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Venture Capital Writing Assignments
Squiggle park company is a company dealing with learners of English to help in closing the literacy gaps. Classroom. The company was incepted in 2014, and its headquarters are located in Dartmouth, Nova Scotia, in Canada.
The Company
Squiggle provides reading skills games personalized, which pushes the pupils to excel in the right place. Additionally, it is created by teachers and experts to align with the curriculum of the classroom. The company provides so many fun activities and games which the kids prefer to play every day. The games can be played at home or in the classroom to enhance the success of the learners.
Favorableness of the industry
There exists a number of companies providing the same service as squiggle park. However, Squiggle park's quality services make the vast difference between it and its competitors. Unlike its competitors, it identifies specific sections of struggle with the teachers' provided mini-lessons to teach the gap. The individual student and class progress reports are provided, reducing the teacher's extra work. Despite the competitors, strategies such as high-influenced marketing campaigns and price cuts, this difference in quality is the main factor that makes Squiggle park vibrant than all its competitors. Its main focus is to ensure that the learner's masters the content presented continually (Dzekoe, 2020). It enables the players to come across high frequency and new GPCs words based on designed orders to quickly access large volumes of texts. 
Market Size
Over recent days, there has been a rise in demand for more innovative ways and techniques for learning and mastering content among the learners. This will enhance the learners to learn through play and practice and, at the same time, create confidence that they are developing their toolkit to decode any encountered word (Anable, 2018). As a result, the demand for activities and games applications has increased to expose them to testing and learning their skills in various formats. The company co-founder and chief officer for marketing described that the organization's newest offering is a dreamscape designed for children aged between eight years to twelve years. The company is currently in 12000 schools and enjoys a registration of 100000 players and explained that its services improve reading with only thirty minutes of play weekly. Other than other market factors, I don’t think the company experiences market challenges.
Entrepreneurial Team and management
Some of the crucial management and entrepreneurial skills possessed by Squiple park company includes reliable and high-quality software investment. This software is of high quality and durable, and it is intended to pay off times spent on developing them. Additionally, there is a total specialization of duties by the personnels in the company, which facilitates its quality products. However, the management fails to provide quality motivation to its employees. Additionally, it does not offer a variety of services.


Conclusion
Reflecting on the arguments above, I perceive a greater probability of more growth, leading to critical future products within the next coming years (Xu et al 2019). Even with few challenges faced by Squiggle Park, there are still chances for improvements that would greatly help the company. A venture capital investment is recommended since all the above categories are met. 
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