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[bookmark: _Toc532211304]Abstract
This report analyses the current VR market by using reports published from over the last few years. It shows an opening in the market to release ‘The Scraptown Showdown’, a VR shooter set in a sci-fi western. It hypothesises the units sold by looking at current VR games on the market, some of which have been successful and sold over 150,000 units and made over $2 million in revenue. This report also highlights the potential of the VR market with some headsets selling over 3 million units. The target audience has been identified and separated into primary and secondary audiences, which have been hypothesised by looking at similar titles. The report will show the current market strategy for ‘The Scraptown Showdown’ which is aiming for release in Q3 2019 with the additional release of extra content post launch. 

[bookmark: _Toc532211305]Product Overview
[bookmark: _Toc532211306]Brief Summary
‘The Scraptown Showdown’ is a VR shooter set in a science fiction western, with arcade styled gameplay coming to the Oculus Rift, PSVR and HTC Vive. The player is a bounty hunter and will have to fight their way through classic western settings with a sci-fi twist, upgrade their arsenal with various weapons and rid the west of the murderous Scrap-bots. 
[bookmark: _Toc532211307]Unique Selling Points
The main logline for the game is ‘Tin can alley gone mad’ as one of the main draws of the game is to bring the feeling of a tin can alley game to virtual reality. The main hook is the quick shot, quick draw aspect, in which players will always have two guns on their hip holsters, like you’d see in classic western films, ready to be drawn and ready to be used. ‘The Scraptown Showdown’ offers fast paced action, so the player will be constantly moving forward, in and out of cover, with their guns at the ready. The game aims to have very few moments of nothing to shoot at or interact with. ‘The Scraptown Showdown’ offers arcade styled gameplay by having high scores in the millions and over the top multipliers, it is offering a recreation of the classic arcade setting. 
Interactivity, or more commonly known as affordance in the game industry, is another main hook of the game. Affordance refers to an action an object can communicate a way use it (McBride-Charpentier, 2011). For example, a desk with a drawer handle creates an affordance to open it (Game Development Stack Exchange, 2016). In ‘The Scraptown Showdown’, if an object looks like it can be picked up, it should be able to be picked up. Mitch McCaffrey (2017) states, ‘Failing a player’s expectation in a game is almost never a good thing; however failing a player’s expectations in a VR experience is completely immersion breaking.’ And ‘The Scraptown Showdown wants to keep that immersion. Lastly, the game is going for a pick up and play with a low bar for entry. The game should be easy to get into and easy to get out of, offering simple controls that players can quickly get used too. 



[bookmark: _Toc532211308]Demographics
[bookmark: _Toc532211309]Primary Audience 
According to the Entertainment Software Association (2017) the average age of a person who owns a VR headset is 31 (Appendix A), so the main target audience will be between the ages of 30 – 40. Of that audience the most common VR activity is playing a single player video game (ESA, 2017). The primary audience would be looking for a quick, fun experience, which ‘The Scraptown Showdown’ can provide as it aims for the pick up and play aspect. The game will be something the audience can play between chores or after they have come home from work. The primary audience should have disposable income due to the price of a VR headset, and as they are more likely to be in a full time job at that age they should have the disposable income. They will also be interested in technology as VR is a relatively new technology and the audience will want to keep up with current trends. 
[bookmark: _Toc532211310]Secondary Audience
The secondary audience would be between the ages of 15- 25 year olds. According to a poll on Reddit, asking about the demographics for ‘Red Dead Redemption 2’ (Rockstar Games, 2018), out of over 2000 votes around 83% of the audience were under 19 to 29 years old (Appendix B). Though it may have been through Reddit, so the results may seem more skewed depending on the people who use the platform, it does show that between these age groups that they are going to be playing a western themed game. This could be due to the fact that it is a sequel to the original ‘Red Dead Redemption’ (Rockstar Games, 2010), however this doesn’t deny the fact that this audience is interested in the genre in the first place. The audience will be interested and enjoy shooters as that is the main genre of ‘The Scraptown Showdown’. They will also enjoy the fast paced gameplay of ‘The Scraptown Showdown’. Lastly they must also be interested in technology, as they don’t have the disposable income compared to the primary audience, if they are interested in tech they would get it through other means. 

[bookmark: _Toc532211311]Market Analysis
[bookmark: _Toc532211312]VR Market
According to the Superdata 2017 review (2017) VR generated $4 billion in 2017 and console generated $8.3 billion. VR made almost half of what console made which is higher compared to the Superdata 2016 review (2016), which had console generating $6.6 billion and VR generating $2.7 billion (Superdata, 2016). 55% of VR software revenue out of a total of $554 million, came from video games in 2017 (Appendix C) and roughly four in five headset owners’ use or plan to use VR to play video games (Superdata, 2018). According to the Consumer Technology association (Business Wire, 2018) the US alone will see $1.2 billion alone in VR revenue which will grow by 10% each year. If this estimation is correct then the US will have ¼ of the global VR market in 2018. 
UKIE (2018) claim that by 2022 VR content will generate $21.2 billion a year with $12 billion of the revenue from video games. UKIE (2018) state that the UK’s fastest growing entertainment and media sector is VR and it’s expected to grow by 34% annually to reach $1.2 billion a year in revenue by 2022 (UKIE, 2018). In 2018 Sony announced that they had sold over 3 million headsets and over 21.9 million PSVR games and experiences from its initial launch (Yee, 2018), which has almost doubled the 1.6 million units sold in 2017(Appendix D).
[bookmark: _Toc532211313]Software Market
In 2016, ‘Raw data’ (Survios, 2016), a sci-fi themed, VR ‘wave shooter’, became the first VR game to make $1 million dollars in revenue (Handrahan, 2016), retailing at $39.99 it currently has over 152,000 owners on Steam (Galyonkin, 2015) and in 2017 we can see that it made around $2.5 million on PC (Appendix E). ‘Beat Saber’ (Beat Games, 2018), a score based, fast paced rhythm game with impressive visuals, had sold over 100,000 copies in its first month and made over $2 million in revenue (Lang, 2018), retailing at $19.99 it currently has over 282,000 units on steam (Galyonkin, 2015). 
Similar titles of the same genre, ‘Arizona Sunshine’ (Vertigo Games, 2016), a zombie shooter, has sold over 168,000 units on steam retailing currently at $19.99 (Galyonkin, 2015) and it also made $2.4 million on PC (Appendix C). ‘Superhot VR’ (Superhot Team, 2017), a shooter game which time only moves when the player moves, has sold over 158,000 units on Steam, retailing at $24.99. From the Superdata report on XR (2018) we can also see that ‘Superhot VR’ (Superhot Team, 2017) made $3 million in revenue through PC sales and an additional $1.1 million through PSN in 2017 (Appendix C). All the games stated are currently on PSN, Oculus Store, Viveport and Steam. Where these figures only take into account the Steam figures, excluding the data taken from Superdata (2018), their actual figures are possibly much higher among all platforms.
Other VR titles sometimes suffer in sales due to exclusivity on the platform. For example ‘Borderlands 2 VR’ (Gearbox Software, 2018) is currently exclusive to PSVR, however this title may also boost the sales of the PSVR platform, and ‘Robo Recall’ (Epic Games, 2017) is only available on the Oculus Rift. By targeting all VR platforms it will increase the overall product sales. 
‘Red Dead Redemption 2’ (Rockstar Games, 2018) announced that within its first 8 days of launch it had sold over 17 million units (Take-Two Interactive, 2018). This may be a non VR game and a sequel but it does not subtract from the fact that it is a western themed game which has sold very well, implying that there is a large target audience. If you use this data with the poll from taken from Reddit (Appendix B) it is clear that the second target audience will be interested in ‘The Scraptown Showdown’.

[bookmark: _Toc532211314]Marketing Strategy
The game will start development in the Q3 of 2018, so development has already started, and the game will be aiming for a Q3 2019 launch (See Appendix F for visual timeline). With ‘Red Dead Redemption 2’ (Rockstar Games, 2018) releasing in Q4 of 2018, Q3 2019 would be a good time to release a western themed VR game as the subject should still be fresh within the proposed audience’s minds. ‘John Wick 3’ (Summit Entertainment, 2019) is due for release in May 2019, so the proposed audiences will be focused on fast paced shooting action, which “The Scraptown Showdown” can provide.
In Q1 of 2019 an early taster demo will be released, titled ‘The Scraptown Carnival’. The demo will be an early showcase of the game to generate interest and create a community. Constant interaction with this community will give feedback for the future development and also from the players, a few will be chosen to become regular game testers. 
The production cycle will last approximately nine months, with the last three months focusing on post production. During the post production period there will be a strong marketing push to show the game, the game will also be shown at conventions such as PAX East, Eurogamer, and London Comic Con. A demo of the full game will be available one month before release, which will be a more updated version compared to ‘The Scraptown Carnival’ as it will be more representative of the final version. Before the game is launched, as part of the marketing push, the 1st free content update will be announced prior to launch so players will be aware of upcoming content. 
‘The Scraptown Showdown’ will be launched on PSN, Steam, Oculus Store and Vive Port retailing at £14.99 per unit. Epic Games also announced their own video game service so it is another possibility to look into if they allow VR support. The game will be download only as this will cost less money than making it a physical release. The primary sales period will be over the next twelve months, post launch, while also offering regular game updates to fix bugs, balance weapons. 
After a month break post launch, a six month downloadable content (DLC) production cycle will begin. The DLC will then be launched halfway through the sales period, around Q1 of 2020 which will be close to the winter holiday period. The DLC would have been announced before the game launch to the audience will be expecting and looking forward to it. Regular social media updates will also keep the community in the loop. On the 1st anniversary of the games launch, Q3 2020, a free anniversary update will be available to existing and future players. This will be possibly adding new weapons, a new level etc. After this there will be a review on where how to continue with the series, such as possible sequels or spin off games. 
[bookmark: _Toc532211315]Conclusion
[bookmark: _GoBack]From the Superdata reports (2017, 2018) it is clear that the VR market is increasing, where it may not be increasing as much as the console sales it still generates up to half the revenue of console (Superdata, 2018). Unfortunately a lot of reports that were critical to this research were not free so accessing certain data was not available. The data that was available was adequate to prove that VR titles can sell and that the VR market will be a good source of revenue that will increasing. Using the other VR games as a reference, quality VR titles sell well and by expanding to each market, Oculus store, PSN, Vive Port and Steam, it will only further increase the sales. Where Steam’s marketplace does have a lot of titles, PSN and Oculus store have more quality control, and ‘The Scraptown Showdown’ is more likely to sell better on these stores. The release date of ‘The Scraptown Showdown’ is adequate, it does feel if it was closer to the release of ‘Red Dead Redemption 2’ (Rockstar Games, 2018) then the sales would be better. However the online capabilities of ‘RDR2’ (Rockstar Games, 2018) means that they will have regular updates so the life span of their game will be longer and it will still be in the minds of the demographic. By offering a VR shooter set in a western setting, where ‘The Scraptown Showdown’ will not get the same sales as ‘RDR2’ (Rockstar Games, 2018), it will gain momentum from a player base looking for other western experiences. Scheduling regular game updates and constant community contact will ensure that ‘The Scraptown Showdown’ will offer the best possible experience for the player and the future DLC content will allow players to anticipate more content. ‘The Scraptown Showdown’ will be a viable product that can achieve a good amount of sales and revenue.  
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The Virtual Reality page taken from the 2017 SALES, DEMOGRAPHIC, AND USAGE DATA. ESSENTIAL FACTS ABOUT THE COMPUTER AND VIDEO GAME INDUSTRY (ESA, 2017).[image: ]
[bookmark: _Toc532211320]
Appendix B
The poll asking about the demographics for Red Dead Redemption 2 (Rockstar Games, 2018), taken from https://www.strawpoll.me/16553539 . (Original Reddit Post - https://www.reddit.com/r/reddeadredemption/comments/9k4s8p/age_demographic_playing_this_game_and_uses_this/)
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The sales of VR headsets and the virtual reality forecast (Superdata, 2016). 
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Appendix D
Comparing the VR shipments in 2016 to 2017 (Superdata, 2017)
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The top earning PC VR games and PSVR games in 2017 (Superdata, 2017). 
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The timeline for the development of ‘The Scraptown Showdown’.
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