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Valve Corporation 
Valve Company is a PC video firm initiated in 1996 and is best known for its half-life series. They develop, design, and produce games. In 1998 Half-Life game was released and, after that, won countless awards in 1999, 2001, and 2005 as the best PC games. Other games under the Valve Corporation include Team Fortress 1 & 2, Portal 2, Left for Dead 1 & 2, and Counter-Strike (Puranam & Håkonsson, 2015). Below is SWOT analysis of Valve Company.
	INTERNAL FACTORS

	STRENGTHS (+)
	WEAKNESSES (-)

	-The Valve Company has an online system platform where gamers can find other Valve Corporation games to play. The online platform is known as Steam; this was created in 2003.
-The company has experts who design and develop these games. They are highly skilled game makers who leave nothing to chance.
- Most of their gaming equipment is made from scratch and is easy to use and to join.
- They create gaming software as well, which ensures the gaming process is smooth. In this light, they develop updates for this software too.
-Their profits come from the Steam platform.
- They listen to their fan base and ensure they get what they need (Ilieva et al., 2018).
	-The company takes longer to produce and release the games' sequels.
- It is vulnerable to hackers; this took place when it was attacked by XSS.
- Most games hosted on the Steam platform do not have a lot of user control.



	
	

	EXTERNAL FACTORS

	OPPORTUNITIES (+)
	THREATS (-)

	- Due to massive gamers in the Valve online platform, the company has the opportunity to keep making more games that resonate with its audience.
- Due to demand, the company has the opportunity to hire more creative staff who will make even better games; this allows them to also partner with pro gamers who can brainstorm and implement new, creative, and intriguing ideas for the original games.
- Because of their dominance in the gaming market, they have the opportunity of joining new gaming markets in a bid to spreads their wings.
- They can collaborate with other gaming companies to develop new games (Lin, 2019). 

	-One of the main threats in the Valve Corporation is the Discord online platform services. The above platform is giving Steam a run for its money because of giving its gamers a better system to that of Steam. Steam has lost some of its best players to that platform. 
-More prominent corporations may also want to outdo this company's revenue avenues by offering to buy out Steam. It is a threat because changes of ownership will disrupt the gaming world as new policies will be introduced, which might harm or favor the gamers (Kuchera, 2018).
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