During our production meetings (specifically production meeting 3) we decided that the primary target audience for the show should be between 16 to 20 year olds, this was because those ages would be the most interested in the show’s subject matter (gaming). The primary target audience are specifically targeted towards University students (O66, Student Scene & Social Class E) since that demographic commonly plays video games in their spare time. Since we’re targeting students, we chose to have a nonspecific family size and the martial status of unmarried since they’re much more likely to be both of those things. We don’t plan to target a specific gender or ethnicity for the show as gaming is something all genders and ethnicities do and all of our target audience profiles reflect this. The location we’re targeting are audiences who live in a city in England, as they’re more likely to buy games since they live nearby to stores that sell them. Since the show airs so late into the night, there’ll be a 30 minute edited version that airs on Saturday afternoon for this target audience specifically (mainly 16 and 17 year olds) to watch the show.
Our secondary would be targeted towards a slightly older audience. 21 to 28 year olds would still be interested in playing games and would be able to buy them themselves. They’d also be able to watch the show as it starts at 6pm which is when they’d come home from work. They would most likely live in apartments in England as they grow into adulthood. This is the same reason we chose the J41 (Youthful Endeavours) mosaic group as well. The occupations they’d have would fit with social class C2 as they take jobs that are lower in ranks but still pay enough for them to be able to afford their rent. We also chose to target males as our secondary audience as they’re stereotypically associated with games. The family size was chosen to be nonspecific as the secondary target audience may or may not have a small family to take care of.
For our tertiary audience, we continued to target older audiences by targeting 30-40 year olds. We chose this age range as they’d specifically be interested in the retro gaming section the show will have and would have nostalgia for playing video games even if they may not have time for them anymore. They might also be interested in what younger people would have to say about the games they grew up with. They would be able to settle down and take care of a small family at this age as well, being more likely to be married than any of our other target audiences. Since they’ve been working for years they’d most likely be in the B social class to earn enough money to take care of themselves and family, this is the same reason we chose to have the tertiary targeted location be in the suburbs in England. Women don’t have many gaming-related programmes that are targeted towards them, so we concluded that it’d be a good idea to target them as well. The mosaic group we chose for this audience was H32 (First-Rung Futures) as that group have homes in well kept but affordable areas.
