By The Book Gaming
Fantasy Team Description

The Fantasy Team was created at the beginning of 2007 to act on some market research and detailed analysis that indicated a significant interest in fantasy role playing games by participants in action games.  The team for Fantasy is made up of a mix of veterans from the Action team as well as experienced team members hired when the team was created.  2007 was spent in development, with several changes in focus between the four products, described below, during that time.  The Fantasy product line has not produced any revenue in 2008, but is expected to generate $4,000,000 in 2009.  The management team feels this is justified based on the mature but growing market for fantasy role playing games as well as the opportunities that exist by marketing to current customers of the action games and the analytics which provide helpful data for marketing to new advertisers. 
Because the Fantasy products are all being built from scratch, they are being designed to make full use of several of the features from the Infrastructure team, primarily the Core Infrastructure and Analytics features.  The products would also like the improved Chat feature when it becomes available.  The Fantasy team is not terribly interested in the SOA solution because they are not quite sure what benefit it would provide them, and they feel they have gone too far down the path to justify the amount of refactoring required to take advantage of the results of that project.  The use of the Core Infrastructure components allows participants in the Action products to utilize their same profile information in the Fantasy products, which also facilitates easier analytics.
Kung Fu Too

This game combines fantasy role playing in a world of Kung Fu.  The market research showed that many Action customers were also quite interested in Kung Fu and would welcome the addition of a cool kung fu role playing game. There are a few competitors in the marketplace, but BTB feels that this product has a competitive advantage due to its existing stable of Action participants, its in depth knowledge of those participants, and some unique functionality that takes it beyond the current competitors. The management team believes that Action participants will gladly start playing Kung Fu Too and will bring new players into the community, thus providing more reach to these participants for BTB advertisers.  

Vampyre Bytes 
This game provides fantasy role playing in a world where vampires and other monsters are active.  The product was developed based on market research showing interest in vampires driven by continued popularity of Dracula and the surprising popularity of television reruns of Buffy the Vampire Slayer.  There are other competitors in the marketplace, but BTB feels that this product has a competitive advantage due to its in depth knowledge of those participants, and some unique functionality. The market research has shown that many Action participants are excited about Vampyre Bytes and would likely bring in other participants, thus providing more reach to these participants for BTB advertisers.
ForceField
This game is a Star Wars knock off, but BTB has had to be careful due to aggressive intellectual property enforcement by Lucasfilm.  Attempts at a partnership with Lucasfilm have not been successful, so BTB isn’t really sure where to go next.   This product is fully endorsed by Tor Lindvalds the Chief Software Architect who believes it is part of a grand scheme and that if we just trust the force we will have a successful product.  He keeps quoting Yoda with “Do or do not, there is no try” and “Do we must.”  .
QuestMark

This game is a new player in the traditional fantasy adventure role playing.   The field of competitors is quite saturated, but BTB decided to develop this after getting tired of answering questions from its board and key fanatics as to why they weren’t in this space.  They have demonstrated the product and so far it has gotten mediocre reviews.  However, the chief marketing officer feels that with more effort they could have a great product, but he hasn’t really come up with any compelling ideas as to how to advance the product.  Chief Architect Tor Lindvalds thinks that the SOA answer might be just the ticket, but can’t explain why in a manner that anyone can understand, other than “SOA is cool” and “Everyone else is doing it.”
Product Staffing History
The following table shows the historical allocation of the 8 member Fantasy Team on the various products during the past four quarters.  The Dollar figures are based on BTB’s annual burdened rate of $125K/person.

	Product
	2008

Q1
	2008 Q2
	2008

Q3
	2008

Q4
	Total People/

Quarter
	Total (Thousand $)

	Kung Foo Too
	2
	2
	2
	2
	8
	250

	Vampyre Bytes
	2
	2
	2
	2
	8
	250

	ForceField
	2
	2
	2
	2
	8
	250

	QuestMark
	2
	2
	2
	2
	8
	250

	Total People/

Quarter
	8
	8
	8
	8
	32
	1,000

	Total (Thousand $)
	250
	250
	250
	250
	1,000
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