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Business Plan - Take Me App
[bookmark: _Toc225690463]Executive Summary
This business idea is about a mobile app called Take Me. The idea is simple but also different. The app connect two people. One person will stream live from their mobile phone and show real places, and the other person will pay money to watch it. It is like live travel but more personal and interactive. The viewer can ask what they want to see and the streamer respond in real time.
This app is good for people who cannot travel because of money, health or time. They still can explore places from home. Also it give opportunity for other people to earn money by showing their city or places. The business will make money by taking commission from each stream. The aim is to grow the app global and have users from many countries.
[bookmark: _Toc225690464]Business Concept
The business is a digital platform in form of mobile application. It connects two types of users, streamers and viewers. Streamers go outside and show places using their phone camera. Viewers pay to watch live video.
The legal format can start as small business or sole trader and later grow to company. The app will manage payments, ratings and communication between users.
[bookmark: _Toc225690465]Product Description
Take Me app allow users to request live video from different places around the world. For example tourist attractions, streets, restaurants or events. The streamer can accept request and start live streaming.
The viewer can send messages and control what they want to see. This makes the experience more interactive compared to normal videos. Payment system is inside the app so it is easy to use.
[bookmark: _Toc225690466]Business Objectives
Short term objectives (less than 1 year):
- Develop the app and launch in app store and play store
- Get first 1000 users
- Test the system and improve based on feedback
Long term objectives (more than 1 year):
- Expand to international markets
- Increase number of streamers in many countries
- Become popular platform for live travel experience
[bookmark: _Toc225690467]Market Analysis
The target market is people who enjoy travel, culture and online content. Mostly young adults 18-35 but also older people who cannot travel.
Competitors include YouTube live, TikTok live and travel vloggers. But they are not personalised like Take Me app.
Customers are viewers and also streamers who want to earn money.
[bookmark: _Toc225690469]PESTLE Analysis 
Political Factors
Government policies and regulations related to digital platforms and online payments can influence how the app operates in different countries. These regulations may affect how the platform manages payments and user activity.
Strategy: The business will ensure the app complies with local regulations and platform policies in each market, including rules related to digital services, online payments, and user protection.

Economic Factors
Economic conditions can affect how much people are willing to spend on digital services. During periods of economic uncertainty, users may reduce spending on non-essential platforms.
Strategy: The app will offer flexible pricing so users can choose how much they want to spend on live experiences, helping the platform remain attractive even when consumer spending decreases.

Social Factors
Social trends show that people are increasingly interested in digital interaction and virtual experiences. Many users enjoy discovering new places and cultures online, especially when travel is not possible.
Strategy: The app will focus on creating engaging live experiences where users can explore locations around the world through real-time video streamed by other users.

Technological Factors
The success of the app depends on reliable mobile technology, internet connectivity, and high-quality video streaming. Poor performance could reduce user satisfaction and engagement.
Strategy: The business will invest in reliable streaming technology and regularly update the app to ensure a stable platform and high-quality user experience.

Legal Factors
Digital platforms must comply with laws related to data protection, privacy, and secure online payments. Failure to meet these requirements could result in legal issues or loss of user trust.
Strategy: The business will implement strong privacy policies and secure payment systems to protect user information and ensure compliance with relevant legal regulations.

Environmental Factors
Digital platforms can reduce the need for physical travel, which may help lower environmental impact. Virtual experiences allow people to explore places without contributing to travel-related emissions.
Strategy: The app will promote virtual exploration as a convenient and more environmentally friendly alternative to traditional travel.

SWOT Analysis
[bookmark: _Toc225690477][bookmark: _Toc225690470]SWOT Analysis 
Strengths:
- Unique business idea different from normal streaming apps
- Interactive and real-time experience
- Opportunity for users to earn money

Weaknesses:
- Depends on strong internet connection
- New idea so may take time for people to understand
- Need investment for development

Opportunities:
- Growing market for live streaming and digital experiences
- Can expand globally
- Can partner with influencers or travel creators

Threats:
- Big platforms like YouTube or TikTok can copy idea
- Technical problems can affect users
- Competition in digital market is high
Marketing Mix (4Ps)
Product: live streaming travel experience app
Price: small fee per minute or per stream
Place: available on app stores
Promotion: social media ads and influencers
[bookmark: _Toc225690471]Management Team
[bookmark: _Toc225690472]Leadership
· Founder & Director (Husein Altekreeti): Sets the company vision, makes high-level strategic decisions, and oversees all departmental operations.

Product & Development
· App Developer: Writes the code and builds the technical infrastructure to create and maintain the company's software applications.
· UI/UX Designer: Focuses on the user journey and visual interface to ensure the product is intuitive and easy to use.
Operations
· Operations Manager: Streamlines internal processes and manages day-to-day business activities to ensure efficiency.
· Accountant: Manages the company’s finances, including bookkeeping, budgeting, and financial reporting.
· Graphic Designer: Creates visual assets and branding materials to maintain a consistent aesthetic across the product.
Marketing & Sales
· Marketing Manager: Develops strategies to promote the company and reach new target audiences.
· Sales: Engages directly with potential leads to convert them into paying customers.
· Social Media Manager: Manages the company’s presence and engagement across various social media platforms.
Customer Support
· Head of Customer Service: Manages the support team and establishes the standards for how the company assists its users.
· Customer Support: Communicates directly with users to troubleshoot issues and answer questions about the product.
Organisational Structure
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Variable Costs
	Jan
	Feb
	Mar
	Apr
	May
	Jun
	Jul
	Aug
	Sep
	Oct
	Nov
	Dec

	Electricity
	300
	400
	500
	700
	700
	750
	800
	850
	900
	950
	1000
	1100

	Raw Materials
	400
	600
	650
	800
	800
	1000
	1100
	1200
	1300
	1400
	1500
	1600

	Hourly Staff
	0
	500
	600
	600
	600
	700
	800
	900
	1000
	1100
	1200
	1300

	Total Variable Cost
	700
	1500
	1750
	2100
	2100
	2450
	2700
	2950
	3200
	3450
	3700
	4000


`1. Variable Costs Table



2. Total Cost & Revenue Table
	Month
	
	Jan
	Feb
	Mar
	Apr
	May
	Jun
	Jul
	Aug
	Sep
	Oct
	Nov
	Dec

	Fixed Cost
	
	5550
	5550
	5450
	5550
	5750
	5550
	5550
	5550
	5550
	5550
	5550
	5550

	Variable Cost
	
	700
	1500
	1750
	2100
	2100
	2450
	2700
	2950
	3200
	3450
	3700
	4000

	Total Cost
	
	6250
	7050
	7200
	7650
	7850
	8000
	8250
	8500
	8750
	9000
	9250
	9550

	Revenue
	
	3000
	4500
	6000
	8000
	8600
	9000
	9500
	10000
	10500
	11000
	12000
	13000



investment Requirement
Investment capital needed = £25,000




3. Profit / Loss Table

	Month
	Jan
	Feb
	Mar
	Apr
	May
	Jun
	Jul
	Aug
	Sep
	Oct
	Nov
	Dec

	Revenue
	3000
	4500
	6000
	8000
	8600
	9000
	9500
	10000
	10500
	11000
	12000
	13000

	Total Cost
	6250
	7050
	7200
	7650
	7850
	8000
	8250
	8500
	8750
	9000
	9250
	9550

	Profit/Loss
	-3250
	-2550
	-1200
	350
	750
	1000
	1250
	1500
	1750
	2000
	2750
	3450




	Fixed Cost
	Cost (£)

	Rent / Office
	2000

	Salaries
	2500

	Software / Hosting
	500

	Marketing
	300

	Utilities
	250

	Total Fixed Cost
	5550


	
	Item
	Cost (£)

	App Development
	8000

	Marketing Launch
	5000

	Equipment
	2000

	Legal & Setup
	1500

	Miscellaneous
	1500

	Total
	18000


Startup Costs Table                           Fixed Costs(Monthly)









Sources of Funding
The total investment required to start the Take Me app is £25,000. The funds will come from a mix of personal and external sources to reduce financial risk and ensure stability at launch.
Source Breakdown:
	Funding Source
	Amount (£)
	Description

	Personal Savings
	5,000
	Contribution from the founder to show personal commitment and reduce borrowing.

	Family and Friends
	5,000
	Support from close contacts who believe in the business idea. This can be in the form of small loans or investments.

	Bank Loan
	10,000
	Small business loan from a commercial bank to help fund app development and marketing.

	Angel Investor
	5,000
	Investment from an individual interested in supporting early-stage digital startups in exchange for a small equity share.


Total Investment Capital: £25,000
The mix of funding ensures that the business has both flexibility (through personal and family support) and growth potential (through investor and loan financing). The goal is to use this capital mainly for app development, marketing, and operational setup.





Break-Even Analysis
Break-even point is when revenue equals total cost. From the data, the business starts making profit in April. This means the business needs around 3–4 months to recover startup costs. After that, profit increases each month (Smith, 2022).
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