
Summary
 
We are a cross platform games development company. We want to develop high 
quality games for the three major Smartphones that are currently on the market, 
the Android, the iPhone & the Windows 7 phone.
People will be able to make an account on our website. Then they will be able to log 
into their accounts & upload their highest scores from the games that they play to 
our website. All of their scores will be viewable by others that use our site. People 
can see the breakdown of the highest scores for particular games. They will be 
able to view the scores based on which platform it was achieved on or the highest 
throughout all of the platforms.
One of our future goals is to develop games that will allow multi player between the 
various platforms. For example, a person that is using an Android will be able to 
play our game with someone that is using an iPhone.
The type of people that will be aiming our products at is anyone that owns 
a Smartphone,  that also enjoys playing games with others, whether it is 
competitively or cooperatively. While some of our games will be for all ages, we 
will also be developing games for particular age groups & demographics. We will be 
splitting them up into pre-teen, teen & adult.
We will be using various marketing techniques to promote our products. We plan on 
using both online & offline techniques. Our offline techniques include having poster 
campaigns & word of mouth strategies to get our name out there in the start. Our 
online techniques include advertisements on several games & Smartphones related 
websites. We plan on setting up a Facebook, Twitter & YouTube account to promote 
all of our new releases. On our website we plan on keeping an up to date blog 
detailing our current development progress, game launch events, the top players of 
our game & future plans for the company.
The reason we picked this product is because we believe that there is currently a 
niche in the market for it. The Smartphone market itself is quite large, with over 
250 million customers, & is growing larger every day. However, the games section 
of it is very small, with no developers currently supporting cross platform games for 
the smartphones. We think that we can adequately fill this section of the market.
 

The Product
 
The product of our company will be a series of puzzle games built on the major 
Smartphone platforms at the moment. These games will provide functionality for 
the players to compete with each other across platforms comparing their scores 
with those around the world both on their platform and on other Smartphone 
platforms.
 



The Games
 
The games will all follow a similar format in design in how they will be presented 
to the user. They will all have the feature for the user to log in to their account 
and play. Then the score has been totalled at the end of their game they will then 
be offered the chance to upload their score to their account on the website. The 
recorded information will include such things as the score and platform as well as 
the game.
This will be stored in a database and will be called upon when the users wish to 
compare their scores.
The user can also just play without logging in, this will allow people to share the 
experience with friends and prevent frustration later which will lead to positive user 
sentiment.
 
The Website
 
While the information will also be provided via the Smartphone’s game interface 
a website will be built in HTML5 to provide the top scores around the world by 
platform and platform independent top scores.
The choice of HTML5 will allow sharp graphical/animated interfaces for the user in a 
uniform way on both Smartphone and Computer based Internet browsers.
The users will be able to log onto the website and check their scores by logging 
into their account. The website will also provide information on their highest held 
position as well as their current position in the games that they have bought.
The user will also be able to view the top scores from around the world and limit it 
by platform too.
Initially for a Beta test we may just have the leader boards consist of usernames 
rather than account information for simplicity. Accounts would then be added in 
later to allow for a more personal experience.
 
Future Possibilities
 
When we are profitable we will begin research into how to develop a style of 
Massively Multiplayer Online Game (MMOG). This would require some work into 
assessing the capabilities of the platforms as a whole.

 
 
 

Marketing
 
Due to limited starting funds, we will not be attempting a traditional marketing 



scheme (television, billboards, radio, etc). Instead, we will be focusing almost 
exclusively on effective online marketing techniques. Primarily, a social networking 
campaign taking advantage of Twitter and Facebook as well as support with a blog 
and YouTube channel.

The initial target for the campaign will be existing fans of other successful 
smartphone games, with an attempt to build up a buzz within developer 
communities and fan communities. As the list of highly successful smartphone 
games is still rapidly expanding and the fans of these games tend to be fans of all 
of them rather than a select few, we feel that targeting these groups will prove 
highly successful.

Though our games will be designed with every demographic in mind, we will 
initially be focusing on young adults (ie. students) as it is the most accessible group 
to us at the moment. It is also the most fruitful to pursue as young adults tend to 
set trends of the “next big thing”, be it popular products, services or games.

Though the main thrust of the campaign will take place online, we also plan 
to implement poster campaigns and launch parties, first, in UL with the intention of 
spreading to other colleges in Ireland. The goal for the posters themselves is to 
present an element of captivation and mystery in attempt to stand out from myriad 
of posters and notices plastered all over the college as it is.

An example of a poster campaign which stood out in the past was the for 
Monster (energy drink) where green claw mark stickers were placed around campus 
in the lead up to its release. This created substantial word-of-mouth advertising 
which is also something we hope to clinch.

 
The Customer

 
Our products are aimed towards a wide variety of people. Our customers would need 
to own a smart phone to be able to play our games. We aim to make a wide variety of 
games to suit all age groups, including family friendly games as well as more mature 
games for older players. We wish to be able to cater to as many age groups as possible 
as well as catering for both male and female customers, which is a demographic often 
missed by other game companies.
 
Our product will also aim to cater towards both casual and much more hardcore 
gamers. We feel that as a games company we should make sure to not limit our 
customer base by only making a limited genre of games We aim to make puzzle games, 
action adventure games, role playing games as well as many other genres of games to 
make sure we can cater to everything our audience would wish for. We want to make 
sure our product can be played by people who are really into games but also to people 
who don’t play games that much or to children whose parents have given them their 
phone to keep the child entertained during a long car or train journey.



 
The main selling point of our company is, of course, that our games will be able to be 
played across all smart phones, including android phones, Windows 7 phones and 
iPhones. We believe that all of the groups we are going to be aiming our products 
towards will enjoy the extra feature of being able to share their high scores online so 
that people from any phone platform will be able to see it. We believe that by adding 
this extra feature to our product we can add an extra element of interactivity between 
our users. Friends will be able to try and beat each other’s high scores without having to 
have the same platform of phone. We believe that this will greatly benefit our customers 
as they will be able to play to beat each other’s high scores which will add a whole new 
layer of play to our games. This means that hopefully our customers will get a little extra 
from our games that they simply get from other game companies which make games for 
phones.

 
 

Rejected business Ideas
 
Idea #1
One of the first ideas we had for our business was to set up an online store which 
sold popular games from the past which are no longer available in local shops. 
There is a substantial niche in the market for such a business as although games 
leave store shelves after roughly 2-3 years, they remain popular much longer than 
that. Take for example the Baldur’s Gate series (released in the early 90s), which is 
still commonly sought after.

We encountered a few problems which lead us to abandoned this idea. 
Firstly, getting the rights to distribute digital copies of the games and also, in the 
case of physical games there is the issue of finding a supply of the product for an 
affordable price. Most of these games are only available through second hand sales 
now.

The second problem we encountered and the one which caused us to focus 
on a different idea is that we discovered that such a business already exists. 
goodoldgames.com sells popular older games in digital format for very affordable 
prices - generally not more than 10 euro a game. In the end we decided it would be 
difficult to gain foothold in a niche of the market which is already being adequately 
fulfilled, at least with the limited means our business will be starting with.
 
Idea #2
 
One of the other ideas we had for our business plan was a rather silly one. We were 
going to set up a website, which you could link up to facebook or some other social 
networking site, which was going to allow people to make kittens that looked like 
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celebrities. We would give the users a choice of different bases that they could pick 
from and then then would be able to dress up the kitten as a number of different 
celebrities, using props and such that we would have made to fit the base of the 
kitten.
 
The main reason this idea was rejected was because it would be very difficult to 
make money from the idea without asking for users to give us donations. Another 
reason why we decided that this wasn’t one of the best ideas was because very 
similar (if not the same) ideas are already on the market and are free to use and 
play with and as such we would not be able to charge our users much, if anything.
 
 


