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[bookmark: _Toc37780901]Introduction
As my part of the new product business innovation plan, I will discuss the market, competitors and marketing strategies for our product idea. I will deliberate on whether there is a market for the product, whether there are any competitors and the environment in which the product would be designed and releasing in. I will then go on to discuss product promotion, pricing strategies, development and distribution. Finally, I will go through some of the advertising for the product such as social media, logos, posters/flyers etc. 
[bookmark: _Toc37780902]The Market and Competitors
I will analyse the gaming industry and determine whether there is a market for a product such as ours. To do so I will investigate the statistics on how many people are playing games in modern times and will put out a questionnaire online to see if there would be interest in the product idea of custom-built arcade gaming machines.
[bookmark: _Toc37780903]Is There a Market for the Product?
According to an article on BBC News “Gaming is worth more that video and music combined” [1] going on to say the game industry was worth £3.86 Billion or $4.85 Billion. This suggests that the gaming industry is a viable market for a product to be successful. Also WePC had a statistic on their site suggesting that the arcade game genre on mobile had the most downloads in 2016 at 63.1 million [2] which implies that people enjoy playing arcade games. I put together a questionnaire for people online to answer, to gauge the interest in playing arcade games and interest in a physical product. Some of the questions asked were:
· What genre of games do you enjoy?
· How likely would you go to an arcade to play games?
· What’s the likelihood that you would purchase an arcade machine for personal use?
· Would you be interested in a portable arcade machine?
From these questions I got the statistics that 64 percent of the people who answered said they enjoyed arcade games. 28 percent of people said they would go to an arcade to play games; 14 percent would purchase an arcade machine and 35 percent were interested in a portable arcade machine.
[bookmark: _Toc37780904]Who are the Competitors?
There are several businesses in the UK that sell and rent arcade machines to businesses and privately alike one such company is “Classic Arcade Machine”, who offer custom arcade cabinets with custom artwork. Uptight cabinets on their website sell for £1069 and up [3]. Another company that provides products that are closer inline to our idea is “Arcadecity” who also provide classic upright arcade machines but also make smaller more modern machines and fight sticks(arcade style button and joystick on a small board that connects to a tv to play preloaded games). Average price for an upright arcade machine is between £1000 to £1500 and the fight sticks are between £300 and £450 [4]. The unique selling point of both businesses is that they allow the customer to change or customize the design of the machines to their liking that give a bespoke feeling.
[bookmark: _Toc37780905]PESTLE
I will complete a PESTLE analysis to track the external influences for our business idea. These influencers include politics, society, the economy, technology, the law and the environment. 
[bookmark: _Toc37780906]Political
There are a couple of political issues that may affect a new business, these include the British exit of the European Union and the current Covid-19 pandemic. Brexit is a complicated thing to discuss because it is unknown completely how it will affect the businesses of the UK. According to the Data Centre Review Magazine there are positives and negatives. Some of the positives include the “$1 billion” investments each month in the UK tech sector and the possibility of free trade with other markets increasing the demand for UK made products. Some of the negatives consist of  harder to establish international presence and harder to obtain talent from European countries [5].
With the current situation regarding the Covid-19 Pandemic and the coronavirus emergency bill put into place setting up or running a business is an extremely hard task, as all non-essential work is required to be done at home and social distancing is active. 
[bookmark: _Toc37780907]Economic
At this time the economy has been impacted greatly by the coronavirus outbreak. With production lines slowing, travel being halted, non-essential businesses closing and countries going on lockdown, the thought would be that people wouldn’t spend money on home entertainment. In the U.S Verizon have reported web traffic related to gaming at peak hours has increased by 75% according to a blog on Mintel [6]. This could be since many people are at home isolating themselves and need entertainment. Because of this, now would be a brilliant time to release a product to help with their need.
[bookmark: _Toc37780908]Social
The target market for our product includes people ranging from teenager to adult in the UK. In 2012 an ISFE report examining UK consumer attitudes to video games was produced and on the United Kingdom Entertainment Industry website there is a quote saying “The survey also really shows the ever-growing acceptance of games as an everyday pastime. This is also being seen politically; over the last two weeks we’ve held meetings with 11 senior politicians from the major political parties and all of them had a very positive view of what games could offer society and the economy, giving us more scope to build on our recent political wins of tax breaks and getting children coding.” [7] Showing the social attitude toward gaming is a positive one. According to Statista in 2019 93% of households have access to the internet in the UK [8] allowing us to be accessible to the majority of our target market.
[bookmark: _Toc37780909]Technological
For the products that we’re making the technology evolves at a fast rate, with computer components like CPU’s and graphics cards being refreshed every year or so to keep up with the heavy demand of modern computing or gaming. What we are making doesn’t require high end components because we are focusing on retro gaming, which only requires a small amount of power compared. Although we don’t need the computing power of the more modern components, some things that could be beneficial is better wireless capabilities with Wi-Fi and Bluetooth, better IO(input output) and better power efficiency. For what we are doing we have decided to go with the Raspberry Pi 3B+ for the portable machines. There is a newer Raspberry Pi 4 available but the improvement that it has over the 3B+ is small and incremental, so I don’t believe it’s worth paying the extra for it. The software that we are using is an open source reference for emulating multiple gaming consoles or machines called MAME, that can be modified for the specific use of our arcade machine. There is a possibility that a company could create proprietary software to emulate the games better but MAME has lots of people working on it to keep it up to date as shown on their wiki work in progress page [9].
[bookmark: _Toc37780910]Legal
Some of the legal questions that arise for our product are around the use of emulation software and the ability to provide games to the customer. For the software we are using it is open source and has a GNU General Public License [10]. The developers made it clear on their website that their product is free to use and distribute if we use the 3-clause BSD License which consists of:
1. Redistributions of source code must retain the above copyright notice, this list of conditions and the following disclaimer.
2. Redistributions in binary form must reproduce the above copyright notice, this list of conditions and the following disclaimer in the documentation and/or other materials provided with the distribution.
3. Neither the name of the copyright holder nor the names of its contributors may be used to endorse or promote products derived from this software without specific prior written permission. [11]
As for the games, we decided that not providing them would be best as we would have to purchase a license per game for each machine we sell.
[bookmark: _Toc37780911]Environmental
The Raspberry Pi is manufactured in the UK, so when we order them, they don’t have to be shipped a large distance to reach us, which is more environmentally friendly. When it comes to packaging, we will make sure we a comply with the Packaging (Essential Requirements) Regulations provided by the department for business innovation & skills. “The essential requirements are, in summary: 
1. Packaging volume and weight must be the minimum amount to maintain the necessary levels of safety, hygiene and acceptance for the packed product and for the consumer.  
2. Packaging must be manufactured to permit reuse or recovery in accordance with specific requirements. 
3. Noxious or hazardous substances in packaging must be minimised in emissions, ash or leachate from incineration or landfill.” [12]
[bookmark: _Toc37780912]Marketing Plan
In this section, our target market and Marketing strategies will be discussed.
[bookmark: _Toc37780913]Who is the Target Market?
As mentioned earlier the target market is for people in their teens up to the ages of 40 or so, this is because the percentage of people in these age ranges that play video games is high enough that there would be interest for our product. Another though is that out product would be targeted for people on the older range like 20 – 40 because we are providing classic games that might play on some nostalgia these people may have. Another reason for targeting the older range of people is they are more likely to have disposable income to be able to purchase an item such as ours.
[bookmark: _Toc37780914]Marketing
[bookmark: _Toc37780915]Promotion Strategy
The goal for product promotion is to get our name and product seen by as many people as possible, have them understand what our product is and have them interested enough to make a purchase. According to Introduction to Business by BC Open Textbooks promotional campaigns may seek to achieve one or more of these goals:
1. Creating awareness
2. Get consumers to try products
3. Provide information about the product
4. Keep loyal customers
5. Increase frequency of use
6. Identify target consumers
7. Teach the consumer [13]
To do this we will have to advertise on all platforms available to us including social media, local papers, flyers or even television or radio. A well-made slogan and logo will help customers remember us and think of us in the future and an easy to use website will help customers make a simple purchase.
[bookmark: _Toc37780916]Product Price
The price of the competitors’ products for the portable plug and play consoles are average £299 to £399 and the upright cabinets average £1000 to £1500, to undercut them would bring more attention to our product, but the price needs to be enough to cover the cost of making the products.
[bookmark: _Toc37780917]Place of Development
Currently the product has been developed in the classroom and at each member’s homes.
[bookmark: _Toc37780918]Distribution
Right now, the business is small so distribution can be done by packaging the portable machines by hand and shipping them using a mail service such as royal mail. The upright cabinets would possibly require a van to deliver the item to people personally because it would be very costly to use mail services. Another option would be to send them in parts for the consumer to put together.
[bookmark: _Toc37780919]Brand Advertising
[bookmark: _Toc37780920]Graphics
The first revision of the logo is below, capturing the nostalgia for classic games with the font and the 1up mushroom from Mario tying into our name. This logo was designed by Dan.
[image: ]
Figure 1 First Logo
I also tried designing a logo and came up with two versions, I wanted to go for a retro arcade look, and tried to replicate a neon sign style while also using a font the is reminiscent of retro games.
[image: ]
Figure 2 Kieran’s Logo Attempt 1
I wanted to get the Mario 1 up mushroom in there as well, so I made the second revision.
[image: ]
Figure 3 Kieran's Logo Attempt 2
[bookmark: _Toc37780921]Website Posters/Flyers
So far, we haven’t made a website, poster or flyers for the product but with the skills of the group, we could produce them with ease if needed.
[bookmark: _Toc37780922]Social Media
Social media is very important to get our product and brand information out to the public. Facebook, Twitter, Instagram and YouTube are the main platforms to advertise on. The best way is to have a presence on all the platforms available. Some of the platforms have facilities to push advertisements to the population and then hopefully those people share the product on. Social media would also be helpful to get feedback on the product from people to then make improvements.
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