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Best Game Production
	A business scenario refers to a possible future problem based on a set of assumptions about important uncertainties, which face the business. Best game production, a large video game producing company is seen to face a problem of bugs with its current video game that is just about to be released. 
	Bugs happen when a software behaves in a manner that the programmer did not intend to due to problems in programming. This could be caused by typing errors, error in the code or bad programming. The company is seen to have anticipated the release of this game, but now the bug has become a problem bringing the company to a dilemma. In case this game is released, the company risks its reputation due to poor quality. Customers are likely to lose trust in the company if the game released id of poor quality. The company will lose the profits it is likely to make during the festive season, and if its customers are disappointed, they will opt for other games from other companies, this will lead to future loss of clients and lack of trust in the company. Different departments have different views on the way forward concerning the problem at hand (El-Nasr & Canossa, 2016).
	As the consultant to this company, the condition faced by this company is seen to be crucial in that, there needs to be a final decision to be made concerning the problem, putting into considerations the various departments and what they feel. A good company does not put its customers into a doubtful state, and so it strives to deliver according to the customers' expectation. The problem discussed above needs urgent attention. In case the game is released with this bug, it will be able to play well, but its quality will be very poor and this will put the organization into a future crisis in their sales due to this problem in case they release the game with the bug. Customers' are the most important persons for a company since without them, the company could not be running. A good company has five of the below qualities (Smith, 2015).
Empathy for its Customers
	This means that the company should place itself in the customer's shoe and try picturing themselves placing an order or calling for customer service. For this case, it would be unethical for the company to release this game, knowing very well it will not satisfy its customers as required.
An Eye for Efficiency
	A good company should strive at being efficient to its customers at all time. Customers tend to think of a company’s relationship with their brand as a journey and so in the case of this video game, it will be a great disappointment to the customer, since they have been purchasing games from the same company and never gotten any disappointments. The company should consider going back to the drawing board and solving this problem in order to be really efficient to its customers.
Natural Problem Solvers
	A good company solves its problems before the customer identifies it. The Best game company needs to address the problem on bugs since it was able to spot it just before releasing the game. This is what a good company should do, solving its problems before it gets to its customers.


Focus on Core Products and Strengths
	The Best game company needs to consider the fact that it is at its line of specialty in that, it only produces this video games. Customers will tend to trust them more as compared to other companies that sell video games and other products. This line of specialty makes the company stand out and so it should strive in offering the best product to its customers.
Loyalty
	A company that is loyal to its customers by providing quality goods and services makes its customer stick to the company alone. The Best game company needs to put this into consideration since its customers trust them and have been purchasing games from them, and when something small like this bug is found by a customer, they start doubting the company, a scenario which would have otherwise been prevented had the company solved this big problem. 
	The best game company needs to consider some of these qualities of a good company. Having to undergo some financial strains due to the correction of the bug, cannot compare to the harm that can be experienced once the game is released without this error being corrected
	Internal stakeholders refer to people that are already committed to serving an organization or company as donors staff or board members whereas external stakeholders, refer to those people that are impacted too by the work of the Internal shareholders.
	The Best game business scenario affects both the internal and external stakeholders in that: the internal stakeholders are likely to suffer a loss. And the external stakeholders will also suffer due to the poor quality of the game released. The internal stakeholders, in this case, are the game developers, quality control, marketers and public relations are all internal stakeholders since they are the companies’ employees whereas the customers are the external stakeholders. The game that is just about to be released is a sequel and therefore the company needs to give high priority to this game since it is going to be something that will be consistent for some time. The funds needed to correct this error might be extraneous to the company but this will maintain customer loyalty. The production of this company that includes: game developers, marketers, finances, public relations, and quality control have different views on the matter.
Game Developers
	This department, work on a deadline and postponing the release of this video will reduce their ratings. The department needs to understand the differences between delivering quality and versus quantity. Releasing this game in order to beat the deadline will be a rush for quantity, this will make the customers start questioning on the companies’ quality of games for the future and this might lead to the future decrease in sales. The company should, therefore, focus on the quality of the game and go back to its drawing board and correct this bug.
Quality Control
	The department feels that the game does not meet the company's standard and should, therefore, be delayed in order for this bug to be corrected. In this case, the quality control themselves feel that this is not what the company can offer as its best, and so it is good for the company to rectify this error and release a game that meets its quality and standards.
Marketing
	The department feels that the delay of the release of the game will make customers buy competitors games and will, therefore, lose the festive season sale. The marketing team will need to edit the marketing materials in case there is a delay. This is not an issue that needs to bother such a company they will still make future sales that will even be more than this. Editing of the company’s marketing materials would bring about a little strain, but will eventually bore fruit and return to that pinch that the company will face. Customers may opt for competitors’ games, but after the release, some may want to try and find it better than that of the competitor and so the company also need to have an optimistic spirit (Huntemann & Aslinger, 2016).
Public Relations
The public relations company might be tasked with having to inform the customers of a new release date, leading to disappointment in customers, but later when the game is out, the same department can task itself with explaining to the customers the problem that had occurred and the customers will still find a soft spot and purchase. The department can even come up with free samples for the first few customers that purchase in order for them to pull back their customers that had thought of purchasing from their competitors.
Finance
	The department might be strained hen the game has to correct this error, but this will not be compared to what will come later after its correction and release. The department can raise the cost of existing games since it is a peak period in order to cover for the cost of correcting the bug present in the game that is just about to be released.
	Finally, the company needs to measure its draw its pros and cons and evaluate keenly and come up with the final decision. Putting into consideration what all the departments feel about the release of the game, the company needs to correct this bug, in order to avoid loss of customer trust and future reduced sales arising from the bug which can be corrected in its early stage of identity.
















References
Berger, A. A. (2017). Video games: A popular culture phenomenon.Routledge.
El-Nasr, M. S., Drachen, A., & Canossa, A. (2016). Game analytics. Springer London Limited.
Smith, A. N. (2015). The backer–developer connection: Exploring crowdfunding’s influence on
	 video game production. New Media & Society, 17(2), 198-214.
Huntemann, N., & Aslinger, B. (Eds.). (2016). Gaming globally: Production, play, and place.
	 Springer.
[bookmark: _GoBack]

