2




Contents
The Market and Competitors	1
The Product Market	1
Our competitors	2
Feedback from Users/Customers	2
The Marketing Plan	4
Who is your Target Market	4
Our Promotion Strategy	4
Distribution Method	5
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[bookmark: _Toc162552390]The Product Market
Roguelike games are a genre games that differ from other genres of games; this is due to the style of the games which include characteristics such as dungeon crawling, randomly generated levels/runs, 2D/3D platformers and, different builds and attainable skillsets/weapons permanent death of the playable character.
After conducting some research into the statistics of roguelike games and the general growth/stability when it comes to staying afloat within the market (please see screenshot below for reference), we can see that there is in fact a vast extensive market with a market growth estimation of $57,336 million by 2030, increasing from the most recent $23,153 million last recorded in 2023, with a CAGR of 12.3% of 2024 to 2030 [1].
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[bookmark: _Toc162552391]Our competitors
According to the research conducted by myself, some of our competitors are the following but not limited to:
· Motion Twin (Created Dead Cells)
· Dodge Roll (Created Enter the Gungeon)
· Nicalis, Inc. (Created Binding of Isaac)
· Cellar Door Games (Created Rogue Legacy 1 & 2)
· Supergiant Games (Created Hades)
These are just to name a select few of the biggest games in the roguelike industry [1]. 
According to the public Steam Marketing Tool, Hades being published at the pricing of $24.99 has brought in a net revenue of $110 million, The Binding of Isaac was published at the price of $14.99 has brought in a net revenue of $73 million, Dead Cells was published at the price of $24.99 has brought in a net revenue of $61 million, Enter the Gungeon was published at a price of $14.99 and has brought in a net revenue of $20 million and Rogue Legacy was published at the pricing of $24.99 and has brought in a net revenue of $6.2 million [2].
Comparing this to the market price we are publishing our game at which will be around $10 (converted from the British market price we have set at £7.99 into USD), I feel that this will allow the game to gain a foothold and build a reputation for the company and the game itself because of the amount of content available, support, effort and strategizing put in to the overall project.
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After creating a short survey for our game testers to fill out to give us feedback after they were satisfied with the playtime they invested with the early alpha version of our game, the following was the feedback we gained back: [image: ]
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[bookmark: _Toc162552394]Who is your Target Market
The Sugar Crash target market is aimed at teenagers and adults primarily as the game centred around a character attempting to adapt to a new lifestyle and change for the better by becoming fitter and healthier fighting off lots of candy such as the candy mafia. 
Due to the appeal of chocolate, snacks and candy to teenagers and the fact that during adulthood, the dietary changes need to be made in order to sustain and maintain a healthy body later on in life, we felt that this age range of target market was most suitable for those reasons.
[bookmark: _Toc162552395]Our Promotion Strategy
Having a strong marketing and promotion strategy is a key driver and factor into allowing the product to be pushed properly to the right audience and to gain the necessary traction it needs in order to allow the company to grow and invest more time, money and resources into the Sugar Rush.
Myself and the marketing team will be pushing the promotion through the following ways:
· Gaming events such as Insomnia and Twitchcon
· Social media compaigns
· General media Prescence 
· Sponsorships
A method of marketing we have already attempted but have been unsuccessful in so far would be the attempt to branch out and contact much larger candy, snack and chocolate companies in order to advertise them within our game as well as attempting to get the community involved on social media such as X (formerly known as Twitter). 
[image: ][image: ]Please see the below screenshots to see how these attempts went:
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[bookmark: _Toc162552396]Distribution Method 
Our main method of distribution would be distributing the product on Steam which is dubbed “The Ultimate Gaming Platform” easily ranking #1 out of all the gaming platforms therefore, myself and the team established that this would be the best platform in order to get our game registered, through the greenlight method for early access indie games and then eventually releasing the full thing on the market for users to try out. 
As you can see in the below screenshot, this is our game (unreleased to the public) on the steam store. We are planning to provisionally release the game on the steam market around October 2024, the time gap from now to then will give myself and the other departments enough ample time to actually push it to state which we are happy to release a beta out to the public.[image: ]
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