting, allowing for a personalised play experience. The companion creature will also be upgradeable in a similar way, through equipment and levelling up, which will allow them to fly further across the map or fight stronger enemies.
The environment will display ruins inspired by the history of the Britons, or the Celts, similarly to how history is displayed through similar games such as The Legend of Zelda or The Elder Scrolls series. This will create a more immersive world and create a game that players will want to play. Norse mythology has been used to a similar effect in games such as God of War (2018) and The Elder Scrolls V: Skyrim, and popular films such as Marvel’s Thor series. There are similarities in style between ancient Scandinavian and Celtic, and it is perceived that this will help bring in fans of the aforementioned series to buy this game next.


[bookmark: _Toc532215713]Target Audience
The two main audiences for this game (Primary: 12 to 16-year olds; Secondary: 20 to 30-year olds) are the larger demographic of gamers, and Role-Playing games are the fourth most popular genre, according to the ESA. By selling to the largest demographic, within a more popular genre, there is a high chance of creating an audience with this game.
The primary audience is 12 to 16-year olds. Game series such as The Legend of Zelda and Skylanders are aimed at this demographic. Competitive gaming is more popular with younger audiences according to the data gathered by the Quantic Foundry: advancing through the map and uncovering islands can create a sense of competition between players, along with how the player character is levelled and customised. This can help build social bonds, which are crucial to development in teenagers.
Competition is less of a factor in gaming as the audience grows older, as players tend to focus more on strategy (as observed once again by the data compiled by the Quantic Foundry). The focus for this audience would switch to focus more on how battles are fought and how the map is explored. By including the material and customisation aspect, players would have to strategize how to use their materials, how to find more, and how best to explore the map and each island. The game series aimed at this portion of the audience are The Elder Scrolls and God of War (2018).
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[bookmark: _Toc532215715]On PC/Steam:
The Elder Scrolls V: Skyrim
The Elder Scrolls V: Skyrim is still a highly popular game on Steam to date (through its updated release, The Elder Scrolls V: Skyrim Special Edition, which is a high definition release with all downloadable content included). Released back in 2011, it still has a large audience (with over 50 thousand people playing the original game simultaneously in 2018), with an estimated 13 million unique players on Steam for the original game. This figure was taken from arstechnica.com, where the original version of The Elder Scrolls V: Skyrim ranks 11th highest unique player estimate on Steam. This game is over ten years old and remains one of the most popular games published by Bethesda.
This game was praised for its character levelling system, which removed the old class system from previous games that require the player choose a class at the very beginning. This allowed players to experiment with different skills as they progressed through the game, instead of being locked into a specific skill set, allowing greater freedom during play.
In comparison to earlier games in the series (primarily Oblivion, as the immediate predecessor), it has been commented on that Skyrim is much more accessible to wider audiences.
[bookmark: _Toc532215716]On Console
The Legend of Zelda: Breath of the Wild
The Legend of Zelda: Breath of the Wild, aimed primarily at teenaged audiences (with an ESRB rating of 10+) has become the most popular Legend of Zelda game through sales alone, and it won the Game of the Year award in 2017. It is highly rated (collated by Metacritic), and reviews frequently comment on the open aspects of the game: the world, the equipment, and its non-linear story (dungeons can be tackled in any order, and the final boss can be fought once the introduction to the game is completed). Downloadable content became available within the same year for extra quests, outfits, dungeons, and in-game items called the Master Trials and Champion’s Ballad. It was originally sold for £17.99 for both together; it was met with mixed reviews.
Breath of the Wild also made use of Nintendo’s Amiibos: plastic figurines with game data that can add elements to any games compatible with them. By September in 2016, two years after their release in June of 2014, Nintendo had sold 39 million amiibo ‘toys’ (according to their financial report for 2016).
Spyro The Reignited Trilogy
The original Spyro the Dragon trilogy came out in 1998 and gained enough popularity to earn a remake, twenty years after its initial release. The series has had a long career through multiple different iterations, including the popular Skylanders series. The original games earned various accolades upon their release:
· The first game, Spyro the Dragon, had an average review score between 70% and 85%, and was the third best-selling game of 1998.
· Spyro: Ripto’s Rage/Gateway to Glimmer earned an average of 8.7 (8.8/10 from IGN.com and 8.6/10 from Gamespot) and was awarded a gold rank in sales with an estimated 200,000 in sales in the UK (figures from ELSPA, now known as UKIE).
· Spyro: Year of the Dragon earned a platinum award for sales from ELSPA, indicating over 300,000 copies sold, and an average score of 91% in reviews from Metacritic. It ranked 14th best game in 2008 by GameRankings, and was praised for its graphics and replayability.
These games were lauded for their easy master, bite-size levels, interesting music, bright colours, and smooth gameplay. The remake of these three games, the Spyro Reignited Trilogy, have also been reviewed favourably with a score of 82%.
Skylanders
Another popular series in the Spyro franchise is Skylanders. These games, as well as the television show Skylanders Academy played on Netflix, are popular with the target demographic for Tale of Two Dragons and share similarities such as the exploration of colourful floating islands, and the inclusion of unique creatures such as dragons and gnome-like creatures. The figurines, which are peripherals to the game that allow the summoning of new characters through a ‘portal’, are also popular: as detailed in the Annual report by Activision Blizzard for 2016, over 300 million Skylanders figurines have been sold, and the franchise is the 11th biggest console franchise of all time. The purchasing of figurines to gain characters is similar to the digital microtransactions of other games, with the addition of a physical peripheral that can be enjoyed as a child’s toy outside of the game.
God of War (2018) was the fastest selling Playstation 4 exclusive in 2018 until the release of Spiderman (PS4), with 3.1 million units sold in the first three days. It is highly rated according to Metacritic, and won Game of the Year for 2018. Praise for the game includes how it looks, the environments and the rewarding exploration, and its engaging story, which is set in Norse mythology. Much of its visual style is inspired by or derived straight from Scandinavian mythology, which is said to have helped the game draw interest from other audiences, such as those who enjoy Marvel’s Thor series.
[bookmark: _Toc532215717]Competition from other Genres
Other Role-Playing games set to come out at future dates are Anthem and Dauntless.
Anthem features player characters dressed in highly advanced mechanical suits to explore abandoned ancient civilizations. It is an online role-playing game to be played with friends. It doesn’t share many similarities to Tale of Two Dragons beyond the similar aspect of exploration through ancient civilisation, but it is a competitor from a popular and well-known publisher EA, which provides it with a large audience from early in development. The exploration factor in this game will be a challenger to Tale of Two Dragons.
In a similar vein is Dauntless, an online multiplayer by Phoenix Labs. In this game players explore the Shattered Isles in a flying ship, hunting large monsters with a small group of friends (up to 4 player multiplayer). The story itself describes: “Powerful, wild, and ravenous for the aether that holds the Shattered Isles aloft, Behemoths are a threat to our very existence. Team up with other Slayers to confront these massive beasts before they consume what’s left of out world.” This closely mimics the plot of Two Dragons in the way that the player character is explore floating islands to find the ancient power that makes them fly. This game is currently Free to Play and in an open test Beta, with release lined up for PC, Playstation 4, Xbox One, Nintendo Switch, and mobile platforms in 2019. 
Their main revenue will come from microtransactions, which will consist of selling cosmetic and boosting items to players, but this brings about unease from consumers after the controversy of microtransactions in EA’s Star Wars Battlefront II (which is detailed in the article Economics of Microtransactions by Intelligent Economist). The profits gained through microtransactions are still high, as evidenced by the profit generated through the free-to-play game Fortnite by Epic Games. In April of 2018 they generated $300 million from microtransactions alone. Finance Monthly talks about ways to use microtransactions to create profit: the ‘wrong’ way being the model that EA used for Battlefront II, where they let players gain an unfair advantage by paying for content (referred to as ‘pay-to-win’), and the way ‘cosmetic-only’ microtransactions have taken their place. By observing the profits from companies following this business model, it is safe to assume that players will still buy content even if it does not affect gameplay.
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Tale of Two Dragons will be aimed at the two largest demographics (12 to 16-year olds, and 20 to 30-year olds), as a fantasy adventure role-playing game to best capitalise on one of the larger consumer markets currently available. By releasing a game into this genre and demographic there is a high change of gaining a large audience.
Microtransactions work as a strategy for free-to-play games where all the content is already available to the player, by offering temporary status boosting items or customisation options. Free-to-play games using ‘cosmetic only’ microtransactions garner less controversy than games that offer upgrades that can constitute as ‘pay-to-win’, particularly when those games have already been paid for up-front.
The selling of figurines in the Skylanders franchise follows a similar method, where players pay for a figurine that provides additional characters and content. The difference between the two is that while microtransactions, both ‘cosmetic’ and ‘pay-to-win’, are digital-only, the purchase of a figurine provides the consumer with a physical item that can be used and enjoyed by the primary target audience. They are also balanced, in that specific figurines did not initially cost more than other in the shop with the sole purpose of adding an advantage to those who buy them.
Digital microtransactions would not work well with Tale of Two Dragons as it is intended as a single-player open world story. There isn’t a social aspect beyond comparing progression with friends, and while temporary boosts to stats or cosmetic items wouldn’t harm gameplay, they are less likely to be purchased when the consumer has already purchased the game in full. If combined with a physical peripheral, similar to Nintendo’s amiibos or Skylanders’ figurines, to unlock content, there is a possibility for a greater market.
Selling the game as a whole, similarly to The Legend of Zelda: Breath of the Wild and The Elder Scrolls V: Skyrim where additional quests are available as purchasable downloadable content, would better suit as a market strategy. The game is intended as a single player story as opposed to an online multiplayer and would therefore benefit as a single purchase with optional downloadable content, as opposed to a free-to-play game funded through microtransactions. The controversy that surrounds microtransactions would not benefit this project.
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