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	Key partners 
Who are our key partners? 
Amplified Lounge will look to be an independent business. However, we will be open to collaborate with other local businesses and local cafes in order to organise a variety of joint events. 

Partners in the area could include:
Artisans 
Grannies Kitchen
Chomp and Go 
The Mulberry Bush
The Victoria Hall
Who are our key suppliers? 
Our supplies will be supplied by Welsh local suppliers.
Types of partnerships:
We will look to take a joint ventures partnership approach with local businesses in order to cooperate and create events that will benefit the community. 








	Key Activities 
· Research and Development/problem solving.
Researching what the latest game markets, gaming cafes and how they have found success or failure in branding their products.  How to choose the right products to sell and how well similar businesses have implemented their strategies. 
Perpetually analysing sales in order to see what works and what can be fine tuned/removed/improved. 
· Productions 
The product will be the café as a place of gaming and friendly competition. Though customers will be able to bring in their own games, the café will provide the latest games and console. There will be branded clothing, that I have designed and there will be opportunities for customers to design their own. There will be opportunities for locals to advertise their products within the store by renting shelf space within the store. 


· Platform/network/marketing
Before the opening of the store there will be a marketing campaign in which enigmatic posters will be teased around town in various other stores. This will create an element of intrigue and excitement. When it comes closer to the opening of the café, more explicit advertisements will be posted around town and beyond as well as a marketing campaign using social media. With links amongst students in the university, word of mouth will also be used to market the Amplified Lounge. 
 






	Value Proposition 
What values do we deliver to the customer? 
The premise of the Amplified Lounge is a space in which to create an atmosphere of friendly competition. There will be a variety of competitions to be held in which there will be leader boards and prizes. Competitions will range from designing t-shirts to chess tournaments to Call of Duty deathmatches. 

Which one of our customers problems are we trying to solve? 
The problem of boredom in Lampeter. There are many teenagers that have nothing to do in Lampeter and have begun turning to causing trouble. As gaming has become a massive market, the Amplified Lounge will offer a place to play popular games as well as a place of comradery. 
Furthermore, there is nowhere in Lampeter that appeals to gamers, and I am sure it will be a welcome addition to the town of Lampeter. 

What products and services are we offering to our customer segments? 
A gaming café with console games, board games and a variety of other games. We will sell hot and cold drinks as well as sandwiches and sweets. We will also be selling our own t-shirts, jumpers and other items of clothing designed by both customers and staff. 

Which customer needs are we satisfying? 
A home away from home for gamers and a place to satisfy the need for friendly competition and completing challenges.
	Customer Relationships
What type of relationships do our customers expect us to establish and maintain with them?
A fun and open relationship with the customers is what we strive to achieve. It is important to build a personal rapport with customers, as opposed to treating them merely as a customer. This creates a bond in which the customer feels welcome and increases the chances of customer returning or suggesting to a friend.
Co-creation and Community Service
Furthermore, we will use both a co-creational and communal customer service approach in this venture. There will be opportunities for customers to help design a number of products and even aspects of the interior of the shop. This will give the customers something that they have helped create and therefore eliciting a feeling of homeliness. In terms of a community service, there will be a website and a suggestion box for customers to have their input, to put suggestions forward and potentially have their ideas turned into a reality. 

	Customer Segments 
The business is aimed at anybody with any interest in gaming in its many forms. From board games to the latest console games and everything inbetween, the Amplified Lounge will have a range of games to suit everybody. 

Due to Lampeter being a university town, the target customer demographic will be aged 16 to 30. However, with a large number of teenagers around the town, it is my belief that a large number of teenagers will enjoy the theme of the shop. Furthermore, there will also be a reading area with a number of books available for customers to read. 

Age: 
The primary target ages for the Amplified Lounge will be 16 to 30, though there will be activities catered to older and younger customers.

Gender:
Though gaming as a hobby can be enjoyed by everybody, from my experience, there are more males that enjoy gaming than females. However, I will not be looking to market directly to males, many of the activities and theme will be themed typically ‘masculine’. However, every gender is more than welcome. 

Geographical Area:
The geographical area of the customers will be predominantly from the area of Lampeter, more than likely from the university. However, with Lampeter being a busy town within a rural Wales, I believe there will be many customers from out of town, particularly over the weekend when there are outside events on, such as the farmers market.


	
	Key Resources 
What key resources do our value propositions require? 
The key resources will be gaming consoles and games to play. There will be a variety of resources to do with gaming, these will include: 
· Gaming consoles
· Board games
· Card games
· Miscellaneous games such as Jenga and Kerplunk
· Handheld consoles 
· A variety of games to play for each console/handheld.
Types of resources: 
· Human
Staff
Performers
Work shoppers 
· Physical
Gaming consoles/board games etc …
Card readers
Furniture (chairs and tables)
Decorations (posters, clocks and so on…)
· Intellectual 
Branding 
Patents 
Ip 
copyright
· Financial 
Till 
Card readers
Paper 
stationary











	
	Channels 
The chosen channel will be owned. This is because the business will be independent and look to grow based on its merits and customer relations.

Through which channels do our customers want to be reached? 
There will be a variety of channels used to reach out to our customers. These include:
· A company website 
· A variety of social media such as Facebook, Instagram, Snapchat etc …
· Posters and advertisements around town, also in areas such as Aberaeron and Aberystwyth and Carmarthen. 
· Word of mouth/speaking to other students

How are we reaching them now? 
A questionnaire has been circulated asking students what they would like to see in a gaming Café and what benefits, such as memberships, would they like to see.

Which ones work best and are cost efficient?
Social media will be the most cost-efficient Channel, due to them being mostly free and utilised by an overwhelming majority of people. 

	

	Cost Structure 
What are the most important costs inherent in our business model?
· Food and drinks 
· Consoles and other gaming utilities 
· Decorations 
· Furniture 
· T-shirts and jumpers for prints 

Which key resources and activities are most expensive? 
The most expensive resources will be any gaming consoles that will be in store. The latest consoles can cost anything from around £400 to £600. When it comes to running an event, there will be licensing costs, premise rental costs and any musical equipment that is needed for the night (in the event of an open mic night or something along those lines)
Is our business venture more cost-driven or value-driven? 
The venture will be value driven with the emphasis placed on creating community ties and further down the line, a creative hub for like-minded people to collaborate on their own projects.







	Revenue Streams 
Revenue Stream:
The revenue stream will consist of a usage fee, which will be applied to buying food and drinks as well as entering tournaments and so on. There will also be a subscription fee in the future which will enable customers to enter into all tournaments whilst receiving discount prices on certain products. 

The source of revenue will come through both cash and electronic card payments. However, there will be opportunities for customers to win a coffee or a free meal, for example, by completing challenges or becoming top of the leader boards. 

For what value are our customers willing to pay?
The price of coffees and food is consistently rising in Lampeter. So, Amplified lounge will look to bring a more reasonable price, which will particularly appeal to students and teenagers. 

For what do they currently pay? 
The current prices for coffee, for example, range from £2.50 to £3.50 in the primary coffee shops of the area. The prices are continuously increasing, not only in Lampeter, but nationwide. 

How are they currently paying? 
Though there are payment methods such as Bitcoin that some businesses accept, the primary methods of payment are cash and card transfers.  





.

