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Response for Erica Sampson
Hello Erica. I generally like the examples you have given for value creation, co-creation and innovation. However, your example illustrations of what value creation can seemingly best be understood by whoever has a pre-informed idea on what the topic is all about. For someone who may not have been part of the discussion, he may not adequately understand what the examples imply. For that reason, defining what value creation refers to and following it with the example you have given, would make its comprehension easier. A brief description, such as value creation relating to improving the worth and standards of the company’s products and services (Tantalo & Priem, 2016), would complement the example of NVGTN that you have given. Examples in value co-creation are excellent.
Equally, whenever we talk about value innovation, we talk about improvising creative standards that make a particular product or service to stand out above the rest (Leavy, 2018). In the video gaming systems you have used for value innovation, how specifically are the companies such as PlayStation, Wii, Wii U, Xbox and Nintendo Switch different from one another? The particular difference should be the value innovation. For the example of phone companies, the concept is understandable even if it is too general. Perhaps if you give the definition for all the three concepts, then proceed to more specific examples, the whole ideas will have a mutual correlation in meaning.
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