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	Notice:

	This book is an independent work of an informative and educational nature. The brand mentioned and others cited throughout the text are the property of their respective owners and are used here only for the purpose of historical contextualization and analysis.

	This book is a work of fiction based on real events. Some information may be omitted or interpreted differently from reality.

	This work is not affiliated with, authorized, sponsored or endorsed by any of the brands mentioned. All trade names, logos, slogans and trademarks remain the property of their respective owners. There is no claim of any relationship with the companies mentioned, nor does it represent their interests.

	Any similarity to business strategies, corporate decisions or characters related to the brands is based on public sources, news reports, historical records and research conducted in good faith.

	If any image in this work contains recognizable elements, it was used without the intention of officially representing the brand, and without suggesting any type of endorsement, sponsorship or affiliation. This work is independent and has an informative and educational character.

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	Chapter 1: Nintendo's Origins and Corporate Identity

	Nintendo is one of the most iconic companies in the video game industry, known for its innovation and consistency over the decades. While many companies have drastically changed their approaches to adapt to market trends, Nintendo has managed to maintain its unique identity, based on creativity, quality and a strong commitment to family entertainment. But to understand this philosophy, we need to go back in time and examine the company’s origins.

	1.1 The First Steps: From Letters to Entertainment Giant

	Nintendo's history begins on September 23, 1889, when Fusajiro Yamauchi founded the company in Kyoto, Japan. At the time, Nintendo had no involvement in video games—its specialty was the production of Hanafuda cards , a traditional Japanese game that was popular with casual gamers and gamblers.

	Hanafuda cards were different from Western cards in that they did not have numbers and used illustrations of flowers and landscapes. At first, they were produced by hand, but demand soon grew and Yamauchi expanded the business.

	In the following years, Nintendo stood out for the superior quality of its cards and signed important contracts, such as an agreement with the Yakuza , which used the cards in its gaming houses.

	However, the big turning point came in 1956, when then-president Hiroshi Yamauchi , grandson of the founder, visited the United States and realized that the card market was saturated. He concluded that Nintendo needed to diversify its business in order to continue growing.

	1.2 The Search for Identity: Attempts and Failures

	Between the 1960s and 1970s, Nintendo experimented with different business lines, trying to find a new niche to expand its operations. During this period, the company launched:

	A brand of instant rice called "Nintendo Rice"

	A chain of hotels for couples ("Love Hotels ")

	A line of toys and board games

	A taxi service called " Daiya "

	Most of these attempts failed. However, one of them stood out: electronic toys. It was in this segment that Nintendo found a more promising path, especially when it began to explore the interactivity of products.

	1.3 The Transition to Video Games

	Nintendo's big leap forward came when the company entered the world of video games. In the 1970s, under the leadership of Hiroshi Yamauchi , Nintendo began working with electronics and released its first arcade machine, "EVR Race ", in 1975.

	But the real success came with 1981's " Donkey Kong," created by Shigeru Miyamoto. The game featured a plumber named Jumpman , who would later become Mario, one of the most iconic characters in video game history.

	This was the beginning of a new era for Nintendo, establishing its identity as a company focused on high-quality games that are accessible to all ages.

	1.4 Nintendo's DNA: Creativity and Family Entertainment

	Over the years, Nintendo has established its unique identity in the video game industry. Unlike other companies that prioritized advanced graphics or market trends, Nintendo has always focused on:

	Innovation and creativity – Instead of simply following technological trends, Nintendo created new ways to play, such as the directional control ( D-Pad ) and the concept of portability with the Game Boy.

	Quality and accessibility – The company has always sought to deliver polished, fun and accessible games for all ages.

	Iconic characters and franchises – Mario, Zelda, Pokémon, Metroid and other franchises have become symbols of the company, helping to maintain a strong and recognizable identity.

	Differentiated experience – While Sony and Microsoft focused on powerful hardware and cinematic games, Nintendo focused on unique gameplay experiences.

	This philosophy has helped Nintendo survive and thrive, even during difficult times for the industry.

	

	

	Practical Example: How Small Businesses Can Learn from Nintendo

	Imagine you own a technology company and want to maintain a strong identity over time. You can learn from Nintendo by adopting strategies such as:

	Focus on quality – Instead of launching products just to follow trends, develop something that really adds value to the consumer.

	Continuous innovation – Always look for new ways to improve your offering, even if the market is saturated.

	Brand Building – Just like Nintendo has Mario and Zelda, your company can create a unique differentiator that consumers instantly recognize.

	Attention to the target audience – Know your customers well and create products that meet their needs, without deviating from your core identity.

	Nintendo has shown that it is possible to innovate and grow without losing its essence. The secret is to understand what makes your company special and maintain that difference in everything you do.

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	Chapter 2: The Console Revolution and Nintendo's Dominance in the 1980s

	The 1980s were a pivotal period for the video game industry. While many companies attempted to enter the market, few survived the great Video Game Crash of 1983, an event that nearly destroyed the industry. However, Nintendo emerged as the undisputed leader, laying the foundation for its dominance and cementing its unique identity.

	In this chapter, we'll explore how Nintendo revolutionized the industry, overcame crises, and became synonymous with video games.

	

	

	2.1 The Crash of 1983 and the Industry Crisis

	In the early 1980s, the video game market was growing rapidly, with several companies releasing consoles and games. However, market saturation, the low quality of many titles, and the lack of control over production led to the collapse of the industry in 1983.

	Among the main factors of the Crash were:

	Too many low-quality games – Companies released games without any quality control, resulting in poor products that frustrated consumers.

	Uncontrolled competition – Several companies entered the market without planning, creating a chaotic environment.

	Failure of the Atari 2600 – The console dominated the market, but lost credibility after the release of bad games like E.T. the Extra-Terrestrial , considered one of the worst games in history.

	Consumer distrust – People began to see video games as a passing fad, which caused a drop in sales.

	In the midst of this scenario, many companies went bankrupt, and it seemed that video games were destined to be forgotten. However, Nintendo saw a unique opportunity to revive the market.

	

	

	2.2 The Launch of the Famicom/NES and the Restoration of the Industry

	In 1983, Nintendo launched the Family Computer (Famicom) in Japan, a revolutionary console that offered superior graphics and gameplay to its competitors. The console was a huge success in Japan, and the company decided to expand into the North American market.

	However, US consumers were skeptical after the Crash of 1983. To get around this, Nintendo adopted innovative strategies:

	Console rebranding – The Famicom was redesigned and released as the Nintendo Entertainment System (NES) in the United States. Nintendo avoided calling the NES a "video game console" and promoted it as an "Entertainment System" to differentiate it from the competition's failed products.

	Nintendo Seal of Quality – To avoid bad games like the ones that led to the 1983 Crash, Nintendo created a rigorous approval system to ensure that only high-quality titles were released on the NES. This seal has become synonymous with consumer trust.

	Strategic Distribution – The company made deals with major retail chains to ensure the NES had a strong presence in stores.

	Launch of landmark games – To boost sales, Nintendo launched the NES with a groundbreaking game: Super Mario Bros., which quickly became a worldwide phenomenon.

	These strategies helped the NES revive the video game industry and made Nintendo the undisputed market leader.

	

	

	2.3 Super Mario Bros.: The Phenomenon that Defined a Generation

	Released in 1985, Super Mario Bros. was the game that turned Nintendo into an empire. Created by Shigeru Miyamoto, the game featured innovative mechanics, fluid gameplay, and brilliant level design.

	The elements that made Super Mario Bros. a success were:

	Charismatic characters – Mario, Luigi, Peach and Bowser have become cultural icons.

	Accessible yet challenging gameplay – Anyone could play, but mastering the game required skill.

	Memorable Music – Koji Kondo’s soundtrack has become one of the most recognizable themes in pop culture.

	The game has sold over 40 million copies, making it one of the best-selling games in history.

	

	

	2.4 Nintendo's Exclusivity and Control Strategy

	During the 1980s, Nintendo adopted an exclusivity strategy to ensure that the NES had the best games. The company implemented strict licensing, allowing third-party developers to release games on the NES only if they followed its rules.

	This policy ensured that Nintendo had complete control over the quality of its games, avoiding the chaos that led to the Crash of 1983. However, it also drew criticism as it prevented other companies from competing freely.

	Even so, the strategy was extremely effective. Nintendo dominated 90% of the video game market in the US by the late 1980s, an impressive feat.

	

	

	2.5 The Launch of the Game Boy: Reinventing Portability

	While Nintendo dominated home consoles, it also wanted to expand its influence into handhelds. In 1989, it released the Game Boy, a handheld console that would change the industry.

	The Game Boy had a huge impact for several reasons:

	Portability and long battery life – Unlike its competitors, which used colorful graphics and consumed a lot of energy, the Game Boy prioritized gameplay and efficiency.

	Hit games – Tetris and Pokémon helped sell millions of units.

	Robust Design – The console was sturdy and durable, making it ideal for kids and teens.

	The Game Boy sold more than 118 million units, cementing Nintendo as the leader in the handheld market.

	

	

	Practical Example: What Can Companies Learn from Nintendo's Strategy?

	Nintendo's strategic decisions in the 1980s offer valuable lessons for any company looking to grow and excel:

	Quality Above All – Nintendo revived the video game industry by ensuring that its products were of a high standard of quality. Companies that prioritize quality create consumer trust.

	Market Differentiation – Instead of following trends, Nintendo focused on its unique identity. Companies should focus on what makes them special, rather than copying competitors.

	Control over your brand – Nintendo’s licensing policy ensured that only quality games were released on the NES. Businesses can learn to manage their partnerships to maintain their reputation.

	Strategic expansion – Nintendo not only dominated home consoles, but also created the Game Boy to expand its reach. Companies can explore new markets without losing their core business.

	

	

	The 1980s cemented Nintendo as a video game giant, but the challenges were far from over. In the next chapter, we’ll explore how the company faced increased competition in the 1990s and continued to innovate despite new challenges.

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	Chapter 3: The Rise of Competition and Nintendo's Evolution in the 1990s

	If the 80s consolidated Nintendo as the market leader, the 90s brought new challenges and formidable competitors. For the first time, Nintendo faced a worthy rival: SEGA, which launched the Mega Drive (Genesis) and won over millions of players.

	This period marked the transition from the 8-bit to the 16-bit era, the emergence of iconic characters like Sonic, and Nintendo’s preparation for the future of 3D gaming. Let’s explore how the company maintained its unique identity and reinvented itself in the face of competition.

	

	

	3.1 The Console Wars: Nintendo vs. SEGA

	In the late 1980s, Nintendo dominated about 90% of the console market. However, in 1989, SEGA released the Mega Drive (Genesis), a 16-bit console more powerful than the NES. SEGA was able to exploit Nintendo's weakness: its image more geared towards children.

	SEGA's aggressive marketing campaign focused on the idea that the Mega Drive was more modern and radical, especially for teenagers. The slogan "Genesis Does What Nintendon't " (The Genesis does what Nintendo doesn't) directly attacked the NES.

	Additionally, SEGA introduced Sonic the Hedgehog as their answer to Mario. With a modern look and faster gameplay, Sonic quickly became an icon for the new generation of gamers.

	Nintendo needed to react to maintain its leadership position.

	

	

	3.2 The Super Nintendo and the 16-Bit Revolution

	To compete with the Mega Drive, Nintendo launched in 1990 (Japan) and 1991 (USA) the Super Nintendo Entertainment System (SNES), a 16-bit console that brought significantly better graphics and sound than the NES.

	The SNES had a huge impact on the market, mainly due to its high-quality titles. Some of Nintendo's most iconic games appeared on this console, such as:

	Super Mario World – Considered one of the best platform games in history.

	The Legend of Zelda: A Link to the Past – A milestone in the adventure genre.

	Super Metroid – Pioneer of the Metroidvania genre .

	Donkey Kong Country – Revolutionary graphics for the time.

	The rivalry between SEGA and Nintendo resulted in one of the most creative eras in video game history, but Nintendo maintained its leadership position by focusing on quality, innovation and its own identity.

	

	

	3.3 The Controversial Sony Deal and the Birth of PlayStation

	During the 1990s, Nintendo began exploring new technologies, including CDs. Until then, the company had been using cartridges, which were expensive and had less storage capacity than CDs.

	Nintendo partnered with Sony to develop a CD accessory for the SNES. However, due to contractual disputes, Nintendo broke off the deal and teamed up with Philips. This angered Sony, who decided to create their own console: the PlayStation, which was released in 1994 in Japan and 1995 worldwide.

	The PlayStation was an absolute success, selling over 100 million units and outselling the Nintendo 64 (released in 1996). This strategic mistake caused Nintendo to lose market share to a powerful new competitor.

	

	

	3.4 The Launch of the Nintendo 64 and the Era of 3D Gaming

	Despite the success of the PlayStation, Nintendo still had some tricks up its sleeve. In 1996, it launched the Nintendo 64, one of the most revolutionary consoles in history. It was one of the first consoles to fully embrace 3D graphics and introduced innovations such as:

	Analog Controller – The first modern controller with a central analog stick, allowing precise movement in 3D games.

	Super Mario 64 – Set the standard for 3D platform games.

	The Legend of Zelda: Ocarina of Time – Considered one of the best games of all time.

	Despite these innovations, the choice to stick with cartridges instead of adopting CDs hurt the Nintendo 64. Many developers preferred to work with Sony, as CDs were cheaper and allowed for more complex games.

	Still, the Nintendo 64 consolidated the advancement of 3D games and maintained the company's unique identity, prioritizing innovative gameplay and exclusive titles.

	

	

	3.5 The Game Boy Remains Unbeaten

	While Nintendo faced challenges in the home console market, it completely dominated the handheld sector. The Game Boy released in 1989 continued to sell very well, and in 1998, Nintendo released the Game Boy Color, which brought colorful graphics without sacrificing simplicity and long battery life.

	The Game Boy's biggest hit of the era was Pokémon, released in 1996 in Japan and 1998 worldwide. The franchise quickly became a global phenomenon, spawning games, cartoons, toys, and a multimedia empire.

	Nintendo's absolute dominance in the handheld market proved that, even with challenges in home consoles, the company knew how to maintain its identity and reinvent itself.

	

	

	Practical Example: What Can Companies Learn from Nintendo in the 90s?

	The challenges Nintendo faced in the 1990s offer valuable lessons for companies in any industry:

	Know how to deal with competition – Nintendo lost market share to SEGA, Sony and others, but maintained its identity and continued to innovate. Companies must understand that competition is inevitable, but it is possible to stand out while maintaining authenticity.

	Learn from mistakes – Nintendo’s split with Sony and its insistence on cartridges hurt it. However, the company used these mistakes to evolve in the future. Companies should analyze their failures and turn them into learning experiences.

	Invest in innovation – The Nintendo 64 revolutionized 3D gaming and the Game Boy dominated handheld gaming. Companies must always seek innovation to stay relevant.

	Expand your brand to other areas – Nintendo has managed to transform Pokémon into a cultural phenomenon, going beyond video games. Companies can explore new markets without losing their essence.

	

	

	The 90s were challenging, but Nintendo proved that it knew how to adapt without losing its identity. In the next chapter, we will explore how the company faced the arrival of the 21st century, the challenges of the GameCube and the big turnaround with the Nintendo DS and Wii.

	 

	 

	Chapter 4: The Challenge of the 21st Century – GameCube, DS and the Wii Revolution

	The 2000s marked a new era for Nintendo. After intense rivalry with SEGA and the rise of Sony with the PlayStation, the company entered the new millennium facing even greater challenges. The PlayStation 2 dominated the market, Microsoft entered the industry with the Xbox, and Nintendo needed to find a way to stand out.

	In this chapter, we'll explore the challenges faced with the GameCube, the quiet revolution of the Nintendo DS, and the overwhelming impact of the Wii, one of the best-selling consoles of all time.

	

	

	4.1 The GameCube and the Challenge of Competing with Sony and Microsoft

	Released in 2001, the Nintendo GameCube was a 128-bit console that brought impressive graphics and great processing power. However, it faced some brutal competition:

	The PlayStation 2 (released in 2000) quickly became the best-selling console in history, with over 155 million units sold.

	Microsoft entered the market with the Xbox, bringing games like Halo and gaining a loyal fan base.

	Nintendo made some major changes with the GameCube:

	He abandoned cartridges and adopted miniDVDs .

	Created a more compact and colorful design.

	It brought innovative games like Super Smash Bros. Melee, The Legend of Zelda: The Wind Waker and Metroid Prime.

	However, the GameCube did not have the same impact as its competitors. It sold around 21 million units, a number lower than the Xbox's 24 million and well below the PS2's 155 million.

	The biggest problem was the lack of support from third parties . Many developers preferred to release their games for PS2 and Xbox, which used regular DVDs and had a larger audience.

	Nintendo realized it needed a different strategy to remain relevant in the market.

	

	

	4.2 Nintendo's Response: The Nintendo DS Revolution

	While Nintendo struggled with home consoles, it continued to dominate the handheld market.

	In 2004, the company released the Nintendo DS, which seemed like a risky project. It featured:

	Two screens, one of which is touch sensitive.

	Built-in microphone for new ways to play.

	Compatibility with Game Boy Advance games , ensuring a huge library from launch.

	Many believed the DS would be a failure, but it became one of the best-selling consoles of all time, with over 154 million units sold.

	This happened because Nintendo adopted a different strategy:

	Expanded its target audience – Created games for people who had never played video games before, such as Brain Age and Nintendogs .

	Bet on innovation – The touch screen allowed new forms of gameplay, attracting developers and players.

	Created successful franchises – Games like Pokémon Diamond & Pearl, Animal Crossing: Wild World and New Super Mario Bros. helped the console become a phenomenon.

	The DS proved that Nintendo didn't need to compete directly with Sony and Microsoft in terms of graphics power. It just needed to innovate and create unique experiences.

	This success paved the way for Nintendo's biggest revolution of the 21st century: the Wii.

	

	

	4.3 The Arrival of the Nintendo Wii and the Changing Rules of the Game

	In 2006, Nintendo launched the Nintendo Wii, and the impact was huge.

	Rather than trying to compete with the PlayStation 3 and Xbox 360 in graphics and hardware, Nintendo took an entirely different approach:

	He created an intuitive motion control that allowed anyone to play without having to learn complicated commands.

	He developed games accessible to all ages, such as Wii Sports, which quickly became a hit among families and people who had never played video games before.

	It maintained a more affordable price point than its competitors, making the Wii an obvious choice for millions of homes.

	The result was overwhelming: the Wii sold more than 101 million units, surpassing the PS3 and Xbox 360.

	Additionally, Nintendo has managed to revive some of its franchises brilliantly:

	The Legend of Zelda: Twilight Princess – One of the best games in the series.

	Super Mario Galaxy – Considered one of the best platform games ever made.

	Wii Fit – Transformed the console into a fitness tool, attracting a new audience.

	The Wii showed that Nintendo didn't have to follow the same path as its competitors. It could create its own trend and dominate the market.

	

	

	4.4 The Impact of the Nintendo Wii on the Industry

	The success of the Wii had profound consequences for the entire video game industry:

	Expanded the gaming audience – Before the Wii, video games were considered "a young person's thing." The Wii showed that people of all ages could play games.

	It forced Sony and Microsoft to innovate – Both tried to compete with the Wii by releasing motion-sensing controllers, such as the PlayStation Move and Kinect.

	Nintendo has cemented its unique identity – Instead of focusing solely on graphics and power, the company has shifted its focus to innovative and accessible gameplay.

	

	

	Practical Example: What Can Companies Learn from the Wii?

	The success of the Nintendo Wii teaches several valuable lessons for companies in any industry:

	Don't try to compete directly, create a new path – The Wii didn't try to outperform the PS3 and Xbox 360 in graphics. Instead, it brought an innovative and unique proposition.

	Simplify the experience to attract more people – Nintendo has removed barriers for new players. Companies can grow by simplifying their products and making them accessible.

	Serve overlooked niche markets – The Wii reached audiences that had never played games before, such as seniors and families. Companies can find success by tapping into overlooked markets.

	Innovation doesn’t mean more advanced technology, but rather new experiences – The Wii wasn’t technologically superior, but it offered something new. Companies should focus on the user experience.

	

	

	Conclusion: How Did Nintendo Reinvent Itself in the 2000s?

	The beginning of the 21st century was a period of ups and downs for Nintendo.

	The GameCube failed, but the company learned from its mistakes.

	The Nintendo DS revolutionized handheld gaming, proving that innovation and accessibility are more important than power.

	The Wii changed the industry, cementing Nintendo's identity as a company that creates new ways to play.

	The next decade would bring new challenges, such as the failure of the Wii U and the rise of the Nintendo Switch. In the next chapter, we will explore how Nintendo dealt with these challenges and how it reinvented itself once again to remain relevant in the market.

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	 

	Chapter 5: The Failure of the Wii U and the Triumphant Rise of the Nintendo Switch

	After the huge success of the Nintendo Wii and Nintendo DS, Nintendo entered the 2010s with great optimism. However, the company would soon face one of the most difficult times in its history with the launch of the Wii U, a console that failed to captivate the public.

	Despite this setback, Nintendo once again proved its resilience and adaptability by releasing the Nintendo Switch, one of the most successful consoles of all time.

	In this chapter, we'll look at what went wrong with the Wii U, how Nintendo learned from its mistakes, and how it was reborn with the Switch.

	

	

	5.1 The Wii U: A Console Ahead of Its Time (But Misunderstood)

	The Nintendo Wii U was released in 2012 as the successor to the Wii. Nintendo was betting on an innovative concept: a hybrid console that combined a home console with a GamePad with a touchscreen.

	On paper, the idea seemed great. The GamePad allowed players to play games without needing a TV, offering a new way to interact. Plus, the Wii U was more powerful than the Wii and compatible with previous-generation games.

	However, several factors led to the console's failure:

	1. Confusing Name

	Many people didn't understand that the Wii U was a new console. The name gave the impression that it was just an accessory for the Wii, which confused consumers.

	2. Lack of Games at Launch

	Unlike the Wii, which came with Wii Sports, the Wii U did not have a major launch title. Additionally, many third-party developers quickly abandoned the console due to poor sales.

	3. Weak Marketing Strategy

	Nintendo failed to clearly communicate the advantages of the Wii U. Meanwhile, Sony and Microsoft were launching the PlayStation 4 and Xbox One , more powerful consoles with better-defined strategies.

	4. Strong Competition

	With the release of the PS4 and Xbox One in 2013, the Wii U was quickly left behind. Its game library was small, and third-parties were unwilling to invest in it.

	The result? The Wii U sold just 13.5 million units, making it one of the lowest-selling consoles in Nintendo's history.

	The company was in trouble. What could be done to turn the situation around?

	

	

	5.2 Nintendo's Reaction: The Development of the Nintendo Switch

	After the failure of the Wii U, Nintendo realized it needed to change its approach. Instead of competing directly with Sony and Microsoft, the company decided to go for a new concept: a truly hybrid console.

	The Nintendo Switch, announced in October 2016 and released in March 2017, brought a clear and revolutionary proposal:

	Tabletop and handheld console at the same time – Gamers could play on TV or take the console anywhere.

	Joy-Con Controllers – Enable instant multiplayer and new ways to play.

	Powerful game library – The console launched with The Legend of Zelda: Breath of the Wild of the Wild, one of the most acclaimed games in history.

	This time, Nintendo learned from its mistakes and executed a flawless strategy.

	

	

	5.3 The Absolute Success of the Nintendo Switch

	The Switch quickly became a phenomenon. Factors that contributed to its success include:

	1. Clarity of Message

	Unlike the Wii U, the Switch's concept was well explained from the beginning. Nintendo's marketing made it clear that it was an innovative and versatile console.

	2. Strategic Launch

	The Switch hit the market with a strong line-up , including games like The Legend of Zelda: Breath of the Wild and Mario Kart 8 Deluxe. In the following years, Nintendo released hits such as Super Mario Odyssey, Super Smash Bros. Ultimate and Animal Crossing: New Horizons .

	3. Support from Third Parties and Indies

	Unlike the Wii U, the Switch has received massive support from third-party developers. Games like The Witcher 3, Doom, and Skyrim have made their way to the console, expanding its library. In addition, Nintendo has reached out to the indie scene, ensuring a diverse catalog.

	4. Audience Expansion

	The Switch has appealed to both casual and hardcore gamers. With accessible titles and big-name games, Nintendo has built a wide fan base.

	5. Consolidation of the Hybrid Model

	The success of the Switch proved that the idea of a hybrid console was extremely viable. It allowed Nintendo to completely differentiate itself from Sony and Microsoft.

	With over 139 million units sold as of 2024, the Switch has become one of the most successful consoles in Nintendo's history.

	

	

	5.4 The Wii U Legacy and Nintendo's Reinvention

	Despite its failure, the Wii U played a crucial role in the Switch's success. Nintendo learned from its mistakes and used what worked on the Wii U to create something much better.

	Lessons Nintendo Learned:

	Communication with the public needs to be clear. The name and proposal of the product must be easily understood.

	A console needs strong games at launch. The Switch launched with Zelda: Breath of the Wild of the Wild, while the Wii U didn't have a big title at the beginning.

	Third-party support is essential. Nintendo has rebuilt its relationships with external developers to ensure a diverse catalog for the Switch.

	

	

	Practical Example: What Can Companies Learn from the Wii U and Switch?

	Nintendo's journey with the Wii U and Switch offers valuable lessons for any company:

	Failures are learning opportunities. The Wii U didn’t work out, but Nintendo used that failure to build something better. Companies should learn from their mistakes and evolve.

	Innovation must be clear to the public. If consumers don’t understand what makes your product different, it may fail. Effective communication is essential.

	Timing is everything. A product launch needs to be well planned. The Wii U came at a difficult time, while the Switch was launched with a surefire strategy.

	Listening to the consumer is essential. Nintendo understood what gamers wanted and created a console that met those needs. Companies need to be aware of market demands.
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