CASE 22

NINTENDO'S SWITCH*

Did Nintendo's Switch Have the Flair to
Turn On the Gamers?

On March 3, 2017, Nintendo launched its latest gaming con-
sole called Nintendo Switch. It was their ninh-generation
portable gaming platform, initially launched with 58 com-
patible games. Nintendo Switch came with a pair of new
and innovative controllers called Joy-Con Controllers,
a hybrid of an attachable game pad and a controller that
could be used separately for multiplayer game play. A pair
of JoyCons was included in the $299.99 price tag of the
Switch console, The Joy-Con came in two color oplions
for customers 1o choose from. one grey and red/blue and
the other grey and black. A more innovative feature in the
new gaming console was that it could be transformed into
a 6.2inch high-definition on-the-go gaming screen il a user
decided to move away from the TV. The new Switch con-
sole also marked the release of Nintendo Switch’s very first
epic game called “The Legend of Zelda: Breadth of
Wild,” which could be played both on Switch and Wii
consoles for a price of $59.99. Nintendo of America’s
and president, Reggie Fils-Aime, said, “Ninte i
makes it easy for anyone to enjoy their games
ing room and then quickly take them on by
gaming console design meant that

only limited to one stationary TV *rc and could be
experienced anywhere anytime.

The launch of Nintendo's Switch caught the attention
of consumers and mostly i positive response, but
apparently the news impress the investors, leaving
the company’s stock ing. This may have reflected con-
cerns regarding the bat; life of the portable console, its
price. and thi pport. Mevertheless, a Nood of cus-
to stock shortages in stores like GameStop
. among others. Addressing the stock short
ils-Aime said, "Our focus is making sure that
r who wants to buy a Nintendo Switch can
Switch.” The initial plan had been to ship
lion consoles. Nintendo decided to double the 10mn
to deal with the shortage and meet the strong h

To meet demand for one year out, i il 2018,
according to The Wall Street Jowrnalthe company’s
management decided to manufacture lé ‘million Switch
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consoles, which was double the yearly quantity of 8 mil-
lion, Mintendo's traditional production targer. Company
management was highly optimistic about the Switch, and
Nintendo believed that it could sell i1 nﬂ\linn units
of Switch consoles within a year afier the -

One of the key topics of discussion in popular press
was whether or not the Switch console defined the “next
generation” of gaming. This similar press concerns
after the launch of MNinte i console, the Wii
U. Prior to the launch itch, its predecessor the
Nintendo Wii L console been on the market for only

a short while, of innovative controls and J
industry experts, such as Gabrielle Shrager of Ubisoft and > &
Mikael Have Frozenbyte, as 1o whether or not the | L/

r and new controller interface justified that
system’s being considered a “new” generation.” 4
The Wii U initially was launched with 50 aw

games and a new controller interface, termed the

ile the GamePad offered a new take on 'S Cofn-
trols, the new console was still compatible ‘With the same
motionsensing controllers of the original However, the
Wii U console was not sold with these included.
Instead. it came with just one of ghe new GamePads.
Incorporating traits from eyices. the GamePad inte-
grated both traditional as buntons, dual
jonal pad)—and a touch-

screen. The touc be used to supplement a game
by providing al ionality or an aliernative view
of a scenario in a . With the O TV Play function,

!mbemedloplaylmﬂriﬂl}lanﬂu
. without the use of a television display at
Wii U console wrned on. the GamePad could
display the same picture on iis screen as would be
a TV display. There were also nongaming func-
, such as the ability to use the GamePad as a welevision
mode. While Nintendo was the first of the competitors to
release its new gaming console, there was no doubt that both
Sony's PlayStation and Microsoft’s Xbox would be close
behind in releasing their own upgraded systems.
Nintendo's inability to leap ahead of its competition
could be seen clearly in its financial fgures. As of 2017,
Mintendo's income was off from previous years (see
Exhibits 1 and 2).

Background

Although Nintendo dated back to 1889 as a playing-card
maker, Nintendo’s first videc-game sysiems were developed
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EXHIBIT 1 Income Statement (1 USD = 112.3095 JPY as of March 31, 2016) '9
ed March 31

Current fiscal year
“ -om April 1, 2015 to

“ar-h 31, 2016)

Net sales 549, 504,459 4,454
Cost of sales : 283,494 2508
Gross profit 2 : 220,965 E
Selling, general and administrative expenses “ a4, 188,083 1644
Operating incame 24770 32,881 _2%0 6

P—— \ w4

Foreign exchange gains . 34,051 - ‘s\'(l-

Gain on redemption of securities 5233 6,801 60
Share of profit of entities accounted M‘r equity 952 1 o 16
Cther 1,788 _10
Total nan-operating income 46003 . 122
Non-operating expenses V
Sales discounts i Q/\.\' 106 0
Foreign exchange (&' 18,356 162
Other 178 1
Total ting 4 283 18,641 164
@‘!‘Y ‘\'\ * 7051 28,790 254
In {
‘of non-eurrent ascets ‘oo ) ) 0
on sales of investment securities \' - 398 3
on sales of shares of subsidiaries 1689 - -
Tolal extracrdinary incorme \ 3,737 407 _ 3
Extracrdinary losses N
Loss on disposal of non-cument assels o 445 kL 3
Restructuring loss *‘o 1,729 1,130 10
Total extraordinary losses Q/ 2,17% 1,482 13
Profit before income tanes % 72091 27115 245
Income Laxes - current % 2592 2482 1
mua@' 4,306 8714 n
Total inm“ 30.228 11,197 9
Profit - 41,862 16,518 146
Profit attributable to non-controdiing interests 18 13 _l]
Profit attributable to owners of parent 41& 1!& 146
Source: hitp:/ financiak imgsEar oo e i
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EXHIBIT 2 Balance Sheet (1 USD = 112.3095 JPY as of March 31, 2016} @

Year Ended March 31

Previous fiscal year Cu.« ntfiscal year
{As of March 31, 2015) (& of b rech 31, 2016)
Assels
Current assets
Cash and deposits 534,706 5048
Notes and accounts receivable - rade 55,794 BN 342
Securities 338,892 2999
Inventories mo 40433 357
Deferred tax assets 1 6,597 58
Other 34 486 26,401 m c
Total current assets 1.097.597 1,021,135
Mon-current assets ﬁ
Property. plant and equipment C
Buikdings and stiuctures, net T aw wem , /0 383
Machinery, equipment and vehicles, net 1330 1120 .90 g
Tools, furniture and fixtures, net b a1 3, C 1
Land 42925 76
Construction in progress o 14 100 .3
Total property, plant and 91,488 81752 176
& T
11,190, 9,408 83
1200, 568 5
1 9,977 __¢88
96,294 125774 1,113
C' 30,558 2,195 284
Q 9,174 7,092 62
o" 15,399 12974 114
Total investments and other assets G 151,426 178,037 1575
Total non-turrent acsets ‘ 755,346 275,766 2440
Total assets é“ 1,352 944 1,296,902 14n
Liabilities
Current Eabilities . ‘k
Notes and accounts payabie “ade 58,464 31,857 28
Income taxes payable A 16529 1,878 16
Provision for bonuses 20 229 20
Other 67,018 62,407 552
continued
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EXHIBIT 2 Contimwed

Previous fiscal year
(As of March 31, 2015)

Year Ended March 31

“wrrent fiscal year
(As »f March 31, 2016)

Tatal cusrent Eabilites
Non-curment labilithes
Met defined benefit Rability
Other
Total non-current liabilities
Total liabilities
et assets
Shareholders’ equity
Capital stodk
Caplital surplus
Retained earnings
Treasury shares
Total shareholders’ equity
Accumulated other comgpreh

secunities
income
r
in 1979 and known as TV Game 15 and TV ‘1:
1980 Nintendo developed the first portable i
game with a microprocessor. In 1985 Nintenda created

the Nintendo Entertainment System (NES). an B-bit video
game console. The original NES was very as iis
graphics were superior to any home- nsole available
at the time. As a result, more than G0 million units were
sold worldwide.” The NES set the Bar for subsequent con-
soles in platform design, as well ds for accepting games that
were manufactured by thi developers.

When competitors developing 16-bit devices, such
as Sega's Genesis and NEC's PC Engine, Nintendo
responded with its own 16-bit system, the Super Nintendo
Entertainment (SNES). The Super Nintendo was
released in 1991 and, when purchased, came with one
game=Super Mario World. In 1996 Nintendo released
Nintendo 64. The Nintendo 64 was the company’'s third-
generation video game console and was named after the
b4-bit processor. During its product lifetime, more than 30
million Nintendo 64 units were sold worldwide.®

21546 208
14017 124
37563 EE
136,001 1203

F
10,065 10,065 ;’
1734 13256 '\\ "
1,409,764 1401358« 12401
270,986) (250563 @217
1,160.578 1174180 10.3%0

ra

16,671 ‘m 10
(9,804 Q == @23
\ (13.341) (118)
o < 124 1
1,167,556 1160901 10273
ﬁ 1#&901 'I'li-ln

(I

The Nintendo 64, like its predecessors, used cartridges to
play its games, but at the time the competing Sony and Sega
systems were using CDs for game storage. Cartridges could
store 64 megabytes of data, while CDs could store around
700 megabytes. Also, CDs were much cheaper to manufac-
ture, distribute, and create; the average cost of producing
a Nintendo 64 cartridge was $25, compared to 10 cents to
produce a CD. Game producers passed the higher expense
to the consumer, which explained why Nintendo 64 games
tended 1o sell for higher prices than Sony PlayStation
games. While most Sony PlayStation games rarely exceeded
§50, Nintendo 64 titles could reach $70. To increase profits
and to take advantage of the programming possibilities of
the larger storage space, many third-party game developers
that had waditionally supported Nintendo platforms began
creating games for systems that used a CD platform (such
as the PlayStation).”

In 2001 Nintendo released its GameCube, which was
part of the sixth-generation era of video game systems.
These sysiems incleded Sony’s PlayStation 2, Microsolt's
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Nintendo's Switch

Xbox. and Sega’s Dreamcast. Although the GameCube did
not use cartridges. Nintendo began producing its games
using a proprietary opticaldisk technology. This tech-
nology. while similar in appearance to CDs, was actually
smaller in diameter and could not be played using a stan-
dard CD player.

Genyo Takeda, general manager of Integrated Research
and Dewvelopment for Nintendo, explained that innowa-
tion and creativity were fostered by giving several different
development teams “free rein to couple a dedicated control-
ler or peripheral with a GameCube title and then seeing
whether or not the end result was marketable. This project
gave rise not only o the Donkey Kong Bongos and the
Dancing Stage Mario Mix Action Pad, but also to a number
of ideas and designs that would find their way into the Wii
Remote.™

When Nintendo released the Wil video game console
in 2006, it was already in the midst of a very competitive
market. The previous generation of video game con
consisted of the Sega Dreamcast, Sony
Nintendo GameCube, and Microsofi Xbox
tems were all released between 1999 and
United States, and although the GameCu
tems than did the Sega Dreamcast, it
behind the PlayStation 2 and the
2 sold more than 115 millionR
twice the combined unit sales GameCube and Xbox

(21 million and 24 muwcﬁw}_

The Term Wii

In 2006 Nintendo released its direct successor to the

GameCube, (pronounced “we”). There werne
many cited a8 to why the name Wi was chosen,
but perha most compelling reason was that *"Wii

S0 like “we.” which emphasized that the console was
. Wii could be remembered easily by people
und the world, no matter what language they spoke.
confusion.” Initially the system was known by its ¢
name, Revolution, but later the name was changed to Wil
Nintendo stated that it wanted to make the Wii a systém
that would make anyone who tried it talk 1o his"or her

friends and neighbors about it."”
F

The Making of the Remote

The original Wii was created to establish a new standard in
game control, using an innovative dnd unprecedented inter-
face. the Wii Remote."' Thg Wik Remote was what made the
‘Wii unique. The remote actéd as the primary controller for
the Wii. [ts moti capabilities allowed the user to
interact with and manipulate objects on the screen by mov-
ing and pointing the remote in various directions. The Wii
Remote was the size of a traditional remote control, and
it was “limited only by the game designer’s imagination,™"
For example, in a game of tennis it served as the racket
when the user swung his or her arm, while in a shooting
game it served as the user’s gun. Not only did the remote
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serve as a controller. but it also had a built-in speaker and

a rumble feature for even greater tactile feedback and game

involvement. Exhibit 3 shows the Wil and Wii Remote.
The second part of the Wii Rem ovation was the

Wii Nunchuk. The Nunchuk was d to perfectly fit
the user’s hand, and it connecte rémaote at its expan-
sion port. The Nunchuk had motion-sensing capa-

bilities that the remote also had an analog stick to
help the user move his . The ambidextrous
nature of the Wii con was something seldom seen in

other game : the Wii controllers permitted the
user 1o hold and Nunchuk whichever way felt
most comlo M In addition to the analog stick, the
Nunchuk buttons that gave the user quick access

o e functions. Thus, the Nunchuk offered some
of ghe benefits of a standard game controller coupled with
i hnology motion sensors of the remote. Users
hold a Nunchuk in one hand and the Wii Remote in /

the other while playing the Wii Sports boxing game Inl:!,hﬂ.
transported into the boxing ring with on-screen
The game controls were infuitive for jabs ches.
(However, a missed block did not hurt as muchias if one
were really in the boxing ring.) r

While the Wii Uwsﬂilcnmpuihl;uﬁtheorigiml
Wii controllers, Nintendo revampedihe 'controller usability
when designing the Wii U. The new GamePad sold with the
Wii U allowed the user 1o be mare in touch with the game
and provided more depth by offering multi-perspective
capabilities on the Padis screen. While using the TV dis-
play, players could now multitask within a game by using a
variety of functions on their controller and could even play
using solely the GamePad. with no TV display necessary.
With Ih:'*e console turned on, players had the option of
using the GamePad as their main viewing screen, without
the nead fior a TV monitor display (see Exhibit 4).

llh\ztendn Switch Features

Mintendo Switch came with a portable game console with
a built<in screen. a pair of Joy-Con controllers, Joy-Con

EXHIBIT 3 Wii Conscle and Remote

©McGraw-Hill Education) Jill Brul:n. photographer
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EXHIBIT 4 Wii U GamePad Controller

CRobin Van Lonkhuisen)epa/Mewscom

Straps, a Joy-Con grip. and a Nintendo Switch dock.
The controllers’ straps were detachable from the grip to
be used with the portable screen to turn the Switch into
a portable video game. The 6.2-inch detachable screen
console came with a standard USB ¢ plug for charging.
Along with the traditional method of playing games by
using buttons, the Joy-Cons could also be used for motion-
sensitive games just like their predecessors. Nintendo also
offered an additional controller called Nintendo Switch
ProController, which could be bought separately at a price
of $69.99, had the same features as Joy-Con, but Jogked
like a traditional gaming controller. This was not g Tirst
time Nintendo had surprised the market with suéh a new
design. For instance. the company had done it in the past
when it introduced motion-sensitive contrgflers, However,
this time, in a way, Nintendo had eombin®d the GamePad
controller with the Wii U cansole 10 design the Switch.
CGamers could play games Byattaching the Nintendo
Switch dock with the TV or could convert it into a por-
table handheld game by, aittaching the controller siraps
with the 6.2«<inch high-défnition screen (720p). which
also included a kickstand 1o be placed on a MNat surface
and multitouch features for various compatible games to
enhance the gaming experience. The gamers could also
take a screenshol of the game they played using a capiure
button on the left Joy-Con, which then users could share
with their friends or put on the social media. Similar, to¢
the past Nintendo controllers. both Joy-Cons includedythe
mieditn controls. (See Exhibit 5.)

Switch supported the Mintendo eShop, an anline ga.n:u:
store that could be used to download games. from differ-
ent publishers and developers. Switch also supported the
games by third-party publishers including/Electronic Arts,
Activision, and Ubisoft. among others: Fhe user interface of
the Switch software was a Ul design/The home screen dis-
played several different icons.inghyding icons for featured
games, setlings, controllers, albms (screenshots, videos),
Nintendo eShop, and options. Users could make different

r
v

player profiles to sign in to maintain exclusive game prog-
ress similar to what most people do using their personal
computers. The top right corner of the screen showed bat-
tery status along with the time.

Frior 10 Nintendo Switch, the company had intro-
duced Amiibo Mgurines that depicted popular Nintendo
characters, and each contained a wireless anteana and
flash memory. They allowed consumers to include digital
versions of their favorite characters in compatible video
games. The “toys 1o life” segment had been created in
2011 when Activision Blizzand launched the hugely suc-
cessful Skylanders line of games and figures. (Disney
subsequently jumped into the ring by launching a compet-
ing product, Disney Infinity, in August 2013.) Nintendo’s
first round of Amiibo characters” were Mario, Peach,
Yoshi, Donkey Kong, Link, Fox! Samus, Wii Fit Trainer,
Villager, Pikachu, Kirby, and Marth. Accompanying the
launch of Nintendo Switch on March 3, 2017, the com-
pany introduced a new gime called “The Legend of Zelda:
Breadth of the Wild¥that hosted Nintendo's most popu-
lar character Zelda

In the, pasi” Nintendo had hoped to penetrate the
segment and boost sales of its Wii U console and 3IDS
handhgld in the process. However, in 2017, the company
combimed both Wii U console and 3DS into a single gam

ingglatform that was Nintendo Switch. {

Demographics

According to Nintendo, one of the key dili¢rences between
the Switch and competitors™ systemswwas the broad audi-
ence that the Switch targeted. Many of the Switch games
could be played by people of all ages and experience, and the
Switch's Joy-Cons were gasigctb use than the complicated
controllers of the Sony PlayStation 4 or Microsoft Xbox
One. Nintendo's TV commercials for the Switch showed
people playing the SWiCh at home by connecting the game
console o TV and outdoors by connecting the Joy-Cons
with the portablé’screen. The Switch offered something for

EXNHIBIT 5 Switch Console and Joy-Con Controller

CDmitry Loshkin/ 123RF
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both the advanced gamer and the person who had never
played a video game before. according to the company. The
advanced gamer would enjoy the remote’s unigue features,
whereas the novice gamer could use the remote as his or
her hand and wouldn't need elaborate instructions on how
to play a new game straight out of the box,

Although the Nintendo games were easily played by a
greater range of ages and featured improved graphics, the
company's competitors Xbox and Sony were offering 4K
resolutions, best in the market at the time. While Nintendo
hoped to target people of all ages, it had long been seen
as a system that made video games for children. as evident
from its Mario, Zelda, and Donkey Kong series. VET,
despite the limitation of this reputation, the in i

unigueness of its game play were enough to lure SES,
and sales were excellent.

Success, of course, bred competition. sesing
the smccess of the movement-sensing Microsoft
and Sony moved quickly to release peting systems.
Microsoft released its Kinect for 1 x, while Sony
released the Move for the PlayStati h the Move and

Kinect used camera systems ir motion detectors.
but in different ways. Moxe's camera sensed the move-
ment of the lightup M whereas Microsoft's
Kinect sensor tracked motion, eliminating the
need for a controller.” While it was inevitable that gam-
ers would have vorite of the bunch, the relevant
take long for Microsoft and Sony

gaming quickly, maintaining an even
playi among competitors for gamer interaction
an detection.

Gaining the Interest of Game Developers
As evident from the history of game consoles. game dével-
opers had tried 10 make games more and more complex
with each new generation of systems. This meanithat more
money was invested in the production of eagl subsequent
generation of games. Because game developers were spend-
ing more money on developing games, were al greal
financial risk if games did not suc Thus, many devel-
opers felt more secure in sin:p];c ing sequels to existing
games, which restrained innovation. The Switch's innova-
tive controller, the requiréd a rethinking and
reengineering of the hurfian interface by game developers
and programmers. Another issue with developing games
for the Switch was that its graphics were not quite as good
as those of the PlayStation 4 and Xbox One, and therefore
game developers had to be more creative and develop spe-
cial Switch editions of their games.

Many game developers used virtwalmachine sofiware
in developing new games. It was believed that game devel-
opers could develop games for the Switch and then make
them for other platforms on the basis of the same program-
ming, thereby reducing production costs. However, while
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the Joy-Con disti itsell from its competitors, it
created a hurdle for d . When developers created a
game for the Pla , they could create the same game

When developers created a

game for the however, it required significant rework
o deploy t the other platforms. Converting a title
from the or PlayStation also required significant work

to modify game to incorporate code for the Joy-Con's
ures.
this unigueness had served Nintendo well in
past. the Joy-Con's incompatibility with the likes gl
and Sony limited the selection of games i
diately available to the Nintendo Switch's audiefice’ The
selection of games had to be fulfilling enough. 10 keep
Nintendo's audience happy. without leaving them feeling
that they were missing oul on games milaple only on the

other platforms. E

L

The Competition p
If the launch of MNintendo's Switch was a foray into the
fierce competition among such exisiing models as Xbox
One and PS4, Switch's itors were offering many fea-
tures that Nintendo d offer. The price of $299 for the
basic Switch included 4 portable game console with a built-
in screen, a pair of Joy-Con controllers. Joy-Con Straps. a
JoyCon gri a Nintendo Switch dock. The price of the
PlayStation also 8299 (300 GB edition). and the new
Xbox One was $229, as well. At a base price of $299 the
Switch wis intended to compete with the upper echelon of
the nefl generation of gaming consoles—unlike the low-cost
position of the original Wii. Apart from pricing. there were

differences among the performance specifications of
Switch in comparison (o its fiercest competitors (for exam-
ples, see Exhibits 6 and 7).

Xbox One

The Xbox One by Microsoft was released in November
2013. While the configurations were changed several
times. the Xbox One was available at two different prices:
£299 for the S00.GB model and $349 for the 1-TB model,
as of 2017. However, although its higherend model was
pricier than the Switch. Microsoft was in fact losing
money on every Xbox sale. due to costs of production and
manufacturing.

Omne of the important features of the Xbox One was
Xbox Live. This feature allowed individuals 1o play online
against other users around the world. Thus, Microsoft had
created a community of individuals who were able to com-
municate with one another by voice chats and play against
each other in a video game. Another service offered by
Xbox Live was the Xbox Live Marketplace, which enabled
users to download movies, game trailers, game demos. and
arcade games. It was estimated that more than 70 percent
of connected Xbox users were downloading coment from
the Xbox Live Marketplace, totaling more than 8 million
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EXHIBIT & Game Systems Comparison, 2017

Featurs Switch Mbox One PS4

CPU: Cores 4x ARM Contex AST 8x AMD Jaguar Bx AMD Jaguar
CPU: Chock speed 1.020MHz 1,750MHz 1.600MHz

CPU: Cores 256 Nvidia CUDA ?EBIMMEA 1152 AMD shaders
CPU: Docked speed T68MH:z 853IMHz é BOOMHz

CPU: Undocked speed 307 2MH2 WA N/A

HDR Ma? ne 5) Yes

Memary 4GB 86 8GA

Storage 32GB fash [micro5D-expandable) S00GE HDD 500GE HDD
Physical game formats Game Card Disc Disc

USE ports Z2x USBZ, 1x USB3.0 3 USB 30 20 USB 3.1(gen)
Video output HOM HOM et .
Audio pors Mane Optical ical
Networking ports Mone Gigabit Ethernet a\ Ethernet
Power consumplion Uik «125W ~T140W

P54 Move pair

Control buttons 18 touchscreen 18 7O 17 touch 18

Analo 2 2 2 2 2

Vi Yo Yes ';\; Yes Yos

Wi Yes Yes Wes g Yeg
~'m 525mh [each] 1300mAh f NiA K000mAR 1520mAh (each]

Battery life 20h [official official) Variable ~Th ~10h

Mation controls Yes B \ No Yes fes

IR camera Yes Mo Mo Mo No

oo No J(‘ ¢ Mo Yes Mo Mo

Play and charge Yes Yoz Yes Yeg Yeg

Headphone jack No (" Mo Yes Yes o

-
hm:dehm;mMWﬂ—' pinicins/nintendao-swilch-vs-ps hunid-thov-one
o
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members. According to Microsoft, there were more than 12
million downloads in less than a year, and because of this
popularity, major publishers and other independent gamers
had submitted more than 1,000 Xbox Live games.

Kinect for Xbox One

In October 2014 Microsofi introduced Kinect for Xbox
One. which was based around a webcamestyle add-on
peripheral for the Xbox One console. It énabled users 1o
control and imteract with the Xbox One using gestures
and spoken commands, without the need to touch a game
controller. Kinect allowed the Xbox One to “see” the user
and act according to the user's motions and gestures. This
took the concept of the Wii and pursued it to its natural
culmination, making the user the game controller. Kinect
used software technology that enabled advanced gesture
recognition, facial recognition, and woice recognition.
Some critics believed that the concept used by Kinect had
potential far beyond games and might even become a new
way of controlling computers of all kinds. It automatically
identified who one player was and paused when the player
left its vicinity, 50 it was not hard to imagine this ingenuity
controlling all kinds of devices, such as a PC, smartphone,
or tablet."® Microsoft also released Xbox One S following
the release of Xbox One. The Xbox One 5 was more com-

and graphic improvement, and supported better HD
connectivity options. However, these changes

pact in design. lighter in weight, had slight pmﬁtmv:rhuuu. Moreover. the PS4 played Blu-ray

not

significant that critics would count Xbox One a next
generation Xbox.

Sony PlayStation 4

Sony PlayStation 4 was neleased mber 2013, It

was available at two different prices in two variations:
PlayStation 4 Pro was priced with 4K resolution,
and PlayStation 4 was priced at with Blu-ray video
quality. The !’54 inc GB of GDDRS memory, which
Also, a player could use the
to power down the PS4 mid-
it back on and within seconds

vibrations, enhanced motion sensors, and a Vi
pad. P54 also launched with the ability 1o §
directly 1o the PS Vita, Sony's handheld gami

As with the Switch, this Mmmphﬁnmemuu
controller through a wireless connect
of a TV display. A number games
including Horizon Zero Dawn,
End, Owver Watch. Mass Effect:
One, among others. Part of
cess was the ability to

ayStation Network's suc-
mes onling. This allowed

Nintendo's Switch -

individuals to play with other players located in other parts
of the world. The PlayStation Metwork allowed users to
download games, view movie and game trailers, send text
messages, and chat with friends, and these capabilities were
sure 1o continue. As of February 19, 2017, Sony had sold
about 53.4 million units of PS4 worldwide, which evidently
made P54 the most successful video game console in the

gaming industry.”

PlayStation Move

In September 2010, Sony released t tation Mowve,
which basically copied the Wii's wa controller but
with more accuracy. As with the Wii. users could wave
the Move's controller and swing it like a bat and
hit the ball on the PlayStation Move com-
bined a video can ith phmr:ll controller packed
i s, making it a technologi-
ect and the Nintendo Wii. The
ler. or “wand.” combined a gyro-
r, and magnetic sensor to track the
dimensions, while the glowing ball at

enc
motion." While Switch’s graphics were of low, regolu-
tion and inferior detail, PS4 was a high-defini -
discs
and could display 3D images, two things.fhe Switch
could mot do. Also, the PS4 had a eup of great
traditional games. Sony had shipped illion units of
PlayStation Move worldwide in thefisst two months after
its release. Although Sony ctiticized for merely imi-
tating ‘W‘l s technology, lt out to be a successful
imitation."” However, o's new controllers, Joy-
Cons, priced at $80 ill less pricey as compared
to PS4’s Move pri $100. The least expensive ver-
sion of the Pl n 4. which did not include Move.
Nintendo and Sony offered comparable
to machines with very different techni-
with fairly close prices. Move was a suc-
uct offering for Sony. While the 4 Eye was
with the P54 soon after, Sony still intended to
and utilize the Move as well, but to what degree
uncertain.

This device was a newly developed camera system that
was introduced for the first time with the release of the
PlayStation 4 in 2013, I wtilized two high-sensitivity
cameras equipped with wide-angle lenses and 35-degree
diagonal angle views. Sony claimed that the cameras
could cut out the image of a player from the background
or differentiate between players in the background and
foreground, enhancing game play. In 2016, P54 released
an upgraded version of P54 Eye that had better resolution
and performance.
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andling aiming. cursor movement, and other



Intro to Business

PlayStation VR become profitable. These traits attract not only end users
In October 2016, Sony launched the PlayStation Viriual Ut 8ame developers as well, allowing the Nintendo to have
Reality headset that was developed by Sony Interactive D€ largest selection of games compared with its competi-
Entertainment. Although PlayStation VR had a price tag 1S Although there was not enough data about the number
of $400, it was the one of its kind at the time of release, ©f Bames for Switch at the time of writing this case, histori-
hence the company was able to charge the high price. It cally, the fumhu Bl_'l'.l games indicated that Switch's prede-
was a step up in gaming technology as PlayStation VR mwrWuwasahhmnﬂf.asucmsfulsﬁmm—onthas
could be used with PS4 console that could mirror the drawn a good amount of interest from game developers and
television screen in a virtual reality view for the uses, Samers around the world.

PlayStation VR could be used with PS4 DualShock con- Microsoft and Sony ha ted to imvade the casual
trollers as well as with the PlayStation Move. PlayStation [2mily-user market. a for Nintendo. expanding
VR had an OLED panel that supported a 5.74inch dis- beyond their former base of mainly hard-core
play with a full high-definition resolution of 1080p. As Samers. The Xbox 4 are becoming more like enter

of February 19, 2017, PlayStation had sold about 915,000 lainment hubs Now, with the Switch on the

its of PlayStation VR.2 market. and i
S P the competition seems 1o be better posi-

Nintendo. As motion-sensing gaming—the

“next best thing™ to come out of the gaming P
is a capability that all competitors now possess, ’
er of whose system s most desirable to the gam-

Mobile Gaming tomed P
Recently, another form of competition in the gaming indus- .

try had become widely available. Mobile devices such as

smariphones and tablets allowed casual gamers to have th : WMMMMMMMMHHﬁﬂf
:lr_iﬁt}rmlwwnlmdandplayawﬁevarmﬂ&eea determine whicl out om top. With s
priced s.lnu.Thep_mﬂcwldh:emmﬂr downl technology being '! idespread across the industry, ;m“
o t_hﬂ mm device. While the interactivity on prove o be more difficult for Nintendo o set i apart
devices was limited by a lack of controls and . the and portray itself as the “family favorite.’ #%:d in its
convenience and price were something that makers early days of the Wi, "@
were starting to notice. Convenience ma gaming a To keep win over the mi will
$100 billion industry by 2016, 3 trend which is expected t0 iy felr m"i.:: i amd :: . - _"""n”l‘“"‘r m“ =
increase steadily in coming years. will it have to find a new leg to on? With both of
M“:]’ gaming “"":'i'l'“ ! 'I“di:'"h’“’ its competitors yet 1o releaseheir next-generation consoles,
: mafr_h the o mhfr_l annual pmhapsiheﬁmtchmllkeepﬁlludsmplybyhmngbeen
FENDRCS. SONoREN charge little per pur- £ o 0 the market. Could the new Amiibo figures be the

chase, the huge num users enables them

key to Nintendo's muﬂﬂn; its position as the preeminent

o collect enorm The number of smart- i i ind
il ically during last decade. player in the in gaming industry?
which automatical 5 the potential users for mobile ENDNOTES.

gaming companies, without having 1o sell game consoles. A

" 3 the ontion of i} oo Ml .n:tmdnmmufm.r
gamers at a single platfiorm for a minimal Wlllil!-l'
pricé. The growing trend and popularity of mobile gaming intendo-reporiedty doebles-switch-p ‘.

is ly posing competition for gaming companies like /7 Ba-Oh, Jorge. 2013, Industry folk comment on Nintendo Wii U
intendo. among others. - potenlial-new of nenl generation’ January |, wwwcubed 3 com)
fk // news/ ITE09 1 /i ndustry-folk-comment-on-wik-u-potential. himl.
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