Running Head: PROJECT OUTLINE                                                                                                                        1

PROJECT OUTLINE                                                                                                                                                   2






Project Outline
Student’s Name
Professor’s Name
Institutional Affiliation
[bookmark: _GoBack]Course Title
Date of Submission









PROJECT OUTLINE
A. Introduction:
i. Title: Division Entertainment.
ii. General Purpose: To explain.
iii. Specific Purpose: To explain personal intentions to, and reasons for working at a US-based Nintendo Software Technology Co. Ltd division.
iv. Thesis: Having done a course that presents an opportunity to work in the entertainment sector, I feel that I am ready to join the job market and contribute my skills.
B. The Body:
I. Personal Career Goals:
a. To start my career in the consumer, sales, and marketing department, or any related department in a large American company.
b. To go up the career ladder and become head of consumer products or marketing department in a large American company.
c. To work at the U.S.-based Nintendo Software Technology division.
d. To sharpen my leadership, communication, and peace-making skills as a manager.
II. Company Features:
a. Ownership; Although Nintendo Company has one company, Fusajiro Yamauchi, the company has evolved over the years to become a publicly traded company (Nintendo, 2017).
b. Corporate Culture; Nintendo insists that its employees must learn the values and cultures that have defined the company over many years before getting a job (Nintendo, 2017).
c. Products; Nintendo offers content divisions, digital applications, and video games, such as Pokemon Puzzle League and Wave Race that run on top platforms, such as Game Cube and Nintendo 64 (Nintendo, 2017).
III. Personal Duties and Responsibilities at the Company:
a. Learn the values and culture that made Nintendo company unique since its inception so to fit into its corporate culture.
b. Market and sell the Nintendo brand to various companies and people around the world.
c. Engage in direct distribution where by selling directly to retailers like TV companies and other consumers, including individual consumers who want to buy directly from the company.
IV. Reasons for Working at the US-based Nintendo Software Technology Division:
a. The subsidiary is strategically located in Redmond, Washington, an area where I will able to meet many celebrities and expand my social network.
b. The company offers job security since it is a public limited company with high revenue earnings.
c. Good corporate culture that promotes innovation, education, and teamwork, a very perfect culture for my career and personality goals.
d. I love selling and marketing and Nintendo provides the opportunity to display these skills while merchandising the company products.
C. Conclusion:
My plan is to leave a footprint at Nintendo that will never be erased by doing all I can to ensure that whatever I market is sold. I will reach out to hundreds of customers every month to ensure that everyone wants a slice of Nintendo products (Sarkar, 2016). After I become the head of NST Consumer Products and Interactive Media department in a few years to come, I will make sure that we set a record in merchandising that will never be broken. Finally, I will leave to start my company when Nintendo is the number one firm in the entertainment and mass media industry.
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