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[bookmark: _Toc128647313]Overview of the business idea and it’s product/service
E-sports nowadays is one of the fastest emerging industries worldwide. Entrepreneurs from different parts of the world are investing in this particular industry due to its high demand among the public. We will start a gaming company that will develop different games based on different themes. Likely subtleties of the thought, item, or administration presented by the e-sporting event to clients:
· Game Highlights: The e-sporting event could offer different elements to make it connect with and a good time for players. This could incorporate various game modes, differing trouble levels, and exceptional mechanics that make players want more and more.
· Cutthroat Play: The game could offer a serious play choice, permitting players to contend with one another in online matches or competitions. This could incorporate highlights like competitor lists, rankings, and prizes for top entertainers.
· Social Highlights: The game could incorporate social elements to assist players with interfacing with one another. This could incorporate discussion boards, gatherings, and different highlights that permit players to shape networks around the game.
· Customization Choices: Players could partake in the capacity to redo their gameplay experience. This could incorporate elements like person customization, skins, and other corrective choices that permit players to communicate their singularity.
[image: Page 29 | Esports online Vectors & Illustrations for Free Download | Freepik]
Figure 1(Source: Freepik, 2023)
[bookmark: _Toc128647314]Ownership and Legal format of the start-up
The first step you need to take before starting your start-up is to plan the whole thing. You have to prepare a whole blueprint in your mind for the business you are planning to start. To establish our idea of a start-up into a full-fledged legal business, we have to make it a legal entity by registering the company name. An individual needs to apply for a business bank account for the smooth working of the business. We have to get all the necessary permits and licenses required according to the law.  After that we have to create an official website of our business where the public can access all the information of our company. One should always take full insurance of the whole business to cover the losses in unavoidable circumstances (Dhandhania and O'Higgins, 2022). 
[bookmark: _Toc128647315]Management of the company (Owner, employees and the requirements for external professional service/ experts)
The company will be headed by the owner designated as the CEO of the firm. He will be the person in charge of the whole business. CEO have all the powers and is the face of the company, he is the person who will bring everyone together to achieve the desired results. After that role of CFO (chief financial officer) and COO (chief operating officer) comes into the picture. They both help the CEO to make rules and regulations and act as a bridge between the management team and the CEO. And then there is extended management, where product owners work. These product owners do weekly meetings to discuss and share information, and they also give feedback to the upper management regarding the product or services. People working in this extended management are responsible for the performance of lower level and overall output of the company. (Zaheer et al., 2022)
Although the gaming industry is such an industry in which we don't need any external services if the company is capable enough to handle all tech-related problems by itself. But in some cases, gaming companies need assistance from outside their structure to resolve unavoidable circumstances. They hire tech experts and take their services in case of emergency (Fang, 2019).
[bookmark: _Toc128647316]Explanation of the target market and the marketing strategies the company will adopt to reach their customers
Most gaming companies aim to target the audience from the age group of 14-25 because as a society we believe that young people generally get attracted to the game.  This is the reason most video or mobile game developers keep the younger audience in mind while developing the game. But this is a myth only or we can say that it's fiction, not a fact. According to a 2021 report by the FH Westküste University of applied sciences, not only does the younger generation enjoys playing PC and online games people from different age group loves to spend time on these games (Liu, Perry and Gadzinski, 2019). According to their study, data on people playing online games twice a week are as follows:
	14-19 age group 
	80%

	20-29 age group 
	70%

	30-39 age group
	67%

	40-49 age group
	55%

	50-64 age group
	36%

	The 65-75 age group
	28%



The above-mentioned data shows that apart from people belonging to the 14-19 and 20-29 age groups people from the 30-39, 40-49, 50-64, and 65-75 age groups are also actively playing video games twice a week. The most shocking figures are from the last two categories, even people from the age group of 50 to 75 are playing video games at 36% and 28% respectively. It proves that the target audience has nothing to do with the age of people even gender does not affect the target audience either. The same study reveals that 45% of women said they play games regularly compared to 59% of men. By keeping the above data in mind our company will make a product for everyone irrespective of age group. Our company will utilize social media at full capacity. Tech-games as a firm will promote products to the highest level possible through digital marketing (Samaroudi, Echavarria and Perry, 2020). This company will target the tools of digital marketing to viral our product among the masses. 
[image: ]
Figure 2(source: Globaldata)
[bookmark: _Toc128647317]Evaluation of the business idea by using the SWOT analysis model
Strengths:
· Interesting idea with potential to draw in many players
· Capacity to construct major areas of strength for an around the game
· Valuable open doors for organizations and joint efforts with other gaming organizations and e-sports competitions
· Potential for high benefit through the offer of in-game things and sponsorships (Hongxiong and Huiming, 2022). 
· For example: A gaming startup with an unexplored idea and creative people can easily draw the attention of game lovers. High-tech games can bring more and more customers under their wing by establishing joint ventures with other firms. Gaming companies can also earn huge profits through sponsorships along with main revenue. 

Weaknesses
· High contest in the gaming business, particularly in the e-sports market
· High advancement expenses and need for continuous updates and upkeep
· Trouble in breaking into an all-around laid-out market (Newman et al., 2021).
Amazing opportunities
· Developing prominence of e-sports and cutthroat gaming
· Development of the gaming business and expanded interest in online multiplayer games
· Potential to foster the game for different stages and markets past the UK
Threats:
· Quickly changing innovation and purchaser inclinations in the gaming business
· Trouble in getting sponsorships or publicizing income
· Administrative changes and legal difficulties in the gaming business (Hong, 2022).  
[bookmark: _Toc128647318]Assessment of the current external environment by using the PESTEL analysis model
A Pestel analysis helps a firm to build a strategic framework that is generally used to evaluate the business environment. 
Political:
· Guidelines on gaming and e-sports might affect the turn of events and dissemination of the game
· Brexit might influence economic deals and organizations with other gaming organizations (Jose and sagar, 2021).
· For example: Many countries in the world have banned the PUBG mobile game due to security issues. This proves how political factors of a country can reduce the market of the gaming industry. If a game violates the law of land in that scenario also government can impose sanctions on the company.

Economic:
· Economic circumstances and customer ways of managing money might influence the productivity of the game
· Cash variances might influence the expense of advancement and dispersion
Social:
· Developing the prominence of e-sports and serious gaming presents a chance for the game
· Social patterns and changing customer inclinations might influence the interest in the game (Miller and Pestal, 2020).
Technological:
· Quickly changing innovation and headways in gaming might affect the advancement of the game
· Arising advancements like computer-generated experience and increased reality might introduce amazing open doors for the game
Legal:
· Legal difficulties connected with licensed innovation, copyright, and protection might affect the turn of events and conveyance of the game
· Changes to information insurance regulations and guidelines might affect the assortment and capacity of client information
Environmental:
· Environmental variables are not prone to fundamentally affect the turn of events or dissemination of the game (Samaroudi, Echavarria and Perry, 2020).
[bookmark: _Toc128647319]Identification of the key marketing factors by using the 4Ps of the marketing mix model
Product: In the gaming industry your game or video game is your product so you have to present it differently and uniquely.  In this start-up, you have to describe your product so that it can look better than others in terms of variety, quality, design, and other features. While showing your product in the gaming industry words and pictures plays an important role. When it comes to the name and picture of the product one should use it properly. Sometimes games get worldwide fame only because of pictures, so the use of pictures in the gaming field is very important. Words and pictures can create a huge buzz for the product if done appropriately. The smartphone game PUBG is a major example of picturization on gaming products. (Wanjohi and Kithae, 2022)
Price: Pricing any product is a very easy task but prices refer to how much someone has to pay for your product. One thing new start-ups should keep in mind is that price of the product should not be more than the perceived value in the market. If you are going for a higher price than its perceived value then they are very high chances your product would not live up to the commercial potential. Customers took the pricing of a product very seriously and make their perception about the product accordingly. So, pricing the product is a very important task to make it successful among the public (Sloan et al., 2023).
Promotion: promotion of the product is very important in the gaming industry. in video games, one can offer discounts through different mediums. Offering discounts, promoting your product with the help of gaming influencers, speaking at a major gaming event, and organizing exhibitions are part of a promotion in the gaming industry. one can also endorse games through trailers, logos, messaging texts, videos, and gameplay screenshots. Although nowadays promotion for new games is also done with the help of movies, web series, etc (Xiao, Henderson and Newall, 2022).
Place: Digital distribution channels are the best options for people to buy gaming products. Most gaming companies sell the majority of their products through online distribution outlets. Online distribution outlets are such as the official website of the company, social media pages, etc. companies that have reached worldwide have their stores in different countries. However, customers mostly prefer to purchase gaming products from digital platforms than going to stores.
[bookmark: _Toc128647320]

Cash flow forecast
Business financial strategy and risks
	Startup cost 
	Amount 

	Rent  
	4800

	Utilities
	6000

	Salary
	8400

	Advertising
	5600

	Insurance 
	1200

	Total expenses 
	25000
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	High-Tech Games  - Projected Cash Flow Forecast 2023

	 
	January
	February
	March
	April
	May
	June
	July
	August
	September
	October
	November
	December

	 
	£
	£
	£
	£
	£
	£
	£
	£
	£
	£
	£
	£

	INCOME
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Sales
	500 
	800 
	1,500 
	2,500 
	3,300 
	4,500 
	6,000 
	8,000 
	11,500 
	13,000 
	16,000 
	20,000 

	Bank Interest
	0 
	467 
	413 
	371 
	349 
	342 
	360 
	407 
	496 
	656 
	849 
	1,107 

	One-off Income
	15,000 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Loan
	10,000 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Grant
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Total Income
	25,500 
	1,267 
	1,913 
	2,871 
	3,649 
	4,842 
	6,360 
	8,407 
	11,996 
	13,656 
	16,849 
	21,107 

	EXPENDITURE
	
	
	
	
	
	
	
	
	
	
	
	 

	Rent
	400 
	400 
	400 
	400 
	400 
	400 
	400 
	400 
	400 
	400 
	400 
	400 

	Insurance
	100 
	100 
	100 
	100 
	100 
	100 
	100 
	100 
	100 
	100 
	100 
	100 

	Rates
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 

	Utilities
	500 
	500 
	500 
	500 
	500 
	500 
	500 
	500 
	500 
	500 
	500 
	500 

	Overdraft Charges
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 

	Loan Repayments
	0 
	833 
	833 
	833 
	833 
	833 
	833 
	833 
	833 
	833 
	833 
	833 

	Loan Interest
	0 
	1,000 
	1,000 
	1,000 
	1,000 
	1,000 
	1,000 
	1,000 
	1,000 
	1,000 
	1,000 
	1,000 

	Salary 
	700 
	700 
	700 
	700 
	700 
	700 
	700 
	700 
	700 
	700 
	700 
	700 

	Vehicle charges
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 

	Advertising
	450 
	450 
	450 
	450 
	450 
	450 
	450 
	450 
	450 
	450 
	450 
	450 

	Wages
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 
	0 

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Total Expenditure
	2,150 
	3,983 
	3,983 
	3,983 
	3,983 
	3,983 
	3,983 
	3,983 
	3,983 
	3,983 
	3,983 
	3,983 

	 
	
	
	
	
	
	
	
	
	
	
	
	 

	Opening Bank Balance
	0 
	23,350 
	20,634 
	18,563 
	17,451 
	17,117 
	17,976 
	20,352 
	24,775 
	32,788 
	42,460 
	55,326 

	Net Cash Flow
	23,350 
	-2,716 
	-2,071 
	-1,112 
	-334 
	859 
	2,376 
	4,424 
	8,012 
	9,672 
	12,866 
	17,123 

	Closing Balance
	23,350 
	20,634 
	18,563 
	17,451 
	17,117 
	17,976 
	20,352 
	24,775 
	32,788 
	42,460 
	55,326 
	72,449 





[bookmark: _Toc128647321]Conclusion
As we discussed the whole idea of a start-up in the gaming industry. At the moment gaming industry is one of the important sectors in all parameters, be it revenue, reach, public support, or future growth. Every year gaming industry is witnessing a lot of startups and the majority of them got public appreciation. After analysing the whole business idea, one can say that a startup idea in the gaming industry is not a bad idea.
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