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As we all know, we are faced with a dilemma, and thus we need to focus our attention on finding out the best decision to make for our company and its relationship to the customers. The welfare of every stakeholder is equally relevant in this situation: we need to understand the situation and come together as a team to achieve a common goal: This might not be the first and the last critical decision that the company is going to make. Therefore, going through the process will increase our level of experiences without incurring any losses (Bhatnagar, 2012).
I have worked in a different organization and thus have gained experience in solving dilemmas requiring critical thinking and robust decision-making process. Our company is in a situation where we need to decide on whether to release the video game in one month time or wait until January when the bug in the game will be correct. In this situation, it is clear that no matter what decision we make, the customers will be disappointed; therefore, we need to be critical in the steps we make (Bhatnagar, 2012).
I have noticed that different department in the company has been affected by the presence of a bug in the video game. Each decision we take will affect the stakeholders differently; therefore, I have decided to take a step that is beneficial to the company. If we allow the game into the market, the company will make a huge profit as this a highly anticipated product. However, the customers will be disappointed due to the compromised quality of the game. Even though the game is running, the gamers will be disappointed and thus will not have much fun using the video game.
On the other hand, failing to release the game at the expected time, the customers will again be disappointed by the inconvenience created. As we all know, we are heading to the holiday season, and thus people will be looking for new ways of having fun. Therefore, missing the chance to enjoy the new video game will be a disappointment for them. Releasing the game in the next month would generate lots of income for the company. However, despite all these, we are going to destroy the reputation of the company we allow the game to be released without correcting the bug. 
We need to dedicate our time and resources to our company at this time. We need to build confidence in our customers on the goods we deliver to them: customer relation is so crucial for the future growth of any business. Therefore, we cannot release a bugged video to the market no matter how anticipated the product is. Even if the customers will decide to buying video games from our competitors, this will happen only for a short time. And then we shall release the product in January where the customers will be able to enjoy the high-quality gaming experience.
It is important to know that we can make vast amounts of profit releasing the video game next month since we are heading to a holiday season. We might be doing so because the main aim of a business is making a profit (El-Nasr & Canossa, 2016). We may also wish to do so because our customers are eagerly waiting for the game to be released: We understand that they want to use our product as gifts to their loved ones.  We might also want to release the product on time to same money that will be used to remove the bug from our video game. However, we have to know that the risk we might be taking at this point may be irreversible. The reputation that we have on the market has to be maintained. We have been offering high-quality gaming experience to our customers. Therefore, releasing the video next month cannot be possible.
We need to sacrifice ourselves and the resources we have. The finance department has to figure out on the best strategy to use for the budget since there is nothing else to be done. Once we get, the funding game developers will take control of the situation. We should understand that these individuals are worried about the delays since they are likely to lose their ratings and also annual raise amounts. The suspension will not affect their performance evaluation since it is a decision that the company has made. The team, therefore, has to accept the decision and go ahead to complete the task. They need to understand that we need to solve problems that affect our business for a better future of the company. The success of the company highly depends on their response to the situation (Smith, 2015).
The public relation department also has a hard task ahead of them since they will have to explain to the customers why the delays. In either of the decision we make, it will be a hard task for them: It means that if we release the bugged video game, the customers will be disappointed by the poor quality. At this point, it will be hard for public relation to explain the situation. Also, if we delay the release to January, the same team will have questions to answer regarding the delay. Therefore, at this point, we shall have to pick the decision that is best for the team and the organization in general. It will be better to explain the delay than to get bad ratings due to the compromised quality of the video game.
The company’s success lies in the decision we shall make regarding the dilemma we are having. We either focus on the profit that we shall achieve nest month and destroy our reputation; or wait until January when the video game will be free from bugs and sell it at that time. As we have seen throughout, the best steps to take is to delay the release and deliver a quality product into the market. We should not worry about the delay because we can recover from the losses due to lack of sales but not from losing our customers because of poor quality. I am confident that when we release the game on January, our customers will be happy with our product since it will be of high quality. Through the video game, we shall recover from the losses.
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