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BUSINESS DESCRIPTION / MARKET OPPORTUNITY
  General Description of the Company
  The company intends to launch a new product into the gaming industry to rival existing brands. The new innovative product, dubbed the Smart Gaming Glasses, intends to take gaming culture and experience to new levels. Accordingly, the company is a new venture that seeks to unseat key industry players, such as Google, Sony, Microsoft, Tencent, and Nintendo. The company intends to achieve a rapid growth in the next five years by leveraging innovation, unique marketing strategies, and robust capital support from various stakeholders. The new venture’s distinctive nature encompasses its ability to introduce new features to the gaming industry by focusing on the functional and entertainment perspectives. Besides, the new venture will offer its services and products via online platforms, enhancing its reach to remote regions of the world.
  Mission Statement
  To target the gaming world with an innovative, convenient product that offers both recreational and functional benefits to users by focusing on remote service provision.
  Description of Product or Service
  The innovative product, as proposed in the business model, is Smart Gaming Glasses that consumers will purchase online and subscribe to the company’s website for exclusive gaming adventures. The product will encompass smart technologies, such as virtual reality (VR) and augmented reality (AR). These features will enable users to play virtual games while enjoying real-life experiences. For instance, the product will enable customers to jog in a treadmill while surrounded in a virtual environment for an exclusive and captivating experience. Accordingly, the innovative product will offer functional, recreational, and health benefits to users. The ability of customers to purchase Smart Gaming Glasses online via Shopify, and play the game virtually on the company’s website is the innovative element that makes it relevant in a post-Covid 19. Besides, customer demand for innovative and, smart products has escalated in the past 5 years.
  The Ownership Structure
  The ownership structure of the new venture will consist of founders, directors, and shareholders, considering that the firm will be Limited Liability Company.  The new venture team will encompass advisors, employees, and stakeholders that will drive the company’s operational agenda. Accordingly, intellectual property and legal considerations will define the company’s operational scale and level of engagement with stakeholders. The medium enterprise will have 60 stakeholders for the start, with an expected initial turnover of €45 million.
 
INDUSTRY ANALYSIS
  Industry Size and Growth Rate
  The gaming industry has grown tremendously over the past decade due to technological advancements and heightened customer demand. Unlike video games of the 20th century that employed a combination of analogue and digital technology, modern gaming technology integrate virtual reality and augmented reality (Mariano &Koo 2015, p. 970). The industry has superseded both movie and music industries, considering the over 2 billion gamers spread across the globe. With a market size of over 20% of the global population, the gaming industry generated over $150 billion in revenue at the height of the pandemic in 2020. Current industry players, such as Nintendo and Sony, target tech savvy gamers through their unique devices.
  Sales Projections
  Given past industry performance and current gaming trends, analysts project at 50% growth in the gaming industry by 2025. Currently, tech giants, including Meta, Google, and Apple, have disclosed intentions to venture into the gaming industry. Such growth projections will see sales grow exponentially and annual revenues reach a whopping $250 billion
 
  Porters Five Forces Analysis
  a) Threat of New Entry
  The threat of new entrants into the gaming industry is significantly low due to capital intensive nature of the industry and innovation levels. The competitive nature of the gaming industry requires a high level of product differentiation and integration of high-level hardware manufacturing expertise (Palma-Ruiz, Torres-Toukoumidis, González-Moreno, & Valles-Baca 2022). These requirements permits only established firms and highly innovative firms to sustain their operations. Accordingly, the new venture will only worry about existing rivals, such as Microsoft, Nintendo, and Sony, but not new entrants.
  b) Threat of Substitutes
  The threat of substitute products in the gaming industry is palpable, considering the competitive aspect of the industry and product differentiation. Although Smart gaming Glasses are innovative, the proliferation of gaming PCs presents a significant threat (Philander, Abarbanel, & Repetti 2015). Over the years, gamers have relied on gaming consoles from various manufacturers. However, technological advancements present newer gadgets that outsmart gaming consoles in many dimensions. However, Smart Gaming Glasses are unique in their functionality and benefits, which limits the threat of substitute products to the new venture.
  c) Bargaining Power of Customers
  Given industry rivalry, customers may wield substantial bargaining power in the gaming market. However, due to the innovativeness of many gaming products and limited threat of new entrants, customers’ bargaining power may not influence market prices and trends. For instance, Sony, Nintendo, and Trancent have dominated the market for many years, essentially suppressing the bargaining power of many customers. Accordingly, Smart Gaming Glasses will present a unique attribute on which customers will not have any influence.
  d) Bargaining Power of Suppliers
  The suppliers in the gaming industry wield substantial power due to the scarcity of high performance semiconductors for manufacturing gaming consoles and smart gaming devices. These suppliers may delay the supply of various components to such industry players as Xbox and Sony (Palma-Ruiz, Torres-Toukoumidis, González-Moreno, & Valles-Baca 2022). Besides, gaming software developers wield exclusive power over their clients, which present a significant challenge. However, the new venture will offset this challenge through liaising with multiple suppliers and developers.
 
Competitive Rivalry: who are your main competitors and how can you differentiate yourself from them
 
 Competitor 1 : Sony 
 Sony’s PlayStation is a popular brand among the gaming community due to its innovative features. With constant updates to its products, Sony is a key rival to the new product. However, the new venture will integrate VR and AR to provide both functional and recreational benefits. This level of product differentiation will influence many customers towards the new brand.

 Competitor 2: Nintendo
 Nintendo presents a significant competition with its ground-breaking product, Switch. The Japanese company commands a significant market share in the Far East and Southeast Asia due to price and product differentiation. However, the new venture presents a unique product with VR and AR technologies that will supersede customers’ expectations

  Competitor 3: Microsoft
 
  Microsoft has been penetrating the market with its product Xbox. However, this product presents insignificant threat due to its incompatibility with many gaming consoles. Accordingly, Smart gaming Glasses will liaise with Microsoft to synchronise both products for enhanced user experience.
 
OPERATIONS AND MANAGEMENT TEAM

Operations

Processes Involved
  The business will focus on virtual operations, from the purchase of the hardware to the periodic subscriptions. Customers will access Smart Gaming Glasses from the company via Shopify, a web-based marketing platform. Transactions and delivery of these smart gadgets will occur virtually while customers will remit requisite funds through online payment methods, as Kumar (2021, p. 2506) suggests. Customers who purchase the product will require to log into the company’s website to subscribe and enjoy and unrivalled gaming experience. The company’s operation will be online due to COVID-19 restrictions and the efficiency in operating remotely. Accordingly, the company’s engagement with customers will occur digitally, including transactions.
Business Transactions and Payment methods
  Since company will engage its stakeholders virtually, all transactions will be online, including for supplies and purchases. Fundamentally, the new venture will use online payment methods as PayPal and Card to facilitate supplies and purchases of various products. These online payments methods are reputable and have a global reach, which increases efficiency in the company’s operations (Fu, Lin, & Zhang 2020). Besides, the adoption of online transactions will streamline the company’s value and supply chains.
Supplies and Equipment
  The new venture will have minimal players in its supply chain due to its virtual model of operation. However, the business will operate in the high tech gaming industry, which requires high performance semiconductors (Faganel & Constantini 2020, p. 11). Accordingly, the business will collaborate with various chip manufactures to manufacture and supply such electrical components. Besides, recent privacy and data protection issues have raised critical questions, especially in the gaming industry. The firm will contract IT security companies to secure its platforms and products from potential breach.
Revenue Generation
  The company will have two major revenue generation streams, namely product sales and subscription fees. The company will sell Smart Gaming Glasses to its customers remotely. However, customers will have to subscribe to the company’s platform to unlock various games. Such periodic subscriptions will generate substantial long-term revenues to the company (Baltezarević, Baltezarević, & Baltezarević 2018). Consequently, the company will prevent revenue loss through installation of data security systems to forestall possible data breaches. Besides, the collaboration with Shopify will ensure that customers receive only high quality products and avoid counterfeits in alternative markets. These measures will raise customer confidence and ensure business sustainability.
 
 
 
 

Management Team 

	Name
	Skills
	What do they bring to the firm 

	John Steward- Founder (BoD)
	Inovative skills, critical thinking skills
	Lead product innovation team in the company

	Michael Brown- Founder (BoD)
	Organisational skills 
	Manage various departments 

	Pauline May- Director of Marketing
	Impeccable marketing skills, communication skills, analytical skills, and product development skills
	Marketing the innovative product across digital and social media platforms to raise awareness and increase brand loyalty

	Gordon White- Sales Manager 
	International skills, product promotion skills
	Drive sales to ensure business sustainability and profitability 

	Andrew Vincent-IT Manager 
	Systems operation skills
	

	Andrey Catherine- Customer Relationship Manager 
	International skills, emotional intelligence, motivational skills
	Resolve all customer-related issues, both in product and business relations 

	Nancy Celine- Human Resource Manager 
	International skills, corporate management skills, people management 
	Hire, promote, dismiss, and motivate employee 



 
MARKETING: The Four P’s must be used to describe your marketing strategy
Product: Brief description of the product
  The innovative product will be Smart gaming Glasses that will be used for virtual reality and augmented reality gaming services. This product will consist of both tangible and intangible dimensions to enable consumers to purchase hardware and enjoy a unique gaming experience, respectively. According to King, Delfabbro, Billieux, & Potenza (2020), the branding, packaging, and labelling of Smart gaming Glasses will centre on functionality and recreation. Given the innovativeness of the products, it will have assortments, warranties, and guarantees.
Price: Pricing Strategies
  Since price will affect the company’s bottom line directly, the company will adopt a dynamic pricing strategy that considers customer expectations and business sustainability. Since the new venture will introduce the most innovative gaming product to the industry, it will set the price according to customer perceived value. However, the basis for price setting will be the uniqueness of the product, customer experience, projected revenues, and industry rivalry (Ulyanov & Savelyev 2021, p. 3). This will include discounts and allowance to returning customers through the online payment system.
Promotional Mix
  The promotional strategy for the innovative product will include social media marketing and search engine marketing. Through these strategies, the company will target the gaming community with the uniqueness and benefits of its product, as Luo, Huang, & Lam (2019, p. 530) suggests. The message frequency will depend on agreed algorithms.
Place (Distribution strategy)
  The place entails the distribution strategy for the new product and subsequent customer convenience. Since the new venture will operate remotely, all its operations will occur through designated online platforms. For instance, customer will purchase Smart Gaming Glasses through Shopify and pay for the product through online payment methods (Barringer & Ireland 2019, p. 17). Customers will pay subscription fees for online gaming services via the company’s platform. Through franchising and assortment, the company will employ such strategies as selective distribution and intensive distribution.
 
FINANCIALS
Sources of Funds
The firm’s start-up costs will be £ 350,000. According to Hisrich, Peters, & Shepherd (2020, p.23), these funds will be raised from different sources to meet both variable and fixed costs. The funds will come from venture capital, investors, shareholders, bank loans, business incubators, and personal contributions by founders.
Use of funds
 

	
	Month 1
	Month 2
	Month 3
	Month 4
	Month 5 
	Month 6

	Revenue ( from operations and marketing section )
	£3000
	£5000
	£6000
	£8000
	£10500
	£15000

	Fixed Costs
Rent 
Insurance
Property Tax
Interest Payments

	£5000
	£5000
	£5000
	£5000
	£5000
	£5000

	Variable Costs 
Labour
Discounts and Commissions
Utility Expenses

	£1000
	£1500
	£1000
	£1000
	£4000
	£1000

	Profit
	£3000
	£1500
	£0
	£2000
	£2500
	£9000
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