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Executive Summary 

By providing almost limitless value to its two immense customer groups, gamers and global advertisers, GamingFlicks.com promises to generate profits of millions of dollars as early as its second and third years of operation.

A brand new concept, this start-up website is designed as a zone where gamers can unite to share and take advantage of global gaming knowledge in the form of user generated video tutorials. Profits will be generated from the sale of advertising rights. In an industry that is exploding, our website offers unprecedented value in four ways:

1. Low (no) startup costs

2. A new type of advertising medium

3. Ability to target a broad market spectrum
4. Brand new-to-market tutorial concept, implemented through two proven ideas

The management team behind GamingFlicks.com has the experience, technical and business knowledge to know what our users want. The site, a web 2.0 application, brings four new internet concepts to life:

1. Scalability

2. Ability to reverse out work

3. Network Effects

4. Ability to create custom inputs from standard outputs

These four internet effects are only beginning to be realized. Our business venture takes each effect and harnesses its power and ability to the fullest.
Not only will GamingFlicks.com be the only website that gamers around the world have bookmarked, but it will also be the one web start-up of 2007 that every advertiser will want rights to. 

1.1 Mission
To provide all video gaming needs on one website.  GamingFlicks.com plans to become the largest online video game community by providing users with the most relevant tutorials, highlights, tips, tricks, and news.  

1.2 Goals

· Create the desire for businesses to advertise on our website because of GamingFlicks.com popularity.

· Become the benchmark among all other websites in terms of providing the most consistent and informative gaming tutorials on the Internet
· Constantly change and improve the website, to maintain present customer base and attract new customers.

2. Company Summary
GamingFlicks.com is not your ordinary website for gamers; it is a revolutionary website for game players, game producers, and everyone in the gaming industry.  This website will have tips, tricks, information on tournaments, reviews on games and game products, and one thing that our very own new concept, video tutorials.  These video tutorials, also known as “flicks” on our website, are what separates this website from every other and is the main reason for its future success.  
The Press-Enterprise has published an interesting article about e-sports named Playing for Money.  A quote from the article will make the size of this industry clear. “Video gamers, once stereotyped as basement-dwelling introverts, are now inking million-dollar contracts, sponsorship deals and television appearances.  They are flown all over the world for public events and besieged by fans at tournaments. 

Sales of video and computer games topped $7.4 billion last year, nearly twice the revenue of Major League Baseball.  Gaming businesses such as the Major League Gaming and Cyberathlete Professional League make money through sponsorships from companies such as Pizza Hut and Red Bull, whose target markets include video gamers. 

Sponsorships allow the leagues to award more money and to sign more contracts, which attracts more players.  National Major League Gaming events draw on average 2,500 competitors.  The international Cyberathlete Professional League, founded a decade ago, awarded $250,000 in prize money last year. It boasts 500,000 registered members on its Web site”. 
We believe that the “flicks” on our website set us apart from the competition. However, to become the benchmark in this industry for these types of websites, the other parts of this website have to be innovative as well.  This is why the information on the site will be edited by users and presented in manner where the best articles, reviews, and tutorials are shown first.  A “flicking” system will be integrated to achieve this: users will read the article of choice and then “flick” it up if they like it or “flick” it down if they don’t.  This ensures that the best, most wanted and relevant articles find their way to the top.
We are offering this service free to our users, which will create lots of traffic on the website, thus inviting the appeal of advertisers.  We will have the regular advertising that other websites have, such as banners and adsense by Google. But again, one more thing will differentiates us: online commercials.  Since “flicks” are going to be viewed off the website, and not downloaded (streamed video), we can offer a short commercial to appear before the video tutorial starts.  This is revolutionary in itself, as there is no other website that can offer this type of advertising.  Now what makes this even more attractive to advertisers is the fact that everyone on the website is a gamer, and therefore all advertisements relating to this industry will be relevant to all users.  
3. Industry Analysis

Since the creation of Pong in 1972, video games have become a pop culture phenomenon throughout the world.  Video game industry revenues rival that of the movie industry, and have no limit in sight.   Lev Grossman of Time magazine wrote “Whatever these games ‘mean’ to the people who play them… they mean a lot.  Fifteen years ago, video games were barely more than a cottage industry […] [In 2003] game sales hit $7 billion, in the same exclusive ballpark as movies (about 9 billion)”1 (INSERT FOOTER ABOUT THIS QUOTE).  Video game products are constantly changing to better suit the demands of gamers, which increases the popularity of the industry as a whole.
3.1 Seventh Generation Consoles Released
On November 22, 2005, Microsoft released its Xbox 360, followed by Nintendo’s Wii, and Sony’s Playstation 3.  The biggest advantage of all these consoles is that they have been equipped with considerably large hard drives.  This will allow the consumer to save multiple replays and import them to our website.  Also, the Nintendo Wii has taken a more intuitive approach to controller design by adopting motion sensor technology.  This product has revolutionized how video games are played and has immensely increased the need for video tutorials.
3.2 Growth of Video Game Sales
The video game industry has experienced robust growth in recent years.  The NPD reported that in 2006 the video game industry in the US sold $13.5 billion in video games, console hardware, software, and accessories
.  Worldwide sales of video games have doubled since 1996, topping $7.4 billion
.  If this trend continues, our calculations predict that by 2010, total video game sales will reach the $10 billion mark (Appendix 1).
3.3 Explosion of Online Gaming
In-STAT/MDR predicts that by 2008 the online gaming market will grow to become an $8 billion industry
.  GamingFlicks.com has definite network effects which ensure that, as the online gaming community gets larger, there is a greater potential for users to visit our website.
3.4 Video Capture Technology
In recent years, major communication companies have developed cell phones with video capturing capabilities.  This technological breakthrough will benefit GamingFlicks.com because it will exponentially increase the amount of users who are able to create and upload their videos to our website.
3.5 Viacom sues YouTube
According to BBC news, Viacom Media is in the process of filing a lawsuit against YouTube for a little over a billion dollars.
  Viacom’s maintains that, “There is no question that YouTube and Google are continuing to take the fruit of our efforts without permission”(WHERE IS THIS FROM).  YouTube must either purchase the rights to broadcast media legally, or establish a more stringent video filter system.  In either event, GamingFlicks.com will benefit from the outcome case because YouTube’s profitability and/or viewers will decrease indefinitely. Our website will benefit from this case because of the Fair and Reasonable Use agreement, which states that use of video games for tutorial purposes is “reasonable” and therefore GamingFlicks.com would not be liable.
4. Bootstrap Capital

Our business venture is quite simple in terms of backbone and infrastructure, and so it has very little start-up costs.  Most of the value associated with our website lies within our video game expertise, coupled with our educational background in engineering and business.  Moreover, other areas such as website design and video production have been outsourced to friends and family at no charge. These affiliates will be used to populate the website initially.  However, we plan to finance all other costs through three channels: soft capital, presales to advertisers, and government grants.
4.1 Soft Capital
Most of our initial financing will be generated through personal savings, friends, and family.  
4.2 Presales to Advertisers
We plan to sell advertisements (ads) to businesses in pre-start to help finance technical areas of our website, webhosting and bandwidth costs.
4.3 Government Grants
The government of Ontario does provide young entrepreneurs with grants and subsidies for business start-ups.  Advantages of applying for government grants are large subsidies, low-interest rates, and tax refunds.
5. Value Proposition:
5.1 Value Proposition for the Gamers:
	Asset to Gamer:
	Value

	1. Time and money saved from having pre-filtered tips & tutorials, hardware & software, tournaments & competitions all “flicked” by other gamers, guaranteeing quality information
	$10,015

	2. Time and money saved from finding out where tournaments and competitions are held, all your gaming needs on one website
	$515

	3. Ability for gamers to gain recognition and fame from the advanced rating system
	$5000


1. 30 minutes of time saved by not having to filter tips personally - $15 (time = $30/hr) and quality tips and tricks that enhance the chances of winning tournaments valued up to $100,000. These tournaments that offer such sums of money number in the range of 3-5 per year.
Average increase in skill of 10% granting an estimated increase in winning of $10,000/year.
2. Customer will find out about smaller tournaments that are not commercially advertised as well as approximately 30 minutes of time saved ($500+$15).
3. Provides the opportunity to get noticed, leading to sponsorship from a gaming company - $5,000. One in five professional gaming teams/players land sponsorship.
5.2 Value Proposition for the Advertisers:
	Asset to Advertiser:
	Value

	1. Ability to advertise to a large and wide group of consumers from only one website and yet at the same time, most advertisements will apply to ALL viewers
	$48 CPM

	2. Ability to advertise to a market that is not reached by conventional marketing
	$10,000/yr

	3. Gaming companies can market demos/betas to potential customers
	$5,000/yr

	4. Ability to have various methods of advertising, eg. Online commercials, not just stills.
	$3000/yr

	5. Scalable marketing and advertising
	$10,000 per product


1. Average Web Ad: 16$ CPM. Conservative estimate that 25% of an advertiser’s ads will apply to viewers. The equivalent cost of regular ads that would apply to the same amount of viewers is 64$. This leads to savings of 48$ CPM.
2. By advertising on our website, the advertiser will be able to reach a demographic that does not generally watch TV, or read magazines, but uses the internet.  This is a gain of 10% in sales for an average of $1,000,000 sales revenue, for the gaming industry, leading to an increase in average revenue of $10,000
3. Gaming companies can offer a free demo/beta on the internet to spark interest before the release of a game, thus increase awareness and sales ($5,000/yr [100 games * 50$/per game sales revenue])

4. Online video advertising allows for more creativity in the advertisement, such as a video preview of the game.  There is also the possibility of having a person sell the features in real-time, which is a more persuasive method of advertising than the written form.  This is a more productive approach to improve sales revenue = 60 games/yr = $3000 sales revenue

5. Advertisers will be able to purchase advertising impressions on a per unit basis. Our prices will be charged on CPM basis where advertisers can specify anywhere from one impression to millions of impressions. This enables advertisers to test their ads without risking large investments. For example, instead of paying for a whole page ad in a magazine for a new product, advertisers can purchase a few thousand impressions to determine the market’s receptiveness to their product. Savings are upwards of $10,000 (cost of a magazine ad) minus a few thousand impressions, roughly equaling $10,000. 

6. Market Analysis

6.1 Size of Market:


Our target market was determined through market research from Canadian and American government census websites. Additional information about gamers and gaming habits was found on the Entertainment Software Association website (www.theesa.com).

	1 person per 2.58 people are heads of a household

	111 million households in the United States

	69% of household heads play video games

	111,000,000 x 1/2.58 x .691 = 29,729,070 people

	

	73,205,000 children (ages 12-17) in US

	at least 50% play video games

	73,205,000 x .50 = 36,602,000 people

	

	Approximately 65 million gamers in the United States

	

	with 69.1% internet penetration

65M x 0.691 = 45 million people 

	TARGET MARKET = 45 million (USA) = 15% of the population



	15% Canadian population = 5 million

	

	TARGET MARKET: 50 million (USA + CAD)


6.2 Growth of Market:
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7. Goals: (N=?)


Our goals are measured in terms of both users on our website as well as page views per month.  A user is defined as a person who has signed up and registered for a free account.  At startup, we plan to have 3,000 registered users.  More on how these users will be obtained will be discussed in the marketing section. 

	Measure
	Start
	Year 1
	Year 2
	Year 3

	Users
	3000
	7,000
	23,000
	76,000

	Views/mo
	0
	658,000
	1,500,000
	6,300,000


The website will not be started until our initial quota of 3,000 registered users is filled.  Finally, our page view estimates were derived from similar websites that have already been established.  These values are not directly related to our registered users, as there could be unregistered customers who only browse the website to view content or information.
8. Marketing 

8.1 Initial Marketing Plan
1. Personal calls: much like digg.com, we will personally call and sell the use of our website to 3,000 initial registrants. These people are our family, friends and personal contacts. This will provide the initial population and customer base to help get our website started. Two of the founders of GamingFlicks.com, Matthew Karam and Mike Stewart, have previously competed in gaming tournaments of varying genres and have many contacts in the industry.
2. Self-promotion through generated and earned media. We plan on posting stories on affiliated or related websites such as digg.com to generate interest in our website.
3. We plan on implementing a pull strategy. This will encompass a simple, yet powerful placeholder website in which a slogan such as “the revolution is coming” as well as a countdown timer to be in place. Traffic will be generated through self-promotion, and will eventually sustain itself through earned media.

4. In exchange for some small advertising rights on our website, we plan to get a popular, established site to do a feature on GamingFlicks.com to generate popularity.

8.2 Post-Startup Marketing
1. To increase awareness about the services we provide, we plan to have the top flicked tutorial of the month added to the demo DVD of a gaming magazine such as PCGamer or Xbox magazine. At the end of the tutorial video, it will be noted that more tutorials can be found at GamingFlicks.com.

2. For further expansion, to keep users interested, we are going to provide gamers with their “15 minutes of fame” in the form of video newscast.  It will be very similar to a sports-centre type program where there will be highlights, news, player interviews and event coverage.  This online program will include, ‘flicks of the week’ as in highlights from the gaming world, where we will recognize the most outstanding gamers and gaming moments of the week. This will give gamers the desire to continue uploading videos for the chance to be featured on the program.  Future possibilities for this program include having celebrities on air, perhaps sports icons playing their respective sport video game equivalent.
9. Management 
GamingFlicks.com was founded February 2007, by the following three University of Ottawa students: 
Mike Stewart was born and raised in Ottawa with his mom, dad and older sister.  He is currently in 2nd year Chemical Engineering at the University of Ottawa with a minor in engineering Entrepreneurship.  He feels his best quality regarding Entrepreneurship and Innovation is at the same time his worst; he does not accept anything but first place.  He is taking entrepreneurship not to find out what constitutes a good idea, but rather what does not. Everyone has ideas; the only question is just which one to pursue.
Matthew Karam is an energetic student who is looking forward to meeting the challenges of real business situations after schooling.  A native of Ottawa since childhood, he began attending the University of Ottawa in 2002 in the Faculty of Science, but later transferred to the School of Management in 2004.  He enjoys playing video games professionally where he has excelled competing in the Madden NFL series on XBOX 360, finishing 2nd and 3rd respectively in the Canadian championships held over the past two years.

Osh Mendis was born on July 31, 1986 in Sri Lanka.  Currently, he is completing his 2nd year in a B.A.Sc. in Chemical Engineering with a minor in Entrepreneurship and Management from the University of Ottawa.  In addition to school, he is an avid athlete and greatly enjoys many aspects of fitness including working out, boxing and many other sports.  He also possesses an interest in the community, being part of Engineers Without Borders, and being a member of the Engineering Faculty Council.  
Osh and Mike’s engineering aptitude and knowledge, in combination with Matthew’s ability to recognize a business opportunity will provide an invaluable set of skills to make GamingFlicks.com.  All three of the founders have excellent presentation skills and selling ability which will help secure many advertising contracts.

In addition, both Matt and Mike have a lot of experience in the gaming industry from attending competitions and tournaments.  This will give us the upper hand in knowing what our viewers and users want on our website as well as very useful contacts in the industry.
9.1 Weaknesses Evaluation: 
	Weakness
	Solution

	Lack of capital (website funding)
	Presale of advertising and strong sales skills

	Lack of programming knowledge
	Knowledgeable and trusted friends. Ability to outsource.

	First business venture
	Help from knowledgeable professionals and mentors


As with many web 2.0 applications, this website is self-sustaining. Most or all of our content is user generated, user uploaded, and user rated, resulting in very little input from management and administration.  Most of the work that will be done is related to improvement and expansion.
Finally, we have a need for two external services: a contract lawyer, and an experienced programmer. This is to implement a contract that users must agree to that will release ownership of all uploaded content to GamingFlicks.com, thus preventing any potential claims against the company for revenues earned due to their uploaded content.  As none of the founders have any substantial programming knowledge, the coding of the website has also been outsourced to a knowledgeable professional. 
Our website will be coded such that small changes can be processed by people with very limited knowledge of web coding and design.  We will be able to add, edit or delete videos and stories as we see fit.  As with any new technology, however, we know that there will be technical issues.  We will have coder on call (who is currently designing our site) so that any problems may be resolved efficiently and any new additions can be implemented.  

10. Operations Plan 

· Currently, we have a prototype of the website and further design is underway. 

· May 1st – 8th:  Meeting and evaluation of programmers

· May 9th:  Commencement of programming. 

· Content collection from personal contacts 

· May 20th : Expected date for website completion

· Presale of advertising

· Commence personal calls to build user base

· June:  Implement Game Center concept.

· August: implement online stats recognition


· End of year 1: Purchase server equipment and dedicated bandwidth
11. Risk Analysis
	Risk
	Solution

	Few barriers to entry. This means that it will not be difficult for another startup website to imitate what we have already done.
	First mover advantage in combination with our network effects and user loyalty

	Not enough users to upload and sustain the website – potential failure
	We have enough knowledge and connections to knowledgeable individuals that we can create our own content until the demand has been met.

	Malicious/unrelated content uploads
	-Flicking system
-Administrator intervention

	Gaming Companies might try to steal the concept of video tutorials, and produce similar website with ease in finding/making tutorials
	Even if a large company tried to steal the concept, they would have a limited number of games to provide tutorials for.  Our website has no limit to the games we can cover.  

	Copyright infringement lawsuits
	We believe that the reasonable use clause may defend our website, as only 2 minutes of the game is being taken.  Also the user that uploads the video has purchased the video game, and has created the tutorial and then releases the ownership to the website.


12. Financials 

12.1 Cash Flow Statement
 Financials pg 2..

13. Appendix
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	Year
	Revenue

	1996
	3.7

	1997
	4.4

	1998
	5.5

	1999
	6.1

	2000
	6.02

	2001
	6.35

	2002
	6.9

	2003
	7

	2004
	7.3

	2005
	7.6

	2006
	8.2

	2007
	9.6

	2008
	8.8

	2009
	9.4

	2010
	9.7
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