


Game History – Early to Mid 2000s

▪ A Sony Sequel

▪ The Dream Ends

▪ Microsoft Moves In

▪ Nintendo’s Next Step

▪ Handheld Evolution

▪ Steam and Subscriptions





Having received considerable

success with the PlayStation,

Sony cemented their position

in the market with the release

of the 128-bit PlayStation 2 in

2000.



The PS2 promptly became the fastest-

selling console in history, amassing over

100 million units in sales by 2005.



Sony also built on its formidable software library with sequels to Gran Turismo,

Final Fantasy, and Grand Theft Auto.





Production of the Dreamcast ended in 2001, and with it ended hardware

manufacturing for Sega, who announced they would concentrate on software

development.



In the same year, Sega’s chairman Isao Okawa died of a heart attack, shortly

after coming back to the company to help regain market share from Sony.





Before 2001, Microsoft was relatively unknown in the games industry with only

two notable franchises to their name – Age of Empires and Microsoft Flight

Simulator. Even then, these were solely for the PC.



However, Microsoft decided to enter the console market (with some scepticism

by gamers) with the XBox.



Despite a lukewarm response at the beginning (especially in the east), the XBox

gradually gathered momentum with highly successful titles such as Halo, Amped,

and Project Gotham Racing.

All three of these games were release titles at the console’s launch.
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Consequently, Microsoft attracted further third party support from companies

including EA, Rockstar, id Software and UbiSoft.



The Xbox was also widely considered to be the most powerful machine of its

generation, with off-the-shelf components designed to be most easily accessible

for developers.



The Xbox promotional advert ‘Cradle to Grave’ was banned in the UK:



The strongest feature of the console was the

Xbox Live service (with Microsoft having

invested billions of dollars into it), which

successfully brought online gaming to console

gamers all over the world.





Nintendo released the

GameCube, a CD-based

successor to the N64 in

2002.
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The GameCube was less successful than PlayStation 2 and Xbox (having sold

nearly 21 million units as compared to 100 million for PlayStation 2, and 22

million for Xbox),

However, Nintendo consistently produced popular software for the GameCube,

including Mario Sunshine, Mario Kart, and F-Zero.



The Gamecube was considered to be a failure in the industry, particular by

Nintendo’s own standards, becoming the company’s worst selling console to

date.



Nintendo had to come up with ideas on how the next console could bring them

back to the top.



At the time, many analysts had predicted or questioned whether Nintendo should

adopt Sega’s revised strategy in the market.
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Nintendo did not put as much emphasis on

online play as Sony or Microsoft, and was

viewed as being too family-friendly.

Factors such as these are believed to have

contributed to Nintendo’s further loss of market

share.
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Meanwhile, Nintendo’s handheld operations were going strong, with the Game

Boy series now in it’s third iteration as the Game Boy Advance, following the

Game Boy Colour and original 1989 models.



With Sega’s retirement from the hardware market and

reorientation in the industry as a publisher, The Game

Boy Advance was home to the Sonic Advance series

of platform games.

This would have been unthinkable only a few years

earlier!



Phone manufacturer Nokia released the N-Gage in 2003. This device was a

combination handheld gaming platform and a mobile phone.



The N-Gage may have been a sign of things to come by combining

communications and entertainment, but did not offer serious competition to

Nintendo’s Game Boy line-up and was discontinued in 2005.



Sony entered the handheld market in 2005 with the PSP as a serious rival to

Nintendo’s dominant Game Boy brand (which by this point was also available in

Advance and DS forms).



The PSP offered performance comparable to that of the PlayStation 2, and

additional features such as MP3 and movie playback.





In late 2004, Blizzard released World of Warcraft, a Massively-Multiplayer Online

Role-Playing Game (MMORPG) for PC.
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With several expansions released for the game, World of Warcraft is still one of

the world’s most popular and subscribed-to MMORPGs, despite falling numbers.



The runaway success of Blizzard’s MMORPG led to many other companies

attempting to follow the same formula of monthly subscriptions (with some even

offering ‘lifetime’ memberships to their games).



However, a significant number of these ventures were relatively short lived, as

each game’s success would be determined by the amount of subscribers it

managed to attract and, just as importantly, retain.



Valve developed the digital

distribution platform Steam in the

early 2000s, officially launching on 12

September 2003.

Initially a method for providing

automatic updates to their own

games, the service later provided

content from third-party publishers in

the following years.



Valve released the sequel to their enormously successful PC FPS Half-Life in

2004.



Half-Life 2 was the first game that required installation of their Steam client in

order to play – a decision that was controversial at the time.



Half-life 2 also introduced the Source engine, which was later used on

successful titles such as Day of Defeat, Counter Strike: Source, Team Fortress 2

and Left 4 Dead.



By the middle of the decade, console hardware manufacturers were already

speculating about the release of new platforms.

Microsoft, Sony and Nintendo were all preparing to enter a new era of console

development and capabilities alongside a steadily growing PC gaming market.



It appeared to consumers that household names people had become used to in

videogames were being superseded by newcomers. Once again, the power had

shifted in the space of only a few years.

In addition, a new age of online gaming was on the horizon…





2000 - Sony introduces the PlayStation 2.

2001 - Sega ends production of the Dreamcast.

Microsoft releases the XBox in the US.

Grand Theft Auto III, the first game in the series with a full 3D 

environment, is produced by Rockstar.

Nintendo releases the Game Boy Advance.



2002 - Nintendo releases the Gamecube.

2003 - Nintendo releases the Game Boy Advance SP.

2004 - Valve releases Half-Life 2.

Bungie releases Halo 2 for XBox.



Hardware examples:

▪ Microsoft Xbox

▪ Sony PlayStation 2

▪ Nintendo GameCube

▪ Sega Dreamcast




