1.0 – Introduction
https://www.statista.com/statistics/279269/total-revenue-of-sony-since-2008/

This report introduces a project to help Sony increasing revenue by producing new popular electronic products. The project is that help Sony use their advanced technology to make products which can represent this brand and increase competitive to make revenue growth. 

[bookmark: OLE_LINK5][bookmark: OLE_LINK6]Sony is an electronics company which set up in 1946 by Akio Morita and Masaru Ibuka. In 1979, Sony devised Walkman. In that era, Walkman was invented as a portable tape player and Sony was a first company which changed the way of listening music. Then, Sony’s PlayStation defeated Nintendo and Sega and their digital cameras was more popular than other traditional brand, the VAIO pcs was very popular in the market. 

[bookmark: _Hlk33311191]But in 2001, the global economic recession and PlayStation had no original products for ten years. In audio, Apple's iPod replaced the Walkman because Walkman did not support the MP3 format and in television, SONY has also been overtaken by Sharp. Because Sony’s products updated slow and a series of wrong decisions, Sony's unprecedented success in 2000 and had a severe loss in 2002. Then, Sony gave up their laptops and PCs in 2014 and sold the VAIO business, they loss £4.6bn in nine years. Sony wanted to stop unprofitable business to stop loss, but they did not know what they want to do after they split electronics division. Sony never made profit since 2008, because they did not have popular products for years. They had the advanced technology, but the most serious problem was the lack of innovation, they did not make their technology to good use. They did not have any products can extrude their brand.




















2.0 - Project Justification
2.1 – Aims and Objectives
[bookmark: OLE_LINK3][bookmark: OLE_LINK4]The aim of this project is to increase revenue of Sony by producing the popular electronic product which have a good competitive and can represent Sony. 

The objectives are divided into five steps. First is that analyse Sony financial statement. Secondly, I research on online to know people’s needs for different electronic products. Then, comparing result of research with Sony’s products and know their essential difference that can help me to confirm one type of product to develop for Sony. Fourthly, I give suggestions of producing new products to Sony. Finally, telling channels of propagandize new products to Sony to increase sales and reputation.

2.2 - Rational
2.2.1 Project Justification 
Sony’s total revenue decreased obviously from 2007 to 2012, the low point of total revenue is 72.35 billion dollars in 2012. The net income also illustrated decrease condition continuedly. That decreased from minus 98938 million Yen in 2009 to 456660 million Yen in2012. Then Sony chose to give up businesses which had the low profit, such as mobile phone industry and laptop industry. Through this method, Sony stable their net income in positive condition. Sony’s net income climbed from 43034 million Yen in 2013 to 490794 million Yen in 2018. After this decision, Sony’s total revenue also did not have increased, it just hovered. In the short term, they addressed their current problem. In the long term they give up mainstream products which can provide more opportunity to company. In this year, the all elements direct that is not a successful decision. 

In this situation, these businesses are full of potential value and can provide opportunity to Sony to take more market share and increase profit. In long term, if Sony still give up these businesses, that will continue impact the status of electronics industry of Sony. 

2.2.2 SWOT Analyses
The report uses SWOT analyses to Sony company. 

SWOT means Strengths, Weaknesses, Opportunities and Threats. Strengths and Weaknesses are internal factors and people can control them. Opportunities and Threats are external factors and people cannot control them. It is used to assess plans, products or projects in businesses. It helps businesses to analyse internal and external factors which affect their projects. Then, businesses can find some positive and negative factors and use strengths and opportunities to conquer weaknesses and threats. SWOT also can help businesses to predicting the trends in the future and businesses can make more valid decisions by these predictions.





https://www.managementstudyguide.com/swot-analysis.htm
https://www.investopedia.com/terms/s/swot.asp
https://www.businessnewsdaily.com/4245-swot-analysis.html

Strengths
Firstly, Sony has many trademarks, patents and intellectual property. So, their products are unique and competitors cannot copy their design. It can help them to attract customers.

Secondly, Sony is a brand for many years, it has a high awareness. The brand remains is always stay ahead and they keep a high quality. So, Sony has a high customer loyalty.

Weaknesses
Sony cost more on research and development than many other brands, but their spending way is less. The speed of Sony creates new products is slow and many times Sony’s innovations slower a lot than changing of customer preferences. It made Sony lost much cost.

Sony has high quality on products, but the price is expensive. In the past, a few competitors can replace Sony. Nowadays, there are many cheap electronics products in the market, many electronics manufacturers want to produce by the low cost. That means Sony will lost some customers because the high price.

At present, the most important electronic product is mobile phone, almost every customer has mobile phone and change a new one every few years. But Sony has a very low market share in this market, it is bad to develop in the future.

Opportunities
In resent, more and more people purchase online, it is a new opportunity on e-commerce. The sale of e-commerce grows obviously. Sony can increase revenue by online store. 

The number of people who use social media increase all around world. Sony also has significant focus on Facebook and Twitter. Sony can use social medias to advertise their products. It can make more people to understand their products. Sony also can interact with customer online and collect their suggestions. It can improve customer satisfaction and loyalty.
They also can receive more ideas to know how to change their products.

Threats
There are the economic slumps in The United States, Japan and Europe, customer’s demands decrease. It has negative impact on Sony, because approximately 74% of Sony’s revenues from these markets. 

Sony is easy vulnerable to fluctuations in the exchange rate of the Japanese Yen, the US dollar and the Euro. If the exchange rate of Japanese Yen increase, Sony’s products are expensive in comparison and the profit will decrease in other countries.

https://www.marketingteacher.com/sony-swot/

https://www.essay48.com/term-paper/13719-Sony-Swot-Analysis











3.0 - Business Case and Project Approach
3.1 – Benefits to the Organisation
The project suggest Sony start to produce laptop and mobile phone again. Because these two electronic products are best-selling in the market, Sony also can design the good products by unique technology. One of strength in this project is that Sony has the advanced technology. For example, Sony has the unique technology of water proof and CMOS. It can be good use on invention of new electronic products, such as laptop and mobile phone. It can save a part of cost and some customer will be attracted by the unique technology. It can increase Sony’s profits easily. 
The most important thing is that the market of laptop and mobile phone is stable. There is the massive demand in market. Most undergraduates, master graduates and staff all need to use laptops, mobile phones are needed more by people. So, if Sony sales laptops and mobile phone, they do not need to worry the number of customers.
At same time, Sony also expand the product line by this project. If the project is successful, Sony can increase market share and competitive by it. Because Sony is a historical brand, if their the new products is popular in the market, the number of loyal customers will be increased. 
So, Sony will have a stable performance in the future. The expected benefit of this project is that increase 15% revenue of Sony in the next three years.

3.2 – Background Literature
Since 2008, Sony’s net income continued in negative condition and become worse and worse. The net income declined from 98938 million Yen in 2009 to 456660 million Yen in 2012. Even Sony decreased expense. They also did not change this situation. After that, Sony decided to remove the industry which is the most weaken. At that time, Sony remove laptop and mobile phone industry. That make Sony’s revenue and whole operation in positive condition. Not only net income, other statistics also increased. Such as, net sales, Interest and dividends and Common stock. Although, that address the current problem. That is not a good choice. At present, mobile phone and laptop become the mainstream electronic products. 

Sony uses its brand on all sorts of products. Such as, earphone, TV, music players, digital book readers and any more. That make Sony loss their representative products. At present, PlayStation is the only representative product in Sony. Majority of representative products were discarded or obsoleted. That is the main reason why the new industry needs to represent Sony’s brand. 

3.3 Potential Risks 
At present, Sony has tiny types of mobile phone are selling in the market. But the sales are not good, because of high prices and less advertisements. If Sony want to improve the condition of their mobile phone before the project finished, the practicability of this project will be decreased. 

Secondly, Sony gave up many types of business for stopping loss. That means that the cost is limited and the project cannot choose to start all types of business again. So, the types of business which are chose in the project are cautions and difficult.

Thirdly, all information of this project is from secondary research. But secondary research is outdated, the data is not accurate. So, it takes some negative affects when this project is designed and some information may not be appropriate for this project.





4.0 – Research Methodology
4.1 Primary research
Primary research is a direct method to collect information. It is used to a problem which needs 
in-depth analysis. Primary research is divided into qualitative and quantitative, includes focus groups, questionnaires, and interviews. 
Primary research can targeted solve problems. Usually, people use primary research for own purpose and control all process. Primary research is used to specific problem and find data in specific market. So, primary research is more accurate and useful and the recency of information also increase.
But primary research needs more time and cost. The periods of primary research typically usually are weeks to months and many resources will be used in primary research. So, the costs are expensive.
The project does not use primary research.

https://www.ianswer4u.com/2012/02/primary-research-advantages-and.html

https://www.questionpro.com/blog/primary-research/


4.2 – Secondary Research
Secondary research means that collect some information and statistic by other reports and the news. Through that, people can get the more ample data and evidence to improve the analysis. People can use that to profound investigate and refer that to make the report has the more correct result. 

First advantage of secondary research is convenience. It was collected by others, so quickly to collect. Secondly, it can save cost. Most primary researches are expensive and hardly to do, but secondary researches are existing.

But secondary also has many disadvantages. For example, the information is outdated or biased, so people are difficult to know whether information is accurate. Secondly, secondary research is collected by other for their purpose. So, it may be not suitable to other people’s purpose.

[bookmark: OLE_LINK1][bookmark: OLE_LINK2]This report collects information by secondary research, include website, newsletter, article, document and annual report. The report uses annual reports to understand revenue of Sony from 2008 to 2018 and know the history and problem of Sony by website and article. The report researches some events of Sony and other companies by newsletter and document.

5.0 – Project Plan
Chart 1: The chart is about the whole time line of this project

The whole project takes 92 days. Firstly, the project takes 7 days to choose company and find problem of the company. Sony is the company which is chosen. It does not have representative products except Play Station. So, it needs to use produce new products which can help Sony get higher revenue. That began at 29th January and end at 4th February.

Secondly, the project takes 10 days to define aim and objectives to deal with the problem. That began at 5th February and end at 14th February. That have the clear objectives to set steps for this project.

Thirdly, the project takes 6 days to think benefit for Sony. That began at 15th February and end at 21th February. The benefit will be illustrated clearly. 

Fourthly, the project takes 3 days to think potential risk of this project. That began at 22th February and end at 24th February. 

Fifthly, the project takes 12 days to research and compare the revenue condition of Sony corporate. That can reveal the real condition of Sony. That began at 25th February and end at 7th March.  

Sixthly, the project takes 12 days to research the significant number of problems in Sony. That can help me know other problem of Sony. That began at 8th March and end at 19th March.

Seventhly, the project takes 12 days to research the condition and products of Sony. That can help me know Sony have what type of products and what products can be created. That began at 20th March and end at 1st April. 

Eighthly, the project takes 12 days to research what the unique technology Sony have. That make me know what type of products is the most suitable to create by Sony. That began at 2nd April and end at 13th April.  

[bookmark: _GoBack]Finally, the project takes 16 days to think the suggestions for Sony. That include what product is the most suitable and the promotion method. the That began at 14th April and end at 30th April. 

























References



https://www.japantimes.co.jp/news/2015/02/20/business/corporate-business/sony-faces-struggle-find-growth-path/#.XksTXHd2vd1

https://www.bartleby.com/essay/Sony-Problems-and-Issues-PK8RFE3TJ

https://www.essaysauce.com/business-essays/the-objectives-of-sony/

https://www.businessinsider.com/this-is-the-biggest-problem-with-sonys-brand-2012-4?r=US&IR=T

https://www.cnbc.com/2014/05/14/sonys-big-problem-its-just-not-cool.html

https://www.theguardian.com/technology/2014/dec/13/sony-successes-failures-inventions-walkman-music

https://www.statista.com/statistics/297533/sony-sales-worldwide-by-business-segment/

Time line of project

Beginning 	Total time line	Choosing company and find problem	Defining aim and objectives 	Thinking benefit of project	Thinking potential risk of this project	Research and compare Sony revenue 	Research Sony problem	Research Sony condition and products	Research the unique technology of Sony	Give suggestion	43859	43859	43866	43876	43883	43886	43898	43910	43923	43935	During	Total time line	Choosing company and find problem	Defining aim and objectives 	Thinking benefit of project	Thinking potential risk of this project	Research and compare Sony revenue 	Research Sony problem	Research Sony condition and products	Research the unique technology of Sony	Give suggestion	92	7	10	7	3	12	12	12	12	16	



