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ABSTRAK 

Penelitian ini bertujuan untuk memetakan rantai nilai global multimedia pada 

produk Sony Interactive Entertainment, yaitu PlayStation 5 selama periode 2020 

hingga 2024, dengan menggunakan kerangka teori value chain dari De Voldere. 

Studi ini menganalisis tahapan utama dalam rantai nilai kreatif, mulai dari kreasi, 

produksi, distribusi, hingga eksibisi. Serta Fungsi pendukung seperti manajemen 

hak cipta dan edukasi, untuk memahami dinamika lintas negara dalam proses 

produksi dan distribusi PlayStation 5. Hasil penelitian menunjukkan bahwa 

PlayStation 5 berhasil melewati seluruh tahapan rantai nilai secara kolaboratif 

dengan berbagai mitra global, menghadapi tantangan seperti persaingan industri 

konsol, namun tetap mampu mencapai performa penjualan dan penetrasi pasar 

yang signifikan. Studi ini juga menemukan bahwa strategi diversifikasi, 

optimalisasi distribusi digital, dan kolaborasi lintas negara menjadi kunci 

keberhasilan Sony dalam menjaga keunggulan kompetitif di pasar konsol game 

global. Temuan ini memperkuat relevansi teori value chain De Voldere dalam 

menganalisis industry multimedia modern yang semakin kompleks dan 

terintegrasi secara global.  

Kata Kunci: rantai nilai global, multimedia, PlayStation 5, Sony Interactive Entertainment, De 

Voldere, industry kreatif, distribusi digital.  

  

 

ABSTRACT 

This research aims to map the global multimedia value chain of Sony Interactive 

Entertainment’s product, namely the PlayStation 5, during the period of 2020 to 

2024, using the value chain framework by De Voldere. This study analyzes the 

main stages in the creative value chain, starting from creation, production, 

distribution, to exhibition, as well as supporting functions such as copyright 

management and education, to understand cross-country dynamics in the 

production and distribution process of the PlayStation 5. The research findings 

show that the PlayStation 5 successfully went through all stages of the value chain 

collaboratively with various global partners, facing challenges such as 

competition in the console industry, yet still achieving significant sales 

performance and market penetration. This study also finds that diversification 

strategies, digital distribution  optimization, and cross-country collaboration are 

key to Sony’s success in maintaining competitive advantage in the global game 

console market. These findings reinforce the relevance of De Voldere’s value 

chain theory in analyzing the increasingly complex and globally integrated 

modern multimedia industry. 

 

Keywords: Global Value Chain, multimedia, PlayStation 5, Sony Interactive 

Entertainment, De Voldere, creative industry, digital distribution.. 
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