Supplementary Internet Reading/Viewing about Nintendo: 

Suggestions for Class Discussion
( Ketchen and Eisner, Chapters 3-4, 6: 
Global business requires assessment of many factors. This special report from October of 2007 highlights some of the challenges facing the video gaming industry:

http://www.businessweek.com/innovate/di_special/20070813thepowerof.htm 

The shift to online gaming may pose a challenge to Nintendo. What are some of the external environmental factors highlighted in this collection of reports that Nintendo should consider?

To further understand Nintendo’s global strategy, download the most current Annual Report from http://www.nintendo.com/corp/annual_report.jsp 

In the 2007 report, Nintendo says they will continue into 2008 to “offer brand new entertainment that takes root in our daily lives”. Regarding the Wii, ““ Wii ” will encourage communication among family members as each of them can feel something relevant to themselves and be motivated to turn on the power everyday in order to enjoy “the new life with ‘Wii’”.” Do you think Nintendo will succeed with this vision?

View the current stock information at:

http://investing.businessweek.com/research/stocks/snapshot/snapshot.asp?capid=875940 

How does Nintendo stock performance seem to compare to other game designers such as Electronic Arts, and conglomerates such as InterActiveCorp?

Arguably, one of the most valuable, rare and inimitable resources Nintendo has is its video game designer Shigeru Miyamoto, Nintendo's Senior Managing Director and General Manager, Entertainment Analysis & Development Division. See an overview here:

http://en.wikipedia.org/wiki/Shigeru_Miyamoto 

And view a video of Miyamoto presenting at the Game Developers Conference March 10, 2007 where he discusses his design process:

http://video.google.com/videoplay?docid=354819164222271909&q=shigeru+miyamoto&total=590&start=0&num=10&so=0&type=search&plindex=0  

