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ABSTRACT 
The Sony Computer Entertainment Department is responsible for 

creating the Sony consoles. Sony has gained a lot of success and 

created multiple high end consoles that are highly regarded. 

During the launch of the PlayStation 3 something changed for 

Sony as they decided on a different approach which led to a crisis 

and eventually changes in their way of doing business. 
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1. INTRODUCTION 
The Sony Computer Entertainment Department (Sony) is 

responsible for creating the Sony consoles. The first console: 

PlayStation (PSX) is known for being one of the most successful 

consoles of the fifth generation and becoming the first home 

console to ship 100 million units worldwide [9]. Sony followed 

up the PSX with another highly successful console: the 

PlayStation 2 (PS2). The PS2 was released in 2000 and 

discontinued in 2013.  As was done in the previous generation, 

Sony produced another high end console and achieved sales 

supremacy by becoming the bestselling console in history, by 

selling 150 million units worldwide [11]. 

In 2006 the PlayStation 3 (PS3) was released and in contrast to 

their previous consoles, Sony found themselves in a different 

position. This mini case will focus on the launch of the 

PlayStation 3 (PS3) and 4 (PS4). The PSX and PS2 were great 

successes with periods of tranquility and dominance. During the 

introduction of the PS3, changes were made by Sony and they 

found themselves, eventually in a crisis. In this mini case that 

crisis and conquering of the crisis will be analyzed and explained 

through the adaptive cycle of resilience [1]. 

 

2. Launch analysis based on the adaptive cycle 

of resilience 
 

 

 

 

 

 

 

 

 

 

 

 

Figure 1. Adaptive cycle of resilience 

2.1 Launch problems for the PS3 
After years of finding themselves in a phase of equilibrium, Sony 

now found themselves leaning towards a crisis. Sony’s main 

competition, the Xbox 360 launched a year earlier, which meant 

they had a head start. Sony also lost some of their third party 

exclusives, which meant that some games (Tekken, Devil May 

Cry and Grand Theft Auto) couldn’t be related, only to 

PlayStation anymore [5]. The PlayStation’s initial price was a 

stumbling block for the gamers. The 60GB and 80GB versions 

were sold for $599 [4]. One of the reasons that the console was so 

expensive was because of the Blu-Ray player that the PS3 

contained, which was relatively new during that period.  Even 

though Sony was selling the 60GB and 80GB version for $599, 

the production costs were $840 [10]. With each unit sold, Sony 

made a loss and because of the high price, Sony eventually 

lowered the price of the console, which meant an even greater 

loss, but from the buyers perspective it was a win. For the 

developers the complex architecture of the console did not help to 

develop or port games [6]. 

 

2.2 New Combinations are vital 
In order to get out of the crisis at hand Sony had to try new 

combinations. One of their plans was creating new, first party 

exclusives and during 2013 this became apparent with a surge of 

exclusives that were released: Sly Cooper: Thieves in Times, God 

of War: Ascension, Beyond Two Souls, The Last of Us, Gran 

Turismo 6 and Ratchet and Clank: Into the nexus. Aside from 

that, the PS3 had some other exclusives which caught the 

attention of gamers and gained critical acclaim, i.e. Uncharted 1 

till 3, Heavy Rain, Infamous 1 and 2, Metal Gear Solid 4, 

Demon’s souls, Yakuza 3 and 4, God of War III, Ni no Kuni, 

Tales of Xillia 1 and 2.  

Furthermore, Sony started introducing a new business model for 

their PlayStation Network (PSN) where demos, games and game 

updates can be downloaded. In contrast to the Xbox 360, players 

could play online for free and if the user upgraded to PlayStation 

Plus, the premium version of PSN, they get the following 

benefits: (1) discounts on games, (2) save files can be stored in the 

cloud, (3) full game trials up to one hour, (4) early demos and (5) 

free games each month [12]. Sony made amends and showed steps 

towards new combinations, but during the introduction of the 

PS4, it became apparent that Sony had become an entrepreneur 

and turned a new leaf to avoid any launch problems. 

 

2.3 Turning a new leaf with the PS4 launch 
Seven years after the initial launch of the PS3, Sony released the 

PS4 in 2013. The main change during the launch of the PS4 was 

that Sony began embracing the community. Sony created a simple 

architecture, which made it easier for developers to create games 

[13] and began working with indie companies to increase their 

library of indie games [7]. For the community there were two big 

selling points: physical games can be shared, which Xbox One 



didn’t want to introduce, and the PS4 would be sold at $399, 

while the Xbox One would be sold for $499, which put the PS4 in 

a good light of the community. In this case Sony did not make a 

loss on each console; the production cost was around $381 [3]. 

With these changes, Sony accomplished a successful launch and 

put their past crisis behind them; they found a new way to 

entrepreneurship and positioned themselves in equilibrium. 
 

2.4 Current situation for all the Sony 

departments 
It's interesting to note that even though Sony has survived a crisis 

and is positioned very strongly in the console market, Sony as a 

whole (all of the other departments) are having a tough time. In 

2012 Sony made a loss of $2.9 billion [8] and even though the 

PS4 is performing strong, they made another loss in 2013 of $1.25 

billion [2]. The only bright spot for Sony as a whole is their 

gaming department who are doing well. The Sony Computer 

Entertainment Department can find themselves in a new crisis in 

the nearby future. This shows that crisis is always around us and 

that the adaptive cycle will repeat itself over time. 

 

3. Conclusion 
Sony has gained a lot of fame and success with their PSX and 

PS2, but during the launch of the PS3, Sony was in an unusual 

situation, which they haven’t encountered before. They sold the 

console at a high price, but did not manage to make a profit. They 

also created a complex architecture for the developers to work 

with. It felt like Sony distanced themselves from the fans and 

developers, while the Xbox 360 gained ground on Sony. 

Eventually Sony made amends by trying new combinations and 

offering exclusives that made the console unique and by offering 

perks; they tempted gamers to buy PSN Plus. But the real test for 

Sony was the launch of the PS4. The big question was, did Sony 

learn from their past mistakes? Sony did learn from their mistakes 

and embraced developers and customers and listened to the 

community. Because of the different attitude, Sony made a great 

start and gained a lot of new fans, who found the Xbox One too 

expensive. Even though Sony redeemed themselves, Sony as a 

whole is having a hard time and this can push Sony Computer 

Entertainment Department from the equilibrium to another crisis. 

This means the adaptive cycle will repeat itself, if the crisis 

occurs. 
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