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Background Information

Microsoft has entered the gaming industry and released its game console first generation Xbox in 2001. In this year, the 4-th generation console Xbox series X and Xbox series S will be released. The main competitor of Xbox is the PlayStation game consoles from Sony, as the game consoles of PlayStation have similar hardware and similar target users. The two companies have almost the same market share in the first two generations of the game consoles, however in the current generation PS4 is much more popular and has more market share than Xbox one. Although games like Call of Duty series and FIFA series contribute extensive of sales but these games are available on almost every platform, the exclusive games on each platform is the decisive reason for users to purchase the certain video game console. Xbox losing the competition is mainly for the reason that the exclusive games on their platform is far less than the exclusive games on PS4, for example in the top 10 best-selling games Xbox one only has 2 exclusive games which are Halo 5 and Minecraft whereas PS4 has 7 exclusive games. Therefore, in the next generation console, with still the similar hardware specs as PlayStation, Microsoft needs to make decisions to promote the new Xbox by creating more exclusive games to attract more users.

The BOCR Model

The Alternatives

1. Expand current video game studio
Microsoft has its own video game studio Xbox game studio and can expand that studio to create more games.
2. Schedule more 3rd party exclusive games
Microsoft can contract with more video game companies to produce more exclusive games on the new Xbox series X
3. Acquire video game studios
Microsoft can acquire a small team game studio that can increase the game variety of the Xbox game environment 
4. Acquire a video game publisher
A video game publisher usually has a mature and large development team and standard process that can publish games by itself. 

The Strategic Criteria are:

1. Growth
2. Compatibility with XBOX system
3. Innovation
4. Reputation
5. Players
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The control criteria I created for each subnetwork are:

Benefits

Economic: The profit for each alternative can bring and the cost for each alternative can save in the short run.

	Operational: The performance that each alternative can improve and new technologies that each alternative can bring from the new team from each alternative when develop new video games for the new Xbox in the short run
	Product: The video games that each alternative is able to create that can promote the new Xbox in the short run.

Cost
Economic: The acquisition fee and cost of game development and marketing in the short run. 
	Operational: The cost of collaboration in a new team for each alternative and the cost of making new marketing strategies and new branding strategies in the short run.
	Product: The cost of each alternative not able to produce good games and not able to create innovations in the short run.

Opportunities
Economic: The profit for each alternative can bring and the cost for each alternative can save in the long run.
	Operational: The opportunities that each alternative can improve the team management and the game performance and new technologies that each alternative can bring in the long run
	Product: The opportunities that each alternative can create high quality games and bring a good reputation for Microsoft to promote the new Xbox in the long run.

Risks
	Economic: The risk of high acquisition fee for low valuable companies and high development cost and marketing cost for each alternative in the long run.
	Operational: The risk of not able to have good collaboration and high development difficulty and risk of difficulty to make marketing strategies for each alternative in the long run.
Product: The risk of not being able to make good video games and not being able to build a good reputation to promote the new Xbox in the long run.

The subnetwork and synthesized results

Benefits 
	Economic
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Operational
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Product
[image: ]



[image: ]
Acquiring a video game publisher has the highest value in the benefits control criteria.

Opportunities
	Economic
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Operational
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Acquiring a video game publisher has the highest value in the opportunities control criteria.

Costs
Economic
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Operational
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Acquiring a video game publisher has the highest value in the costs control criteria.

Risks
Economic
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Acquiring a video game publisher has the highest value in the risks control criteria.

The rating for the control criteria and Strategic Criteria
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The result in the long run
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The result in the short run
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For the long run, acquiring a video game publisher has the highest value among all the alternatives. Even acquiring a video game publisher has the highest risks and costs, it also has the highest benefits and opportunities, so the result is reasonable.  The result in the short run scheduling more 3rd party exclusive games has the highest value. It makes sense that if Microsoft wants to have more exclusive games and have high quality games that a video publisher can mostly satisfy that requirement, because a video publisher has more advantages in video games R&D ,although it has higher cost and higher risks in the long term. In the short term, contracting with more 3rd party video companies can provide highest quantity of exclusive games for Microsoft, even if the game quality and innovation on video games are not as good as the game publisher can bring, but it still a good decision for Microsoft to promote the new Xbox to have more market share.

Sensitivity 
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The Schedule more 3rd party exclusive games alternative will have the highest value if the priority of benefits changes to below 0.09
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The Schedule more 3rd party exclusive games alternative will have the highest value if the priority of opportunities changes to below 0.09
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The Acquire video game studios alternative will have the lowest value if the priority of costs changes to below 0.31
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The Acquire video game studios alternative will have the lowest value if the priority of risks changes to below 0.31






image6.png
Alternatives 1. Profitability m
|Acquire a video game pul m [ m
1.1 Earning
|Acquire a video game stu m D m
Expand current video gm m
1.3 Salary m

Schedule more 3rd party m

0 AddNode... B AddNode...

2. Marketing . m
e BED Ee— [Z]0]
3.2 Player data El 2.2 Advertisement m
3.2 Game data 0]
3-3 Copyright El

e Add Node...

e Add Node...





image7.png
Alternatives

|Acquire a video game pul m
|Acquire a video game stu m
Expand current video gm m
Schedule more 3rd party m

e

Add Node...

/]0[+]

T

1.2 New technologies

(2] 0] +]

3.1 Life cycle

[~]0]

3.2 Maintenance

[/]0]

e

Add Node...

1. Development team m

1.2 Management efficier: m

1.2 Structure optimize m

e

Add Node...

2. Video game development

[~]0]

1.1 Performance

1.2 New technologies m

e

/] 0]+]

Add Node...





image8.png
1. Promote the new Xbox m .
Alternatives /]U] . 1.1 Reputation =
(Acquire a video game put g (]

(Acquire a video game stu [l (] - PR U
Expand current video gai g [N
Schedule mre 3rd party [ () : o) o

B AddNode..
/ ] 2. Innovation on new games m

3. Video Games m 2.1 New design m
3.2 Game quality m 2.2 Game engine m

3.2 Fitness for current plc m

B AddNode..

B AddNode..





image9.png
Here are the overall synthesized priorities for the
alternatives. You synthesized from the network Subnet
under 2.Opportunities

Name

publisher

Acquire a video game
studi

Expand current video game

stud

Schedule more 3rd party
exclusive games

Graphic

Ideals |Normals

[1.000000] 0.410540

0494845 0203153

0466875 0191671

0474098 0194636




image10.png
Alternatives

[#]O[+]

1. Acquisition

Add Node...

|Acquire a video game pul m 2.1 Acquisition cost m
|Acquire a video game stu m 1.2 Merging application c m
Expand current video gm m

Schedule more 3rd party m -

Add Node...

e

e

Te—

3.1 Advertisement cost m
U]

3.2 Branding cost

e

Add Node...

3. Marketing cost m

2.1 R&D cost

[~]0]

2.2 Capital cost

[~]0]

2.3 Salary

[/]0]

e

2. Video game development m .

Add Node...





image11.png
Alternatives . m .
|Acquire a video game pul m :
|Acquire a video game stu m

Expand current video gm m

B AddNode...

Schedule more 3rd party m

1. Development team m .

[~]0]
[/]0]

1.1 Collaboration

1.2 Job function

B AddNode...

0]
3.2 New marketing strate m
3.2 New branding strate_x m

3. Marketing

™

B AddNode...

2. Video game development

[~]0]

2.1 Merging process

2.2 Adapt to current gan m

2.3 Maintenance of the s m

e

/] 0]+]

Add Node...





image12.png
Alternatives

[/[0]+]

1. Video games

[2]0[+]

B AddNode...

|Acquire a video game pul m 1.1 Game quantity m
|Acquire a video game stu m 1.2 Game quality m
Expand current video gm m 7l 1.3 Fitness for current, p[c m
Schedule more 3rd party m

e

Add Node...

2. Innovation m .
2.1 Game genre m
2.2 Interaction design m

B AddNode...





image13.png
Here are the overall synthesized priorities for the
alternatives. You synthesized from the network Subnet
under 3.Costs

Name Graphic Ideals |Normals

Acquire a video game

[1.000000] 0.385237

stud

Expand current video game
stud

0508304 0195817

Schedule more 3rd party
exclusive games

I
Acquire 3 video game | ey ooe3438 0255000

I

I

[0.424004] 0163342





image14.png
Alternatives [ [E]
(Acquire a video game put g (]
(Acquire a video game stu [l (]
Expand current video gai g [N
Schedule more 3rd party [l (]

e

Add Node...

[#]O[+]

3. Marketing

3.2 Branding

3.2 Advertisement

\

[#]O[+]

1. Acquisition

1.1 Acquisition difficulty

1.2 Value of the acquired m

e

Add Node...

2.Video ga

me development m

2.1 R&D cost

2.2 Capital cost

[/]0]

e

Add Node...





image15.png
Alternatives
|Acquire a video game pul m
|Acquire a video game stu m
Expand current video gm m
Schedule more 3rd party m

B AddNode...

1. Team management m

1.1 Management efficiency

1.2 Job function

1.3 R&D difficulty

B AddNode...

[2]0[+]

2. Marketing

2.1 Marketing strategies

2.2 Branding strategies m

B AddNode...





image16.png
Alternatives

|Acquire a video game pul m

|Acquire a video game stu m

1. Promote the new Xbox m

1.1 Market share

1.2 New users . m

Expand current video gm m

Schedule more 3rd party m

B Add Node.

e

Add Node...

3. Video games m

2. Innovation . m .

3.1 Player experience

2.1 Game genre

3.2 Reputation . m

2.2 Interaction design m

B AddNode...

B AddNode...





image17.png
under 4.Risks

Here are the overall synthesized priorities for the
alternatives. You synthesized from the network Subnet

Name

Acquire a video game
publisher

Acquire a video game
studio

Expand current video game
studio

Graphic

Schedule more 3rd party
exclusive games

Ideals

Normals

[1.000000)

0373919

0679536

0254091

0538974

0201533

[0.455866

0170457




image18.png
1.Benefics
2.0pportunities
3.Costs
3.Risks

ToTALS
0.03713
0.701852
0.553031
0.514830

PRIORITIES
0.185738
0.322522
0.254435
0.236506

0.095435

Economic Stability Human Rights/Stan-

0.615000
0.381000
0.615000
0.615000

0.467296

0.381000
0.615000
0.615000
0.615000

0.160088
Peace

0.381000
0.615000
0.615000
0.381000

0.277181
Safevy/Security —
0.381000
1.000000
0.381000
0.381000




image19.png
Here are the overall synthesized priorities for the
alternatives. You synthesized from the network Main
Network: M8.sdmod:

formulaic: ratings

exclusive games

Expand current video game

Schedule more 3rd party

Graphic | Ideals [Norm
I | 1000000 | 0.295¢

I o61174[-0284
— [oases77 0147
I 0522441 [0272:




image20.png
Here are the overall synthesized priorities for the
alternatives. You synthesized from the network Main

Network: M8.sdmod:

formulaic: ratings

Name

a video game

Expand current video game

Schedule more 3rd party
exclusive games

Graphic | Ideals [Norm:

[0.775864] 03003

I
—_— [o3s1145 01475
I

0426059 0.164¢

8

I 1000000 03871




image21.png
@ Sensitivity analysis for Main Network: M8...  — X
File Edit Help

1

3

Acquire a video game studio 4
Expand current video game studio 3

Schedule more 3rd party exclusive aames 2 v

< >

[Priority: 1.8enefits [0.086924545824592581




image22.png
€ Sensitivity analysis for Main Network: M8... — X
File Edit Help

1

05
08
' Experiments
e 5 e gare pubT
Acquire avideo game studio 4
Expand current video game studio 3
Schedule more 3rd party exclusive aames 1
< >

Priority: 2.0pportunities [0.089555592667762043





image23.png
Network: M8.... —

File Edit Help
1
08
06

o) 03 04 05 06 07 08 09 1
02
04
06
08

Experiments

fiire 3 Vigeo game pubis

Acquire a video game studio 4
Expand current video game studio 2

Schedule more 3rd party exclusive aames 1
<

oriority: 3.Costs. [0.3105644767947493




image24.png
v 2ENSItvIty analysis for iviain iNetworke VG — —

Fle Edit Help

1

0.8

0702 03 04 05 06 07 08 09 1
02 i
04 :
05
08
' Experiments
e 5 e gare pubT -
Acquire avideo game studio 3
Expand current video game studio 2
Schedule more 3rd party exclusive aames 1 v
< >

riority: 4.Risks. [0.31845766942015141




image1.png
Goal [~[0]+

Goal m Model m

1. Benefits 0]
2.Opportunities =
3.Costs 0]
B AddNode... 4. Risks 0]

T B AddNode...
Strategic Criteria m
1. Growth m
2. Compatibilty with Xbo [l (]
3. Innovation 0]
4. Reputation =
B AddNode...





image2.png
Alternatives 1. Profitability m .

|Acquire a video game pul m ° 1.1 Earning m

|Acquire a video game stu m 1.2 Game sales m
L

Expand current video gm m 2.3 Salary m

Schedule more 3rd party m

S) AddNode... ©) AddNode..

\
\ 2. Marketing . m
3. Data m 2.1 Branding m

3.1 Player data m 2.2 Advertisement m
3.2 Game data m
3.3 Copyright m

B AddNode...

B AddNode...





image3.png
. m 1. Development team m
|Acquire a video game pul m 1.1 Collaboration m
|Acquire a video game stu m

Expand current video gm m
Schedule more 3rd party m

B Add Node... B Add Node...

Alternatives

2. Video game development m
2.1 Performance m
2.2 New technologies m

3. Project management m
3.1 Life cycle m
3.2 Maintenance m

B AddNode...

B AddNode...





image4.png
1. Video games m .

Alternatives . m 2.2 Game quality m
|Acquire a video game pul m : 1.2 Game variety m

|Acquire a video game stu m /

Expand current video gm m
Schedule more 3rd party m e Add Node...

B AddNode...
\

2. Promote new XBOX m
2.1 Market share m
2.2 New users m

[2]0[+]
3.2 Game genre m
3.2 Interaction design m

3. Innovation

B AddNode...

B AddNode...





image5.png
under 1.Benefits

Here are the overall synthesized priorities for the
alternatives. You synthesized from the network Subnet

[ Name

a video game

a video game

rrent video game

exclusive games

Schedule more 3rd party

Graphic
I

|Normals

0435671
0195005

0140389

0228935

[Ideals
0

.000000)

447597

22236

iRin

0525476




