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The main goal of all production is to get as much income 

as possible, so there is a question to answer "How can I 

organize production to make it more stable, competitive and 

profitable at the same time?". Different companies tried to 

solve this problem in different ways, so my goal is to describe 

how ideas have evolved over time and what companies do now 

to be successful. 

The best examples of how to make a profit are Apple 

(one of the richest corporations) and video game industry. So, 

what do we commonly imagine when we hear about Apple? - 

iPhone, iPod, iMac and their services. If we look at their 

history they were a typical company not standing out among 

others, but everything changed after 2001. After a "dotcom" 

crisis Apple had a lot of losses, so they decided to prevent them 

in future. The answer was to diverse company products. They 

knew that producing just one type of the product they would 

make the company depend on the current demand and 

competitors. The first step of diversification was developing 

iPod, just a music player but completely digital and small in 

comparison to others. As a computer company they used their 

experience to make something that was completely unlike other 

audio players. They just made a small simple computer with 

minimalistic design and it was enough to be a success. The 

same thing they did with iPhone: they "reinvented" a phone by 

making it not just a cellphone, but a little computer with a lot 

of functions [1]. After diversification they have a guarantee 
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that if they have losses with something, they will compensate 

them with profit from another product.  

Game industry also became more profitable after the 

crisis of 2008 [2]. That was a really hard year for the whole 

industry. After such successful games as "crisis" and "half life 

2" there were very high expectations for that year, but because 

of financial losses it was impossible to make something great at 

good prices to attract gamers. And they made something 

nobody had ever expected from them - they made their 

products free [3,4,5]! But they were not completely free, it was 

the time when microtransactions, DLC's and mobile gaming 

appeared [6]. Instead of selling games they made customers 

make a lot of in-game-purchases that were cheap and added 

something unusual to the game process. And as we know it 

wasn't a temporary measure as all customers today have to buy 

some additional functions. Summarizing all the above 

mentioned we can say that if you want to make a maximum 

and a stable profit you must try to get income from everything 

you can in your sphere. 

Another important characteristic of every company is 

flexibility. It means that production must be prepared to change 

its volume, quickly replace their broken parts to serviceable 

ones or to reconsider their logistic ways on demand. To my 

mind the best example was Toyota's solution. After WW2 they 

concentrated on making cheap cars. As people said "they were 

just little more than recycled cans", but now we know Toyota 

to be one of the most reliable car producers [7]. So what did 

Toyota do to change their reputation? First of all, to improve 

the quality of their production they gave every worker from 

conveyor the opportunity to stop it if they saw a defect. Each 

employee monitored the quality of the used parts and 

components in their area. In the event of a defect or 

breakdown, he pulled on a special cord that stopped the 

conveyor belt. So all the flaws were detected at the early stage 



207 
 

and defective cars did not reach the market. Also they 

introduced principle "Just-In-Time" which is widely spread all 

over the world now [8]. This principle means that company 

starts reducing its losses for any actions that add production 

value, but do not increase the value of the product - 

unnecessary material movements, excess stocks etc. In other 

words, they tried to sell cars just from the conveyor and 

produce them according to orders. It was an awesome 

opportunity to respond to demand because they did not have 

such problem as overproduction. Instead of trying to predict 

demand like Ford and making as many cars as they could, 

Toyota started to use current demand. They also stimulated 

their employees with bonuses for initiatives and rationalization 

proposals, which allowed to increase production efficiency and 

staff motivation significantly [9]. 

Every successful company has its own history of success. 

I must say that looking for the answer is a very creative process 

and you will hardly find the same or even similar solutions in 

the history of outstanding companies. So, first of all to be a 

success you must be creative and not be afraid of brave and 

sharp actions. As Winston Churchill once said, "Success is not 

final, failure is not fatal: it is the courage to continue that 

counts". 
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