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1.0 Introduction/Background

The international marketing and distribution company decided to provide monthly video game rental as a result of its market research. The VP marketing, Lori, believes that there’s opportunities related to the growing video game market and can increase business by providing product and services primarily through the internet. 

2.0 Business Objective:

The international marketing company’s main objective is to look into the feasibility of setting up online sports related and educational game rental service that is profitable, reliable and user-friendly.

3.0 Current Situation and Problem/Opportunity Statement

The international marketing company is currently involved in developing a web based application and support structure to provide customers with video games on a monthly rental basis. There’s an opportunity of expanding the market internationally by making the product and services available in several languages. 

4.0 Critical Assumption and Constraints

The proposed video game delivery project must be a valuable asset to the company. The project manager must lead the effort and project team must fully cooperate within the organization for the completion of the project. Making this website an international one will most likely add an element of difficulty especially when we address payment and shipping method. International availability was weighted at 7% and this was perceived during the initial review as broadening the scope of the project. Potentially adding multiple layers of complexity to the web site, as it will need to be functional in additional languages and financial transactions among different types of currencies. 

5.0 Analysis of Option and Recommendation

There are three options for addressing this opportunity:

1. Focus nationally first during initial implementation. We have to perceive how the market reacts and how marketing spending allocations are most effective.

2. Customization of software using web-based application by ABC Corp will save time instead of developing it on our own.

6.0 Preliminary Project Requirements

The main features of the video game delivery project include the following:

· The system must be user-friendly; users must be able to search for specific games by platforms, age and gender appropriateness, customer views and most of all it can be access on several different languages.

· The games should be focus on educational and sport related video games.

· The system must provide tracking. Users must be able to access their video orders and return. 

· Ability to accept payment methods or payment on-line such as automated credit card, school payments system, check and credit cards and provide reviews of the games before purchase.

7.0 Budget Estimate and Financial Analysis

The initial estimate budget for the entire project is $500,000. The actual budget for the software is 250,000; however after four months of developing the software, an increase cost of $100,000 in customizing the software is necessary. The actual budget exceeds the initial budget by 100,000. Exhibit B shows the updated information of the current change in the actual customization of software which exceed by 100,000 over the regular budget. The NPV has slightly decreased by 2,442,200; the payback start within the first year and the ROI has decreased by 11% which is at 131% and still a decent figure and gives an excellent reason to still continue the project.

8.0 Schedule Estimate

The sponsor requested that the project should be completed within 12 months. We will assume the system will have a useful life of three years.



9.0 Potential Risks

There are few risks implicated in this project. The main risk is providing the service internationally; this may lead to a certain difficulty in the customization of the software and some features to be considered are languages, payment methods, currency, shipping and tracking etc. There are several marketing issues involved such as current market situation in different countries, availability of computers, number of actual people utilizes computers, market trend etc.

10.0 Exhibits

Exhibit B: Revised Financial Analysis

