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Introduction
This document will consist of everything that went down in the process of building the Step up and Leg up games Business plan with a focus on Joel's role and contributions.

CV
Some members created my creative CV before the team came together  in order to ensure the members were to be aware of strengths and weaknesses in advance of deciding on roles. This CV stated a good number of facts and factors regarding Joel's experience , strengths and interests which proved enough to the group leader that Joel was willing to try a big role on the team.
This CV included the following strengths:
· Team worker, 
· Passionate,
· Problem solver
· Always finding ways to develop skills.
Therefore, the role of research general was assigned to Joel 

My role
With several important roles available in the team, Joel was assigned to section 2 and 6, being the Mission statement and market research. As the Research General, it essential to gather facts and statistics regarding the target market for the business and partially to delve into the target consumer of the planned service. This was important because the concept of the business wasn't fully agreed on until late, research helped to point it in a direction.


Section 2 – Mission Statement
Writing the mission statement was only a small part of the business plan, but even so it required some discussion and reworking. At first the mission statement was more so a description of what the business will do rather than a clearly stated objective. After revisiting it with the leader of the team, it was changed to state a clear goal that all members agreed on before moving on. This section was handled fine but could and should have been done much earlier in the process.

Section 6 – Market Research
Early research
As for the important section covered by the Research General, marketing research involved a lot of difficulties. To begin, the plan was to start finding some general statistics surrounding games based companies which ultimately raised questions regarding this section. What is the company exactly? What market does it fit into? Is there another company in the UK that’s similar in any way? With these issues already building up, the only way around was to just try and gather a lot and see if anything becomes clearer. Research made early on was as follows: an article on Ukie.org for stats on the gaming population in the UK, researched to find out how much of the UK's  population could have enough of an interest in games to apply to the services that the business should offer. Funding from the VGTR and the government were researched, and the Looking into the customer sources and funding helped the Marketing master and the Financial wizard to start on their sections, but couldn’t be used in this section.

Social enterprises research
The next area of research made was focused on social enterprise businesses being the type that the business technically fits into. Researched Cosmic as an example of a tech based social enterprise who offer technology teaching and advice, who've won awards showing social enterprises in the UK are still booming. Also through a 2017 social enterprise survey, statistics were found to show some important customer facts that could affect the marketing strategy. This research ultimately was useful in expanding knowledge as a business mind, however it had to be cut down as the focus of the research for the most part wasn’t based on a particular ‘market’. 

Final research
Progressing through the plan, feedback proved that the research made to this point wasn’t sufficient and lacked reason or purpose. Therefore the team had a short meeting regarding this section and decided that the main focus should be on games companies whether or not they link directly to the kind of business Step up & Leg up games is. The research made from this point on involved PESTAL Analysis, Porters 5 Forces and some more games related research.

PESTEL Analysis
Nearing the end of the research, PESTAL analysis was to be completed. Here’s what was done in the PESTAL Analysis: [Political, Economical, Something, Tech, Environmental, Legal]
[bookmark: _GoBack]To start, Political analysis was a disaster, it was tough finding relevant research in the political side of the market, and ultimately nothing was gained out of this. Economical research lead to discovering some elements of the games industry and how current events like Brexit could affect the business. Social research wasn't quite as bad, and out of it came some good facts regarding social platforms, target customers, and marketing strategies . Technology was next, being another lacking area of the analysis, though from covering it roughly some information was gathered from licenses of software to technology standards in studios and education businesses. The environmental section involved poor research in regards to the industrial environment of the UK and the expectations of a business's environmental conditions. Legal was the last part of this analysis, and wasn't too bad for the research general, finding a decent variety of legal issues like copyright and health & safety laws that the business would need to consider being the type of business it is.

Porter’s 5 forces
Next was Porter’s 5 forces, being one of the most poorly executed areas again because of confusion over the market. All that was done to handle this section was to undergo some rough research to assist in the thought process. Analysing through the 5 forces lead to the conclusion that this industry in the UK, particularly in Wales, isn't very big nor should it be a big difficulty to get into aside from achieving the studio space and the hardware in particular.
This may have taken several attempts, but ultimately helped to roughly understand the competition out there.

Competitor Profiles
Through the research made during the final research step, the research general constructed three potential competitors of different scales and specialities. These were the following:
UWTSD – Because of the teaching element and link to games design / offering use of software and hardware necessary etc. 
Brynhyfryd Music Teaching Studios – Similar service available but a slightly larger scale and focused on music rather than games.
The Online competition - Services like YouTube offer a range of study in the games design subject, and is an ever growing issue going into this business however, this also raised the fact that this service doesn't offer cheap use of high level hardware and software, nor official experience to get into the games industry. A strong but not very direct competitor.
Each of these were analysed against Step Up and Leg up games in order to further explore and identify where the business will stand in the market, concluding that there's only a small number of competitors in the UK, but the alternatives are a big issue. This also brought about the idea that being a cheap alternative was to be the main selling point of the business. 

Conclusion
The business plan eventually built up and became somewhat of a success, but not perfect by any means. The marketing research (section 6) wasn’t very well presented and most importantly didn’t contain consistent, reliable and useful market based research. With better research the plan could’ve been more efficient overall being one of the essential sections. To improve on a whole, the team would need to communicate their progress more regularly and identify what areas needed more work or to be updated with good notice, and the research would have to be made with clear intentions, and a wider variety of sources.
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