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ABSTRACT

We propose a way to formulate corporate strategy in the light
of platform. A type of linguistic and qualitative game has been
defined and developed. Based on class experience of the game
played by graduate students, we discuss the effectiveness and
possibility/limits.
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EXTENDED ABSTRACT

The motivation of this research is as follows. Today's man-
ufactures are struggling for survival. The shorter lifecycle and
commoditization of their products explains the reason. Once a
product become accepted by the market, others soon develop
similar product with low price. No manufactures cannot find a
good position in, for instance, PC manufacturing. Because eve-
ryone in the world virtually can assemble it, if they can find
components. In such commoditization environment, new corpo-
rate strategy is called for.

Two strategy theories draw our interest. They are platform
and dynamic capability strategy theories. The former is im-
portant and fascinating because businesses on platforms are
successful in the world, and the growth of users of a platform
has positive feedback mechanism and then it works as an engine
of the businesses expanding (Eisenman et.al(2006), Evans et.al.
(2008), Gawar and Cusumano(2002), and Chesbrough(2011)).
Examples are many: Online game companies, TSMC (Taiwan
Semiconductor Manufacturing Company), credit cards, sea con-
tainers, and so on. The dynamic capability theory focuses on
corporate strategy for change of resources to make competitive
advantage in fast changing business environment (Teece et al
(1997) and Teece(2009)). The theory points out that a dynamic
strategy formulation process consists of three phases such as

sensing, seizing and reconfiguring. In the case of platform busi-
ness, continual participation of new users and finding and co-
evolution with complementary companies will lead the business
to sustainable competitive advance.

Mathematical modeling of logical structure of corporate
strategy formulation is not only impossible but impractical. Be-
cause strategy is usually expressed in natural language and con-
tains personal recognition and hope of doing new business. In
other words, a strategy is an expression of "faith" in business
and world (Teece(2009) and Tanabu et al(2014)). Even if a
strategy does not have well-defined logical completeness, it is
quite important. Therefore, a strategy needs to be expressed in a
communicative way, and be evaluated by synthetic judgment. It
cannot be analytic. By using natural language in a structured
way, like CANVAS business modeling method proposed by
Osterwalder and Pigneur(2010), people in an organization can
use their own personal knowledge based on experience, predic-
tion of possible result, and risk. Since we can not get any data
on a new business before we start, and since there might be
huge possible events that disallow to find meaningful historical
development of the new business, the effectiveness of statistical
methods is quite limited. In such a case, gaming is used to pull
experienced people's synthetic wisdom together (Greenwald and
Kahn (2007)).

In this research, we have developed and used a linguistic
and qualitative game for corporate strategy formulation. It is
called Platform Strategy game (PS game, for short). The game
uses a decision table for internal state transition, the input varia-
bles are selection from a set of natural sentences on dynamic
capability and platform strategy theory, and the structure is not
complicated. The goal of using PS game is to help people sense
new partner user groups, business partners, and platform-
business opportunities in some ways. In playing PS game, play-
ers are strongly recommended to talk each other, ask each other,
and answer each other. It would force them to be able to recog-
nize personal bias, and possible new issue. Hopefully, it ex-
pands players' view on strategic dynamism, especially, in plat-

FIGURE 1
GAMING EXPERIENCE OF PS GAME AFFECTS STRATEGY FORMULATION
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form business. Figure 1 shows the situation.

In a graduate class, students first select a business scenario
mainly with IoT (Internet of things) application. Then, they
formulate its business model in the form of CANVAS. Also
they learn some concept in platform theory, after formulation of
business models. At this point, they have their business models
in CANVAS. Then, they play PS game. PS game has imple-
mented in an ASP game generator. It is called YBG (Yokohama
business game environment) that serves as business game plat-
form for more than 100 universities in Japan for many years.
Though PS game is single-player game, students should make a
team and play the game as a team. So, while gaming they talk
each other the decision they made and why the decision seems
appropriate at a stage (round) of the game. The game stops
when they reached to a final state of sensing business environ-
ment. While gaming, they are asked to think about possibilities
of platform business and possible business partners with the
partners' merit to use the platform. After the experience of PS
game, the students again consider the business model. This
time, they are requested to transform the business model into
platform business. After that, they make presentation how they
changed the business.

We believe that PS game or its variant can effectively culti-
vate strategic point of view in their own organizational func-
tions such as sales, R&D, procurement, manufacturing, IT/IS,
accounting, etc. Especially, a business process has strong rela-
tion to IT/IS and IT people has strong tendency to focus on only
technology, PS game can be used to IT human resource devel-
opment.

The game has room for further enhancement. Since corpo-
rate strategy has loose logical connection with its corresponding
business operation process, players are required to imagine suit-
able operation and strategy together. Synthetic judgement is not
always a silver bullet, so we need to make it ease. It is one of
future works.
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