By The Book Gaming
Action Team Description

The Action Team produces the action oriented online games, including By The Book Gaming’s (BTB) flagship products, Fly S.W.A.T. and Weapons of Mass Destruction. The core of the 8 member team has been with the company since its beginning, and are extremely loyal to the company, but even more so to the company’s action games heritage, and for good reason. In 2009, the products produced by the Action team resulted in $8 million of the company’s $10 million in revenue. This team is expected to produce $12 million of revenue in 2010.
Various features of the action games are also available for use by other product lines, including Core Infrastructure (3D rendering, Security, DBA, Money Processing, and Advertising functionality); Analytics based on participant data; and a chat service.  To make these features available for all products, the Infrastructure team was created in 2008 by splitting team members off of the Action team.  All of the Action applications utilize the Core Infrastructure and Analytics.

Fly S.W.A.T.
This game involves a helicopter antiterrorist S.W.A.T. team.  Income is generated from advertising and use fees for certain features. Fly S.W.A.T. has been BTB’s main source of revenue, and is the leader in a highly competitive market saturated with several competitors. Gaining market share has proven to be difficult and revenue growth from this product has consistently been around 25% and did not increase substantially in 2009 even though there was a considerable increase in investment in new features.  The increase in revenue was mostly due to new advertisers driven by BTB’s ability to provide detailed analytics of its participants. 

Weapons of Mass Destruction
This game is a war simulation allowing players to form armies in various campaigns.  Income is generated from advertising and customization fees, which allow players to create custom campaigns. Weapons of Mass Destruction has been a nice secondary source of revenue for BTB.  It exists in a competitive environment but nonetheless BTB has had some success growing revenue with this product seeing good growth in the past two years based on slight increases in investment focused on adding new features. BTB’s ability to provide detailed analytics of pool participants also makes this product attractive to advertisers when compared to competitor’s products.

Hockey Goon
This game allows people play in an ice hockey game as the goon enforcer. Income is generated from advertising, access fees, and customization services. This product has been championed by Tor Lindvalds, BTB’s Chief Software Architect and hockey fanatic. BTB is experiencing difficulty finding team members who are familiar enough with the game of Hockey to get a full appreciation of what makes a compelling simulation, because as Tiger Woods said “I don’t think anyone really watches hockey anymore”
. There is a small but loud and loyal customer base that loves this game.  Tor is convinced that if this game had a Service Oriented Architecture (SOA) it would be the killer service, but nobody else at BTB has been able to figure out why that would matter or whether there is a bigger market for this game. 

Wii will Conquer
This new game, developed in partnership with Nintendo to take advantage of the popularity of the Wii, allows use of the Wii controller on a PC.  Income is generated from advertising, customization fees, and a share of hardware sales. Wii will Conquer is the first entrant into the new but growing market for online simulation games utilizing Wii technology.  Through analytics of BTB current participant population and various surveys BTB determined that nearly 50% of their participants in Fly S.W.A.T. or Weapons of Mass Destruction either had a Wii or would get the necessary hardware if they could use it in an Action game.  They also found that there was a large pool of Wii players that were looking for something new and exciting and liked the idea of an online action game.  The first prototype was developed in 2008 and an early release was made in July of 2009.  There have been some kinks and more functionality will be needed, but market reaction has been very positive. 
Revenue History (Numbers in Thousand $)
The following table shows the revenue generated by each product in the past four quarters.  

	Product
	Revenue History

	
	2009
Q1
	2009 

Q2 
	2009
Q3
	2009
Q4
	Total

	Fly S.W.A.T 
	900
	900
	1000
	1200
	4,000

	Weapons of Mass Destruction 
	400
	500
	500
	600
	2,000

	Hockey Goon
	125
	125
	125
	125
	500

	Wii will Conquer 
	0
	0
	500
	1000
	1500

	Total 
	4,000
	1,500
	500
	2,000
	8,000


Product Staffing History
The following table shows the historical allocation of the 8 member Action Team on the various products during the past four quarters.  The Dollar figures are based on BTB’s annual burdened rate of $125K/person.

	Product
	2009
Q1
	2009 Q2 
	2009
Q3
	2009
Q4
	Total People/

Quarter
	Total (Thousand $)

	Fly S.W.A.T 
	2
	2
	2
	2
	8
	250

	Weapons of Mass Destruction 
	2
	2
	2
	2
	8
	250

	Hockey Goon
	2
	2
	2
	2
	8
	250

	Wii will Conquer 
	2
	2
	2
	2
	8
	250

	Total People/

Quarter
	8
	8
	8
	8
	32
	1,000

	Total (Thousand $)
	250
	250
	250
	250
	1,000
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