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SWOT Analysis
STRENGTHS, WEAKNESSES, OPPORTUNITIES & THREATS







Strengths Weaknesses Opportunities Threats

It is an educational game; 
therefore, it will be used in a lot 
of schools.

As they are not aware of any 
games like this, this will be the 
game’s unique selling point.

With a scoring and tracking 
system, teachers will be able to 
assess how safe they will be on 
the road in real life.

Scoring system could make it 
more competitive making it more 
fun and children will want to 
achieve high scores.

With the game being touchscreen 
and having clearly defined 
objectives, it will be easy to play 
for the 6–10-year-olds.

As there has never been a game 
like this, the company will not 
have any data on how a game 
similar to this performed.

They don’t have much time to do 
it. They only have 4 months.

The age of the audience is very 
specific (6–10-year-olds). The 
market will be quite niche.

They have the opportunity to 
take the gap in the market and be 
the first company to create a 
product like this.

By making an educational game, 
it will make their company seem 
more professional as they are 
willing to teach their customers 
as they care for them

By being the only company in this 
market, it will mean they can 
monopolise the market.

By creating educational games, it 
could also give them a lot more 
recognition.

As it is a game about road safety, 
it could be classed as violent 
when getting ran over etc.

Other companies could 
potentially steal the idea and use 
it as their own.

If a player of the game gets 
injured in real life, it could create 
a negative image on the game 
that it doesn’t teach people well.

Old devices may not be 
supported for this game 
therefore, people may not be 
able to access it.



Strengths
•Education game so will be useful in schools
•There is no other product like It on the market, so 
it has a USP
•By using the tracking system teachers/parents you 
can compare peoples progress based on age
•Easy to use as it has clearly defined objectives so 
accessible by all ages of children from 6-10.

Weaknesses
•As its unique on the market, they do not know 
how well it may do as they have no data from 
games that have tested the market
•Only four months to complete the task
•The target audience is very specific meaning the 
market will be quite niche

Opportunities
•Improve the businesses reputation as they are 
creating a game to educate the future generations
•They can monopolize the market and take all the 
business for themselves until a competitor maybe 
comes alone
•if successful they will be well known and have the 
chance at other products

Threats
•As it is a sensitive subject, they may get a worse 
reputation if it goes wrong
•If a user of the game gets hit by a car the 
company may be accused of spreading bad 
information
•If the app updates to keep up with advances 
in technology, it may not work on older devices 
which kids may only have access to
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