Problem Discussion

41380A

Group Member:

Wong Ka Hei (Bossa)

Chan Yat Yin (Iron)

Lau Tin Lun (King)

Ng Yat Hin (Harry)
Problem Discussion
Lack of capital
First of all, the capital is not enough for the company to keep running for developing video games. Initially, the capital was provided by the shareholders of the company, included seven shareholders, and totally HKD50000 was raised. According to the research about the average running cost of game studio and average developing cost of video game on the local market, about HKD200000 is needed for a game studio to develop 1 middle-quality title and running for half year, which is minimum time required for 1 title being well developed. The cost includes labour salary, publishing, advertisement, software for game development and game studio maintenance. Since the cost of developing video game is rising in this few years, the capital needed might be even more than above figures.
Lack of labour
There is not many staff in the studio. The staff includes:
· 3 artists

· 1 programmer

· 1 music producer

· 1 designer

And no other specific staff, which is rather disadvantageous for a company as:

1. No executive staff – the programmer needs to manage also the executive works such as managing the sales, publishing schedule and etc, other than the programming works. As a result, the staff cannot get concentrated on their own work.

2. Lack of present staff – according to the research on local game studio, there are at least 3 game designers and 3 programmers in a single game studio, and our company only has 1 game designer and 1 programmer, consequently the developing time is increased dramatically.
The salary of executive staff is relatively high compared to other posts, about 15 to 25 percents higher than programmer, as our company has not much capital and cannot hire even more programmers and game designers, it is no way to hire an experienced executive staff.

Lack of knowledge

Some of the technologies used in game development are rather high, for example, 3D modeling, programming, debugging and etc. The techniques of the staff are not very high, mainly:
1. Programmer – the programmer has not fully mastered the computer language used in game programming, and needed to find helps in reference books.

2. Artist – some software such as 3Ds MAX© is very difficult for a new user to learn and produce something that is really useable.
Because of the problem of techniques of staff members, the production time of the game had been extended greatly, therefore the cost of development increased.
Also, the different between salary of experienced and inexperienced staff can be over 50%, which means the game studio has not get the enough budget to hire experienced staff.
Compete with other company
There is no way for a newbie to compare the feat, market share or the growth of accomplishment, and even the popularity of products with experienced company. However, we still received the comments of users on our project “Olympic War”, with a comparison of that on some of the similar products, and the detailed can be found in Table X (appendix page YY). Even the appraisals were not great; users give positive comments on our work universally.
Popularity
The popularity of the company is relatively low in the game industry. The hit rate of the homepage is not satisfactory, about 200 hits per day only, which means only about 200 people visit the company’s homepage per day. The searching result from the famous search engines of the Internet, including Yahoo© and Google© do not return much results about the company, only about 50 results is found. The hit rates of the staff homepages are also low, about 250 hits per day.
The company has released some non-commercial game titles, however all of them did not have good sales. One of the released game called "Olympic War", had been sold for only 350 copies, and the sales cannot cover even the publishing cost.
Moreover, a survey is done to 200 Internet users about the popularity of the company, 90% of surveys were successfully done, over 70% of Internet user has no idea about the company, and only 2% of them have ever played the game developed by the company. And over 95% of users claim that it is difficult for them to obtain game information of the company.
