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Market Opportunity

R.O.B.A
Racing Online Battle Arena is a genre that 
merges the speed of a racing game with 

the action of a MOBA
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Market Overview
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Description

At the Grand Central Mall, toys are excited by the annual competition called 
“Playthings Chase”. Every year the best toy racing team win a big prize, 

the “Golden Shelf ”. This Year Teddy Bears, Dolls, Robots and Dinosaurs are the 
favourite teams. Will you take part in the fight for a chance on the field!

Playthings Chase is a racing online battle arena that aims to make 
the players build, destroy and rebuild their own toy car and run in the 

challenging story mode or against their friends.
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Gameplay

Car

Fox

Fox

Victory

Enermy Base
Car

Car

Car Pew Pew

Enermy Base

Car Pew Pew

Enermy Base

•	 Enermy Bases flight over the arena, shooting 
at players cars.

•	 Players must blow up the enermy base, 

•	 Collect the fox spawned at the explosion

•	 Take the fox to a randomly selected place of 
the map

Base Route
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Virtual Reality

Pew Pew

Enermy Cars

Base
Bases deploys turrets

VR Players only will guide bases 
in first person,  deploying turrets, and trying 
to resist as long as they can.

Meanwhile common players will controll cars

and control them
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Keypoint

•	  Various gameplay modality

•	 Short fun matches

•	 VR Integration

•	 Innovative art styles

•	 Mindblowing fx and physics

•	 Social Network Oriented Content 
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Customer Segment
•	 8+ adults
•	 Boys & girls
•	 Midcore gamer
•	 Racing gamer
•	 MOBA gamer
•	 Achievers
•	 Killers

Market Overview

Channels
•	 Xbox Store/UWP 
•	 Steam
•	 Playstation Store

Expected Maximum Players

Expected Maximum Players

Breackevent Point

Breackevent Point

Target Audience

Target Audience

1.5 M Players

650 K Players

90 K PLayers

50 K Players

25 M Players

10 .8 M Players

20%
20%

4%
0.075%

18%
18%

1%
0.08%

Steam

Players

Players

CONSOLES
60 M

125 M
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Business Model

Customer

Cost Structure

In House
Server

Outsource

Marketing Campaign

(East EU)

Crowfunding Customer Relationship

Social Media

Reddit Twitch
Party And Events

Key Partners

PS Plus
Sony

XBOX ID
Microsoft

Merchandising

Fixed Price

DLC
Add On

Steam
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Copyright © 2015 Sergey Galyonkin Steam_Spy

SUCCES ON STEAM:
Developer e publisher: Psyonix 
Genre: Action, Indie, Racing, Sports
Release date: Jul 7, 2015 
Price: $19.99 

Userscore: 94%  Metascore: 86% 
Owners: 2,717,067 ± 38,076Rocket League

our main competitor in the PC market

Developer : Nadeo
publisher: Ubisoft 
Genre: Action, Arcade, Racing
Release date: Jun 20, 2013
Price: $4.99

Userscore: 90%  Metascore: 70% 
Owners: 298,867 ± 12,682TrackMania Stadium

Developer e publisher: Refract
Genre: Action, Indie, Racing
Release date: Dec 9, 2014 
Price: $12.99 

Userscore: 95%   Metascore: 93% 
Owners: 90,253 ± 6,972DISTANCE

Competitors
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Our Team

Team Leaders

Umberto Vollono
CEO\Technical Director
Linkedin: uvollono

Giorgia Lezzi
COO\Art Director
Linkedin: giorgialezzi

Environment Artist
Federico Mora

Davide Di Lorenzo
Character Artist

Texture Artist
Lorenzo De Liguoro

3D Artists

Federico Bellini
Environment Artist

Vittorio Silini
Environment Artist

Programmer

We still need:

Designer

External Contributors

Sound Designer
Francesco Bruno

Art Director
Alessandro Vona

Concept Artist
Alessandro Miracolo

Game Programmer

Game Designer

Francesco Venco

Luca Imbriani

(1) Concept Artist

(1) PR - Com. Man.

(1) IT Service

(2)  Programmers

Quality Assurance

Sarah Poletti
Q&A
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Clients

Track Records

2012
2013 2014

2015
2016

GAME ART  
outsourcing
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Milestones

te

Playthings Chase
From prototype to Early Access in about 12 month 

PROTOTYPE
August 2016

February 2017
June 2017

January 2018
June 2018

February 2019KICKSTARTER

RELEASE

40K Units
500K Goal

+10$ Pledge
12$ each copy 

20$ A copy 

RELEASE
RELEASEEARLY ACCESS/

BETA

Steam
Consoles Mobile

Steam
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What We Need

Production 

•	 In-house and outsourcing production

•	 Advertising and Kickstarter campaign

•	 Server Maintainment

•	 Steam Publishing and Fees

•	 Consoles Porting and Publishing

•	 Estimated Production (Steam) Costs

•	 Required Revenues for Profittability

•	 Net Revenues

•	 Units To be Sold

1 Million

1.8 Million

1.15 Million

90.000 +-

500K

450K

50K

30%

150K



uvollono@unrealvisionstudios.com
www.unrealvisionstudios.com


