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[bookmark: _Toc92285950]Introduction
Sony Group Corporation is also termed as Sony is a multinational conglomerate corporation located in Japan. It is considered as one of the major technological companies that is specialized in producing latest electronic products, video games and even regarded as the largest music firms on the global scale.  Sony’s next generation video game console, i.e. the PlayStation 3 (PS3) was introduced to the world in 2006. Previously PlayStation 2’s (PS2) revolutionized the video games industry. In 2005 Microsoft initially launched a video game called Xbox 360 where the sales reached 4 million. Sony faced tough companies with competitor companies like Toshiba, an electronics manufacturing company that partnered with Microsoft and created a standard digital video i.e., HD-DVD that was charged at $500 (Alexander, 2020). The Battle lines were created as reputed organizations like HBO, New Line, Intel, and Sanyo integrated with      HD-DVD and Fox, Disney, MGM, Lionsgate, Apple, Dell, Pioneer, Panasonic, and Philips. However, battle lines helped Sony to gain desirable profits through the video game industry. It also suffered some disappointments in the industry for instance, BetaMax, a home videocassette tape recording format designed by Sony was not up to the expectations and was beaten by other invention JVC’s VHS format that have taping ability of additional two hours compared to BetaMax. 
[bookmark: _Toc92285951]Company’s background
 Sony group corporation was initially called Tokyo Tsushin Kogyo, Ltd during 1946-1957 and later it was transformed as Sony Corporation during the year 1958-2021. The company was founded by Masaru Ibuka ND Akio Morita and according to 2021 metrics, number of employees working are 109,700 and revenue generated is $206.95 billion (Alexander, 2020). The different divisions of Sony corporation are classified as Sony Semiconductor Solutions, Sony Entertainment (Sony Pictures, Sony Music), Sony Interactive Entertainment, Sony Financial Groups. The company is also regarded as second largest in terms of market share and television manufacturers. The firm has integration such as Sumitomo Mitsui Financial Group (SMFG) corporate group. The firm was involved in the Tokyo Stock Exchange that includes Nikkei 225 and TOPIX Core30 indexes. The finances of the company can be classified as market capitalization and operating profit that is recorded as $90 billion. The recognition in finances made the company to be termed as a cash-rich Japanese company that consists of net cash reserves of ¥1.8 trillion (Cuff, et al., 2017). The global financial crisis caused in the late 2000s has resulted in rapid competition for playstations. Sony was responsible for the issue of mitigating employees by 10,000 which resulted in a huge loss of US$6.36 billion according to the fiscal year 2012. The firm even initiated to improve the market costs by 30%. The sales in different countries are recorded as Japan-1,873,219, United States-2,512,345, Europe-2,307,658 and other countries-2,041,270. The community involvement of the company includes the EYE SEE project that was authorized by UNICEF (Cuff, et al., 2017). The project was responsible for performing digital photography workshops specifically for children. South Africa Mobile Library Project Education Support Initiative by offering financial support to children. The Sony Global Relief Fund for COVID-19 was organized by the firm by integrating with media and tech companies to support other areas such as medical, education, and entertainment sectors (Kapoor S., 2020).
[bookmark: _Toc92285952]Mission and Strategic Objectives
The vision and mission statements of Sony corporations are to utilize the capability of technology to design services and content to generate Kando that only Sony can accomplish. Kando, in this context is termed as emotional involvement which is associated with product design as well as innovation procedures implemented in the firm to offer technology integrated high quality products. The concept Kando is directly integrated with strategic objectives and intensive growth strategies. The employees are considered main assets of the company as responsible for manufacturing and delivering quality and innovative gaming products to consumers. Uniqueness of the company is one of the main elements of strategic objective as it allows the firm to allocate appropriate human resources and for this reason, Sony invests large amounts of money in offering valuable resources. The emotional involvement of the company helps to attract a larger number of consumers (Cohendet, et al., 2018). The vision statement can evoke emotions of the consumers towards the product of the company. For instance, play stations of the gaming department could attract consumers by creating a special bond through gaming experiences of different consumers. The company needs to analyze preferences of consumers in gaming experiences so that playstations can be designed according to their requirements. 
The long-term strategic objective of Sony is to transform itself as a creative entertainment company by using innovative technological abilities integrated with technology, community, and uniqueness. The objective of Sony includes increased consumer satisfaction, focusing on core competencies, being realistic, motivating employees and consumers as well as being specific related to products. 
Consumer satisfaction can be achieved by identifying certain communities or consumer groups so that their necessities and other demands can be analyzed. Different consumer groups have distinct preferences and opinions on design and technology usage associated with the products. The main priority of the company needs to be to offer services and offers that could increase overall consumer satisfaction and loyalty (Elkins, 2019). Core competencies and strengths of the company plays an important role in accomplishing strategic objectives. The strategic tactics implemented by Sony such as the playstation 3 and the type of technology incorporated in it helps the firm to cope up with the competitive advantage in the gaming industry. The company is capable of efficiently implementing core competencies to improve overall productivity. Sony is considered to be realistic and clear in its operations as the process deployed in the product design is easy to be understood both by the stakeholders and consumers so that actual purpose and characteristics of the product can be determined. Motivational employees is one of the strategic objectives of Sony as it could encourage workers to design innovative products and gaming services that directly motivates consumers to purchase such innovative products (Cuff, et al., 2017). Being specific is also a strategic objective as the product design and features are according to the requirements and demand of various consumer groups. The communication with stakeholders is also specific so that requirements of finished products can be analyzed properly by stakeholders to accomplish success. 


[bookmark: _Toc92285953]Success factors of Sony Corporation
Creativity is one of the important success factors of the company as it is famous for producing intensity integrated playstations and other televisions that are preferred by a larger group of consumers and also differentiates Sony from other competitor companies. The timely delivery of the products designed by Sony is another effective success factor as it is capable of introducing the right products at the right time such as introducing the playstation 3 could gain more consumers in the gaming industry. Marketing strategies of Sony are also success factors as they could target certain consumer groups by analyzing preferences and necessities of them. Implementing scientific methods in marketing strategies of the company are potential success factors such as hypothesis, formulation as well as examining (Carter, 2010). Sony has accomplished worldwide recognition by its innovation as the company is responsible for introducing the first pocket-sized radio transistor that revolutionized the entire electronic industry. The innovation made the firm regarded as the most popular Japanese company in terms of providing quality. 
Leadership is one of the important success factors of Sony as the potential leadership skills of Akio Morita allowed the firm to accomplish success associated with product design as well as marketing communication. The acquisitions related to Sony such as CBS and Columbia Pictures are the major milestones of the company that has helped to transform it as a famous entity in the media and entertainment industry. The acquisitions have also added more value and synergy for instance, sound devices related to Sony were utilized in Columbia Pictures which increased the brand image. In the area of market and sales Sony has accomplished millions and concerns drastic rise in revenue with increase of sales specifically through gaming industry that includes Playstation 2 and Playstation 3 (Francesco Lantano, 2021). The company is also capable of raising funds from local and international companies. Sony is regarded as the most experienced firm in terms of financially and technically as the firm took initiative in designing software and hardware products compared to other competitor companies. The firm could raise funds by issuing stocks from local and international investors and offer financial assistance for expansion as well as production.  The expansion in terms of products and services is also a considerable success factors and the products and services are classified as home entertaining, photograph professionals, communication electronics, media, and digital devices. The production of such unique products has made Sony recognized as best sellers and trusted quality. The geographical locations where operations of Sony are carried out made the firm successful in the industry. The different locations across the globe includes Japan, US, and Asia coils attract a larger number of investors and talented employees (Imir, 2019). The resources and production process can also be carried out quickly. Sony has received Innovation Award in 2016 under the recipient of Entertainment Access Glasses. It has also received the Golden Peacock Award for Corporate Social Responsibility as the firm was concerned about environmental factors during designing the electronic products. 




[bookmark: _Toc92285954]External Analysis
[bookmark: _Toc92285955]PESTLE analysis
 Sony Corporation is regarded as one of the successful technological companies on the global scale. It has incorporated technology and innovation in its products and services as well as in business activities that are related to macro environment of the firm. The increased technology in business operations could put the firm at risk due to different types of threats that exist in the market. It also helps in creating new opportunities that can enhance overall revenue of the company. PESTLE analysis is carried out to determine how various external factors influence company’s activities that include political, economic, social, technological, legal as well as environmental factors. 
[bookmark: _Toc92285956]Political Factors: The government in Japan is democratic and stable that favors to run any kind of business operations. The non-market forces also help in carrying out business activities efficiently. Moreover, the government offers assistance to business operations to manage data security and integrity (Austin Locke, 2017). Japan being a democratic country is stable with low corruption and better international trade relationships with developed countries such as USA, Europe and China. The political factors of Japan create better environment for Sony Corporation to expand its operations overseas.
[bookmark: _Toc92285957]Economic Factors: Economic factors play significant role for any nation to perform business operations in different fields. Economic factors could influence implementation of any business activity and the company need to determine the efficiency of the economy of that particular nation before deployment (Määttä, 2019). A declining market economy in that particular country may not create favorable environment for any company to generate considerable revenue. Sony corporation need to analyze economies before implementation to prevent any loss of profits to the company. 
[bookmark: _Toc92285958]Social factors: Technology usage has become major part of individuals as they need to depend on technological devices to perform any action. Sony Corporation is famous to produce consumer electronics that could have great social impact on consumers and lead to improved revenue. Majority of individuals have prioritized technology in their daily lives that could increase overall profits of the company. Some individuals are concerned about the security issues related to technology. For example, few technological devices may steal sensitive consumer data that could damage company’s reputation. 

[bookmark: _Toc92285959]Technological and environmental factors: Most of the consumers have adopting mobile and other advanced technologies that increased competencies for consumer products manufactured by the company and resulted in higher competitive advantage in the market. The increased research and development operations of the firm also showed a positive impact on design of additional innovative products and services. The company has planned additional innovative products in various areas such as electronics, gaming, entertainment and financial services businesses. Sony is committed to the principles related to business sustainability and designs products and other services by securing the environment (Nicolamaria, 2020). The company even promised to reduce carbon emissions and footprint in the production of electronic products and electronic wastes that could help in increased brand reputation.  
[bookmark: _Toc92285960]Legal factors: Sony corporation need to follow international laws and regulations in the respective countries to conduct their business operations legally. Patent protection regulations associated with Sony Corporation is supported by government and intergovernmental bodies. The potential protection provided by the government bodies creates opportunity for Sony corporation. The government has even focused on preparing guidelines related to electronic wastes and Sony is committed to those regulations of product design. The product regulation can be sometimes a threat to a company as the firm needs to spend additional costs on regulation compliance. The company can improve investments related to its R&D operations for continuing the regulation compliance in different countries.  
[bookmark: _Toc92285961]Industry analysis
[bookmark: _Toc92285962]Industry Life cycle
Sony corporation was incorporated in 1946 and regarded as the biggest firm in manufacturing entertainment products in the industry. The primary areas of the operations include electronics, video, communication, video game consoles and I.T. products like laptops. Digital cameras produced by the company contributed a market share of 17.9% and achieved 73rd place in fortune global 500 magazine (Orme, 2020). The products of Sony corporation are classified as growth, maturity and drop associated with products.  In industry a product will be initially introduced in which it achieves gradual growth and profits. The company tried to target certain consumers and simulating growth is observed. In the growth stage the products of Sony gained popularity through increased sales. The company had to monitor other competitor companies entering into the industry. Innovative and aggressive pricing strategy are implemented in the gaming industry so that more profits and sales could be recorded. In the maturity stage of the industry life cycle the company may face slow decline of sales and profits. The company tries to market share by differentiating the products to target consumers. In the decline stage the company may face huge losses due to drastic decline of sales. 
The company was responsible for introducing various products such as SD memory card, 3D camcorder, Cyber T*100 as well as interchangeable cameras. The prices of camcorders were decreased and recorded as the lowest price offered by Sony. Marketing mix strategy was implemented by Sony that mainly focuses on four P’s i.e. product, price, place and promotion.  Focusing on quality by maintaining low price and decreasing the sources of sales could be helpful in harvesting the product. Branding is one of the important indicators of the success of the company (Pashkov, 2021). The innovative products are responsible for increasing the brand reputation of any company. Sony smk bright folding laptop is one such product designed by Sony that enhanced the brand image with its innovative features and satisfied various groups of consumers. The industry life cycle is mainly based on major elements such as innovation, design, commercialization and increased value. The products are designed based on those principles which impact consumer satisfaction sales and overall revenue. 

[bookmark: _Toc92285963]Porter’s Five Forces Analysis
Porter's five forces analysis associated with Sony corporations helps the firm to understand the weakness and strengths of each area of its operations. It is considered as corporate strategy approach to evaluate threats and opportunities from other companies. 	
[bookmark: _Toc92285964]Bargaining power of buyers: The buyers for Sony corporation are classified as two groups that includes individual consumers and individuals who buy from retailers. Buyers associated with retailers usually have strong connections with companies like Kodak and Sony and this indicates that negotiating power of buyers is higher as they provide the products with value and pricing strategies by monitoring competition (Ponza, 2020). The company does not have any bargaining power on consumers as they buy products from retailers. This makes the bargaining power of buyers high.  
[bookmark: _Toc92285965]Bargaining power of suppliers: The suppliers related to the electronic industry are usually high in number and this makes the negotiating ability of suppliers low. Imports related to Sony are carried out from China or Taiwan. Cost cutting advantage is accomplished as the company is responsible to choose certain countries because of price competition and low aspects of production.   The company has chosen mass logistics instead of brand onwards as suppliers as this could reduce the operational costs. 
[bookmark: _Toc92285966]Threat from new competitors: Threat from new competitors is considered low as the investment or capitalization in such advanced industries is quite high. Competing with other companies and maintaining strong connections with suppliers in the existing industry is quite complex for new entrants (Ritzki, et al., 2019). The industry has a large economy and innovative abilities that may be not possible for all the entrants. It is estimated that the cellular industry has suffered from saturation but Sony has created standard market in multiple ways that makes impossible for new competitors to enter into the market. 
[bookmark: _Toc92285967]Threats from substitutes: Threats for substitutes related to products and services of Sony corporation can be considered as medium as the firm is regarded as famous for offering quality and innovation. The design of products of Sony matches the expectations of consumers and this can make consumers to select other alternatives. Different versions of Playstations were launched by the Sony that has grabbed attention of consumers through its quality and innovations and lower product differentiations could make consumers stay loyal towards the company. Playstations designed by Sony could not have any other competitors as the technology used in the product was unique. 
[bookmark: _Toc92285968]Rivalry from competitors: The degree of rivalry from competitors is usually high as there are global scale rival companies like Panasonic and Philips.  The competition created between these kinds of rivalry firms and Sony is very high. The tough competition has caused Sony to suffer from huge losses as it invested a high amount in R&D operations (Salmon, 2021). The company has started to incorporate innovation and expertise employees to create valuable and quality products so that it could withstand the competition. 	
[bookmark: _Toc92285969]Financial and Business Highlights
Sony corporation was initially called as Tokyo Telecommunications Engineering Corporation as the major operations of the company were related to precision instruments and during World War 2 the firm was offering different electronic devices. The initial consumer product of Sony was an electric rice cooker but the product could not get popular in the market. The company later gained popularity in repairing electrical equipment. In 1950, the company was responsible for designing a tape recorder.  The licensing was made with Bell laboratories associated with transistors. The company also created licenses with other companies like a division of Western Electric Company, the manufacturing arm of American Telephone & Telegraph (AT&T). In 1960 Sony incorporated one of its branches in the United States of America. In 1964 Sony launched a TR-63, a cost-effective shirt-pocket-sized all-transistor radio that targeted more consumers and even enhanced the brand image in the industry. 
Financially Sony is regarded as the largest organization with considerable capitalization. The company revenue in different sectors were significant which can be indicated as Game & Network Services-¥1'943'812 millions, Home Entertainment & Sound-¥1'222'733 millions, Semiconductors-¥726'892 millions, Pictures-¥1'011'067 million as well as Financial Services-¥1'228'377millions (Tsang, 2021). 
The image below showcases different divisions and how each division has contributed to the overall revenue. From the year 2005 till the year 2006, it can be seen that the inclination towards electronics is increasing and the corresponding share is being taken up by games, thus indicating a clear opportunity for the industry (P.Burak, 2021). This indicates the changing consumer behavior and the actions that need to be taken up by Sony.

Image source: (P.Burak, 2021)


Image source: (P.Burak, 2021)
When the revenue is compared against different categories in the year 2005 and 2006, it can be seen that the revenue from electronics has dropped and the revenue contribution of the games segment has been increasing. This proves to be helpful in understanding the level of penetration that has been done by Sony.


Image source: (Imir, 2019)
From the data about operating income, it can be seen that there have been some areas where the operating income has increased through the years. It can be seen that financial services have contributed much more to the total operating income. This needs to be associated with the total revenue to understand how the financial services may be contributing to the total revenue.

Image source: (İmir, 2019)
When the operating income is compared, Games has been contributing significantly and electronics has been incurring losses, even though this is an old segment. Thus, reliance on electronics needs to be reduced so that the overall operating income can be improved.
[bookmark: _Toc92285970]Value chain analysis
[bookmark: _Toc92285971]Primary activities
The primary activities in Sony company deals with designing and selling different products and services to consumers. Inbound activities are one of the primary activities that help in creating good connections with suppliers as they are responsible to store and acquire products for distribution. The inbound analysis contains monitoring activities associated with raw materials and distributing the required inputs to initiate the design of products. 
Operations is another activity in which each step of the production of product is included and helps in completing the finished products such as assembling, labelling and packing the finished products to the consumers. The efficient operations helps in achieving success in the market.
Outbound logistics deals with tasks that are involved in making the finished product to reach to end consumers. The various activities related to outbound logistics contain scheduling, material handling and warehousing. Sony is popular in maintaining better outbound logistics as its main priority is maintaining quality of the product. 
Marketing and sales are the major primary activities as it helps to impact the performance of the organization (Young, 2018). Sony is capable of producing quality products that positively impacts marketing and sales. Advertising and marketing play a significant role in targeting consumers and brand recognition. Sony invests considerable amount in marketing so that it helps in increasing the sales and revenue. 
Services play important in gaining consumer satisfaction and loyalty as offering quality services is important for any organization. Offering better services and responding to consumer queries in case of damage of products can help in enhancing brand image. 
[bookmark: _Toc92285972]Secondary Activities
Company's infrastructure is one of the secondary activities and the stability of firm infrastructure indicates good legal aspects and quality management. The effective infrastructure of Sony corporation to balance the activities of value chain analysis and is also capable of monitoring overhead costs for better operations of secondary activities. 
Human resource management is another activity that is responsible for planning the activities and recruiting talented employees for carrying out all the operations efficiently. It is one of the major areas as Sony innovation and production is based on expertise workforce and their abilities.  
Technology development indicates technological incorporation in different areas such as production, marketing and important human resource operations (Wirtz, 2020). The innovation integrated with technology helped Sony to design unique products like Playstations and transistors which attracted consumers. Examples of technological activities are technology enabled consumer services as well as automation procedures of related to production and delivery. 
Procurement activities consist of equipment, machinery, raw material and supplies. The activities help in designing the finished products that need to be released in the market. The procurement activities assist the procedure involved in transforming raw material into final product. 
[bookmark: _Toc92285973]SWOT analysis
Sony corporation has strengths in multiple areas such as innovation, expansion, quality, brand image and consumer loyalty. The products are designed according to the requirements and specifications of consumers that made the company increase its broad range in terms of products that are usually diversified like playstations, mobile devices and laptops. The innovative ability of Sony is high as the products are technology integrated and the examples include transitions and playstations. The quality of products related to Sony are maintained well according to quality regulations and considering the preferences of consumers. 
Weakness related to Sony include marketing strategy and prices imposed by the firm. Sony usually focuses on advertising and marketing the products and services offered by them which can be a major flaw of the brand and even prevents it from reaching more people (Švelch, 2021). Another major weakness is costing as only few people can afford to purchase products from Sony and certain economic classes considered products are quite expensive. 
Opportunities of Sony can be classified as gaming strategies, innovation and acquisitions that helped to create new opportunities.  Playstations and their versions created by Sony are the major players of the gaming industry as they transformed the picture of the company with enhanced opportunities. The innovation of the workforce helped to create unique and quality products that could satisfy the needs of the consumers. Acquisitions with famous firms like Cloubia pictures helped it enhance the brand image and create opportunities.
Threats to Sony can be from different aspects that include cyber-attacks, rivalry competition and technology advances. The increased usage of technology in products of Sony can increase cyber-attacks and raise issues related to user security and identity.  The advancement of technology and competition has created an increase rivalry among competitor companies which can be a threat. 


[bookmark: _Toc92285974]Strategic resources and capabilities
 Strategic resources are the resources required that could add value to the business and improve the performance of business. The Unique products designed by Sony corporations are the major resources that include televisions, components, semiconductors, video, audio, as well as information and communications equipment. The initial and popular product of Sony is transistor radio and television that made the firm gain recognition across the globe. Compact disk, Walkman and digital cameras are other important products and resources of the company.  Sony also introduced the VAIO line of multimedia-capable personal computers which can be considered as valuable strategic resources of the company (Snedden, 2020).
Capabilities of Sony corporation includes innovation and talented workforce. Innovation integrated with technology is one of the abilities of Sony and examples of such innovation are the playstations and their different versions. Playstation 1 and playstation 2 achieved record breaking sales and revenue as the video game attracted more consumers. Workforce is another ability of Sony as much operating and innovation is based on talented employees recruited by the firm. 

[bookmark: _Toc92285975]VRIO Framework
Valuable, rare, inimitable, organized (VRIO) framework of Sony can be classified into certain core competencies. Brand image is one of competencies that is positive for all elements of the framework with better competitive advantage.  Brand image for Sony corporation is prominent as it gained popularity due its brand reputation and image in the market. Technological innovation is another significant competency by which the company achieved success in the technological industry. Innovation is positive with respect to all the elements of the framework with desired competitive advantage.  Technological innovation has made the firm produce advanced gadgets such as mobile devices, laptops and other consumer devices. The world’s first transistor and playstations were launched by Sony through its innovation and technological abilities (Pei-Hsuan Tsa, 2021). Consumer experience is a major competency that archives positive in all areas of framework with competitive advantage. Sony never compromises in the quality of product and also responds quickly to consumer queries with effective consumer services. The products were manufactured by considering the specifications of every consumer group so that their satisfaction level can be high and even their loyalty can be acquired. Product range is positive with respect to all the elements except rare as Sony offers diversified products and services to consumers. The profits generated by a firm are not based on a single service or product but on multiple entities. Market position receives positive value for valuable and organized factors but negative for rare and inimitable as Sony is well recognized in global markets. HRM is another factor that has positive for valuable and organized and negative for rare and inimitable with temporary advantage.  

[bookmark: _Toc92285976]Strategies to sustain competitive advantage
 Competitive advantage can be obtained from various strategies and value chain analysis is one of them. The company needs to enlist all the tasks and operations of different departments and activities so that costs can be differentiated accordingly. Cost leadership strategy can be helpful for accomplishing competitive advantage as it could help in monitoring operational costs that are low respect to activities. Value chain analysis could help the firm to identify the areas that could bring profits and other areas that result in risks. Maintaining product differentiation can also help Sony to sustain competitive advantage as it balances the consumer expectations and loyalty towards the firm. Organizational policies are another major factor that could supervise internal and external operations. The policies also help in directing the employees to follow ethical principles while manufacturing and offering quality finished products to consumers that results in higher competitive advantage.  Organizational culture is also responsible for maintaining good collaboration among employees to achieve organizational objectives. 
[bookmark: _Toc92285977]Growth Strategies
 The Growth strategies of Sony can be classified as market expansion, product innovation as well as diversification. Market expansion is one of the major growth strategies of Sony corporation as the sales were increased drastically by development of playstations in the gaming industry that enhanced the competitive advantage as well.  The main objective of the firm was to increase its market share by targeting consumers. Introducing innovative and customized products to consumers directly impacts consumer satisfaction (Pei-Hsuan Tsa, 2021).  Product innovation is considered a significant growth strategy as the present era is based on technology and its applications. The technology embedded products can attract consumers of all categories which could increase sales and overall revenue of the firm.  The novel and unique products are designed by Sony corporation and no other companies are capable of manufacturing such products. Differentiation is one of the new business development methods implemented by Sony as it is famous for producing a variety of consumer products and the firm uses a mix marketing strategy and does not focus on single product development. The multiple business lines of Sony include network services, music, devices and gaming sector. The product uniqueness implemented by the firm helps in accomplishing competitive advantage. 
[bookmark: _Toc92285978]Green strategies and CSR
 Sony corporation is committed to manufacture things by implementing zero impact on environment principle by 2050. The company even promised that practice and procedures followed in producing electronic things would not damage the environmental resources such as water and air. The food offered to employees of the firm would be environmentally friendly and does not cause any harmful impact on climate. Headphone packaging initiatives were carried out by Sony that accomplished Japan Package Design Association Award and Electric Equipment Packaging Awards. The firm is also committed to less usage of plastic packages while delivering products to consumers and opted for paper packaging which is an economically friendly packaging method. Association Award in the preeminent Japan Star category was presented to Sony corporation for using Original Blended Material for packaging with natural things such as sugar cane fibre and bamboo (Young, 2018). The firm also promised to reduce electric wastes so that they could not affect water and air as most of the wastes are released into those natural resources. The firm also committed to mitigate plastic production by 600 tons in packaging of different products. The firm is also committed to follow the same protocols in implementing environmentally conscious packaging to protect the environment.   


[bookmark: _Toc92285979]Conclusion
	Sony has been in the US market owing to its innovation which has been one of the critical success factors of the firm. The gaming market has seen many changes and Sony as a company has been able to adapt to those changes. The strength of the company includes its products which are driven by innovation and first mover advantage in some of the categories. The changing market scenario poses threat in the industry and at the same time, it also provides opportunities for growth. The net income of the company increased drastically in the year 2006 even though the net sales of the company had taken a hit at that time. There are limited players within the industry and thus this poses advantage for Sony since the threat from the new players would be very limited. In light of the competition that exists and the overall strength of the company, it is recommended that the firm should put high focus on the advertising and marketing while also make sure that the company is able to come up with different products for the consumers less than 29 years of age and for consumers in the age group of 30-49 years of age. It is also recommended that the company should come up with a complete ecosystem such that it is helpful for the firm in making sure that it is able to observe better brand recall and the overall brand image of the firm can be improved further.






[bookmark: _Toc92285980]Recommendation
The video gaming industry has undergone major changes in the last few years. It can be seen that the industry has seen saturation at a number of stages wherein new products have taken the place of existing products in the industry. The numbers for PS2 have been encouraging compared to the sales that happened for Xbox just before the launch of PS3. Further it was observed that the industry was able to see adaptability in terms of the home video games which then moved to 3D games which was followed by the development of the concept of social online games. The changes that the industry saw throughout were such that the industry was able to adapt itself as per the saturation in market that was obtained. Thus there are some recommendations that should be followed by Sony so that it can continue to make its mark within the industry. First of all, the target segment that has been the focus of attention is males in the age group of 18-49 years of age. It is required that this age pattern be further segregated into the age group of 18-29 years and 30-49 years of age. This segregation is required because the requirements of both the consumer segments are different and hence the kind of products for both the segments can be different. Thus, the products for 30-49 years of age would be mostly related to stability or social gaming while for consumers in the age group of 18-29 years of age would be mostly filled with thrill and adventure. Further while Sony has come up with some of the world class products, specially in the video game segment, owing to the strong innovation, marketing has never been one of the strengths of the company. Thus, there is a need for the company to change its marketing strategy so that it can connect with the right consumer segment. Thus, while PS2 has been able to dominate the market with 55% market share in the year 2006, the market share started to drop over time owing to the increasing competition in the console market. Since the games are launched separately by the developers, there is a need for the company to create a complete ecosystem of products and services that are launched by the company. This shall lead to better brand recall and would also be helpful in making sure that more and more consumers stay connected with the brand. Further integration of other features so that the consumers stayed connected with each other would be an enriching experience. It is also recommended that the organization should come up with a strong community of online gamers and should try and host competitions among the gaming community so that it brings in a sense of competition among the gamers while also making sure that they stay connected with the brand. Since the internet penetration has always been a concern among the US audience, one recommendation could be that a smaller beta version which could run in the offline mode could also be launched for the consumers. Further the company should also keep a track on the kind of games that are launched by the developers. The games that are launched could be different for consumers in age group of 18-29 years and a different set of games could be launched for consumers in the age group of 30-49 years of age. This would also improve the overall acceptability of some of the games that were not accepted by the mass segment in the past. The bottom line for the company is one strength owing to the cost advantage that the company experiences. In such cases, it is required that the company should spend aggressively on the marketing activities so that it can help develop a larger customer base.
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Revenue in 2005


Sales	Electronics	Games	Pictures	Financial services	All other	2005	43306	6238	6271	4791	3931	

Revenue in 2006


Sales	Electronics	Games	Pictures	Financial services	All other	2006	44021	8193	6375	6352	3495	

Operating income in 2005

Sales	Electronics	Games	Pictures	Financial services	All other	2005	-203	369	546	474	36	


Operating income in 2006

Sales	Electronics	Games	Pictures	Financial services	All other	2006	-264	74	234	1609	138	
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