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Synopsis  Connected Consoles among Console Owners 
This report focuses on 
the current generation 
of game consoles 
(Sony PlayStation 3, 
Xbox 360, Nintendo 
Wii). It analyzes 
current market 
dynamics, business 
models, monetization 
opportunities, and 
future sales forecasts. 
The report also 
explores their gaming 
features and 
entertainment content 
distribution features as 
these consoles become 
entertainment hubs. 
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“Game consoles have become powerful entertainment hubs that provide 
much more than gaming. Their convenient location in people’s living rooms 
makes them a privileged device for the distribution of entertainment 
content,” said Pietro Macchiarella, Research Analyst at Parks Associates. 
“Today, almost two-thirds of consoles are connected to the Internet. Their 
huge movie and TV libraries, and their flexibility in accessing premium online 
content such as Netflix, Hulu, and VUDU, are making these devices primary 
contenders in the monetization of online entertainment distribution.” 
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Disclaimer 
Parks Associates has made every reasonable effort to ensure that all 
information in this report is correct.  We assume no responsibility for any 
inadvertent errors. 

 
 


