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[bookmark: _Toc212283264]Overview of the business idea, product and/or service that your company will be offering 
My business concept is a trading-card game (TCG) that offers a humourous and satirical twist: the game features cards based on parodied versions of well-known public figures (politicians, celebrities, social media personalities, etc.) called ‘The Who’s Who’. The service is to design, publish and distribute the game both physically (card packs, booster sets, special editions) and digitally (online companion app, downloadable decks). Players collect cards, build decks and compete in tournaments or casual matches; the novelty is in the parody element — caricature-style illustrations, exaggerated traits, and game mechanics tied to the public-figure “archetypes” rather than literal representations of a real person.
The core offering is:
· A base starter deck for new players, plus expansion booster packs released periodically.
· Special themed editions (e.g., “Internet Icons”, “Global Leaders”, “Media Moguls”).
· Digital companion app for deck management, online play and community tournaments.
· Retail distribution (game/hobby stores, online), plus special events/tournaments (local game cafés, conventions).
The Business combines product (physical collectible cards( with service (community/tournament events digital events, etc.)
To situate the idea in the UK context / wider market (In USD due to sources):
· The UK playing cards & board games market generated approximately USD 1,049 million in 2024 and is expected to grow to USD 1,499.5 million by 2030 (CAGR ~6.2%). 
· The collectible trading cards market globally was valued at ≈ USD 4,820.4 million in 2024 and is projected to reach about USD 10,200.8 million by 2032 (CAGR ~7.8%). 
· The Europe collectible card games market was valued at roughly USD 2,329 million in 2024 and projected to reach USD 6,154.69 million by around 2033 (CAGR ~11.4%). 
· 
These figures suggest a healthy and growing market for card-games and collectables, in the UK/Europe context especially (though specific UK data for trading-card games is more limited). The reasons why are below:
· The market for card games, collectables and tabletop games is expanding, offering a favourable tailwind (as the statistics show).
· My concept introduces a distinctive parody theme — by using satirical versions of public figures, the product stands out from the many fantasy/monster-based TCGs and appeals to an adult/teen audience interested in pop culture, humour and collectibles.
· The parody angle also offers promotional/viral potential (social media shareability, humour/novelty factor) which helps with marketing and differentiation.
· The dual format (physical cards + digital companion app) allows multiple revenue streams and engagement modes (collecting and playing).
· By clearly designing for transformation and parody, the business mitigates potential legal risk (image rights/licensing) and keeps production costs lower (no expensive IP licences).
· [bookmark: _Hlk212278984]The global collectible card games market size was estimated at USD 14.70 billion in 2025 and is projected to reach from USD 16.26 billion in 2026 to USD 37.42 billion by 2034, growing at a CAGR of 10.98% during the forecast period (2026-2034). The growth is driven by digital transformation, mobile gaming adoption, and the expansion of e-commerce and secondary markets that enhance collector engagement and accessibility (Vrushali Bothare, 2025)

In short: a high-growth market + unique theme + lower licensing overhead = a strong entrepreneurial opportunity.
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Legal format of the startup company
The business will be established in the UK as a Private Limited Company (Ltd). A Ltd company is a separate legal entity from its owners, with shareholders’ liability limited to the value of their investment (LegalVision, 2025.). This legal form provides both operational flexibility and protection, making it particularly suitable for small creative enterprises where there is potential exposure to legal or financial risk (Ler Accountancy, 2025.).

Choosing a Ltd structure for a parody-based trading card game business presents several strategic advantages. Firstly, the limited liability protection safeguards the personal assets of shareholders in the event of business debts or legal claims, which is particularly relevant given the creative use of satirical depictions of public figures (Ler Accountancy, n.d.). Secondly, the company can own and protect its intellectual property, including card artwork, character designs, and trademarks, ensuring long-term control of its creative assets and supporting potential licensing opportunities (Sprintlaw, 2025). Thirdly, operating as a limited company enhances credibility with suppliers, distributors, and potential investors, which is essential for scaling the business and establishing partnerships in both retail and online markets (LegalVision, 2025.). Finally, a Ltd structure provides tax efficiency and flexibility, as profits are subject to Corporation Tax rather than higher personal income tax rates, and directors can choose an optimal combination of salary and dividends (LawHive, n.d.). The ability to issue shares also facilitates capital-raising for future expansion, such as new card sets, digital applications, or tournament events.
Management Structure
The company will adopt a lean yet defined management structure to maintain operational efficiency while allowing creative flexibility:

	Role
	Responsibilities

	Managing Director (Founder)
	Oversees overall strategy, creative direction, and legal compliance

	Operations Manager
	Manages production, supplier relationships, and logistics

	Marketing & Community Lead
	Handles promotion, social media, player engagement, and events

	Accountant / Finance Manager
	Oversees budgeting, financial reporting, and Corporation Tax compliance



This structure ensures that key operational areas are covered while maintaining flexibility for project-based or freelance roles (e.g., illustrators, game designers, or app developers). It also ensures accountability and proper governance, which are essential for protecting intellectual property, managing legal risk, and supporting business growth.
By combining legal protection, IP ownership, tax efficiency, and professional credibility, a Ltd structure provides a solid foundation for launching and scaling a parody-based trading card game business in the UK market.

PESTEL analysis
PESTEL is an acronym representing Political, Economic, Social, Technological, Environmental, and Legal factors. Aguilar (1967) initially introduced the analysis of the external environment using ETPS factors (Economic, Technical, Political, and Social), which was later refined into the PEST framework. Over time, this framework was further developed into the more comprehensive PESTEL model. PESTEL is commonly used to examine the macro-environmental factors that impact a business or organization (Whittington et al., 2020).
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Marketing Plan

The marketing strategy will combine digital engagement, community-building, and strategic retail presence to attract and retain players.

1. Digital & Online Marketing
· Website: A visually engaging, parody-themed website will showcase products, rulebooks, tournaments, and online purchasing options.
· Social Media: Platforms such as TikTok, Instagram, X (Twitter), and YouTube will be used for humorous card reveals, influencer collaborations, and short parody clips to drive viral engagement.
· Companion App: Encourages continuous play through online tournaments, deck tracking, and digital pack openings—boosting user retention and in-app purchases.
· Email & Community Marketing: Regular newsletters and Discord/Reddit communities will maintain interest between new releases.

2. Physical Marketing & Distribution
· Retail Placement: Initial distribution through UK hobby/game stores, comic shops, and online marketplaces (Amazon, Etsy) for collector reach.
· Events & Tournaments: Partnerships with local game cafés, conventions (MCM Comic Con, UK Games Expo) to host launch events and live parody tournaments, building community visibility.
· Location Strategy: If a flagship venue is opened (e.g. in London or Manchester), high foot-traffic entertainment districts and proximity to universities/gaming cafés would maximise exposure.

3. Branding Approach
· Humorous, satirical tone across all materials to differentiate from traditional fantasy TCGs.
· Emphasis on shareability and pop-culture relevance to encourage organic, viral promotion
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Funding and Expenses


1. Personal Savings (£7,500)
Using personal savings demonstrates commitment and provides foundational funding for essential startup activities, such as design, legal consultation, and prototype creation (Burns, 2016).
2. Crowdfunding (£7,500)
Platforms such as Kickstarter or GoFundMe will be used to raise additional funds. Crowdfunding serves a dual purpose: it generates capital for printing, packaging, and marketing, while also validating market interest and building an early player community. Reward tiers (e.g., exclusive cards, early access decks) will incentivize backers and create initial brand loyalty.
[image: A screenshot of a spreadsheet

AI-generated content may be incorrect.]The management of cash flow in the enterprise is a critical component of enterprise financial management (Wang, 2024, p. 21). Please see the projected cash flow below: 
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