BUSINESS PLAN: OpenSkill
	BUSINESS DESCRIPTION / MARKET OPPORTUNITY
Overview of the business idea
OpenSkill is an international open online skill-sharing and learning platform focusing extensively on facilitating the international population leaving in underdeveloped and least developed portion of the world. With skill-related content shared voluntarily by people all over the world which will cover a maximum number of languages for educating and teaching the diversified population globally. Besides, it is an open platform for posting any shorts of educational content including academic ones freely for the students. The content creators will be paid according to their view counts. All kinds of operational and investment-related costs will be derived from donations and advertisement revenues. OpenSkill will, directly and indirectly, create a skilled pool of labour who can contribute to the global economy to overcome the challenges and economic depression caused by the Covid-19 Pandemic. 
Mission and vision “OpenSkill, everyone, everywhere “
The mission of OpenSkill is to empower the entire population of the world and provide them with an opportunity to acquire skills of their choice for free from everywhere. The target is to facilitate and sustain the global economy through self-empowerment and the development of a skilled workforce. OpenSkill will focus extensively on the population of least and underdeveloped nations so that worldwide equalities, inclusive development, and increment of the standard of life can be ensured. 
Description of the services 
OpenSkill is a platform. It will connect the experts, academicians, and researchers around the world with the people who feel the need to acquire the knowledge but cannot afford to pay for the expenses charged by renowned online learning platforms and universities with quality content. The platform will allow a huge portion of the population to pursue their desired knowledge and skills. As every content on OpenSkill is free, even the population from the least developed counties like Afghanistan, India, and Bangladesh will be able to reap the full benefits of education and training. As worldwide job losses and business shutdowns have been noticed, largely in underdeveloped countries, due to the Covid-19 Pandemic, learning skills will enable the population to ensure self-employment (Alhaithami, 2021, Gocheva et al., 2021, Octaberlina and Muslimin, 2020). Besides, the skilled workforce will be more efficient which will result in decreased production costs of the goods and services. This low cost of production can lead to increased purchasing power and standards of living. 
Personal Expertise and Interest of the Founders/Entrepreneurs
The founder of OpenSkill is a full-stack web developer. He will be creating the whole platform which will hold the entire business model in it. The interest of the founder is to make skills and knowledge accessible to everyone, despite the differences in geographic locations. The founder is interested in solving the issues imposed by the Covid-19 Pandemic on the global economy. He is motivated by a vision or dream of a world with inclusive development and equality.  
Market Gaps and Needs
Sharing skills through paid channels is already common (Nee et al., 2021). Udemy and Skillshare are already selling more than 500 types of skill-related courses globally. Khan Academy is allowing open access to academic content globally. But the skills-related courses are being sold at a hefty price (Preniqi et al., 2020). This violates the notion of equality and an open learning environment. There is a huge market for educational content in underdeveloped and least developed nations for skill-related courses. Besides, there are sufficient charitable trusts and people who will financially support the whole infrastructure of the business (Octaberlina and Muslimin, 2020, ul Haq et al., 2018, Goswami, 2018).  
Location and Legal Entity
OpenSkill will be headquartered in London, United Kingdom. Besides, it will have country offices in India, Myanmar, China, and Nigeria. Legally it will be a solely owned organization or Sole Proprietorship. In other words, the ownership of the whole organization will be held by the entrepreneur. Therefore, all the start-up costs will be paid by the entrepreneur himself. Besides, he will be the chief manager. The entrepreneurial team will also participate in the management. 
Ownership
Ownership of the whole organization will be held by the entrepreneur. The entrepreneur of the OpenSkill will provide all the necessary capitals that will cover both the start-up costs and working capital for the initial two years. 


	




	INDUSTRY ANALYSIS

The threat of new entry 
According to Chatterjee et al. (2020), Preniqi et al. (2020), Tan et al. (2017), there is no entry barrier in the online education industry. The entry cost is a bare minimum. The existing social media like Facebook and YouTube support posting contains online. This is allowing a large number of content creators to start their stream of supplying educational and skill Related content (ul Haq et al., 2018). Considering all this situation, the threat to the interior can be marked as extensively high. However, the increased competition in the open learning industry will facilitate the free learning environment globally (Goswami, 2018).
Threat of substitutes
Currently, there is no organization providing free skill-related courses. Despite having multiple options for acquiring skills online, People from the least developed and underdeveloped nations cannot purchase the courses due to their high price tag (Nee et al., 2021, Goswami, 2018). Thus, the threat of substitutes is little to none.
Bargaining power of customers
The consumers of the services of OpenSkill, will not be the primary customer. They will be the beneficiaries. The expenses and or costs will be paid by third-party charitable organizations and people (Gocheva et al., 2021, Zotova et al., 2021). Therefore, the bargaining power of the customers is not a matter of issue for the business of OpenSkill. 
Bargaining power of suppliers
The content creators are the suppliers of OpenSkill. They will be asked to voluntarily donate their educational and skill-related content. For their donation of the contents, they will earn a continuous small amount of payment according to the view number every month. However, there are multiple available social media to post their content. Platforms like YouTube and Facebook are free which decreases the switching cost to almost zero. Besides, social media like YouTube, Facebook, and Twitter are extremely popular and so they attract more content creators (Preniqi et al., 2020). Considering all the available options of platforms, the bargaining power of suppliers in the international online learning industry is moderately high. 
Competitive Rivalry: Differentiation strategy

	Name of competitor
	Differentiation

	SkillShare

	Skillshare offers paid content (Gocheva et al., 2021) which limits its accessibility of them. OpenSkill will keep all the contents free for everyone.

	Soft skills

	Only soft skills-related courses are available on this platform (Octaberlina and Muslimin, 2020). OpenSkill will have both soft and hard skill-related courses. 

	Masterclass

	The platforms also have paid-only content. Besides, masterclass offers most of the skill-related courses designed and developed by themselves not by the individual content creators (Octaberlina and Muslimin, 2020, Nee et al., 2021). OpenSkill will be open for every content or course creator to post their content and educate or teach a huge population globally.









	OPERATIONS AND MANAGEMENT TEAM 
OPERATIONS
The business will follow a platform-based business model. Thus, it will act as an intermediary between the suppliers and the customers. The primary customers are not the paying ones. The costs of the operations will be collected from donations and the monetization of the platform. The process followed will be as follows, 
1. Courses posted by the experts, teachers, and scholars 
2. Review of the contents by an internal team
3. Processing the assessment materials for the course participants 
4. Posting it to the out-front of the platform
5. Conducting necessary digital marketing activities
6. Enrolling students in the course. 

How would you generate revenue for your business? E.g., How would you prevent loss of revenue?

1. The platform will be heavily monetized by skilled employee and innovative technology support. Advertisement through third-party advertisement networks like Google AdSense will be used for the monetization of the platform website. This will be a risk-free revenue stream securing a linear percentage of earnings from the traffic OpenSkill will have. 
2. Advertisement from the content creators for the public exposure within the platform users
3. Donations from charitable trusts and other people around the world for sustaining the operational activities of the organization

OpenSkill will employ a small team for monitoring and solving customer issues and conducting marketing activities for the platform. The whole business will operate at the lowest possible cost. The financial estimations have been provided in the last section of this report. 

MANAGEMENT TEAM

	Name 
	Skills
	What do they bring to the firm

	Onisor Opris
	Full-stack website development 
	The website of OpenSkill acts as the whole platform

	Ray Oneil
	Digital Marketing
	Digital marketing expertise 

	Daniela Hard
	Information technology 
	IT infrastructure for maintaining work from home organizational environment 

	Jonh Smith
	Product placement expert 
	Monetization expertise for the platform







	MARKETING: The Four P’s must be used to describe your marketing strategy

Service/Product
The service or product of the business will be a platform, named OpenSkill. The platform will allow content creators to charitably make their educational content globally accessible. People all over the world will be able to enrol in specialized skill development courses for free and get an accredited certificate, free.
Price
The product is the online courses. The courses will be offered for free. However, it is the secondary buyer who will pay for the facilities provided by the platform. For the actual consumers or beneficiaries, the product will be free. Besides, the platform will not charge any money to the course creators for posting their content. 

[image: ]Promotional MixFigure 1: Available promotional options 
Source: Electrical World Book (Accessed: 4 June 2022)

The following promotional mix will be used for OpenSkill
1. Online Marketing: Marketing through social media and search engines will be conducted  
2. Word-of-Mouth: The business will prioritize collecting and delivering premium content for free. 
                               The premium content will attract a large number of customers due to high      
                               demand in the international market (Alojaiman, 2021). The platform will allow        
                               directly sharing of the activities of the enrolled participants on social media. It will 
                               generate a free source of traffic for the platform. 
3. Public relation: OpenSkill will maintain a brand image in the international community as a         
                            charitable organization. 
The premium contents made free for the beneficiaries will be primarily promoted. 

Place (Distribution strategy)
The business will be fully online. In other words, the platform-based service of OpenSkill will be provided online. The services will be distributed globally. Both the course creators and participants will be able to use the platform from every part of the world. 
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	FINANCIALS 

Sources of funds

Initially, the personal funding of the entrepreneurs will be the only source of finance. As it starts growing, it will attract several charitable organizations for funding.  
1. Initial funding: £ 65,000,000 (Personal Funding)
2. Charity funds: £ 60,000,000 every year/world-wide (expected from 31st January 2023)

Use of funds

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

	Revenue
	£ 437,000
	£ 400,000 
	£ 427,000 
	£ 457,500 
	£ 490,000 
	 £ 527,500 

	Fixed Costs
	£ 150,000 
	£ 100,000 
	£ 100,000 
	 £ 100,000 
	 £ 100,000 
	 £ 100,000 

	1. Server maintenance cost
	
	
	
	
	
	

	2. Digital Marketing Activities
	
	
	
	
	
	

	4. Employee salary and wages
	
	
	
	
	
	

	Variable Costs
	£ 200,000 
	£ 220,000 
	£ 242,000 
	£ 266,000 
	£ 292,000 
	 £ 322,000 

	1. Revenue share among the course creators 
	
	
	
	
	
	

	Profit 
	£ 87,500 
	 £ 80,000 
	 £ 85,500 
	£ 91,500 
	 £ 98,000 
	 £ 105,500






The company's goal is to make a 25% profit at this level as a start-up firm.
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