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As what Ryan said, in term of the immediate issue, although the loyalty program had been increasing incessantly and still remain a high level currently. Additionally, the rate of actual use for customer declined years by years. It might result from that customers always demand much more than what these merchandises prepared in advance, such as technology and experience with friends. In terms of these issue, Starbucks can cooperate with Sony and improve its loyalty program via AR of Sony. Starbucks can use this projector for customers to order and create their own drinks and share their recipes in the mobile screens after extracting QR code. In addition, these customers can also play PS4 or any other gaming devices with employees via consuming stars when consumers purchase per drink. If those consumer want to keep their star in order for some free drinks, it is not mandatory for them to play games. Variety of youth would come to these concept stores in order for experience and sharing photos on their social media. There is no need to change the reward system if customers could consume points every time after they would purchase drinks
Decision Criteria:
Based upon this case, Starbucks would have to expand up market share, satisfy their customers and make profits with viable plan. 
· Make profits with feasible and unique plan
· Meeting customer needs and create awareness
Analysis:
a. Make profits with feasible and unique plan
Starbucks, as one of the leaders in Canadian coffee brands, has customers attracted by these products as status symbols, whose age range from 25 to 40, whatever male or female. (Alam, 2017) On the other hand, Canada has lots of cities with developed economy such as Toronto and Vancouver. For the Vancouver whose population is high up to approximately 600 thousand with salaries can be above 50000 for half of them. (Statistics Canada, 2016) These data means that fairly well-off families prevail upon these cities and these people can afford the augment of price of coffee due to Xperia Touch in concept stores, the expansive projector of Sony. 
b. To create awareness and meet the customer needs
Sony is one of the greatest companies which is famous for its Playstation. Partnership with Sony would be a natural way to utilize propaganda because brand effect from Sony. Everyone might now know other electronics of Sony except PS4 or any other gaming devices. In fact, at least 70 percent of North American consumers know Playstation, included Canadians. (Quilty-Harper, 2006) As what mentioned previously, lots of customers would be attracted by these concept store of Starbucks and method make order and their own coffees at least because of their curiosity
Implementation plan:
Short-term: Starbucks can purchase PS4 and install them in some existing shops. It can attract non-consumers clients to come in order to enjoy coffee and playing games with friends. Starbucks can also launch activities on Facebook for the public to share their photos in Starbucks playing PlatStation with prize for the champion.
Long-term: operate more shops distinctive with other traditional shops. By separating these concept stores with traditional stores, people can avoid being disturbed when they are working. At the same time, customers would be enticed by these brand new way to make their own recipe and order. 
Risk and contingency plan:
Risk: Sony might not cooperate with Starbucks
1　 Short-term risk: Sony are not willing to cooperate with Starbucks at the beginning
2　 Long-term risk: Sony break off partnership suddenly
Contingency plan: Starbucks can negotiate with any other companies in term of gaming and AR such as Nintendo and any other small companies such as mutualmobile. At the same time, as Sony is possibly at the edge of bankrupt, the partnership would be a straw before it got drought.
Appendices
Gantt Chart:
	
	Short-term 
(1 month to 2 months)
	Mediate-term
(4 months to 9 months)
	Long-term
(10 months and more)

	Open up some new shops with gaming space inside to attract youth to take photos or play game here.
	People can play games in Starbucks with their friend or employees of Starbucks.
	
	

	Put the Xperia Touch into use 
	
	People would be curious about this new way to order Starbucks and enjoy creating new recipe, as well as posting them on social media
	

	Make contract with Sony 
	
	
	Starbucks can make contract with Sony that support Sony financially in term of research and development of AR and VR



Response to feedback of Pearson
Michael, someone who gives me the feedback on Pearson, did give me lots of tips to improve on my Starbucks consulting case. In terms of structure, he analyzed my writing strength and any disadvantages of other parts. He pointed out where content should develop more and categorize. 
On the other hand, in terms of grammar, he stated that so many types of mistakes found in my draft copy, especially antecedent pronoun. He even provided many examples in order to make me understand how to avoid such grammar mistakes. Thanks for Pearson and thanks for Michael, for all of work you have done!
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