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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: _Toc89966014][bookmark: _Toc89966147]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 PlayStation. 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. However, according to metrics of 2018 the company faced a loss of US$480 million related to mobile phone sales. 


[bookmark: _Toc89966015][bookmark: _Toc89966148]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 element 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 PlayStation 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 objectives 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, 2020). 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 (Cruea, 2011). 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: _Toc89966016][bookmark: _Toc89966149]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, 2020). 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 and drastic rise in revenue with increase of sales specifically through gaming industry that includes Playstation 2 and Playstation 3 (González, 2019). 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 (İmir, 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. 
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PESTLE analysis
 Sony corporation is regarded as one of the successful companies on the global scale. It is efficient enough in managing external issues associated with the macro environment of business activities.  PESTLE analysis is carried out to determine the issues in terms of various factors like political, economical, social, technological, legal as well as environmental factors. The Pestle analysis of Sony corporation helps the firm to determine how the external factors could result in risks and opportunities in multiple areas of business operations that includes electronics, gaming, entertainment, and financial services markets (Le Roy, et al., 2021). PESTLE analysis helps the Sony corporation in strategic decision making that could improve overall productivity of the company.  
Political Factors: The political aspects that could impact Sony corporation. The political aspects implies the government rules and regulations could influence the company’s operations. The political stability has played a significant role in impacting as the biggest markets compete with the firm. The stability of political aspects associated with the company has mitigated the political barriers imposed by other competitor companies and Government. This could indicate that the company gained opportunities from political aspects influenced by the micro environment of the firm. Moreover, the government offered assistance to operations of the company in maintaining data security and integrity (Locke & Uhrínová, 2017). This kind assistance can help the business to improve business activities and security protocols so that consumer satisfaction can be accomplished. The online operations could be enhanced using external analysis of political aspects as the firm is famous for gaming products that are functioned online. 
Economic Factors: Economic aspects are the major components of external factors that could impact performance of the company. Sony corporations needed to determine the economic factors to enhance the operations related to external factors. It is observed that there is high growth of developing sectors and developing sectors have significant economic stability as well as there is improvement in disposed incomes which can be considered as opportunity. Sony corporation has grabbed the opportunity to rise in terms of financially in the developing markets. The markets are capable of enhancing overall revenue generated by the firm.  Sony usually reduced market based risks due to economic stability that was created by the developing markets. The disposable income increased dramatically and the example of inverse in disposable income related to Sony corporation was increased with the launch of playstations that were according to the expectations of different consumer groups (Määttä, 2019). Considering the sales and revenue generated by different electronics and equipments designed by Sony offers them opportunity by offering economic stability. 
Social factors: The social aspects of Sony are analyzed by the response or reaction that can be acquired from consumers towards different products of Sony corporation.  Online gaming was adopted by a larger group of consumers that directly impacts the sales of various online games introduced by Sony that includes Playstation 2 and playstation 3. Huge amount of revenue generated by the company from the sales of video games. Another source by which Sony could benefit was through designing products according to leisure necessities of different consumers and this implies the external social factors helps in creating opportunities for the company. 

Technological and environmental factors: Most of the consumers seven started adopting mobile technologies that increased competencies for mobile devices 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. However, the company can create opportunities from 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 in the production of electronic products and electronic wastes.  
Legal factors: 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.  
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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 (Towse, 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: _Toc89966019][bookmark: _Toc89966152]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. 	
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.  
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. 
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. 
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. 
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. 	
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