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SWOT Analysis for Valve Corporation
Due to the ever-increasing competition in most markets, it is always crucial to ensure that a company continues to be competitive. Due to this reason, a company has to look for strategies that will make it stay afloat and distinguished from others. One of the many ways a company like Valve Corporation is introducing a new product in the market. Moreover, the only way that the company can pursue this strategy is to carefully perform a SWOT analysis (Valve Corporation, 2016). Through carrying out the review, it will be possible the best ways to approach various strategies about the company. This paper presents a swot analysis detailing how the company can enhance its competitiveness. It is composed of the template of the Swot analysis template first, where we have a brief of the entire analysis followed by an in-depth SWOT analysis of the company. 
	Strengths 
1. Popularity. The company enjoys a big deal of popularity coming from its market dominance. 
2. Experienced staff in making video games in the industry for a longer time. 
	Weaknesses 
1. Financial flaws. The industry requires a significantly large amount of money. 
2. Considerably very high costs of marketing the company’s Products. 

	1. New, improved video games for children. The company has an opportunity to invest in making video games for children.
	Threats 
1. Competition. The company is not the only one in the business, so chances are high of meeting fierce competition.
2. Plagiarism and copy-pasting of new company’s innovations. 




I. Strength
Like any other company, the Valve corporation has some advantages that make it be in a better position than the rest of the companies in the same industry. One of the company's strengths is its employees (Birdwell, 2016). The company prides itself on having workers who are very experienced in the production and programming of games. This fact helps the company to compete better than the rest since experience is very paramount in the field.
Also, another fact that adds to its strengths is its popularity. Popularity is significant, so long as the company remains in this competitive business world. It is easier for people to accept a new product from a company that is known to them
II. Weaknesses
While the company's directors always work hard to improve the company's strengths and financial abilities, various factors hinder the company’s growth. Due to this fact, one of its company’s weaknesses is financial problems (Birdwell, 2016). Financial strength is essential for any organization since it makes it possible for managers to make proper arrangements to avoid the company from making expenditures for money that is not there (Sabbaghi & Vaidyanathan, 2004).
III. Opportunity
By because sure, there are many innovative ideas on how the company can ensure that it has better ways of generating revenue. One of these many ways is by making use of ever-improving technology (Valve Corporation, 2016). One of them is by creating virtual reality games where children feel like they are participating in the sport in real life.
Also, the company has the opportunity of using the data that they already have about the customers to understand them better (Sabbaghi & Vaidyanathan, 2004). Once the company understands the desires and the needs of the customers, the company will come up with innovative ways of solving the challenge.
IV. Threats 
One of the most evident threats to the company is competition. The competition arises from the point that it is not the only company handling the product. Due to this fact, managers have to remain strained to ensure that they still make a profit (Sabbaghi & Vaidyanathan, 2004). Therefore, competition is a threat to the company.
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