The international marketing and distribution company described in case 1 decided to provide a monthly video game rental program as a result of its market research. This case should be interesting to the video game enthusiast as well as anyone interested in marketing and providing products and services primarily over the Internet. The main purpose of this and other cases presented here, however, is to help you practice some of the project management skills you are developing as part of your course.

Part 1: Initiating

Scenario

The Video Game Delivery Project involves developing a Web-based application and support structure to provide customers with video games on a monthly rental basis. For example, a customer might pay a monthly fee and then be able to order several video games over the Internet, receive the games via express mail, return those games via express mail, and keep receiving additional games. Several companies already provide this type of service for movie rentals. Market research and corporate values suggested your company focus on educational and sports-related video games only, and games would be available for all types of platforms, including popular gaming systems, computers, and learning systems used in pre-schools and elementary schools. You also plan to serve an international market, providing information and products in several different languages. This system must be very user-friendly, providing customers the ability to search for specific games by platform, age and gender appropriateness, customer reviews, sport (for sports-related games), language, and so on. Registered customers must be able to order the videos, track delivery and return of videos, pay online or via other payment methods (including automatic credit card or bank payments, check, school payment systems, etc.), and provide reviews of games. The system must also be able to track referrals to the site from corporate partners and customer referrals, display advertisements, and track customer usage patterns.
Tasks

2) Prepare a weighted decision matrix using the template provided in Appendix D to evaluate providing the functions you identified in task 1 above. Develop at least four criteria, assign weights to each criterion, assign scores, and then calculate the weighted scores for each function. Print the spreadsheet and bar chart with the results. Write a one-page paper describing this weighted decision matrix and what the results show.

VIDEO GAME DELIVERY PROJECT

Part 1: Initiating

Task #2

For our Weighted Decision Matrix, we identified eight criteria, and assigned weights and scores to them. 

The top three criteria were assigned weights of 20% each. They are: user friendliness, easy and reliable shipping, and a comprehensive search tool. Ranking in our top three, all carry very significant value to a customer’s experience in using a Web based video game rental service. Because our users will be from all types of demographic groups, we want to ensure ease of use on the web site. Some of our customers may be computer savvy, however we want to still appeal to Internet users who may be new or inexperienced at how the service works. Accomplishing  the goal of being user-friendly is at the forefront of our project. 

Easy and reliable shipping will also be important to our customers. Since customers will be reliant on some type of shipping system to obtain the desired game, it will be critical to employ a dependable shipping service. Also, within the website itself, shipping requests should be made as simple as possible. A feature allowing the returning customer to verify existing shipping information will be an important time saver. Both of these aspects of shipping are imperative to the web site’s success. 

Our third item in the top three criteria, is the comprehensive search tool.  Existing members and first time users, will benefit from having as much information about the game availability, as possible. An easy to use, thorough search tool will draw potential members into joining the service; if they are able to view all of the titles we have to offer. Repeat customers will also appreciate being able to search from different methods, as mentioned in task # 1, aside from simply finding out whether there is a certain game in stock. 

The demographic information collection tool is listed as our number four criteria. This was weighted at 15%. Just 5% under the top three items. This tool is important as it will allow the company to know which groups its markets should target. It will also allow the company to choose which types of games it should purchase in the future, by looking at past customer use. This will have a direct benefit to the company financially, when it looks at making inventory decisions. 

The ability to remember a returning customer’s name and password was rated at 8%. This is a handy feature to customers, as most users will most likely have multiple passwords they already must recall for other applications. This is not critical, but would be a “nice to have” feature on our site, saving the user a step in his or her transaction. 

International availability was weighted at 7%. This was perceived during the initial assessment, as broadening the scope of the project  a great deal. Potentially adding multiple layers of complexity to the web site, as it will need to be functional in additional languages. Also, the financial transactions among different types of currencies is another perceived layer of potential difficulty. 

Customer reviews and alternative payment options (other than credit cards) were both weighted at 5%. Reviews of games are readily available on the Internet. We have decided it would be another “nice to have” feature on the site. However it would certainly not be critical to the site. Customers may enjoy having the chance to list reviews, but from a P.M. standpoint, its assigned weight of 5% is appropriate. Alternative payment options may be difficult for the Web application to branch into. Many potential customers are likely to have the ability to pay with a credit card. In our perceptions, we would not be limiting our customer base by much, if we allowed all credit cards to be accepted as the sites method of payment. Later, this will be examined further.

