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Executive Summary
After providing an eternal analysis of the macroenvironment factors which may influence the decision-making process of Electronic Arts Inc. This report will now analyze the internal factors of the organization through looking at the Primary and Support Activities usiner Porter’s Value chain model, the report will also incorporate how digital disruption has affected the systems and processes at Electronic Arts and what the future may look like.
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1.0 Introduction
Following on from the presentation which scoped the external environment of the sector which EA Inc resides in this report will now analyze the internal factors of the organization, to help achieve this porters value chain will be incorporated
2.0 EA’s Value Chain Analysis
To determine and analyze the internal activities which help EA Inc to deliver their products Porters Value chain analysis will be utilized into Primary and support activities seen as subsections below -:
Support Activities
2.1 Firm Infrastructure
EA’s infrastructure can be categorized into three ways, Firstly is Product structure the firm make products for video consoles, hand held, mobile games and software games, secondly is the Geographical structure, the firm has two main design studios in Vancouver and Los Angeles and smaller studios placed all over the world, Lastly is the functional structure, employees tend to be specialist in their particular area of expertise such as marketing of manufacturing. Digital disruption was a major factor in shifting the change from physical media to digital media in the gaming industry “Digital sales of games had eclipsed the physical market in terms of importance, physical retailers must embrace the future rather than fight it” (Sinclair, 2019). EA showed good forecasting in terms of the influence technological innovation would have on the industry as they were one of the first to create digital storefronts and distribution platforms thus removing third parties and engage with consumers directly.



2.2 Human Resource Management
“Electronic Arts Inc’ HR policies match their overall organizational strategies, which is a major reason why EA is a leader in the game development industry.” (Feng, 2013). In terms of employee resourcing people to help achieve the overall mission which is to deliver a differentiation strategy of creating new products and entering new markets only the highly skilled employees are retained and set into project teams such as EA mobile or EA studios thus enabling EA to adapt to a changing dynamic market.
2.3 Technology Development
Arguably one of the most crucial factors in which should paid the most attention if EA Inc are to gain a competitive advantage. EA champions themselves on creating a culture of technological innovation at their company, this is shown by  the organization by them incorporating digital aspects into their business model with initiatives such as the introduction of EA Origin which is its own online digital distribution channel, as well as EA CGF which is their own online gaming division which enhances consumer engagement, community and experience. There is also plethora of innovative technologies EA can incorporate to improve consumer experience, the author would suggest utilizing virtual reality into some of their games to create a more immersive experience as research shows virtual reality is making a comeback in the video-game sector “With major leaps in technology, virtual reality (VR) has started to resurface in the gaming industry. The new Oculus Rift which was showcased in various gaming conventions has already received numerous positive reviews from game developers.” (Poh, 2019) 
2,4 Procurement
EA generally source their resources from independent contractors. Mostly these contractors provide ideas for new video games, if the contractor is relatively small and delivering good content then EA may try to acquire the company, this was the case with their acquisition of ‘industrial toys’ in 2018  who are a mobile game developer organization now in charge of coming up with interesting game concepts for new EA products. Digital disruption has meant that firms in the video-game industry have to act quickly in regards to innovation and technology to keep up with current trends, Adopting an acquisition strategy can be quite lucrative as research shows acquiring smaller firms who have specific industry knowledge and/or skills can be beneficial in terms of gaining competitive advantage “firms have turned to acquisitions as an alternative strategy for obtaining the knowledge necessary to create innovations with the speed needed and the novelty necessary to either maintain a competitive advantage or build a new one” (Hitt, et al, 2009, p9).
Primary Activities
2.5 Marketing and Sales
In recent years EA have distanced themselves away from television and traditional advertising channels and have noticed the importance of ‘influencer marketing’ in the digital age and have therefore adapted there marketing budget to focus on this. As consumers could be wary of marketing tactics from the brand itself it is quite useful to adopt an influencer strategy as it is shown consumers trust them more than the brand “Consumers are more likely to trust recommendations from a third party (blogger, Instagrammer)  than a brand itself, the influencer can be though of as a friend connecting a brand with heir target consumers.” (Biaudlet, 2017, p13).
2.6 Operations
The main goal of EA is to develop and distribute software on both a domestic and global scale. In recent years companies who have adopted a ‘digital distribution’ method have seen profit go up as a result of being able to cut out the physical processes such as printing and packaging “Digital distribution turned out to be more profitable than physical and removed the need for printing, packaging and shipping. It allowed major video game publishers to beef up their margins and create new business models around this delivery method.” (Romanovsky, 2017). EA have incorporated this into their business model, for example the acquisition of GameFly’s cloud-streaming technology was a move that could enable EA to reach an audience that does not necessarily was to purchase a console or controller, but still allows consumer to access an instant library of EA games. In regards to their business model EA pledge to go “fully digital” in the near future, back in 2012 the Electronic Arts Labels president said “The fastest growing segment of our business is clearly digital and digital services, at some point in the future we are going to be a 100 percent digital company, period” (Rougeau, 2012). However, this is yet to materialize as physical products and processes still exist. 
2.7 Logistics
Digitiziation is an important instrument in realizing a reliable and sustainable future for supply of goods adopting a more digital approach can enhance vertical and horizontal integration among supply chain partners” (Kayikci, 2018, p783). One of the core capabilities of EA is their ability to sell to customers and retailers directly through distribution platforms such as EA origin this gives the competitive advantage over their competitors who sell goods through via third parties to a retailer, it also can be beneficial to their brand image as they can be seen to have a Corporate Responsibility Strategy implemented in the form of reducing their emission to improve the environment by taking out the more physical processes in their logistical processes.
2.8 Service
“What remains unique and becomes an ultimate competitive advantage is how companies deliver on their value propositions” (Macfarlane, 2013, p63). EA strive to create superior products and implement a differentiated advantage approach to improve their customer value and service. They have caught onto the gaining traction that E-sports have gained and have provided a service to their consumers where competitive gaming is  available in the form of their endeavors around their annual FIFA and NFL franchises which have proved too been very successful in recent years “Since forming the EA Competitive Gaming Division *CGD) we’ve received immense support around the world to build new experience founded upon competition, community an entertainment” (EA Inc, 2018).
3.0 Conclusion
To analyze the internal factors of Electronic Arts Inc the Porters value chain model was incorporated relation to the firms primary activities, some of the key points found were they are moving more towards a fully “digital distribution platform” which can bring both financial and reputable benefits to the organization, also they have caught onto the great wealth of benefits using “influencers” in their marketing strategy and have adopted their marketing budget accordingly to suit this trend. In relation to the support activities some of the key points found were they are a champion of technological innovation an incorporate this into all aspects of their business model by implementing initiatives such as  EA origin and EA CFG, also they source their resources from a variety of independent contractor, also sometimes implementing an acquisition strategy to gain further knowledge and skills needed to gain competitive advantage.
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