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Polyteach team aimed to offer business plan for an indie videogame company focused on the design and development of videogames for educational purposes in schools and highs cools. Polyteach plans to do this with a team of five components to the principle that would be expanded later thanks to the general revenue. Since Polyteach would run a business based on the CIC structure or Community Interest Company (limited company with special additional features which would make it ideal for people who want to conduct business for community benefit rather than purely for private advantage) it would use all the benefits generated to increase personnel and improve resources or assets, as well as to pay for the licenses of the programs used.

Polyteach planed all this sharing roles among five team: 
Aday Torres- The Product or Services
Adam Head- Financial Director
Summer Gomes- Operations Coordinator
Amber-Leight Bryce- Market Analysis
Maxine-
Martyna Grek- Creative Director

This report Will be focused on the team member Aday Torres and his section about the products or services. On this section the team member Aday explained the product and its functionality on schools and high schools, the reason of why this product is beneficial for the educative centres and why it is different from its competitors. Before explaining all this, there were some percentages and statistics about how many students find stimulating and engaging the fact of implementing videogames when it comes to learning. But not only was research made of the number of students who found the application of video games to certain subjects, but also research on how the influence of these new teaching methods on teachers and schools.
After the introduction there were several key features explaining what make this product different from the others and why the education centers should have:

Teaching how to use the product: 
In this first point Aday talks about how the product that Polyteach offers is taught to be used by teachers through workshops in which basic notions of product implementation are given in some subjects. This point was considered necessary to add it because after a bit of research it was noticed that many educational games simply provide very simple instructions on how a certain game works or do not give any kind of instruction at all.
At this point we also talk about future talks related to the industry, the development and design of video games aimed at children. In many sources we talk about the love that children develop through games, but it is not talking about talks that involve their development and how to approach this industry for children who are interested in participating in it.

Showing the parents how the product benefits its children:
It is known that many parents are concerned to hear the word "video games" because of many topics and propaganda against the industry that are found on the Internet. Therefore, workshops aimed at parents would be held in which the use and implementation of the games in the subjects and the way in which their children would interact with said games would be explained.

 Explaining the lack of variety in the conventional products

Normally the implementation of video games in education is based on using web games or a series of very simple games oriented on some type of specific topic. No need to do too much research to confirm that these games usually have very few updates or none at all. These games also tend to lack any variety since they are usually developed in a very simple and specific way for certain limited knowledge. That is why this point explains the variety of possibilities that Polyteach offers in addition to updates to optimize and give more depth to the product. The 

Better and simpler at the same time. Why is it good for everyone?
Poyteach was designed to be designed in a simple way so that it would attract the attention of the youngest students, but also to facilitate the explanation of the design and development progress quite easily in the talks aimed at the industry.

The inclusion of people with disabilities is something that was also taken into account when planning the development and operation of Polyteach. Many articles on this subject explain how videogames could help this type of students to insert themselves in the educational environment with the other students.

In overall the team didn’t go thought any major inconvenience. However, the main idea of Polyteach changed in a very remarkable way many times which caused that the whole team started the research a bit late. Even though the idea changed many times, the team chose an idea related with their course so in the end everything was smooth and as it should have been.
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