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Executive summary

“Elton Mayo’s human connection theory” and “Elton Mayo’s human connection theory” are used to develop the business supremacy. This report has included the strategic analysis of the central issues faced by the Sony Company in the video game industry. The issues in which the company is faced in many aspects of the growth in the gaming industry are discussed in the report. Sony has used technology significantly for gaining a competitive advantage over its competitors. Nintendo and Saga are its core rivals in the gaming market from which the organisation has majorly managed to develop supremacy and gain a competitive advantage. The organisation significantly used 3D environments in gaming technology which has attracted gamers along with the increase in customer retention rate.The company developed their video games and consoling games and planning to promote its games on the online gaming platforms, business marketing strategies have remained similar. Attaching market influencers is one of the best methods to expand its business supremacy in the video game market to launch its product and service. “Elton Mayo’s human connection theory” and “Elton Mayo’s human connection theory” are used to develop the business supremacy.
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[bookmark: _Toc122795601]Introduction
Strategic management is the procedure of setting goals, objectives, and procedures for making an organisation leverage competency in its relevant market. It looks at the effective use of the workforce for achieving the goals for which the strategies were developed. The competitor's actions are also analyzed, which helps the development of effective strategies in the business. Strategic development goes through 5 stages that involve goal setting, environmental analysis, strategy implementation, and strategy evaluation. The following study discusses the strategic management of Sony for the way used to deal with the central issues in the video game market. The relevant models and theories would be used in the study for analyzing strategic management. The study also represents the organization’s competitive advantage that was generated through a particular chosen strategy. Lastly, the study ends with an overall conclusion of the whole study that illustrates the strategic management of Sony for dealing with the central issues.
[bookmark: _Toc122795602]Strategic analysis of central issues faced by Sony
The organization Sony is a multinational company which is having many components, specifically in the development of video gaming for children and families. The release of PlayStation 1 was a great success for the company but the other version was not much successful in comparison with the previous version (Meghjiet al. 2021). Therefore the company is facing issues in making the customers attract to their game because the competitors come with better games. Companies such as Microsoft, and Nintendo are great organizations in which people are actually investing to get good quality video games (Sony and Naik, 2019). Strategic management is a process of developing reachable "goals", "procedures" and the "objectives" in order to make a company or an "organization" more competitive in their respective fields.
This works effectively when the companies are involved in effectively deploying the staff and proper resources in order to get to the goals. Sony is a multinational company that is right now very big in the world business platform or even in the video gaming platform (Lantanoet al. 2020). The line for cellphones and television has influenced the global market in order to meet the expectations of its customers. After that, the PlayStation line such as "PlayStation 1", "PlayStation 2", "PlayStation 3", and many more versions came in like a storm in the video gaming market (Pekkanen, 2021). The manufacturers of games have been making money by not selling many of the consoles which were launched in the year 2001, at a low cost from software (Antony and Sony, 2021). The platform, a form of worldwide "Microsoft's Xbox console" was launched in the year 2001 and was sold at the rate of loss of amount "100 dollars" per unit. Similarly, Xbox lost about 130 dollars per unit which was launched in the year 2005. 
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Figure 1: Video gaming software sale in the US 
(Source: Case Study)
The main cost of games has stayed the same in the development of the budgets which increases with the length of the schedules and the production values at the highest level (Awasthiet al. 2018). In an organization mostly about "20-30 people" are working in order to make a game within a certain time limit and this process costs a certain amount. This means that the gaming industry is constantly growing and always full of competition with upcoming new games.  2001 was a great year for four video gamers because 3 new games came onto the market and all of them were a great success for the customers they are "grand theft auto 3", "madden NFL 2002", and "Metal gear solid 2" with grossed over 240 million in the sales. 
Competitors in the video gaming process 
Changing market advances the need for change in the strategies of Sony in the video game field. PlayStation 2 was not as much of a big success as PlayStation 1 in the previous years, version one was accepted by people much more easily and people nowadays also appreciate the game (Zielińska-Tomczaket al. 2021).  Therefore, it is abundantly clear that the success of a product is not something that could take for granted by organizations (Meghjiet al. 2021). It was very clear to the CEO of Sony Corporation at that time. Competition with Sony, Microsoft released a game called Xbox 360 in the last "console war", which was sold on the worldwide platform. After that, a new video game came into the picture which also got much appreciation from the customers that Nintendo; this game came in the previous console. 
As Nintendo was a hit among video gamers which led the makers to develop multiple versions of the same game (Antony and Sony, 2021). This was a huge threat for the company Sony because the price range of other games was much lesser than PS3 (PlayStation 3). The CEO of Sony had knowledge about an important thing about winning "the console war".  The company knew that the DVD market for the targeted customer is also going to come into help making foot in the video gaming industry (sonyet al.2019). Thinking about the future Sony created the PS3 because it was a Blu-ray disc player apart from being a video game. Blu-ray is a technology where people are able to store more than information gets stored in the DVD (Sony et al. 2019). 
Now when the company Toshiba which is another Japanese manufacturing company came into the industry with better offers than Sony and with the help of Microsoft's partnership with Toshiba has been able to create projects that it wants (sonyet al.2019).  Going through wars makes Sony lose money because Stringer knew about than the replacement of PS2 is not going to be easy to maintain. Therefore, the responsibility is huge to take it upon themselves (Pekkanen, 2021). Therefore, the buying of these games was not just a useful purpose for the customers but also it was important for the users who were choosing to buy them because of likeability in the impulse of majority concern [Refer to appendix 1]. 
Evolution of the customers in the approach of video games  
As the need for customer orders is changing day by day being part of the electronic market in the development of electronic files on the research market. In the history of long 30 years of time, many games were developed, some got very popular and some of them didn't get much appreciation (Sony and Bhaduri, 2021). At the same time, the customers also changed in terms of preferences for video games and also in the matter of customer pool who was used to following the upcoming games, features, and many things. Nowadays children like to play games but more serious people are the adults now seen in some areas (Sony, 2020). They actually know the advantages of each game developed by the organizations which mean strategic management is needed for knowing about the evolution of the customers as per the view of approaching video game. All the companies such as "Microsoft", "Nintendo" and "Sony" are involved in developing new game series for the new generation because the great point of spurt was ripe at that time (Sony and Naik, 2019). During this time Sony saw that the industry is turning away from software sake to next-gen hardware. Where the customers are interested in buying of new gaming console where the customer has no issues waiting for upcoming versions of the games. Sony has to take urgent steps to have the reinforcement in "competitive advantages" (Culotet al. 2019). The important issue for Sony could be the process of making their products more appealing to gamers. 
Sony entering into a new area in the game development
As per the case study, Sony has become the first video game who were trying to create 3-dimensional games for customers in terms of providing them with a better experience. At the year of 1994 creating a 3D game cost a lot to the company and was also not easy to manage (Awasthiet al. 2018). Sony is not only involved in developing games but also involved in many aspects such as developing phones, television, and many others. This moving from one thing to another new item makes the company weak because they are not able to focus on only one product (Sable, 2022). And as part of a competitive industry staying in the field makes a lot of difference to maintain the topic of making people remember the brand.  
As per the case study, entering into new fields Sony understood that competing with its competitors at the same level might not lead them to win (Angelettiet al. 2020). The reason behind it was Nintendo one of its competitors Sony is having the best game developers who were tirelessly involved in developing the game. This is why the popularity of sony got decreased significantly and people also started liking the other games better (Li, 2021). This is also true that in order to complete those video games Sony then made an analysis and strategic decisions that leads them to create a "robust library of titles". The retailers which are "Game stop" and "Electronics boutiques" had all of the PlayStation games sold (Zielińska-Tomczaket al. 2021). Therefore, from their case study, this has been seen that the success of the PlayStation is used in capturing 60% of the U.S. market in the year 1999. 
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Figure 2: Game developer acquisitions
(Source: Case Study)
Powerful graphics used in the games are becoming one of the reasons they are becoming a success with the successor of it being PS2 (Sable, 2022). The main thing which was used as the feature of this additional functionality which the console has provided to the customers. The ability of the first PlayStation was playing audio CDs is considered a minor feature because people are already having CD players in their homes (Brunet al. 2018). At the same time, the feature of DVD playing is something that is appealing to the customers and growing into an upcoming device ion the end of 1999.  
[bookmark: _Toc122795603]Concept, theories, and models in the video gaming sector business supremacy
[bookmark: _Toc122795604]Concepts of strategic management system
Strategic management system refers seeking and identifying the opportunities, responsibilities and threats in the industry and market. Strategic management involves the identification of the strengths and the weakness of the particular business. Strategic management is a long process that gives the business a good result as well as helps to gain more customers. This strategic management involves the deciding the process which is important for the good outcome of the business (Bogers et al. 2019). Strategic management also involves the position of the business as it tells the business profits and the strategies taken to improve the business. 
Strategic management system giving all the benefits to the Sony Company as the business of this company has increased so much. Sony has introduced many new new technologies for the better benefits in the business so that the video gaming supremacy increased very well (Teece, 2019). The company Sony uses many technologies as well as many new opportunities for the better result in the business and for using new technologies helps the business to grow worldwide. Analysing the concept of strategic management is very important for the Sony Company as it is known as very famous and very technological company. This company has created different video games for the different age group of people (Wenzel et al. 2020). 
This company has taken many technologies for earning better benefit as well as this company aims to compete the other competitors of the market. The strategic management system gives proper information about the systems and data is which will become helpful for getting better result in the business. This process includes four stages that give a good result in the business those are organizing, planning, controlling and leading (Fuertes et al. 2020). This organizing refers the process by which the Sony company able to gather all the details about the products and also able to utilize the technologies which help the company to develop the video games. Planning process refers the thinking process by which the Sony company can able to do a good planning for the business to earn more profit (Sullivan et al. 2018). [Refer to Appendix: 2]
Controlling the business by the Sony company can able to give benefit to the company as it will help the business to earn more profit and also help to increase the customer level. Leading the business towards the success is the main motive of the company and this management system helps in that for the profit in the business (Khoshtaria, 2018). Proper Strategic management refers the process by which the company Sony can get better result in future for the business as well as it gives the benefit to the company.
[bookmark: _Toc122795605]Theories 
“Elton Mayo’s human connection theory”
Elton Mayo was an Australian psychologist and researcher who supported the movement of the human connection. Mayo conducted various experiments which are aimed at to develop the business productivity related to the people which provides better results by implementing this theory. The theory explains that business working conditions involve strategies, break times, and the length of the business times (García-Bravo et al. 2021). The company launched their video gaming products and services with live streaming of the video games which are becoming very popular in the market and the organisation trapped the established market by applying this theory. The theory explains also that business to the customer schemes that bring effective results to the business and it also supports to attract customers. Mayo's work guides to the identification of the significance of social and social factors in making productive organizations. The theory also represents that consumer attraction is the main part of the business strategy to develop the business supremacy in the video gaming market. 
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Figure 3: Elton Mayo’s Human relation theory
(Source: prezi.com, 2022)
“Frederick Taylor's business management theory”
Frederick Taylor was the first in the business productivity and provide the best options to enhance it. This theory explains the gaming industry supremacy strategies that are taken by the organisation (Shliakhovchuk and Muñoz García, 2018). The organisation implemented these theories and got effective results from its business market. Taylor specialized and standardized by proving the workplace tasks to break down the target customers and attract them in the market. The theorist also concludes that this work is for the organisational managers in the organisation (Villani et al. 2018). The theory focuses on the implementation of the business strategies and about the effective results from these implications. The company managed their huge business after making its brand in the market. The customers of the organisation also got excellent services and quality of its products from the company for its good management in their business. 
[bookmark: _Toc122795606]Models for the strategic management system
[bookmark: _Toc122795607]SWOT analysis model
[bookmark: _Toc122795608]Strength
As per the case study, Sony Company is the main powerhouse based on three factors which are gaming, electronics and entertainment. The strength of this company is this company can use various technologies for the future result in the business so that the gaming portion of this company has increased very much. There are so many strengths present of Sony company are, this company provides best quality items so that the customers can get easily attracted by the company (Niu, 2021). This company provides many new and innovation products which help the company to be different from others and offers a best values for the products. As per the case study, the company has created many gaming systems for the different age group of people as this strategy can able to attract more customers from the other competitors (Benzaghta et al. 2021).
[bookmark: _Toc122795609]Weakness
Marketing strategy, which is very weak for this company, is the main weakness of this company. As per the case study the products of this company is very strong and effective but the marketing strategy of this company is not as strong to bit the competitors. The products of this company is very expensive for the peoples sometimes the customers are not able to afford the products or the video games as this factor give a negative impact on the business performance (Leković 2018). Compared to the other competitors of the market the marketing strategy or the promotion strategies are very weak of this company. The company need to increase the marketing promotions and need to develop the strategies for getting better benefit in the business. The proper marketing strategies helps in the business to earn more profit as well as the proper marketing strategy helps to reduce the problems of the company.
[bookmark: _Toc122795610]Opportunities
The opportunities of the company are to give focus on the emerging economic systems for the customers, as it will help in the business to earn more profit. As per the case study, the company has give the opportunity to all the customers to busy products or gaming system of the choices of every individual person (Morgan et al. 2019). This company giving the opportunities of making diversity to all the business so that the business will be different from the other competitors of the market and the customers will increase for this company. The play station business of this company suffers from the lack of the business diversity as the pricing of this company is very high and all the customers can not able to afford the play station system. This company also gives an opportunity for enhancing the medical imaging as it gives a good impact on the business. This company is already active in this particular industry and need to develop the capitalize and image branch on the decided growth of the company.
[bookmark: _Toc122795611]Threats
Threats for the company are based on the global epidemic system as the profit level of the company decreased due to the pandemic situation and this loss of the company became a big threat for the company. The threats of the hackers are the main problem of the company as the hacker can able to access the details related to the business and it will become a big threat for the company. Technological development can also become a threat for the company as all the technologies are increasing or getting upgraded day by day and the company is not that much advanced to adopt all the new technologies (Samiee and Chirapanda, 2019). Competitors of the company are ready to take the place of this company and this can be a big problem for the company. Software policies have that power to reduce the gaming process of this company and also able to reduce the associated product sales. Development of the software’s and the software policies can help the company to secure all the information which is needed for the better growth of the business (Saura et al. 2019).



Figure 4: SWOT analysis model
(Source: Self-Created)

[bookmark: _Toc122795612]4P Marketing Mix
Product
The company Sony has created many products for gaining more profits in the business so that the business will increase the profits. Sony Company has launched network services and games, devices and many more things for gaining more profit in the business. As per the case study, the PlayStation related to the grouped under the network services and the games. This process will help to know the benefits of the products that the company is providing through the services and also this process gives detailed information about that (Harland et al. 2020). 
Price
The pricing of this company is too high sometimes customers are not able to afford the products of the game system. The Sony Company need to reduce the pricing of the products that it can become affordable for every customers. The pricing should be defined by the three ways which are premium pricing strategy, value-based pricing and market-oriented pricing so the company should not have to face any problem related to the pricing. The value of the market is the main thing which the company need to have focus on so that the competitors are not able to take place of that ( Romeo et al. 2019). 
Promotion
The company need to do promotions based on marketing strategies as the promotions of this company is not good. The Sony Company should need to be focused about the business promotion system so that the promotions through advertisement process and much other process (Thabit and Raewf, 2018) will attract the customers.
Place
The company need to take place over the competitors of the market so that the business will grow very well of this company. Sony Company gives many products to the business for the better benefit and also give a good response to the other competitors for the benefit. The company is effective for the business and it will help the business to grow very well in the market so the customers will increase automatically.


Figure 5: 4P Marketing Mix
(Source: Self-Created)
[bookmark: _Toc122795613]Competitive advantage of Sony in the video game market
[bookmark: _Toc122795614]Greatest hits by Sony
Sony is among the leading existing player in the gaming market that involves game development and distribution and console manufacturing. It can be witnessed that there is wide diversification in the video game market. The diversification has been generated by the organisation because it mitigated various needs of the customer that helped the organisation to help get advantage over its competitors (Liang, 2022). It is evident from overall research that points, out that diversification in such a flexible or potential market is more likely to fail and less of it can be offered to the shareholders, yet Sony managed to succeed in this venture as compared to its competitors. The organisation has contributed to internationalisation by engaging in vertical integration in the 1980s (Jain and Sharma, 2021). As per the case study, such dedication to internationalisation both intrinsic and extrinsic helped the organisation for maintaining growth along with offsetting major disappointments in the release of their video games. 
The organisation after taking control over the production facilities made it integrated into the objectives of the group as a whole for economic and growth trends (Shen, 2021). In addition to that, production control helped the organisation to increase the sales of video gaming devices through the acquisition and merger of "Columbia Pictures" in the year 1989 and "CBS Music" in the year 1991. The organisation established essential alliances for reducing the high research and development expenses on various electronic products (Rezvani and Khabiri, 2018). The products such as "Compact Disk (CD)" technology were developed and sold by the means of a collaboration with the competitor "Philips". As per the fiscal year 2021, the organisation sold approximately 458.4 million Playstation consoles across the world in the last 27 years (Xiong, 2022). Furthermore, the statistics also illustrate that the organisation sold video games copied of Playstation approximately 5.075 billion before the launch of the "5th Playstation model", which is popularly known as PS5 in the year 2020.
[bookmark: _Toc122795615]Strategic decisions for competitive advantage
As per the case study, the PlayStation is more than of a gaming epiphenomenon which has been among the iconic gaming products since its foundation. In addition to that, the competitors of the organisation have not been able to develop anything even close to the PlayStation. The video game market in its initial stage was just a sale medium of children's toys and has now been transformed into a market that has provided employment to over 220,000 individuals in the US (Stallkamp and Schotter, 2021). As per the fiscal year 2020, the video game market has been generating approximately 209.6 billion US dollars annually across the globe. However, in the early days of the year the 1990s, the video game market had not been influenced by the gargantuan figures as compared to its influence in the current years. 
As per the case study, the global video game market leaders "Nintendo and Sega", are involved in console manufacturing and video games development and distribution, and own most of the market share of the gaming industry (Angert, 2019). The market captured by the two leaders has approximately weighed around 17.9 billion dollars across the world in the year 1990 which is now 209 billion US dollars in the year 2020. The framework for cartridges and their production is fully proceeded, owned and controlled by these two gaming organisations, constraining the video game numbers being generated and launched (Argyreset al. 2019). In addition to that, a video game developed and console manufacturer like Nintendo needed to provide approximately 20% of its earnings through games to every third-party game developer. 
As per the case study, the developers were still targeting young male audiences and the growth eventually slowed down. However, the gaming industry remained very fetching yet with very less opportunity to witness new entrants (Ourdedine, 2021). The organisation was a chip supplier to the value chain of the consoles of "Nintendo" back then since 1985. Furthermore, it was found that the organisation provided a great contribution to "Nintendo" by helping them to develop hit games such as “Super Mario Bros.” or “Zelda”. As per the case study, such contributions helped "Nintendo" to improve its "Super Nintendo console" with a CD-Rom framework, a medium that is collaboratively owned by "Sony and Philips". As collaboration was becoming more essential, "Ken Kutaragi", who was the "Research and Development (R&D)" engineer of Sony back then (Goumagiaset al. 2022). The engineer considered that the terms and conditions defined by "Nintendo" were lacking ambition.
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Figure 6: Sony's net sales from the year 2015 to 2019
(Source: Notesmatic.com, 2021)
[bookmark: _Toc122795616]Diversification of Sony in the video game market
"Nintendo" needed to sustain the CD player as a music extension as the medium for maintaining control over its system of cartridge proprietary. Such an approach was implemented by the organisation because it did not want to integrate the technology for playing video games (Xiao, 2022). "Nintendo" faced various issues regarding the cannibalisation of cash flow and concerns regarding privacy leaks. As per the case study, "Sony" found advantage because of its integrated security policy systems and collaboration with Philips for developing such technology that would provide security. The manufacturing unit of PlayStation was intended to utilise available hardware, technology and resources that supported the organisation in bringing down cost because it was engrossed with economies scope (Burak, 2021). In addition to that, PlayStation is considered as the integration of all those technologies. 
The flexible features of the Playstation such as playing music along with playing games helped the organisation to gain a competitive advantage over its competitors. The capability of the organisation for developing a competitive advantage was worthy enough to convince it that it would gain advantage over its competitors (Benischkeet al. 2022). The capability involves the use of CD-ROM that enables developers of third-party games for accessing the video game market by the means of a cheapened license system. The ventures of the organisation made it acquire fewer royalties as compared to "Nintendo and Sega". However, the organisation got additional returns on their investments in the market over CD support. In addition to that, delivering copies of video games was much faster for the organisation as compared to its competitors (Braegger and Moeller, 2021). 
Approximately 8 - 10 days were needed to produce and sell CDs while the manufacturing procedure of cartridges and delivery purposes were time-consuming. Apart from all these, the organisation is intended to gain technological advantage and sustain over upcoming generations of consoles. Such advantage would be facilitated to the organisaiton because of its significant use of 3D environments in gaming technology. The technology developed by the organisation was advantageous because it had the potential to go through the content of the support comparatively faster than the cartridge developed by its competitors. The organisation mastered technological innovation and gained the potential for the international distribution of its products that made it gain advantage over its competitors and overall a competitive advantage in the video game market [Refer to the appendix 3].
[bookmark: _Toc122795617]Strategies undertook by the company
[bookmark: _Toc122795618]Launching different video games
The Sony Company takes several strategies to develop its supremacy in the video game market many times that are significant to the company through video game launching and business strategy (Höseet al. 2020). The company often brings a new realistic video game in the market that becomes very effective to the business market and in the video game market. Video games are very cheerful for the teenagers and children and the console manufacturers' goal was in order to the target groups to diminish the other games and accept their video games (Kristinaeet al. 2020). As per the case study, the popularity of the company's launched video games developed the completely teenage generation was marked.In 1990, the company first select its target group in the market which was their first generation and they spent their all income on the video games purchasing after finishing their education life and entering in their professional life.
The Sony company takes many play stations' success through effective marketing and launching products with campaigns (Grzankaet al. 2019). Then, the target group is very eager to present their gaming skills in that sophisticated games by purchasing it. Besides, the mature gamers became very curious to show it and test it. Generally, the video game companies target their customer who are children and teenagers. That is why the Sony Company targeted their customer group in the business market whose ages are within 20 years, especially males. This strategy worked well for the company extremely which sold almost "100 million of its PS2" worldwide (Sony, 2022).  This was the main strategy to the company that kept a significant mark in the video game history. As per the case study, several games were shaking the video game markets which are launched by Sony that are "Madden NFL '06, Pokemon Emerald, Gran Turismo 4, MVP Baseball, NBA Live, NCAA Football, and Lego Star Wars" (Christa et al. 2020). Nintendo is one of its popular games, which was not kept the old aged customers comparatively with children. This game was got a popularity to the children that were very cheerful [Refer to the Appendix 4]. 
The adult males thought that this game was very kiddy to them, that is why they reject this video game. This game cube accounted for many areas of the world that are placed behind the many popular video games in the market such as Microsoft's Xbox and PS2 (Irvan and Karmagatri, 2021).  The popularity of the company's launched video games developed the whole teenage generation was marked. The organisation also established their brand in the market with social media which was a significant business strategy for the company. The popularity of particular social media platforms changes in the market. The organisation wanted that this video game would become kid-friendly and very simple rather than other games. Due to this strategy, this video game got huge popularity in the video game market and they sold many numbers of these gaming consoles to the customers.  As per the case study,  the Sony company takes many play stations' success through effective marketing and launching products with campaigns. Then, the target group is very eager to present their gaming skills in that sophisticated games by purchasing them. The company expanded its supremacy in the video game industry and console manufacturing by making unique gaming consoles and simple and pleasured video games (Hajaret al. 2020). At this time, Microsoft was the main competitor in the video game market and they fight for attracting core gamers in the market.
[bookmark: _Toc122795619]Business strategy
The organisation takes several business strategies to expand their business in the video game market. The organisation thought that it requires to make a brand in the business market (Jeonget al. 2019). There are four marketing strategies to promote the video games in the market and attract the target customers to them. The organisation implemented these marketing strategies to get an effective result and used it to assure the gaming service and product is successful. The strategies are attached to influencers, using video content, making a brand on the social media and making a charming blog (Iyeret al. 2019). The company developed their video games and consoling games and planning to promote its games on the online gaming platforms, business marketing strategies have remained similar. 
Attaching market influencers is one of the best methods to expand its business supremacy in the video game market to launch its product and service (Joensuu-Saloet al. 2018). The company got its business market in front of the customized customers by attaching the launched product with a gaming market influencer who is connected to the brand. This also permitted the company to create brand awareness and accelerates the leading market very soon (Ozalp and Kretschmer, 2019). The company used video content to promote the product in the market which is one of the strategies to develop business supremacy in the video gaming market. The video game-creating organisation utilized video game content marketing as one of its main strategies (Ouariachiet al. 2019). Video content marketing is an excellent business marketing technique for video gaming services and products. It also used multiple marketing channels to promote its product or services. The company developed their video games and cooling games and planning to promote its games on the online gaming platforms, business marketing strategies have remained similar. Generally, gamers in the market do not enjoy only playing games, they like to introduce themselves with the gaming console. 
The company utilises many theories to get effective results from the business strategy (Halbrook et al. 2019). They also enjoy the arise of sports events that have been represented. The company launched their video gaming products and services with live streaming of the video games which are becoming very popular in the market and the organisation trapped the established market. The company also social media platforms to promote its products in the video game business market and stream into it which got the market influencer to attach with it. Then, the product is launched automatically by the market influencers. The organisation also established their brand in the market with social media which was a significant business strategy for the company. The popularity of particular social media platforms changes time by time. The power of “social media” in business strategy is not going. The company utilized various social media platforms such as Instagram, Facebook, and Twitter to create the brand identity in the market and obtain aware of it. 
The company also accept the advantages of the social media platforms because the advertising options are the only way to attract the customers quickly from the market. The company developed their video games and cooling games and planning to promote its games on the online gaming platforms, business marketing strategies have remained similar. The company utilized several analytics tools to search which social media platforms are used most by the users and the customers who are suitable for the company. The company spent many times and money to post quality content with visual and written content to make the brand in its business market.
[bookmark: _Toc122795620]Conclusion
Sony has been a potential contender for competition in the gaming market since its flexible use of technologies in its products. Initially, the organisation faced various central issues that made them lack competency in the gaming market. The central issues were due to the pricing strategy listed by the organisation. The issues generated from within the products of the organisation such as "PlayStation 1 (PS1)" were more successful as compared to the "PlayStation 2 (PS2)", which began to be a matter of debate among the critics. "Nintendo" was popular among gamers because of the hit games it developed back then. Such increases in the customer rate of "Nintendo" portrayed a threat to the organisaiton. However, the progressive use of technologies that involve 3D printing helped the organisation to tackle and gain leverage in the gaming market. SWOT analysis of the organisation provides the internal environmental analysis of the organisation, which is an integral part of Strategic management. Thus, it can be concluded from the study that Sony has gained supremacy in the video game market because of its strategic management strategies. 
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