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Target Audience and Personas 

Target Audience: 

1. gender: Male 74% and Female 26% 

2. age: Oculus markets it as ages 13 and older 

a. Oculus reports that ages (13 - 17) 22%, (18 - 24) 26%, (25 - 34) 25%, (35 - 44) 14%, (45 

- 54) 13%. Majority being from 18 – 34 years old. 

3. interests:  

a. Gaming, computers, technology, electronics, news, and media According to SimilarWeb. 

According to Oculus 66% play First-Person shooter games, 47% play action/driving 

hybrid, 45% third-person shooter, 44% sports, and 38% play fighting games. 43% use for 

entertainment, 40% live sports, and 30% life events. 

4. marital status: 38% are married and 51% have children under 18 years old. 

5. occupation:  

a. Streamer or Youtuber. Userbase typically makes around $65,700/Year according to 

Oculus. 

6. education: Mostly in college or already have earned a degree.  

7. location: USA 34.23%, Japan 6.21%, UK 5.9%, Canada 5.08%, and South Korea 4.55% 

8. personality and lifestyle info: Dedicated Gamer, Play-to-Win Gamer, and Steady Gamer 

https://www.oculus.com/
https://scontent.fphx1-3.fna.fbcdn.net/v/t39.2365-6/129941855_2855607357875257_615856443007557645_n.pdf?_nc_cat=110&ccb=1-5&_nc_sid=ad8a9d&_nc_ohc=dPpx36tIg-YAX9HPfux&_nc_ht=scontent.fphx1-3.fna&oh=fca44171ee663f73339acae2d7f6f3bf&oe=617CEE01


9. goals: Play games in VR that lets them experience games more natively, enjoy the latest tech and 

gaming. 

10. purchase barriers:  

a. Dedicated Gamers will buy whatever the latest and newest hardware and most popular 

and competitive games, whereas Play-to-win gamers are more likely to buy if they have 

friends and family to join them in playing VR games. Other gamers are still waiting for 

VR to be more mainstream and develop more for the average consumer. 

11. how their purchases on your site fulfill their needs? 

a. Lets users experience VR gaming and media. It lets users get play games while being 

active and getting some exercise like the Nintendo Wii, and lets parents enjoy some 

quality time with their kids while gaming. 

 

Personas: 
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