
SWOT 
 

Strengths  

 Offer advertisers massive exposure and branding both nationally and locally. 

 Allow advertisers to update and upload coupons in real-time. 

 Provide advertisers with analytics tied to coupon acquisition and redemption. 

 Create engaging and competitive games which provide real world value outcomes for consumers. 

 Eliminates advertising frustrations for end-users when playing mobile games. 

 
Weaknesses 

 We are currently an unknown commodity in the world of mobile applications. 

 Customers will only be acquired 2 months prior to launch (app must be fully functional at time of 
download). 

 Possibility of having an insufficient coupons-to-customer ratio. 

 Will need fully functional product in order to place potential advertisers under contract. 

  
Opportunities 

 There has been a continuing trend of organizations focusing their marketing and advertising 
efforts online and within mobile applications as opposed to traditional advertising mediums. 

 Interactive Incentivized Gaming is a new concept without national exposure. Being first to market 
provides an opportunity for early adopter market share both from advertisers and users. 

 

Threats 

 New entrants into Interactive Incentivized Gaming could draw companies away from advertising 
with Play$av. 

 Insufficient number of users who utilize our app – therefore providing us with less-than-expected 
revenue streams 

 The inability to capture a large enough market share to thwart off any eventual competition. 

 It is imperative that our games are interesting enough to warrant play in order to get the coupon 
rewards. 

 
Minimizing Threats and Combating Weaknesses 

 Patents (pending) and trademarks will help deter future competition from copying our game 
design and method of simultaneously supplying coupons and advertising space. 

 Securing contracts with advertisers will ensure the integrity of our revenue streams regardless of 
new market entrants. 

 Creating entertaining and engaging games as well as overall user convenience will allow us to 
capture a large market share. 



 Utilizing existing discounts or coupons that stores are already offer, in the form of advertising in 
gameplay, will balance our coupon-to-customer ratio. 

 We have pre-existing relationships with established game developers that are prepared to join the 
organization upon funding. 

 We have a Provisional Patent, application number 61/697,249 filed September 5, 2012. 

 We have a PCT (Patent Cooperation Treaty) Patent, international application number 
PCT/US13/58088 filed on September 4, 2013. 

 


