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Executive Summary


Change management and organizational changes are critical in today's business environment, impacted by globalization, competitive challenges, and a variety of other issues. Strategic imperatives, cultural adjustments, technical breakthroughs, multicultural dynamics, or financial reasons can all drive organizational change. This process necessitates thorough planning, execution, and evaluation, with management and human resources bearing primary responsibility. The study discusses the need for change management, highlights the value of collaborative change planning, and evaluates the scope of these changes. Specifically, it investigates the impact of organizational culture on change management and develops a customized change management plan for Konami Company, a well-known Japanese entertainment company that operates globally. Despite competing in varied markets such as Asia, Europe, and South America, Konami continues to exhibit market competitiveness, as seen by increased revenue.
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Introduction


Change management and organizational reforms have been crucial. Even Nevertheless, it appears that the pace of change is accelerating, and the significance of organizational change is becoming more and more apparent. In today's business organizations, organizational changes are typically rather frequent. The development of globalization is one factor driving the need for reforms; as a result, competition is uneven throughout society. Organizational changes may be necessary due to factors other than competition, such as the need to adapt legislation to the current culture or adapt to changes in technology, multiculturalism, or funding. Alternatively, the company may decide to make the change solely for strategic reasons. The process of change involves meticulous preparation, execution, and review of the change. This type of adjustment highlights the responsibility of managers and human resources. Change management is believed to have been a prominent topic among entrepreneurs for a long time. Global competitiveness and changes in the operating environment have grown. Organizations require rapid alterations, but these modifications must also be effectively planned and presented. The significance of the interaction between environmental change and organizational skills in change management. 

The purpose of the study is to address the manner in which ought to changes in organizations be envisioned, what constitutes the significance of collaboration in change planning, and to gain an understanding of the scope of these changes in addition to assessing intricate issues associated with management as they pertain to change management and must be sought to evaluate the repercussions of organizational culture on the change management program as well as develop an appropriate change management plan for the organization that was selected, which is stated below which is the Konami Company. Konami Group Corp is a Japanese firm that mostly operates in the entertainment industry. The company competes in four distinct lines of business. The Digital Entertainment segment manufactures and sells mobile games, card games, home games, and other digital material. The Amusement segment manufactures and sells amusement machines. The Gaming and Systems segment manufactures and sells gaming machines and casino management systems, as well as provides related services. The Sports segment operates fitness, swimming, gymnastics, dancing, soccer, tennis, golf, and other schools, as well as sells sports-related items. It manages a network of operated independently health and fitness clubs and sports facilities. The business services the entertainment and digital markets in Asia, Europe, and South America. The Konami Group Corp continues to demonstrate its market competitiveness. As seen by their portfolio, revenue continues to rise year after year. Not only that, but in August 2023, the company strengthened its relationship or agreements with Futbol Club Barcelona, becoming the official football video game partner. 

Leading change has been discussed since the 1940s. Change management has been extensively studied, and there are numerous methods aimed at achieving successful change management. The earliest theoretical model of change management was Kurt Lewin's force theory in 1951. Lewin's force theory paved the way for subsequent change management approaches. It ought to be highlighted, however, that in fact, modifications are rarely implemented based on a single theoretical model. According to Bridgeman, Brown, and Cummings (2016), Kurt Lewin's three-part changes Many people regard the model as the most fundamental or traditional approach to change management. According to Robbins, Lewin's model was one of the first ideas of change management, and it serves as the foundation for many later models. However, in recent years, the concept has been criticized for being overly basic. According to Lewin's change paradigm, the unfreezing step involves preparing for Change begins, as does the production of discontent for the current stage of the organization, allowing space for change. During the altering stage, change activities are implemented. During the stage of refreezing, the change will be established into the organizational culture and  the completed actions will maintain. This study will also use descriptive data analytics as business analytical tools. Thus this report would present an overall three sections which highlights the goals of this paper. 


SECTION 1


Konami Group, founded by Kagemasa Kozuki on March 21, 1969, began as a small business in Osaka, Japan, renting and repairing jukeboxes. Under Kozuki's direction, the firm quickly responded to the changing entertainment scene, grabbing chances in the rapidly growing arcade game market. Konami Industry Co., Ltd. was created in 1973, marking the company's official debut into the arcade machine manufacturing business. With a focus on innovation and quality, Konami quickly achieved market traction, resulting in consecutive capital increases and product expansions. By the late 1970s, Konami had established itself as a major participant in the Japanese arcade sector, cementing its position via smart investments and collaborations. The company's ambitious strategy resulted in the decision to sell items to the United States in 1979, which marked the start of its road to worldwide prominence. The 1980s was a time of tremendous expansion and diversification for Konami. Building on its success in the arcade industry, the business moved into other markets, notably the rapidly growing PC gaming market. This decade witnessed the development of Konami subsidiaries in important foreign markets such as the United States, United Kingdom, and Germany, setting the groundwork for the company's global expansion plan. As the gaming industry evolved, Konami remained at the forefront of innovation, introducing iconic franchises such as "Metal Gear Solid," "Castlevania," and "Contra." 
At the same time, the company diversified its portfolio, entering new business areas such as sports, pachinko machines, and digital entertainment. The start of the 2000 represented a turning point for Konami, as it embraced the digital revolution and increased its presence in mobile gaming and online platforms. The company's smart acquisitions and investments established it as a leader in the quickly changing entertainment environment, paving the way for continuing success in the twenty-first century. In the past few decades, Konami kept on to push the frontiers of entertainment by embracing emerging technologies like as ESports and virtual reality. The construction of cutting-edge studios and facilities in Tokyo, Osaka, and elsewhere demonstrates the company's dedication to innovation and quality. Today, as Konami Group Corporation, the firm is still committed to creating the future of entertainment with its vast range of services. With a rich history spanning five decades, Konami exemplifies the power of creativity, tenacity, and a consistent dedication to providing excellent entertainment experiences to people across the world. 

In fiscal year 2019, Konami Group's revenue was 262,549 million yen, with a business profit of 54,560 million yen and an operating profit of 50,522 million yen. The parent company's owners earned 34,196 million yen in profits. The ratio of company profit to sales was 20.8%, but the operational profit to revenue ratio was just 19.2%. The profit attributable to parent owners to revenue ratio was 13.0%, with a 12.9% return on profit. Nevertheless, the business saw a drop in earnings and revenue in the 2020 fiscal year. While business profit dipped to 44,297 million yen and operational profit to 30,972 million yen, revenue decreased marginally to 262,810 million yen. The parent company's owners' share of profit decreased to 19,892 million yen. As a result, to 16.9%, 11.8%, and 7.6%, respectively, were the ratios of business profit to revenue, operating profit to revenue, and profit attributable to parent company owners to revenue. The parent company's owners' share of the return on profit dropped to 7.3%. Nonetheless, Konami Group's financial performance significantly improved in the 2021 fiscal year. Revenue reached 272,656 million yen, while operational and business profits surged to 36,550 million and 64,164 million yen, respectively. The parent company's owners saw an increase in profit as well, reaching 32,261 million yen. The parent company's profit to revenue ratios grew to 23.5%, 13.4%, and 11.8%, respectively, for business profit, operational profit, and profit attributable to owners. Additionally, the return on profit attributable to the parent company's owners rose to 11.4%.
This encouraging pattern persisted into the 2022 fiscal year, when Konami Group recorded record revenue of 299,522 million yen. Operating profit came to 74,435 million yen, while business profit shot up to 80,315 million yen. The parent company's owners received a substantial increase in profit, totaling 54,806 million yen. The business profit to revenue ratio increased to 26.8%, the operational profit to revenue ratio to 24.9%, and the profit attributable to the parent company's owners to revenue ratio to 18.3%. Additionally, the parent company's owners' return on profit increased to 16.9%. However, fiscal year 2023 experienced a minor drop in performance compared to preceding years. While revenue rose to 314,321 million yen, business profit fell to 56,611 million yen, and operating profit dropped to 46,185 million yen. The profit attributable to the parent's owners decreased slightly to 34,895 million yen. The ratios of company profit to revenue, operating profit to revenue, and profit attributable to parent shareholders to revenue all declined to 18.0%, 14.7%, and 11.1%, respectively. The return on earnings attributable to parent shareholders fell to 9.6%.




PESTEL Analysis

	Political Factors
	
Konami engages in a heavily regulated business, particularly in terms of gaming and gambling. Changes in regulations, such as license requirements, age restrictions, and taxation policies, can have a significant impact on Konami's capacity to create and market products. Konami's global activities leave it vulnerable to changes in trade policies, such as tariffs and trade agreements. Government-imposed trade obstacles and limitations can have an impact on the supply chain of an enterprise, cost of production, and access to market.


	Economic Factor
	Konami's profitability is largely related to the general economic scenario in the financial markets it serves. Economic downturns may result in lower consumer discretionary spending on entertainment products, affecting Konami's sales and profits. As an international company, Konami is subject to foreign exchange rate variations. Changes in exchange rates can have an impact on the company's revenues, costs, and profitability, especially for foreign sales and operations.


	Social Factor
	Konami must account for changes in population demographics, income levels, and gaming interests. Understanding consumer demographics enables Konami to adjust its product offers and marketing tactics to efficiently reach certain client categories. Changing buyer habits, preferences, and cultural developments have a substantial impact on the demand for entertainment and gaming items. To remain competitive, Konami must be aware of trends in customer behavior, such as the growing popularity of internet gaming and mobile gaming apps.


	Technological Factor
	Technological improvements drive gaming innovation, influencing Konami's product development methods and gameplay experiences. By using emerging technologies like as virtual reality (VR), augmented reality (AR), and artificial intelligence (AI), Konami is able to provide its audience with immersive and engaging gaming experiences. 
Konami faces both opportunities and challenges as the entertainment sector undergoes a digital revolution, which includes the emergence of digital distribution channels and online gaming services. Embracing digitalization enables Konami to reach a larger audience and react to shifting customer tastes for digital entertainment.


	Environmental Factor
	Konami's increased knowledge of environmental sustainability encourages it to embrace eco-friendly methods and reduce its environmental imprint. This includes attempts to cut energy usage, develop sustainable sourcing techniques, and encourage recycling and waste reduction programs throughout company operations.


	Legal Factor
	Protecting intellectual property rights is critical to Konami's competitive edge and brand reputation. The corporation must enforce copyrights and trademarks in order to avoid piracy and unlawful use of its game titles, characters, and intellectual technologies. Konami must adhere to severe data protection requirements, such as the General Data Protection Regulation (GDPR) in Europe and the California Consumer Privacy Act (CCPA) in the US. Protecting user data obtained through online gaming platforms and following privacy standards are critical to preserving customer trust and regulatory compliance.





Identification of the Internal Capabilities and Resources using Porter’s Value Chain Model 

In the broader setting of the worldwide marketplace, concurrence among businesses is progressively intensifying, necessitating the management of the strategic costs of contemporary enterprises centered around the value chain, which is the primary means for enterprises to expand. There are numerous ambiguities in the value chain, therefore businesses must adopt a suitable cost control technique. By setting expectations based on the cost drivers of the value chain, we may create an interaction model of strategic cost management, lowering the risk cost of value chain competition. By striving for cost management in the value chain, we can benefit from the long-term cost advantage of firms, which is an essential matter to be resolved. SMEs can create a strategic expenditure control mechanism by controlling costs based on the value chain, integrating activity-based and planning approaches. Using the Porter value chain model can help address traditional cost management restrictions and promote strategic cost management for developing organizations. By breaking through the short-sighted actions taken by internal value chain strategy, firms can build a correct idea of strategic cost, accurately forecast risk costs.(Ruan S, 2020)

Professor Michael Porter of Harvard University released the book Competitive Advantage in 1985, which introduced the notion of value chain for the first time. The value chain model is a type of model designed for evaluating strengths and weaknesses and competitive methods, and it is a fundamental application tool for improving enterprise strength. A business with fundamental competitive advantage has to build a uniquely effective value chain, which is an unavoidable dynamic tendency in the overall value chain rivalry. We are able to determine variations in competitive advantages through analyzing businesses' value chains. Porter's value chain analysis differentiates nine types of strategy-related activities, including creation, manufacturing, advertising, distribution, and opposing products. 


	Firm Infrastructure
Konami Infrastructure pertains to the systems, properties, and technology that underpin the day-to-day operations and business activities of the Konami Group, a multinational entertainment and gaming company. Konami, a broad firm with business sectors encompassing video games, arcade gaming, digital entertainment, sports, and health & fitness, relies on strong infrastructure to run its many businesses efficiently. 
· Including Information Technology comprising the hardware, software, networks, and data centers that power Konami's digital products and services. 
· Manufacturing and Production Facilities necessitate specialized equipment and techniques to provide quality control, efficiency, and timely product delivery to market.
· Research and Development (R&D) Centers- enable the development of new video game materials, innovations, and approaches to match changing customer tastes and market expectations.

	Human Resources Management
is in charge of managing every component of human resources inside the company. Their major responsibility is to manage staff recruiting, loyalty, growth and development, and effectiveness, ensuring that Konami attracts, keeps, and encourages a competent team that is adept at supporting the company's growth.

	Technology Department
This department is responsible for harnessing technology to improve Konami's goods, services, and procedures, ultimately adding to the company's edge in the marketplace and its profitability.
· Software Development and Engineering- Create software programs, gaming platforms, and digital content for Konami's video games, mobile apps, internet platforms, and other digital offerings. This involves development of software, programming evaluations, and ongoing upkeep to ensure top-notch experiences for users.
· Collaboration and Integration: Working with various departments, business divisions, and other organizations to efficiently incorporate technological innovations into Konami's overall company strategy and operations. This involves matching investments in technology with business objectives, discovering synergistic possibilities, and encouraging cross-functional collaboration to generate innovation and meet business goals.


	Procurement of Resources
Consists of a set of operations aimed at seeking, analyzing, choosing, and managing suppliers so that Konami may receive high-quality resources at competitive costs and appropriate conditions. 

· Manufacturer Evaluation and Assessment: Konami examines potential suppliers using characteristics such as the quality of the product, dependability, price competitiveness, financial stability, and adherence to ethical and sustainability norms. 
· Order Placement and Fulfillment: After contract completion, Konami submits orders for supplies with qualified suppliers in order to start the procurement process. Suppliers fulfill orders by supplying needed resources in accordance with agreed-upon specifications, quantities, and delivery times. 




	Inbound Logistics
Konami Group's inbound logistics are expected to include the procurement and transportation of raw materials, components, and products from manufacturers to its manufacturing sites or warehouses for shipment. This comprises managing connections with suppliers, optimising transportation routes, and ensuring on-time delivery to match production schedules and customer expectations. Additionally, they may use inventory management systems to streamline processes and reduce expenses.
	Operations
Operations include programming and designing games, evaluating for consistency in quality, and packaging items for distribution. They may also participate in internet services like multiplayer gaming or digital content delivery.
	Outbound Logistics 
Konami Group's outbound logistics entails delivering supplies to clients via a variety of channels, including retail storefronts, internet platforms, and direct sales. This includes overseeing warehouse operations, arranging shipments, and assuring prompt distribution to wholesalers or end users. They may use transportation providers or their network of distributors to connect with worldwide markets more efficiently. 
	Marketing and Sales

Konami Group's marketing and sales tactics are likely focused on showcasing its gaming products and services for particular customers via various channels. This may involve digital marketing, social media campaigns, advertising, and collaborations with influencers or content creators. They may also attend gaming conferences and events to promote their latest releases and connect with fans. Sales activities may include both direct sales from their own platforms and partnerships with retailers and online marketplaces..
	Customer Services
Konami Group most likely places a high value on customer service in order to improve the gaming experience and establish loyalty among its players. This includes offering prompt support and help to users who have technical difficulties, billing information requests, or other general inquiries about their goods and services. They can offer numerous modes of customer assistance, such as email, live chat, phone help, and online forums. Konami Group may also collect user input in order to continually enhance the products and services, ensuring that players have a positive and satisfying experience.




Summary of External and Internal Analysis( SWOT)

External Factors
	Opportunities 
Higher demand for video game development entertainment, growth into new industries, or technological advancements.
	Threats 
Threats from other gaming organizations, fluctuating customer expectations, and regulatory issues.


Internal Factors
	Strength 
A diversified portfolio of products, including video games, trading cards, arcade games, and casino gaming systems, generates earnings from multiple sources
Worldwide popularity, with manufacturing and dispersion networks in numerous locations, allowing it to connect with a large audience.

	Weaknesses 
Konami's success is primarily based on several key franchise businesses, leaving it subject to shifts in how prevalent they are and public preferences.



Konami Holdings Corporation is a major company in its sector. Konami Holdings Corporation maintains its market leadership position by closely evaluating and revising the SWOT analysis. SWOT analysis is an extremely collaborative procedure that needs great collaboration among different divisions within the organization, including the departments of marketing, finance, operations, management information systems, and planning for strategy.

Using Of Ansoff Matrix to Identify the Change Options In Konami Group Inc.

	
	EXISTING PRODUCTS 
	NEW PRODUCTS 

	EXISTING MARKETS
	Market Penetration
Konami might focus on enhancing its network of retailers to make its items more accessible to buyers. The effort might entail extending collaborations with shops, upgrading online distribution channels, and optimizing logistics to ensure speedier supply.
Regular improvements and upgrades on current items may assist keep customers interested and satisfied. Konami may retain gamers involved by releasing updates, modifications, or extra material for the current console or trading card games.



	Product Development
Konami is able to distinguish themselves in competitive environments by generating games with creative gameplay elements or distinctive features. This might include developing with novel control systems, game mechanics, or storytelling strategies to provide new experiences for gamers.


	NEW MARKETS 
	Market Development 
Konami may combine its items together and work with other businesses to provide corresponding goods as part of an arrangement. This method may assist in helping the company's offerings be seen as more valuable and attract more customers. 

Consistent upgrading of existing goods through revisions, modifications, and more material helps keep people interested and committed to the company's brands. This could include adding fresh levels, characters, or features to video games, as well as offering new trading card sets.

	Diversification
Konami can investigate novel categories of products that are consistent with its knowledge and identification as a brand. This could involve expanding into related sectors such as gaming accessories, gaming devices, or even products based on the company's successful gaming brands. 

Konami may concentrate on new client groups that are not yet reached by its current line of products. As an instance, companies may create games that are educational for children, exercise games for those who care about their health, or casual games for the elderly.














SECTION 2
Critical Evaluation of the Change Management Models


Lewin's Three-Step Model for Change Management

The three stages of the model are: ● Unfreeze ● Change ● Refreeze

Kurt Lewin, a psychologist, developed the Lewin's Three-Step Model for Change Management, which provides a methodical framework for managing organizational change. The "unfreeze" phase of the strategy is where leaders raise awareness of the need for change, dismantle any opposition that may present, and build a feeling of urgency. Subsequently, the "change" phase entails putting the intended changes into practice through efficient training, support, and communication. The organization stabilizes in its new state by rewarding new behaviors and bringing systems and processes into alignment during the "refreeze" phase. For long-term success, eliminating resistance, enabling adoption, and ingraining the changes into the corporate culture will require meticulous preparation, involvement, and constant assistance throughout the entire process. 

ADKAR Change Management Model

The ADKAR change model was created in 2003 by Prosci director Jeff Hiatt following a thorough analysis of the change practices of more than 700 firms. As managing change within an organization commences and concludes at the person level, he found throughout his research that individual change is crucial. A successful modification that lasts for a long time cannot be implemented if everyone isn't focused on the same objective. Rather, you will encounter opposition, and some people will revert to their previous behaviors.

Kotter’s Eight-Step Change Model
John Kotter, a professor at Harvard Business School, established the Eight-Step Change Model, which provides an extensive structure for effectively handling changes in an organization. The methodology begins by instilling a sense of urgency to rally behind change, then proceeds to assembling a formidable combination of leaders in order to propel the project forward. The methodology revolves around developing an unambiguous and compelling case for change, which is effectively communicated throughout the business to promote alignment and buy-in. Empowering workers to put ideas into actions and achieving immediate achievements are critical steps toward maintaining momentum and demonstrating accomplishment. To achieve long-term alteration, it is critical that you consolidate gains, resolve hurdles, and generate further improvement while integrating new ways into the environment of the company. 


Identifying the suitable change management model that may be of use to implement the identified suitable strategic change for the KONAMI GROUP INC.

Lewin's Three-Step Model for Change Management is a valuable resource for Konami, especially in the gaming and entertainment industries. The model is divided into three phases: "unfreeze," "change," and "refreeze." The "unfreeze" phase evaluates Konami's present situation and identifies opportunities for change, including customer demands, innovations in technology, or problems within the company. The "change" phase allows Konami to make required adjustments, such as new gaming titles, growth into newer areas, or breakthrough technology. The "refreeze" phase solidifies and incorporates the changes into the environment of the company, ensuring that they are embedded and maintained over time. This organized method enables Konami to adapt to the changing gaming industry, foster innovation, and continue to gain its edge over others.

SECTION 3
Implementation of Change Strategy

Konami may use transformational, servant, collaborative, or adaptive leadership approaches to establish and carry out the indicated alternatives to strategy. Transformational managers stimulate creativity and empower organizations to accept change, whereas servant leaders focus on worker requirements and build trust. Collaboration-based leaders would include stakeholders in decision-making, assuring buy-in and assistance, whereas adaptive leaders would efficiently manage uncertainty. The step-by-step process for implementing the change strategy would include evaluation, preparation, interaction, implementation, monitoring, assessment, and modification. This implementation is anticipated to have an impact on Konami's corporate culture by encouraging increased innovation, adaptability, and customer focus. However, good interpersonal relationships and managerial support would be required to overcome resistance and achieve a smooth shift in culture in line with Konami's strategic goals.

Conclusion and Recommendation

This detailed research digs into the significance and rapid pace of change within organizations in the modern business scene, which is fueled by causes such as the rise of globalization innovations in technology, and strategic imperatives. Konami, a Japanese entertainment firm that operates in a variety of industries including digital entertainment, gaming, and sports, is well-suited in this dynamic environment. The business's history, financial achievements, and competitive position in the market demonstrate the importance of strategic changes and adaptive administration. Considering change management methods, Lewin's Three-Step Model appears to be a good fit for Konami. Its staged strategy of unfreezing, changing and refreezing is consistent with Konami's requirement to review its current situation, execute strategic adjustments, and integrate changes into the culture of its organization. Additionally, Kotter's Eight-Step Change Model provides guidance on organizing stakeholders, communicating change, and maintaining momentum throughout. Moreover, the adoption of changes has a tremendous impact on Konami's organizational culture. It entails encouraging innovation, adaptability, and customer-centricity while mitigating any resistance and assuring alignment with strategic goals. Excellent leadership, communication, and managerial support are critical for promoting a smooth cultural transformation and attaining long-term change outcomes consistent with Konami's strategic goals.

Recommendation


Participate in focused digital advertising activities to raise awareness of the business and interactions with consumers. Use the power of social networks, influencers collaborations, and specific campaigns to reach more consumers quickly. Executing this tip is critical because it may end up in instant increases in brand visibility and client acquisition, particularly in the extremely competitive electronic entertainment business. KONAMI may provide regular improvements and enhancements to current gaming titles and digital material. This engages people, stimulates repeat purchases, and sustains fascination with Konami's products. Implementing this tip ensures retention of customers in a short time by delivering fresh and engaging material, keeping consumers from leaving for alternatives. Additionally for the mid-term recommendation KONAMI may invest in research and development for next-generation gaming technologies such as virtual reality (VR), augmented reality (AR), and cloud gaming. Engage with technology companies and colleges to keep on the cutting edge of development. Executing this proposal is critical for Konami to maintain its competitive advantage in the fast changing gaming industry and seize future market opportunities. 
Lastly for the long term recommendation, KONAMI can seek fresh business possibilities outside of gaming, which include electronic entertainment services, e-sports events, and streaming platforms. Utilize Konami's established reputation and competence to expand into complementary sectors with significant potential for development. Implementing this tip is critical for long-term resilience and sustainability to market volatility in the film and television sector. Embed sustainability into the developer's corporate strategy by lowering carbon footprints, decreasing waste, and encouraging environmentally friendly practices throughout operations and the supply chain. Implement energy from sustainable sources, environmentally friendly packaging, and ethical sourcing standards. Implementing this proposal is critical for a sustainable future since it boosts company reputation, promotes ecological concerned customers, and reduces the risks related with changing climates other regulatory obligations.
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