HOW GAME CONSOLES CONNECTED
WITH THE DEVELOPMENT OF INTERNET?
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GAME COHNSOLE DICTIONARY

3Ds PS4
Nintendo 3DS Play Station4

DC PSP
Dreamcast Sony PSP

[ PSV
Nintendo Ds Sony PlayStation Vita

GEN SMS
Mega Drive/Sega Genesis Master System

NES SAT
Nintendo Entertainment Sega Saturn

N64 SNES
Nintendo 64 Super Famicom

NS Wii
Nintendo Switch Nintendo Wii

NGC/GC Wiiu
Nintendo Gamecube Nintendo Wii U

PS XB
Play Station1 Xbox

PS2 X360
Play Station2 Xbox360

PS3 Xone
Play Station3 Xbox One

ABOUT THE VISUALISATION

With the development of the Internet,
the networking types of home video
game consoles have continued to
iterate. Game consoles have evolved
from offline only to online available
which supports multiplayer gaming
online. In the early days, game con-
soles allowed players to play against
friends through LAN. Nowadays, a
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BEST SELLING
CONSOLE GAME >>

The game that have best selling
among the games released each
year.
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EVENTS >>

Events that changed the way
game consoles are connected
to the Internet.

ONLINE
GAME CONSOLE
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ONLINE GAME >>
PROPORTION

The proportion of online games
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' SEGA'S FIRST ONLINE
. MULTIPLAYER SERVICE

' - download (few)'games
- play: competitively with fr\ends (few)
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XBAND: FIRST COMPETI-
[IVE ONLINE CONSOLE NETWORK
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- b8.8kb/s in America - download games and m?terials
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PROJECT BY GROUP 6

HU Tianjing / TAI Yixuan /

SONG Danlin / WANG Pengbo /

WU Wenxuan
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! WI-FI CONNECTION

- supported up to 16:players
(NDS)'and 32 players (Wii)
- worlwide matctimaking,
leaderboards, tournaments
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PLAY : SYSTEM

- predictthe probe‘;bility of
each game outcome
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- online'games
(majorit‘y)

- cloud saves

- voice ¢that through
mobile aﬁ)p

- multitasking, back’ground dowr]'\oading
)
- users gan submit ratings
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TIMELINE >> 1983

virtual tournament can be held in the
game through matchmaking around
the world. Game consoles have been
connected by the Internet, and
strangers from all over the world
have also been connected through
online games.

1984 1985 1986 1987 1988 1989 1990

This diagram arranges the networked
game consoles and the non-net-
worked game consoles on two sides
of the horizon and shows the sales
fluctuation of 22 home game con-
soles from 4 major video game com-
panies, Nintendo, Sony, Microsoft,
and Sega from 1983 to 2020. It also
shows the evolution of their network-
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ing types and annual sales rankings.
Significant events that affected the
rankings and the best selling games are
marked in the corresponding positions.
By comparing the evolution and the
trend of the annual proportion of online
games readers can gain insights from the
impact of Internet development on the
iteration of consoles.
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