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Steam	Summer	Sale	2025	start	time	What	to	expect	from	the	sale?	Steam	users	are	always	looking	forward	to	sales	events,	or	at	least	they	should	be.	While	we	do	see	occasional	themed	sales	events,	the	biggest	ones	of	the	calendar	year	are	the	seasonal	sales,	such	as	the	upcoming	Summer	Sale.	This	one	will	go	live	later	today	(June	26th)	and	offer
massive	discounts	on	hundreds	of	games.	Now	that	the	day	of	the	event	is	finally	here,	we	can	count	down	the	hours	until	it	officially	goes	live.	If	you’re	interested	in	picking	up	some	games	for	cheap,	we	can	also	talk	you	through	what	to	expect	this	year	from	the	Summer	Sale.	While	Steam	hasn’t	released	a	trailer	for	the	sale	yet	to	confirm	the	date
and	time,	a	previous	official	post	confirmed	that	it	will	go	live	on	June	26.	As	for	the	start	time,	seasonal	sales	always	begin	at	10	AM	PST.	Based	on	that,	here	are	the	Steam	Summer	Sale	2025	start	times	for	different	regions:	US	Pacific	(PDT):	10	AM	US	Eastern	(EDT):	1	PM	UK	(BST):	6	PM	Central	Europe	(CEST):	12	PM	India	(IST):	10:30	PM
Sydney,	Australia	(AEST):	3	AM,	June	27	Auckland,	New	Zealand	(NZST):	5	AM,	June	27	According	to	Valve,	the	Steam	Summer	Sale	will	stay	live	for	two	weeks	and	conclude	on	July	10.	The	end	time	will	be	at	the	same	time	of	day	as	the	start	time.	Also,	if	the	countdown	clock	above	isn’t	showing,	that	means	the	sale	has	already	started,	so	head
straight	on	over	to	the	Steam	Store	and	check	out	the	latest	deals.	As	mentioned	earlier,	the	Steam	Summer	Sale	is	one	of	the	biggest	sales	events	of	the	year	for	PC	gamers.	It	offers	discounts	on	hundreds	of	games,	and	this	year,	we	expect	the	same.	The	biggest	discounts,	however,	will	be	on	older	titles,	with	up	to	95%	off.	This	provides	a	great
opportunity	for	those	looking	to	expand	their	game	library	without	breaking	the	bank.	We	can	also	expect	to	see	decent	discounts	on	titles	released	a	few	months	ago,	such	as	Monster	Hunter	Wilds,	Civilization	VII,	Kingdom	Come:	Deliverance	2,	Assassin’s	Creed	Shadows,	and	The	Last	of	Us	Part	II	Remastered.	While	the	discounts	on	these	might	not
be	massive,	we	can	still	hope	to	see	somewhere	between	10%	to	20%	off.	Dune:	Awakening	was	also	released	recently	and	became	extremely	popular,	so	we’re	eager	to	see	if	it	will	receive	a	discount	this	soon.	In	any	case,	once	the	Steam	Summer	Sale	2025	goes	live,	we’ll	make	sure	to	update	you	with	the	best	deals.	We’ve	also	put	together	a	list	of
all	upcoming	Steam	sales	if	you’re	biding	your	time	even	longer.	I’ve	been	using	the	pc	app	for	a	long	time,	and	it’s	never	once	let	me	down.	In	every	aspect,	it’s	a	wonderful	app	to	have.	How,	then,	is	the	mobile	version	so,	so,	so	awful?	To	start	with,	of	course,	this	isn’t	meant	for	downloading	games	from	your	steam	library.	It’s	only	purpose	is	to	view
the	community	hub	and	game	news	to	see	what’s	going	on	without	needing	to	be	at	your	pc.	NEITHER	OF	THESE	WORK,	AT	ALL.	Game	news	only	returns	an	error	no	matter	how	you	try	to	open	it;	“something	went	wrong	while	displaying	this	content”.	Thankfully,	game	news	also	shows	up	on	the	community	hub,	which	you	can	actually	open.	Click
on	a	post	to	actually	read	or	get	a	closer	look	at	it	though…	nothing.	Infinite	loading	screen.	What’s	bizarre	is	that	until	recently,	it	worked	just	fine.	I’m	fairly	certain	they	haven’t	touched	this	app	since	they	made	it	considering	how	completely	nonfunctional	it	is,	so	god	only	knows	how	it	could	have	broke.	In	any	case,	it	fails	entirely	at	its	only
purpose.	If	you	want	to	stare	at	your	pfp	for	a	few	hours,	I	highly	recommend	it,	if	you	want	to	do	literally	anything	else,	you’re	out	of	luck.	Summer	Sale	2025	Sale	is	the	next	Steam	sale,	which	starts	on	6/26/2025.	(10:00	AM	-	Pacific	Time):::	Get	our	Chrome	extension	to	track	the	next	Steam	sale	on	each	new	tab	Another	year,	another	roster	of
Steam	Sales	to	look	forward	to.	While	2024	had	its	own	mix,	the	upcoming	2025	Steam	Sales	are	another	thing	to	be	excited	about.	With	tons	of	discounts	across	thousands	of	games,	there’s	something	for	everyone.	Excited,	but	don’t	know	when	it	begins?	Well,	it	already	has.	Keep	reading	as	we	dive	into	all	the	dates	and	tell	you	when	the	next	Steam
Sale	in	2025	is	here.	The	next	Steam	sale	is	the	Steam	Fishing	Fest.	This	cozy	fest	will	focus	on	games	that	fit	the	fishing	simulators	and	such	genres.	As	such,	expect	games	like	Cast	n	Chill	and	Nice	Day	for	Fishing	to	go	on	a	good	discount.	The	Steam	Fishing	Fest	is	confirmed	to	start	on	June	16,	2025,	and	end	on	June	23,	2025.	Furthermore,	we
have	added	a	handy	countdown	timer	to	help	you	track	your	days	to	prepare	for	the	Steam	Fishing	Fest.	Steam	Fishing	Fest	Starts	in	Steam’s	sales	calendar	mixes	focused	genre	events	with	larger	seasonal	sales	throughout	the	year.	Each	type	of	sale	has	its	own	advantages.	So,	while	Steam	seasonal	sales	offer	the	widest	selection	and	often	the
deepest	discounts,	genre	festivals	help	you	discover	new	games	in	specific	categories	you	enjoy.	That	said,	here	are	all	the	upcoming	Steam	Sales	in	2025:	Steam	Winter	Sale:	December	19,	2024	–	January	2,	2025	Real	Time	Strategy	Fest:	January	20	–	January	27,	2025	Idler	Fest:	February	3	–	February	10,	2025	Couch	Co-Op	Fest:	February	10	–
February	17,	2025	Steam	Next	Fest:	February	24	–	March	3,	2025	Visual	Novel	Fest:	March	3	–	March	10,	2025	Steam	Spring	Sale:	March	13	–	March	20,	2025	City	Builder	&	Colony	Sim	Fest:	March	24	–	March	31,	2025	Steam	Box-Pushing	Fest:	April	21	–	April	28,	2025	Wargames	Fest:	April	28	–	May	5,	2025	Creature	Collector	Fest:	May	12	–	May
19,	2025	Zombies	vs.	Vampires	Fest:	May	26	–	June	2,	2025	Steam	Next	Fest:	June	Edition:	June	9	–	June	16,	2025	(ONGOING)	Fishing	Fest:	June	16	–	June	23,	2025	Steam	Summer	Sale:	June	26	–	July	10,	2025	Automation	Fest:	July	14	–	July	21,	2025	Racing	Fest:	July	28	–	August	4,	2025	4X	Fest:	August	11	–	August	18,	2025	Third	Person	Shooter
(TPS)	Fest:	August	25	–	September	1,	2025	Political	Sim	Fest:	September	8	–	September	15,	2025	Steam	Autumn	Sale:	September	29	–	October	6,	2025	Steam	Next	Fest:	October	13	–	October	20,	2025	Steam	Scream	4:	October	27	–	November	3,	2025	Animal	Fest:	November	10	–	November	17,	2025	Sports	Fest:	December	8	–	December	15,	2025
Steam	Winter	Sale:	December	18,	2025	–	January	5,	2026	Now	you	know	exactly	what	to	wait	for	with	our	upcoming	Steam	Sales	guide.	Are	you	looking	forward	to	any	of	the	sales	above	besides	the	big	five?	Let	us	know	in	the	comments	below.	How	long	does	a	Steam	Sale	usually	last?	It	usually	lasts	a	week,	while	significant	ones,	like	a	Summer
sale,	last	two	weeks.	When	is	the	upcoming	Steam	Next	Fest?	Steam	Next	Fest	is	actually	coming	up	quite	soon.	The	next	edition	will	run	from	October	13	to	October	20,	2025.	Can	you	refund	a	game	purchased	on	Steam?	Yes.	Steam’s	refund	policy	is	always	in	place.	If	you	haven’t	played	the	game	for	over	two	hours,	and	it	isn’t	14	days	old,	you	can
refund	it.	We're	just	weeks	away	from	the	next	big	Steam	sale	of	2025,	which	means	discounts	and	attractively	priced	gaming	bundles	galore.	The	Summer	Sale	is	scheduled	to	kick	off	in	June,	but	it's	just	the	start	of	the	many	savings	sprinkled	throughout	the	year.	In	fact,	there	are	multiple	events	to	look	forward	to,	where	you'll	have	the	chance	to
jump	on	several	deals	and	finally	get	the	chance	to	pick	up	all	the	best	Steam	games	that	have	been	patiently	waiting	on	your	wishlists.You	may	even	get	some	unexpected	bangers	announced	before	the	next	sale,	with	Summer	Game	Fest	2025	showcases	kicking	off	just	before	all	the	price	cuts	hit.	However,	with	multiple	events	running	on	Valve's
platform	and	plenty	of	upcoming	PC	games	also	taking	up	some	of	our	attention,	keeping	track	of	Steam's	calendar	can	be	tricky.	So,	to	make	your	life	easier	and	ensure	you	don't	miss	out	on	any	juicy	savings,	we've	made	a	complete	list	of	all	the	dates	and	information	about	the	2025	Steam	sales.So,	whether	you're	worried	about	missing	out	on
discounts	for	2024	gems	like	Metaphor:	ReFantazio	or	Helldivers	2,	want	to	make	the	most	out	of	each	event	or	are	interested	in	finding	out	about	potential	rewards,	read	on	below	for	everything	that	you	need	to	know	about	the	upcoming	Steam	Sales	on	the	near	horizon.	You	may	like	When	is	the	next	Steam	sale?(Image	credit:	Valve)The	next	big
Steam	sale	is	the	Steam	Summer	Sale,	which	runs	from	June	26	to	July	10,	2025	That	means	that	you'll	have	around	fourteen	days	to	pick	up	any	discounts.	However,	if	that	seems	like	a	long	wait	until	you	can	crack	on	with	savings,	don't	worry,	we	have	a	scattering	of	small	events	that	will	arrive	ahead	of	the	Summer	sale	to	look	forward	to	as
well.These	events	include	the	likes	of	the	Creature	Collector	Fest,	the	Zombies	vs.	Vampires	Fest,	and	the	next	Steam	Next	Fest	(which	will	also	feature	a	ton	of	exciting	demos	for	all	the	best	games	of	2025	to	get	prepped	for).To	participate	in	the	sales,	you'll	also	need	to	have	a	Steam	account	(which	is	free	to	create).	So,	if	you	want	to	make	the
most	of	all	the	money-saving	deals,	be	sure	to	sign	up	for	Steam.Weekly	digests,	tales	from	the	communities	you	love,	and	more(Image	credit:	YouTube	via	Valve)Steam	has	sales	periodically	throughout	the	year.	So,	if	you	want	to	keep	track	of	all	the	upcoming	events,	you	can	read	our	list	below,	where	we've	collected	all	the	important	Steam	sale
dates	and	other	events	on	offer	on	Valve's	platform	throughout	2025.Creature	Collector	Fest:	May	12	–	May	19,	2025Zombies	vs.	Vampires	Fest:	May	26	–	June	2,	2025Steam	Next	Fest:	June	9	–	June	16,	2025Fishing	Fest:	June	16	–	June	23,	2025Steam	Summer	Sale:	June	26	–	July	10,	2025	Automation	Fest:	July	14	–	July	21,	2025Racing	Fest:	July	28	–
August	4,	20254X	Fest:	August	11	–	August	18,	2025Third	Person	Shooter	(TPS)	Fest:	August	25	–	September	1,	2025Political	Sim	Fest:	September	8	–	September	15,	2025Steam	Autumn	Sale:	September	29	–	October	6,	2025Steam	Next	Fest:	October	13	–	October	20,	2025Steam	Scream	4:	October	27	–	November	3,	2025Animal	Fest:	November	10	–
November	17,	2025Sports	Fest:	December	8	–	December	15,	2025Steam	Winter	Sale:	December	18	–	January	5,	2026	What	is	the	biggest	Steam	Sale	of	the	year?	(Image	credit:	Valve)The	biggest	Steam	sales	tend	to	be	the	Summer	sale	and	the	Winter	sale,	as	they	often	see	the	biggest	discounts.They	also	run	significantly	longer	than	the	other	Steam
sales	in	the	calendar,	which	typically	last	for	only	a	week.	Instead,	the	Summer	sale	lasts	for	around	14	days,	while	the	Winter	sale	runs	for	around	19	days.	This	means	more	discounts	to	be	claimed	and	more	games	on	offer	to	browse	through	for	deals.The	Summer	and	Winter	sales	are	the	periods	where	you'll	likely	find	the	big	discounts	for	recent
releases	that	came	out	early	in	the	year	or	during	the	end	of	2024.	So	it's	worth	keeping	track	of	your	wishlist	during	this	time	to	jump	on	any	price	reductions	for	those	massive	games	that	were	just	a	tad	too	expensive	for	you	at	the	time	of	their	launch.While	the	Summer	and	Winter	sales	are	the	biggest	on	Steam's	calendar	generally,	the	platform
has	some	great	discounts	throughout	the	year.	Along	with	all	of	its	scheduled	events,	there	are	often	publisher	sales	as	well.	For	example,	Ubisoft	recently	had	a	Steam	sale	where	several	of	the	Assassin's	Creed	games	and	more	were	discounted.It's	always	a	good	idea	to	keep	an	eye	on	Steam	for	opportunities	such	as	those	and	to	keep	your	wishlist
curated	so	that	you	get	notified	anytime	a	title	you	really	really	want	gets	a	discount.How	long	do	Steam	sales	last?(Image	credit:	Valve)Most	Steam	sales	and	events	last	for	around	seven	days.	However,	there	are	certain	events	that	run	for	longer	than	a	week,	such	as	the	Steam	Summer	sale	and	the	Steam	Winter	sale.That	may	seem	like	a	short	time
to	get	everything	you	need	or	want.	However,	a	big	thing	to	remember	is	that	you	can	always	wait	for	another	sale	if	you	run	out	of	time.	Steam	has	tons	of	discounts	running	throughout	the	year	that	hit	during	themed	"Fest"	events,	publisher	sales,	and	seasonal	Steam	sales	as	well.That	means	that	you'll	likely	see	discounts	return	periodically	and
will	still	be	able	to	make	the	most	of	various	discounts	throughout	the	year.	The	clock	is	on	your	side	when	it	comes	to	Steam	sales!If	you	are	waiting	for	a	certain	sale	to	take	place,	you	can	also	check	out	our	list	of	the	best	PC	games	to	play	in	the	meantime.Steam	sale	rewards(Image	credit:	Valve)Not	every	Steam	sale	has	rewards.	However,	the
majority	of	the	seasonal	ones	do	offer	some	kind	of	prize	for	participating	in	the	event—be	that	limited	stickers	that	unlock	once	a	day	to	claim	or	trading	cards.Trading	cards	are	typically	available	to	collect	during	the	Summer	and	Winter	sales.	Through	collecting	all	of	the	Steam	sale	trading	cards,	you'll	be	able	to	craft	a	badge,	which	you	can
display	on	your	profile	page.	In	the	past,	we've	seen	that	trading	cards	are	rewarded	for	every	purchase	over	$10	during	sales	that	offer	them.You'll	also	be	able	to	sell	and	buy	Steam	Sale	trading	cards	on	the	Steam	marketplace	during	and	for	30	days	after	the	event.	And,	of	course,	you	can	also	trade	cards	with	your	friends	if	you	have	any
duplicates	and	are	aiming	to	craft	badges	without	breaking	the	bank.	Crafting	a	Steam	sale	badge	will	also	give	you	additional	rewards,	such	as	an	emoticon	and	a	profile	background,	as	well	as	profile	XP.However,	as	I	mentioned	above,	not	every	Steam	sale	offers	trading	cards,	so	be	sure	to	double-check	the	details	of	the	sale	you	are	participating
in	so	that	you	don't	spend	any	extra	money	trying	to	unlock	cards	that	aren't	even	on	offer.Keep	your	wishlist	fresh	with	our	guides	on	all	the	new	games	of	2025	heading	our	way	and	the	most	exciting	upcoming	indie	games	on	the	horizon.	Multimedia	delivery	method	"Streaming"	and	"Streamed"	redirect	here.	For	other	uses,	see	Stream
(disambiguation)."Media	streaming"	redirects	here.	For	the	feature	in	Microsoft	Windows,	see	DLNA.This	article	is	about	streaming	media	in	general.	For	the	music	listening	format	specifically,	see	Music	streaming	service.	On	websites	such	as	YouTube,	videos	such	as	this	short	NASA	film	about	spacesuit	design	are	played	instantly	depending	on	the
user's	internet	connection,	and	the	video	is	partially	downloaded	in	the	background.	E-commerce	Digital	content	Ebook	Software	Streaming	media	Retail	goods	and	services	Advertising	Auctions	Banking	DVD-by-mail	Distribution	Food	ordering	Grocery	Marketplace	Pharmacy	Ride-hailing	Travel	Online	shopping	Classified	advertising	Comparison
shopping	Social	commerce	Trading	communities	Wallet	Mobile	commerce	Payment	Ticketing	Customer	service	Call	centre	Help	desk	Live	support	software	E-procurement	Purchase-to-pay	Super-appsvte	Streaming	media	refers	to	multimedia	delivered	through	a	network	for	playback	using	a	media	player.	Media	is	transferred	in	a	stream	of	packets
from	a	server	to	a	client	and	is	rendered	in	real-time;[1]	this	contrasts	with	file	downloading,	a	process	in	which	the	end-user	obtains	an	entire	media	file	before	consuming	the	content.	Streaming	is	more	commonly	used	for	video	on	demand,	streaming	television,	and	music	streaming	services	over	the	Internet.	While	streaming	is	most	commonly
associated	with	multimedia	from	a	remote	server	over	the	Internet,	it	also	includes	offline	multimedia	between	devices	on	a	local	area	network.	For	example,	using	DLNA[2]	and	a	home	server,	or	in	a	personal	area	network	between	two	devices	using	Bluetooth	(which	uses	radio	waves	rather	than	IP).[3]	Online	streaming	was	initially	popularized	by
RealNetworks	and	Microsoft	in	the	1990s[4]	and	has	since	grown	to	become	the	globally	most	popular	method	for	consuming	music	and	videos,[5]	with	numerous	competing	subscription	services	being	offered	since	the	2010s.[6]	Audio	streaming	to	wireless	speakers,	often	using	Bluetooth,	is	another	use	that	has	become	prevalent	during	that	decade.
[7]	Live	streaming	is	the	real-time	delivery	of	content	during	production,	much	as	live	television	broadcasts	content	via	television	channels.[8]	Distinguishing	delivery	methods	from	the	media	applies	specifically	to,	as	most	of	the	traditional	media	delivery	systems	are	either	inherently	streaming	(e.g.,	radio,	television)	or	inherently	non-streaming	(e.g.,
books,	videotapes,	audio	CDs).	The	term	"streaming	media"	can	apply	to	media	other	than	video	and	audio,	such	as	live	closed	captioning,	ticker	tape,	and	real-time	text,	which	are	all	considered	"streaming	text".	The	term	"streaming"	was	first	used	for	tape	drives	manufactured	by	Data	Electronics	Inc.	that	were	meant	to	slowly	ramp	up	and	run	for
the	entire	track;	slower	ramp	times	lowered	drive	costs.	"Streaming"	was	applied	in	the	early	1990s	as	a	better	description	for	video	on	demand	and	later	live	video	on	IP	networks.	It	was	first	done	by	Starlight	Networks	for	video	streaming	and	Real	Networks	for	audio	streaming.	Such	video	had	previously	been	referred	to	by	the	misnomer	"store	and
forward	video."[9]	Beginning	in	1881,	Théâtrophone	enabled	subscribers	to	listen	to	opera	and	theatre	performances	over	telephone	lines.	This	operated	until	1932.	The	concept	of	media	streaming	eventually	came	to	America.[10]	In	the	early	1920s,	George	Owen	Squier	was	granted	patents	for	a	system	for	the	transmission	and	distribution	of	signals
over	electrical	lines,[11]	which	was	the	technical	basis	for	what	later	became	Muzak,	a	technology	for	streaming	continuous	music	to	commercial	customers	without	the	use	of	radio.	The	Telephone	Music	Service,	a	live	jukebox	service,	began	in	1929	and	continued	until	1997.[12][13]	The	clientele	eventually	included	120	bars	and	restaurants	in	the
Pittsburgh	area.	A	tavern	customer	would	deposit	money	in	the	jukebox,	use	a	telephone	on	top	of	the	jukebox,	and	ask	the	operator	to	play	a	song.	The	operator	would	find	the	record	in	the	studio	library	of	more	than	100,000	records,	put	it	on	a	turntable,	and	the	music	would	be	piped	over	the	telephone	line	to	play	in	the	tavern.	The	music	media
began	as	78s,	33s	and	45s,	played	on	the	six	turntables	they	monitored.	CDs	and	tapes	were	incorporated	in	later	years.	The	business	had	a	succession	of	owners,	notably	Bill	Purse,	his	daughter	Helen	Reutzel,	and	finally	Dotti	White.	The	revenue	stream	for	each	quarter	was	split	between	60%	for	the	music	service	and	40%	for	the	tavern	owner.[14]
This	business	model	eventually	became	unsustainable	due	to	city	permits	and	the	cost	of	setting	up	these	telephone	lines.[13]	See	also:	Timeline	of	online	video	Attempts	to	display	media	on	computers	date	back	to	the	earliest	days	of	computing	in	the	mid-20th	century.	However,	little	progress	was	made	for	several	decades,	primarily	due	to	the	high
cost	and	limited	capabilities	of	computer	hardware.	From	the	late	1980s	through	the	1990s,	consumer-grade	personal	computers	became	powerful	enough	to	display	various	media.	The	primary	technical	issues	related	to	streaming	were	having	enough	CPU	and	bus	bandwidth	to	support	the	required	data	rates	and	achieving	the	real-time	computing
performance	required	to	prevent	buffer	underruns	and	enable	smooth	streaming	of	the	content.	However,	computer	networks	were	still	limited	in	the	mid-1990s,	and	audio	and	video	media	were	usually	delivered	over	non-streaming	channels,	such	as	playback	from	a	local	hard	disk	drive	or	CD-ROMs	on	the	end	user's	computer.	Terminology	in	the
1970s	was	at	best	confusing	for	applications	such	as	telemetered	aircraft	or	missile	test	data.	By	then	PCM	[Pulse	Code	Modulation]	was	the	dominant	transmission	type.	This	PCM	transmission	was	bit-serial	and	not	packetized	so	the	'streaming'	terminology	was	often	a	confusion	factor.	In	1969	Grumman	acquired	one	of	the	first	telemetry	ground
stations	[Automated	Telemetry	Station,	'ATS']	which	had	the	capability	for	reconstructing	serial	telemetered	data	which	had	been	recorded	on	digital	computer	peripheral	tapes.	Computer	peripheral	tapes	were	inherently	recorded	in	blocks.	Reconstruction	was	required	for	continuous	display	purposes	without	time-base	distortion.	The	Navy
implemented	similar	capability	in	DoD	for	the	first	time	in	1973.	These	implementations	are	the	only	known	examples	of	true	'streaming'	in	the	sense	of	reconstructing	distortion-free	serial	data	from	packetized	or	blocked	recordings.[15]	'Real-time'	terminology	has	also	been	confusing	in	streaming	context.	The	most	accepted	definition	of	'real-time'
requires	that	all	associated	processing	or	formatting	of	the	data	must	take	place	prior	to	availability	of	the	next	sample	of	each	measurement.	In	the	1970s	the	most	powerful	mainframe	computers	were	not	fast	enough	for	this	task	at	significant	overall	data	rates	in	the	range	of	50,000	samples	per	second.	For	that	reason	both	the	Grumman	ATS	and
the	Navy	Real-time	Telemetry	Processing	System	[RTPS]	employed	unique	special	purpose	digital	computers	dedicated	to	real-time	processing	of	raw	data	samples.	In	1990,	the	first	commercial	Ethernet	switch	was	introduced	by	Kalpana,	which	enabled	the	more	powerful	computer	networks	that	led	to	the	first	streaming	video	solutions	used	by
schools	and	corporations.	Practical	streaming	media	was	only	made	possible	with	advances	in	data	compression	due	to	the	impractically	high	bandwidth	requirements	of	uncompressed	media.	Raw	digital	audio	encoded	with	pulse-code	modulation	(PCM)	requires	a	bandwidth	of	1.4	Mbit/s	for	uncompressed	CD	audio,	while	raw	digital	video	requires	a
bandwidth	of	168	Mbit/s	for	SD	video	and	over	1000	Mbit/s	for	FHD	video.[16]	See	also:	Original	net	animation	During	the	late	1990s	and	early	2000s,	users	had	increased	access	to	computer	networks,	especially	the	Internet.	During	the	early	2000s,	users	had	access	to	increased	network	bandwidth,	especially	in	the	last	mile.	These	technological
improvements	facilitated	the	streaming	of	audio	and	video	content	to	computer	users	in	their	homes	and	workplaces.	There	was	also	an	increasing	use	of	standard	protocols	and	formats,	such	as	TCP/IP,	HTTP,	and	HTML,	as	the	Internet	became	increasingly	commercialized,	which	led	to	an	infusion	of	investment	into	the	sector.	The	band	Severe	Tire
Damage	was	the	first	group	to	perform	live	on	the	Internet.	On	24	June	1993,	the	band	was	playing	a	gig	at	Xerox	PARC,	while	elsewhere	in	the	building,	scientists	were	discussing	new	technology	(the	Mbone)	for	broadcasting	on	the	Internet	using	multicasting.	As	proof	of	PARC's	technology,	the	band's	performance	was	broadcast	and	could	be	seen
live	in	Australia	and	elsewhere.	In	a	March	2017	interview,	band	member	Russ	Haines	stated	that	the	band	had	used	approximately	"half	of	the	total	bandwidth	of	the	internet"	to	stream	the	performance,	which	was	a	152 × 76	pixel	video,	updated	eight	to	twelve	times	per	second,	with	audio	quality	that	was,	"at	best,	a	bad	telephone	connection."[17]
In	October	1994,	a	school	music	festival	was	webcast	from	the	Michael	Fowler	Centre	in	Wellington,	New	Zealand.	The	technician	who	arranged	the	webcast,	local	council	employee	Richard	Naylor,	later	commented:	"We	had	16	viewers	in	12	countries."[18]	RealNetworks	pioneered	the	broadcast	of	a	baseball	game	between	the	New	York	Yankees
and	the	Seattle	Mariners	over	the	Internet	in	1995.[19]	The	first	symphonic	concert	on	the	Internet—a	collaboration	between	the	Seattle	Symphony	and	guest	musicians	Slash,	Matt	Cameron,	and	Barrett	Martin—took	place	at	the	Paramount	Theater	in	Seattle,	Washington,	on	10	November	1995.[20]	In	1996,	Marc	Scarpa	produced	the	first	large-
scale,	online,	live	broadcast,	the	Adam	Yauch–led	Tibetan	Freedom	Concert,	an	event	that	would	define	the	format	of	social	change	broadcasts.	Scarpa	continued	to	pioneer	in	the	streaming	media	world	with	projects	such	as	Woodstock	'99,	Townhall	with	President	Clinton,	and	more	recently	Covered	CA's	campaign	"Tell	a	Friend	Get	Covered",	which
was	livestreamed	on	YouTube.	Xing	Technology	was	founded	in	1989	and	developed	a	JPEG	streaming	product	called	"StreamWorks".	Another	streaming	product	appeared	in	late	1992	and	was	named	StarWorks.[21]	StarWorks	enabled	on-demand	MPEG-1	full-motion	videos	to	be	randomly	accessed	on	corporate	Ethernet	networks.	Starworks	was
from	Starlight	Networks,	which	also	pioneered	live	video	streaming	on	Ethernet	and	via	Internet	Protocol	over	satellites	with	Hughes	Network	Systems.[22]	Other	early	companies	that	created	streaming	media	technology	include	Progressive	Networks	and	Protocomm	prior	to	widespread	World	Wide	Web	usage.	After	the	Netscape	IPO	in	1995	(and
the	release	of	Windows	95	with	built-in	TCP/IP	support),	usage	of	the	Internet	expanded,	and	many	companies	"went	public",	including	Progressive	Networks	(which	was	renamed	"RealNetworks",	and	listed	on	Nasdaq	as	"RNWK").	As	the	web	became	even	more	popular	in	the	late	90s,	streaming	video	on	the	internet	blossomed	from	startups	such	as
Vivo	Software	(later	acquired	by	RealNetworks),	VDOnet	(acquired	by	RealNetworks),	Precept	(acquired	by	Cisco),	and	Xing	(acquired	by	RealNetworks).[23]	Microsoft	developed	a	media	player	known	as	ActiveMovie	in	1995	that	supported	streaming	media	and	included	a	proprietary	streaming	format,	which	was	the	precursor	to	the	streaming
feature	later	in	Windows	Media	Player	6.4	in	1999.	In	June	1999,	Apple	also	introduced	a	streaming	media	format	in	its	QuickTime	4	application.	It	was	later	also	widely	adopted	on	websites,	along	with	RealPlayer	and	Windows	Media	streaming	formats.	The	competing	formats	on	websites	required	each	user	to	download	the	respective	applications
for	streaming,	which	resulted	in	many	users	having	to	have	all	three	applications	on	their	computer	for	general	compatibility.	In	2000,	Industryview.com	launched	its	"world's	largest	streaming	video	archive"	website	to	help	businesses	promote	themselves.[24]	Webcasting	became	an	emerging	tool	for	business	marketing	and	advertising	that
combined	the	immersive	nature	of	television	with	the	interactivity	of	the	Web.	The	ability	to	collect	data	and	feedback	from	potential	customers	caused	this	technology	to	gain	momentum	quickly.[25]	Around	2002,	the	interest	in	a	single,	unified,	streaming	format	and	the	widespread	adoption	of	Adobe	Flash	prompted	the	development	of	a	video
streaming	format	through	Flash,	which	was	the	format	used	in	Flash-based	players	on	video	hosting	sites.	The	first	popular	video	streaming	site,	YouTube,	was	founded	by	Steve	Chen,	Chad	Hurley,	and	Jawed	Karim	in	2005.	It	initially	used	a	Flash-based	player,	which	played	MPEG-4	AVC	video	and	AAC	audio,	but	now	defaults	to	HTML	video.[26]
Increasing	consumer	demand	for	live	streaming	prompted	YouTube	to	implement	a	new	live	streaming	service	for	users.[27]	The	company	currently	also	offers	a	(secure)	link	that	returns	the	available	connection	speed	of	the	user.[28]	The	Recording	Industry	Association	of	America	(RIAA)	revealed	through	its	2015,	earnings	report	that	streaming
services	were	responsible	for	34.3	percent	of	the	year's	total	music	industry's	revenue,	growing	29	percent	from	the	previous	year	and	becoming	the	largest	source	of	income,	pulling	in	around	$2.4	billion.[29][30]	US	streaming	revenue	grew	57	percent	to	$1.6	billion	in	the	first	half	of	2016	and	accounted	for	almost	half	of	industry	sales.[31]	See
also:	List	of	streaming	media	services	"Streaming	wars"	redirects	here.	For	the	South	Park	film,	see	South	Park	The	Streaming	Wars.For	competition	between	music	streaming	platforms,	see	§	Music	streaming	platforms.History	of	television	in	the	United	States	Eras	Prewar	and	wartime	broadcasting	(1928–1947)	First	Golden	Age	(1947–1960)
Network	era	(1950s–1980s)	Multi-channel	transition	(1980s–1990s)	Peak	TV	and	the	post-network	era	(1999–c. 2023)	Streaming	wars	(2019–2022)	Histories	Sports	broadcasting	Public	broadcasting	Children's	television	TV	animation	(Network	era	·	Modern	era)	History	by	decade	The	term	streaming	wars	was	coined	to	describe	the	new	era	(starting
in	the	late	2010s)	of	competition	between	video	streaming	services	such	as	Netflix,	Amazon	Prime	Video,	Hulu,	Max,	Disney+,	Paramount+,	Apple	TV+,	Peacock,	and	many	more.[6][32]	The	competition	between	increasingly	popular	online	platforms,	such	as	Netflix	and	Amazon,	and	legacy	broadcasters	and	studios	moving	online,	like	Disney	and
NBC,	has	driven	each	service	to	find	ways	to	differentiate	from	one	another.	A	key	differentiator	has	been	offering	exclusive	content,	often	self-produced	and	created	for	a	specific	market	segment.	When	Netflix	first	launched	in	2007,	it	became	one	of	the	more	dominant	streaming	platforms	even	though	it	initially	offered	no	original	content.	It	would
be	nearly	a	half-dozen	years	before	Netflix	began	offering	its	own	shows,	such	as	House	of	Cards,	Orange	Is	the	New	Black,	and	Hemlock	Grove.	The	legacy	services	also	began	producing	original	digital-only	content,	but	they	also	began	restricting	their	back	catalog	of	shows	and	movies	to	their	platforms,	one	of	the	most	notable	examples	being
Disney+.	Disney	took	advantage	of	owning	popular	movies	and	shows	like	Frozen,	Snow	White,	and	the	Star	Wars	and	Marvel	franchises,	which	could	draw	in	more	subscribers	and	make	it	a	more	serious	competitor	to	Netflix	and	Amazon.[33]	Research	suggests	that	this	approach	to	streaming	competition	can	be	disadvantageous	for	consumers	by
increasing	spending	across	platforms,	and	for	the	industry	as	a	whole	by	dilution	of	subscriber	base.	Once	specific	content	is	made	available	on	a	streaming	service,	piracy	searches	for	the	same	content	decrease;	competition	or	legal	availability	across	multiple	platforms	appears	to	deter	online	piracy.	Exclusive	content	produced	for	subscription
services	such	as	Netflix	tends	to	have	a	higher	production	budget	than	content	produced	exclusively	for	pay-per-view	services,	such	as	Amazon	Prime	Video.[34]	This	competition	increased	during	the	first	two	years	of	the	COVID-19	pandemic	as	more	people	stayed	home	and	watched	TV.	"The	COVID-19	pandemic	has	led	to	a	seismic	shift	in	the	film
&	TV	industry	in	terms	of	how	films	are	made,	distributed,	and	screened.	Many	industries	have	been	hit	by	the	economic	effects	of	the	pandemic"	(Totaro	Donato).[9]	In	August	2022,	a	CNN	headline	declared	that	"The	streaming	wars	are	over"	as	pandemic-era	restrictions	had	largely	ended	and	audience	growth	had	stalled.	This	led	services	to	focus
on	profit	over	market	share	by	cutting	production	budgets,	cracking	down	on	password	sharing,	and	introducing	ad-supported	tiers.[35]	A	December	2022	article	in	The	Verge	echoed	this,	declaring	an	end	to	the	"golden	age	of	the	streaming	wars".[36]	In	September	2023,	several	streaming	services	formed	a	trade	association	named	the	Streaming
Innovation	Alliance	(SIA),	spearheaded	by	Charles	Rivkin	of	the	Motion	Picture	Association	(MPA).	Former	U.S.	representative	Fred	Upton	and	former	Federal	Communications	Commission	(FCC)	acting	chair	Mignon	Clyburn	serve	as	senior	advisors.	Founding	members	include	AfroLandTV,	America	Nu	Network,	BET+,	The	Africa	Channel,
Discovery+,	FedNet,	For	Us	By	Us	Network,	In	the	Black	Network,	Max,	Motion	Picture	Association,	MotorTrend+,	Netflix,	Paramount+,	Peacock,	Pluto	TV,	Radiant,	SkinsPlex,	Telemundo,	TelevisaUnivision,	TVEI,	Vault	TV,	Vix,	and	The	Walt	Disney	Company.	Notably	absent	were	Apple,	Amazon,	Roku,	and	Tubi.[37][38]	A	camera	live	streaming	at	a
zoo	by	Niconico	Advances	in	computer	networking,	combined	with	powerful	home	computers	and	operating	systems,	have	made	streaming	media	affordable	and	easy	for	the	public.	Stand-alone	Internet	radio	devices	emerged	to	offer	listeners	a	non-technical	option	for	listening	to	audio	streams.	These	audio-streaming	services	became	increasingly
popular;	music	streaming	reached	4	trillion	streams	globally	in	2023—a	significant	increase	from	2022—jumping	34%	over	the	year.[39]	A	car	audio	receiver	playing	music	being	streamed	via	Bluetooth	from	a	smartphone	In	general,	multimedia	content	is	data-intensive,	so	media	storage	and	transmission	costs	are	still	significant.	Media	is	generally
compressed	for	transport	and	storage.	Increasing	consumer	demand	for	streaming	high-definition	(HD)	content	has	led	the	industry	to	develop	technologies	such	as	WirelessHD	and	G.hn,	which	are	optimized	for	streaming	HD	content.	Many	developers	have	introduced	HD	streaming	apps	that	work	on	smaller	devices,	such	as	tablets	and
smartphones,	for	everyday	purposes.	"Streaming	creates	the	illusion—greatly	magnified	by	headphone	use,	which	is	another	matter—that	music	is	a	utility	you	can	turn	on	and	off;	the	water	metaphor	is	intrinsic	to	how	it	works.	It	dematerializes	music,	denies	it	a	crucial	measure	of	autonomy,	reality,	and	power.	It	makes	music	seem	disposable,
impermanent.	Hence	it	intensifies	the	ebb	and	flow	of	pop	fashion,	the	way	musical	'memes'	rise	up	for	a	week	or	a	month	and	are	then	forgotten.	And	it	renders	our	experience	of	individual	artists/groups	shallower."	—Robert	Christgau,	2018[40]	A	media	stream	can	be	streamed	either	live	or	on	demand.	Live	streams	are	generally	provided	by	a
method	called	true	streaming.	True	streaming	sends	the	information	straight	to	the	computer	or	device	without	saving	it	to	a	local	file.	On-demand	streaming	is	provided	by	a	method	called	progressive	download.	Progressive	download	saves	the	received	information	to	a	local	file	and	then	plays	it	from	that	location.	On-demand	streams	are	often	saved
to	files	for	extended	period	of	time,	while	live	streams	are	only	available	at	one	time	only	(e.g.,	during	a	football	game).[41]	Streaming	media	is	increasingly	being	coupled	with	the	use	of	social	media.	For	example,	sites	such	as	YouTube	encourage	social	interaction	in	webcasts	through	features	such	as	live	chat,	online	surveys,	user	posting	of
comments	online,	and	more.	Furthermore,	streaming	media	is	increasingly	being	used	for	social	business	and	e-learning.[42]	The	Horowitz	Research	State	of	Pay	TV,	OTT,	and	SVOD	2017	report	said	that	70	percent	of	those	viewing	content	did	so	through	a	streaming	service	and	that	40	percent	of	TV	viewing	was	done	this	way,	twice	the	number
from	five	years	earlier.	Millennials,	the	report	said,	streamed	60	percent	of	the	content.[43]	One	of	the	movie	streaming	industry's	largest	impacts	was	on	the	DVD	industry,	which	drastically	dropped	in	popularity	and	profitability	with	the	mass	popularization	of	online	content.[44]	The	rise	of	media	streaming	caused	the	downfall	of	many	DVD	rental
companies,	such	as	Blockbuster.	In	July	2015,	The	New	York	Times	published	an	article	about	Netflix's	DVD	services.	It	stated	that	Netflix	was	continuing	their	DVD	services	with	5.3	million	subscribers,	which	was	a	significant	drop	from	the	previous	year.	On	the	other	hand,	their	streaming	service	had	65	million	members.[45]	The	shift	to	streaming
platforms	also	led	to	the	decline	of	DVD	rental	services.	In	July	2024,	NBC	News	reported	that	RedBox,	a	DVD	rental	service	that	had	operated	for	22	years,	would	shut	down	due	to	the	rapid	incline	of	streaming	platforms.	As	the	rental	services	has	been	rapidly	declining	since	2010,	the	business	had	to	file	for	bankruptcy,	with	99%	of	households	now
subscribing	to	streaming	services.	Further	reflecting	the	shift	away	from	physical	media,	BestBuy	has	ceased	selling	DVDs.[46]	Music	streaming	is	one	of	the	most	popular	ways	in	which	consumers	interact	with	streaming	media.	In	the	age	of	digitization,	the	private	consumption	of	music	has	transformed	into	a	public	good,	largely	due	to	one	player
in	the	market:	Napster.	Napster,	a	peer-to-peer	(P2P)	file-sharing	network	where	users	could	upload	and	download	MP3	files	freely,	broke	all	music	industry	conventions	when	it	launched	in	early	1999	in	Hull,	Massachusetts.	The	platform	was	developed	by	Shawn	and	John	Fanning	as	well	as	Sean	Parker.[47]	In	an	interview	from	2009,	Shawn
Fanning	explained	that	Napster	"was	something	that	came	to	me	as	a	result	of	seeing	a	sort	of	unmet	need	and	the	passion	people	had	for	being	able	to	find	all	this	music,	particularly	a	lot	of	the	obscure	stuff,	which	wouldn't	be	something	you	go	to	a	record	store	and	purchase,	so	it	felt	like	a	problem	worth	solving."[48]	Not	only	did	this	development
disrupt	the	music	industry	by	making	songs	that	previously	required	payment	to	be	freely	accessible	to	any	Napster	user,	but	it	also	demonstrated	the	power	of	P2P	networks	in	turning	any	digital	file	into	a	public,	shareable	good.	For	the	brief	period	of	time	that	Napster	existed,	mp3	files	fundamentally	changed	as	a	type	of	good.	Songs	were	no
longer	financially	excludable,	barring	access	to	a	computer	with	internet	access,	and	they	were	not	rivals,	meaning	if	one	person	downloaded	a	song,	it	did	not	diminish	another	user	from	doing	the	same.	Napster,	like	most	other	providers	of	public	goods,	faced	the	free-rider	problem.	Every	user	benefits	when	an	individual	uploads	an	mp3	file,	but
there	is	no	requirement	or	mechanism	that	forces	all	users	to	share	their	music.	Generally,	the	platform	encouraged	sharing;	users	who	downloaded	files	from	others	often	had	their	own	files	available	for	upload	as	well.	However,	not	everyone	chose	to	share	their	files.	There	was	no	a	built-in	incentive	specifically	discouraging	users	from	sharing	their
own	files.[49]	This	structure	revolutionized	the	consumer's	perception	of	ownership	over	digital	goods;	it	made	music	freely	replicable.	Napster	quickly	garnered	millions	of	users,	growing	faster	than	any	other	business	in	history.	At	the	peak	of	its	existence,	Napster	boasted	about	80	million	users	globally.	The	site	gained	so	much	traffic	that	many
college	campuses	had	to	block	access	to	Napster	because	it	created	network	congestion	from	so	many	students	sharing	music	files.[50]	The	advent	of	Napster	sparked	the	creation	of	numerous	other	P2P	sites,	including	LimeWire	(2000),	BitTorrent	(2001),	and	the	Pirate	Bay	(2003).	The	reign	of	P2P	networks	was	short-lived.	The	first	to	fall	was
Napster	in	2001.	Numerous	lawsuits	were	filed	against	Napster	by	various	record	labels,	all	of	which	were	subsidiaries	of	Universal	Music	Group,	Sony	Music	Entertainment,	Warner	Music	Group,	or	EMI.	In	addition	to	this,	the	Recording	Industry	Association	of	America	(RIAA)	also	filed	a	lawsuit	against	Napster	on	the	grounds	of	unauthorized
distribution	of	copyrighted	material,	which	ultimately	led	Napster	to	shut	down	in	2001.[50]	In	an	interview	with	the	New	York	Times,	Gary	Stiffelman,	who	represents	Eminem,	Aerosmith,	and	TLC,	explained,	"I'm	not	an	opponent	of	artists'	music	being	included	in	these	services,	I'm	just	an	opponent	of	their	revenue	not	being	shared."[51]	The
lawsuit	A&M	Records,	Inc.	v.	Napster,	Inc.	fundamentally	changed	the	way	consumers	interact	with	music	streaming.	It	was	argued	on	2	October	2000,	and	was	decided	on	12	February	2001.	The	Court	of	Appeals	for	the	Ninth	Circuit	ruled	that	a	P2P	file-sharing	service	could	be	held	liable	for	contributory	and	vicarious	infringement	of	copyright,
serving	as	a	landmark	decision	for	Intellectual	property	law.[52]	The	first	issue	that	the	Court	addressed	was	fair	use,	which	says	that	otherwise	infringing	activities	are	permissible	so	long	as	they	are	for	purposes	"such	as	criticism,	comment,	news	reporting,	teaching	[...]	scholarship,	or	research."[53]	Judge	Beezer,	the	judge	for	this	case,	noted	that
Napster	claimed	that	its	services	fit	"three	specific	alleged	fair	uses:	sampling,	where	users	make	temporary	copies	of	a	work	before	purchasing;	space-shifting,	where	users	access	a	sound	recording	through	the	Napster	system	that	they	already	own	in	audio	CD	format;	and	permissive	distribution	of	recordings	by	both	new	and	established	artists."
[53]	Judge	Beezer	found	that	Napster	did	not	fit	these	criteria,	instead	enabling	their	users	to	repeatedly	copy	music,	which	would	affect	the	market	value	of	the	copyrighted	good.	The	second	claim	by	the	plaintiffs	was	that	Napster	was	actively	contributing	to	copyright	infringement	since	it	had	knowledge	of	widespread	file	sharing	on	its	platform.
Since	Napster	took	no	action	to	reduce	infringement	and	financially	benefited	from	repeated	use,	the	court	ruled	against	the	P2P	site.	The	court	found	that	"as	much	as	eighty-seven	percent	of	the	files	available	on	Napster	may	be	copyrighted	and	more	than	seventy	percent	may	be	owned	or	administered	by	plaintiffs."[53]	The	injunction	ordered
against	Napster	ended	the	brief	period	in	which	music	streaming	was	a	public	good	–	non-rival	and	non-excludable	in	nature.	Other	P2P	networks	had	some	success	at	sharing	MP3s,	though	they	all	met	a	similar	fate	in	court.	The	ruling	set	the	precedent	that	copyrighted	digital	content	cannot	be	freely	replicated	and	shared	unless	given	consent	by
the	owner,	thereby	strengthening	the	property	rights	of	artists	and	record	labels	alike.[52]	Main	article:	Music	streaming	service	As	music	streaming	platforms	have	become	more	prevalent	in	the	US,	music	piracy	rates	have	fallen.	Piracy	rates	are	calculated	as	a	function	of	US	total	population.[54]	Although	music	streaming	is	no	longer	a	freely
replicable	public	good,	streaming	platforms	such	as	Spotify,	Deezer,	Apple	Music,	SoundCloud,	YouTube	Music,	and	Amazon	Music	have	shifted	music	streaming	to	a	club-type	good.	While	some	platforms,	most	notably	Spotify,	give	customers	access	to	a	freemium	service	that	enables	the	use	of	limited	features	for	exposure	to	advertisements,	most
companies	operate	under	a	premium	subscription	model.[55]	Under	such	circumstances,	music	streaming	is	financially	excludable,	requiring	that	customers	pay	a	monthly	fee	for	access	to	a	music	library,	but	non-rival,	since	one	customer's	use	does	not	impair	another's.	An	article	written	by	the	New	York	Times	in	2021	states	that	"streaming	saved
music."	This	is	because	it	provided	monthly	revenue.	Especially	Spotify	offers	its	free	platform,	but	you	can	pay	for	their	premium	to	get	music	ad-free.[56]	This	allows	access	for	people	to	stream	music	anywhere	from	their	devices	not	having	to	rely	on	CDs	anymore.	There	is	competition	between	services	similar	but	lesser	to	the	streaming	wars	for
video	media.	As	of	2019[update],	Spotify	has	over	207	million	users	in	78	countries,[57]	As	of	2018[update],	Apple	Music	has	about	60	million,	and	SoundCloud	has	175	million.[58]	All	platforms	provide	varying	degrees	of	accessibility.	Apple	Music	and	Prime	Music	only	offer	their	services	for	paid	subscribers,	whereas	Spotify	and	SoundCloud	offer
freemium	and	premium	services.	Napster,	owned	by	Rhapsody	since	2011,	has	resurfaced	as	a	music	streaming	platform	offering	subscription-based	services	to	over	4.5	million	users	as	of	January	2017[update].[59]	In	the	evolving	music	streaming	landscape,	competition	among	platforms	is	shaped	by	various	factors,	including	royalty	rates,	exclusive
content,	and	market	expansion	strategies.	A	notable	development	occurred	in	January	2025,	when	Universal	Music	Group	(UMG)	and	Spotify	announced	a	new	multi-year	agreement.	This	partnership	aims	to	enhance	opportunities	for	artists	and	consumers	through	innovative	subscription	tiers	and	an	enriched	audio-visual	catalog.[60]	The	music
industry's	response	to	music	streaming	was	initially	negative.	Along	with	music	piracy,	streaming	services	disrupted	the	market	and	contributed	to	the	fall	in	US	revenue	from	$14.6	billion	in	1999	to	$6.3	billion	in	2009.	CDs	and	single-track	downloads	were	not	selling	because	content	was	freely	available	on	the	Internet.	By	2018,	however,	music
streaming	revenue	exceeded	that	of	traditional	revenue	streams	(e.g.	record	sales,	album	sales,	downloads).[61]	Streaming	revenue	is	now	one	of	the	largest	driving	forces	behind	the	growth	in	the	music	industry.	By	August	2020,	the	COVID-19	pandemic	had	streaming	services	busier	than	ever.	The	pandemic	contributed	to	a	surge	in	subscriptions,
in	the	UK	alone,	12	million	people	joined	a	new	streaming	service	that	they	had	not	previously	had.[62]	Global	subscriptions	skyrocketed	passing	1	billion.[63]	Within	the	first	3	months,	back	in	2020,	nearly	15.7	million	people	signed	up	for	Netflix.[64]	With	people	stuck	at	home	and	facing	lock-downs	Netflix	and	other	streaming	services	provided	a
much	needed	distraction.	An	impact	analysis	of	2020	data	by	the	International	Confederation	of	Societies	of	Authors	and	Composers	(CISAC)	indicated	that	remuneration	from	digital	streaming	of	music	increased	with	a	strong	rise	in	digital	royalty	collection	(up	16.6%	to	EUR	2.4	billion),	but	it	would	not	compensate	the	overall	loss	of	income	of
authors	from	concerts,	public	performance	and	broadcast.[65]		The	International	Federation	of	the	Phonographic	Industry	(IFPI)	recompiled	the	music	industry	initiatives	around	the	world	related	to	the	COVID-19.	In	its	State	of	the	Industry	report,	it	recorded	that	the	global	recorded	music	market	grew	by	7.4%	in	2022,	the	6th	consecutive	year	of
growth.	This	growth	was	driven	by	streaming,	mostly	from	paid	subscription	streaming	revenues	which	increased	by	18.5%,	fueled	by	443	million	users	of	subscription	accounts	by	the	end	of	2020.[66]	The	COVID-19	pandemic	has	also	driven	an	increase	in	misinformation	and	disinformation,	particularly	on	streaming	platforms	like	YouTube	and
podcasts.[67]	A	TV	set	streaming	an	audio	file	from	a	local	home	server	Streaming	also	refers	to	the	offline	streaming	of	multimedia	at	home.	This	is	made	possible	by	technologies	such	as	DLNA,	which	allow	devices	on	the	same	local	network	to	connect	to	each	other	and	share	media.[68][69]	Such	capabilities	are	heightened	using	network-attached
storage	(NAS)	devices	at	home,	or	using	specialized	software	like	Plex	Media	Server,	Jellyfin	or	TwonkyMedia.[70]	A	broadband	speed	of	2	Mbit/s	or	more	is	recommended	for	streaming	standard-definition	video,[71]	for	example	to	a	Roku,	Apple	TV,	Google	TV	or	a	Sony	TV	Blu-ray	Disc	Player.	5	Mbit/s	is	recommended	for	high-definition	content	and
25	Mbit/s	for	ultra-high-definition	content.[72]	Streaming	media	storage	size	is	calculated	from	the	streaming	bandwidth	and	length	of	the	media	using	the	following	formula	(for	a	single	user	and	file):	storage	size	in	megabytes	is	equal	to	length	(in	seconds)	×	bit	rate	(in	bit/s)	/	(8	×	1024	×	1024).	For	example,	one	hour	of	digital	video	encoded	at
300	kbit/s	(this	was	a	typical	broadband	video	in	2005	and	it	was	usually	encoded	in	320 × 240	resolution)	will	be:	(3,600	s	×	300,000	bit/s)	/	(8	×	1024	×	1024)	requires	around	128	MB	of	storage.	If	the	file	is	stored	on	a	server	for	on-demand	streaming	and	this	stream	is	viewed	by	1,000	people	at	the	same	time	using	a	Unicast	protocol,	the
requirement	is	300	kbit/s	×	1,000	=	300,000	kbit/s	=	300	Mbit/s	of	bandwidth.	This	is	equivalent	to	around	135	GB	per	hour.	Using	a	multicast	protocol	the	server	sends	out	only	a	single	stream	that	is	common	to	all	users.	Therefore,	such	a	stream	would	only	use	300	kbit/s	of	server	bandwidth.	In	2018	video	was	more	than	60%	of	data	traffic
worldwide	and	accounted	for	80%	of	growth	in	data	usage.[73][74]	Unicast	connections	require	multiple	connections	from	the	same	streaming	server	even	when	it	streams	the	same	content.	Video	and	audio	streams	are	compressed	to	make	the	file	size	smaller.	Audio	coding	formats	include	MP3,	Vorbis,	AAC	and	Opus.	Video	coding	formats	include
H.264,	HEVC,	VP8	and	VP9.	Encoded	audio	and	video	streams	are	assembled	in	a	container	bitstream	such	as	MP4,	FLV,	WebM,	ASF	or	ISMA.	The	bitstream	is	delivered	from	a	streaming	server	to	a	streaming	client	(e.g.,	the	computer	user	with	their	Internet-connected	laptop)	using	a	transport	protocol,	such	as	Adobe's	RTMP	or	RTP.	In	the	2010s,
technologies	such	as	Apple's	HLS,	Microsoft's	Smooth	Streaming,	Adobe's	HDS	and	non-proprietary	formats	such	as	MPEG-DASH	emerged	to	enable	adaptive	bitrate	streaming	over	HTTP	as	an	alternative	to	using	proprietary	transport	protocols.	Often,	a	streaming	transport	protocol	is	used	to	send	video	from	an	event	venue	to	a	cloud	transcoding
service	and	content	delivery	network,	which	then	uses	HTTP-based	transport	protocols	to	distribute	the	video	to	individual	homes	and	users.[75]	The	streaming	client	(the	end	user)	may	interact	with	the	streaming	server	using	a	control	protocol,	such	as	MMS	or	RTSP.	The	quality	of	the	interaction	between	servers	and	users	is	based	on	the	workload
of	the	streaming	service;	as	more	users	attempt	to	access	a	service	the	quality	may	be	affected	by	resource	constraints	in	the	service.[76]	Deploying	clusters	of	streaming	servers	is	one	such	method	where	there	are	regional	servers	spread	across	the	network,	managed	by	a	singular,	central	server	containing	copies	of	all	the	media	files	as	well	as	the
IP	addresses	of	the	regional	servers.	This	central	server	then	uses	load	balancing	and	scheduling	algorithms	to	redirect	users	to	nearby	regional	servers	capable	of	accommodating	them.	This	approach	also	allows	the	central	server	to	provide	streaming	data	to	both	users	as	well	as	regional	servers	using	FFmpeg	libraries	if	required,	thus	demanding
the	central	server	to	have	powerful	data	processing	and	immense	storage	capabilities.	In	return,	workloads	on	the	streaming	backbone	network	are	balanced	and	alleviated,	allowing	for	optimal	streaming	quality.[77][needs	update]	Designing	a	network	protocol	to	support	streaming	media	raises	many	problems.	Datagram	protocols,	such	as	the	User
Datagram	Protocol	(UDP),	send	the	media	stream	as	a	series	of	small	packets.	This	is	simple	and	efficient;	however,	there	is	no	mechanism	within	the	protocol	to	guarantee	delivery.	It	is	up	to	the	receiving	application	to	detect	loss	or	corruption	and	recover	data	using	error	correction	techniques.	If	data	is	lost,	the	stream	may	suffer	a	dropout.	The
Real-Time	Streaming	Protocol	(RTSP),	Real-time	Transport	Protocol	(RTP)	and	the	Real-time	Transport	Control	Protocol	(RTCP)	were	specifically	designed	to	stream	media	over	networks.	RTSP	runs	over	a	variety	of	transport	protocols,[78]	while	the	latter	two	are	built	on	top	of	UDP.	HTTP	adaptive	bitrate	streaming	is	based	on	HTTP	progressive
download,	but	contrary	to	the	previous	approach,	here	the	files	are	very	small,	so	that	they	can	be	compared	to	the	streaming	of	packets,	much	like	the	case	of	using	RTSP	and	RTP.[79]	Reliable	protocols,	such	as	the	Transmission	Control	Protocol	(TCP),	guarantee	correct	delivery	of	each	bit	in	the	media	stream.	It	means,	however,	that	when	there	is
data	loss	on	the	network,	the	media	stream	stalls	while	the	protocol	handlers	detect	the	loss	and	retransmit	the	missing	data.	Clients	can	minimize	this	effect	by	buffering	data	for	display.	While	delay	due	to	buffering	is	acceptable	in	video-on-demand	scenarios,	users	of	interactive	applications	such	as	video	conferencing	will	experience	a	loss	of
fidelity	if	the	delay	caused	by	buffering	exceeds	200	ms.[80]	Multicasting	broadcasts	the	same	copy	of	the	multimedia	over	the	entire	network	to	a	group	of	clients.	Unicast	protocols	send	a	separate	copy	of	the	media	stream	from	the	server	to	each	recipient.	Unicast	is	the	norm	for	most	Internet	connections	but	does	not	scale	well	when	many	users
want	to	view	the	same	television	program	concurrently.	Multicast	protocols	were	developed	to	reduce	server	and	network	loads	resulting	from	duplicate	data	streams	that	occur	when	many	recipients	receive	unicast	content	streams	independently.	These	protocols	send	a	single	stream	from	the	source	to	a	group	of	recipients.	Depending	on	the
network	infrastructure	and	type,	multicast	transmission	may	or	may	not	be	feasible.	One	potential	disadvantage	of	multicasting	is	the	loss	of	video	on	demand	functionality.	Continuous	streaming	of	radio	or	television	material	usually	precludes	the	recipient's	ability	to	control	playback.	However,	this	problem	can	be	mitigated	by	elements	such	as
caching	servers,	digital	set-top	boxes,	and	buffered	media	players.	IP	multicast	provides	a	means	to	send	a	single	media	stream	to	a	group	of	recipients	on	a	computer	network.	A	connection	management	protocol,	usually	Internet	Group	Management	Protocol,	is	used	to	manage	the	delivery	of	multicast	streams	to	the	groups	of	recipients	on	a	LAN.
One	of	the	challenges	in	deploying	IP	multicast	is	that	routers	and	firewalls	between	LANs	must	allow	the	passage	of	packets	destined	to	multicast	groups.	If	the	organization	that	is	serving	the	content	has	control	over	the	network	between	server	and	recipients	(i.e.,	educational,	government,	and	corporate	intranets),	then	routing	protocols	such	as
Protocol	Independent	Multicast	can	be	used	to	deliver	stream	content	to	multiple	local	area	network	segments.	Peer-to-peer	(P2P)	protocols	arrange	for	prerecorded	streams	to	be	sent	between	computers.	This	prevents	the	server	and	its	network	connections	from	becoming	a	bottleneck.	However,	it	raises	technical,	performance,	security,	quality,
and	business	issues.	Content	delivery	networks	(CDNs)	use	intermediate	servers	to	distribute	the	load.	Internet-compatible	unicast	delivery	is	used	between	CDN	nodes	and	streaming	destinations.	Media	that	is	livestreamed	can	be	recorded	through	certain	media	players,	such	as	VLC	player,	or	through	the	use	of	a	screen	recorder.	Live-streaming
platforms	such	as	Twitch	may	also	incorporate	a	video	on	demand	system	that	allows	automatic	recording	of	live	broadcasts	so	that	they	can	be	watched	later.[81]	YouTube	also	has	recordings	of	live	broadcasts,	including	television	shows	aired	on	major	networks.	These	streams	have	the	potential	to	be	recorded	by	anyone	who	has	access	to	them,
whether	legally	or	otherwise.[82]	Recordings	can	happen	through	any	device	that	allows	people	to	watch	movies	they	do	not	have	access	to	or	be	at	a	music	festival	they	could	not	get	tickets	to.	These	live	streaming	platforms	have	revolutionized	entertainment,	creating	new	ways	for	people	to	interact	with	content.	Many	celebrities	started	live
streaming	during	COVID-19	through	platforms	like	Instagram,	YouTube,	and	TikTok	offering	an	alternate	form	of	entertainment	when	concerts	were	postponed.	Live	streaming	and	recording	allow	for	fans	to	communicate	with	these	artists	through	chats	and	likes.	Most	streaming	services	feature	a	recommender	system	for	viewing	based	on	each
user's	view	history	in	conjunction	with	all	viewers'	aggregated	view	histories.	Rather	than	focusing	on	subjective	categorization	of	content	by	content	curators,	there	is	an	assumption	that,	with	the	immensity	of	data	collected	on	viewing	habits,	the	choices	of	those	who	are	first	to	view	content	can	be	algorithmically	extrapolated	to	the	totality	of	the
user	base,	with	increasing	probabilistic	accuracy	as	to	the	likelihood	of	their	choosing	and	enjoying	the	recommended	content	as	more	data	is	collected.[83]	Useful	and	typical	applications	of	streaming	are,	for	example,	long	video	lectures	performed	online.[84]	An	advantage	of	this	presentation	is	that	these	lectures	can	be	very	long,	although	they
can	always	be	interrupted	or	repeated	at	arbitrary	places.	Streaming	enables	new	content	marketing	concepts.	For	example,	the	Berlin	Philharmonic	Orchestra	sells	Internet	live	streams	of	whole	concerts	instead	of	several	CDs	or	similar	fixed	media	in	their	Digital	Concert	Hall[85]	using	YouTube	for	trailers.	These	online	concerts	are	also	spread
over	a	lot	of	different	places,	including	cinemas	at	various	places	on	the	globe.	A	similar	concept	is	used	by	the	Metropolitan	Opera	in	New	York.	There	is	also	a	livestream	from	the	International	Space	Station.[86][87]	In	video	entertainment,	video	streaming	platforms	like	Netflix,	Hulu,	and	Disney+	are	mainstream	elements	of	the	media	industry.[88]
Marketers	have	found	many	opportunities	offered	by	streaming	media	and	the	platforms	that	offer	them,	especially	in	light	of	the	significant	increase	in	the	use	of	streaming	media	during	COVID	lockdowns	from	2020	onwards.	While	revenue	and	placement	of	traditional	advertising	continued	to	decrease,	digital	marketing	increased	by	15%	in	2021,
[89]	with	digital	media	and	search	representing	65%	of	the	expenditures.	A	case	study	commissioned	by	the	WIPO[90]	indicates	that	streaming	services	attract	advertising	budgets	with	the	opportunities	provided	by	interactivity	and	the	use	of	data	from	users,	resulting	in	personalization	on	a	mass	scale	with	content	marketing.[91]	Targeted
marketing	is	expanding	with	the	use	of	artificial	intelligence,	in	particular	programmatic	advertisement,	a	tool	that	helps	advertisers	decide	their	campaign	parameters	and	whether	they	are	interested	in	buying	advertising	space	online	or	not.	One	example	of	advertising	space	acquisition	is	Real-Time	Bidding	(RTB).[92]	See	also:	Copyright	aspects	of
downloading	and	streaming	For	over-the-top	media	service	(OTT)	platforms,	the	original	content	captures	additional	subscribers.[93]	This	presents	copyright	issues	and	the	potential	for	international	exploitation	through	streaming,[94]	widespread	use	of	standards,	and	metadata	in	digital	files.[95]	The	WIPO	has	indicated	several	basic	copyright
issues	arising	for	those	pursuing	work	in	the	film[96]	and	music	industries[97]	in	the	era	of	streaming.	Streaming	copyrighted	content	can	involve	making	infringing	copies	of	the	works	in	question.	The	recording	and	distribution	of	streamed	content	is	also	an	issue	for	many	companies	that	rely	on	revenue	based	on	views	or	attendance.[98]	Main
article:	Greenhouse	gas	emissions	§	Digital	services	The	net	greenhouse	gas	emissions	from	streaming	music	were	estimated	at	between	0.2	and	0.35	million	metric	tons	CO2eq	(between	200,000	and	340,000	long	tons;	220,000	and	390,000	short	tons)	per	year	in	the	United	States,	by	a	2019	study.[99]	This	was	an	increase	from	emissions	in	the	pre-
digital	music	period,	which	were	estimated	at	"0.14	million	metric	tons	(140,000	long	tons;	150,000	short	tons)	in	1977,	0.136	million	(134,000	long	tons;	150,000	short	tons)	in	1988,	and	0.157	million	(155,000	long	tons;	173,000	short	tons)	in	2000."[100]	However,	this	is	far	less	than	other	everyday	activities	such	as	eating.	For	example	greenhouse
gas	emissions	in	the	United	States	from	beef	cattle	(burping	of	ruminants	only	-	not	including	their	manure)	were	129	million	metric	tons	(127	million	long	tons;	142	million	short	tons)	in	2019.[101]	A	2021	study	claimed	that,	based	on	the	amount	of	data	transmitted,	one	hour	of	streaming	or	videoconferencing	"emits	150–1,000	grams	(5–35	oz)	of
carbon	dioxide	...	requires	2–12	liters	(0.4–2.6	imp	gal;	0.5–3.2	U.S.	gal)	of	water	and	demands	a	land	area	adding	up	to	about	the	size	of	an	iPad	Mini."	The	study	suggests	that	turning	the	camera	off	during	video	calls	can	reduce	the	greenhouse	gas	and	water	use	footprints	by	96%,	and	that	an	86%	reduction	is	possible	by	using	standard	definition
rather	than	high	definition	when	streaming	content	with	apps	such	as	Netflix	or	Hulu.[102][103]	However,	another	study	estimated	a	relatively	low	amount	of	36	grams	per	hour	(1.3	ounces	per	hour),	and	concluded	that	watching	a	Netflix	video	for	half	an	hour	emitted	only	the	same	amount	as	driving	a	gasoline-fuelled	car	for	about	100	meters
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the	current	and	next	Steam	sale,	along	with	every	publisher	and	seasonal	sale	scheduled	for	2025.	Danielle	Rose	Published:	Jun	24,	2025	Steam		When	is	the	next	Steam	sale?	It	feels	like	one	Steam	sale	has	just	ended	when	the	next	one	begins,	but	with	some	events	offering	better	discounts	than	others	and	genre-specific	sales	to	look	out	for,	it's	a
good	idea	to	keep	these	dates	to	hand.	Fortunately,	we've	got	a	complete	list	of	all	the	official	Steam	sale	dates	for	2025	and	beyond,	so	you	can	make	a	dent	in	your	Steam	wishlist	without	breaking	the	bank.	Whether	you're	looking	for	new	PC	games	to	sink	your	teeth	into	or	simply	the	best	PC	games	of	all	time,	there's	something	for	everyone	on
Steam.	Genre	sales	can	introduce	you	to	hidden	gems	if	you	can	snap	up	the	bargains	in	time,	while	seasonal	Steam	sales	can	last	for	weeks,	with	more	games,	DLC,	and	bundles	available	at	chunkier	discounts.	The	next	Steam	Sale	is	Summer	Sale	2025,	which	takes	place	between	Thursday,	June	26	to	Thursday,	July	10.	The	Steam	seasonal	sales	are
the	biggest	and	best	sales	to	keep	an	eye	out	for,	as	any	genre	can	be	included,	from	the	biggest	names	to	the	coolest	of	indies.	We'll	be	back	nearer	the	time	with	some	of	our	best	recommendations	to	pick	up.	Steam	sales	2025	Here	are	the	Steam	sales	scheduled	for	this	year:	Automation	Fest:	Monday,	July	14	to	Monday,	July	21	Racing	Fest:
Monday,	July	28	to	Monday,	August	4	4X	Fest:	Monday,	August	11	to	Monday,	August	18	Third	Person	Shooter	(TPS)	Fest:	Monday,	August	25	to	Monday,	September	1	Political	Sim	Fest:	Monday,	September	8	to	Monday,	September	15	2025	Steam	Autumn	Sale:	Monday,	September	29	to	Monday,	October	6	Steam	Next	Fest	-	October	2025	Edition:
Monday,	October	13	to	Monday,	October	20	Steam	Scream	4:	Monday,	October	27	to	Monday,	November	3	Animal	Fest:	Monday,	November	10	to	Monday,	November	17	Sports	Fest:	Monday,	December	8	to	Monday,	December	15	2025	Steam	Winter	Sale:	Thursday,	December	18	to	Monday,	January	5,	2026	Previous	Steam	sale	dates	Take	a	look	at
these	historic	Steam	sale	dates	in	case	these	great	sales	come	back	around	again:	Steam	Spring	Sale:	Thursday,	March	13	to	Thursday,	March	20	Visual	Novel	Fest:	Monday,	March	3	to	Monday,	March	10	Steam	Next	Fest:	Monday,	February	24	to	Monday,	March	3	Couch	Co-Op	Fest:	Monday,	February	10	to	Monday,	February	17,	2025	Idler	Fest:
Monday,	February	3	to	Monday,	February	10,	2025	Real-Time	Strategy	Fest:	Monday,	January	20,	to	Monday,	January	27,	2025	Winter	Sale	2024:	Thursday,	December	19,	2024	to	Thursday,	January	2,	2025	Autumn	Sale	2024:	Wednesday,	November	27	to	Wednesday,	December	4,	2024	Cooking	Fest:	Monday,	November	11	to	Monday,	November	18,
2024	Scream	Fest	2024:	Monday,	October	28	to	Monday,	November	4,	2024	Turn-Based	Strategy	Fest:	September	30	-	October	7,	2024	Planes,	Trains,	and	Automobiles	Fest:	September	16	-	September	23,	2024	Space	Exploration	Fest:	September	2	-	September	9,	2024	Steam	Rhythm	Fest	2024:	August	19	-	August	26,	2024	Fighting	Games	Fest:
August	5	-	August	12,	2024	Steam	Simfest:	July	22	-	29,	2024	Steam	Summer	Sale:	June	28	-	July	11,	2024	EA	Publisher	Sale:	April	29	-	May	13,	2024	Farming	Fest:	April	29	-	May	6,	2024	Activision	Blizzard	Publisher	Sale:	April	25	-	May	2,	2024	FPS	Fest:	April	16	-	April	22,	2024	Frontier	Publisher	Sale:	April	1	-	April	15,	2024	Deckbuilders	Fest:
March	25	-	April	1,	2024	Steam	Spring	Sale:	March	14	-	March	21,	2024	Dinos	vs.	Robots	Fest:	February	26	-	March	4,	2024	Remote	Play	Together	Fest:	February	12	-	February	19,	2024	Lunar	New	Year	Sale	2024:	February	6	-	February	15,	2024	Next	Fest:	February	5	-	February	12,	2024	Pirates	vs.	Ninjas	Fest:	January	22	-	January	29,	2024
Capitalism	and	Economy	Fest:	January	8	-	January	15,	2024	Steam	Winter	Sale:	December	21,	2023	-	January	4,	2024	Steam	VR	Fest:	December	4	-	December	11,	2023	Steam	Autumn	Sale:	November	21	-	November	28,	2023	Scream	Fest:	October	26	-	November	2,	2023	Steam	Next	Fest:	October	9	-	October	16,	2023	SCHMUP	Fest:	September	25	-
October	2,	2023	Steam	20th	Anniversary:	September	12,	2023	Strategy	Fest:	August	28	-	September	4,	2023	Visual	Novel	Fest:	August	7	-	August	14,	2023	Stealth	Fest:	July	24	-	July	31,	2023	Steam	Summer	Fest:	June	29	-	July	13,	2023	Sports	Fest:	May	15	-	May	22,	2023	Puzzle	Fest:	April	24	-	May	1,	2023	Steam	Spring	Sale:	March	16	-	March	23,
2023	Mystery	Fest:	February	20	-	February	27,	2023	Steam	Next	Fest:	February	6	-	February	13,	2023	Base	Builder	Fest:	January	23	-	January	30,	2023	Steam	sale	wishlist	The	best	Steam	feature	for	keeping	track	of	sales	is	your	wishlist.	Browsing	sales	can	often	introduce	you	to	surprise	hits,	but	if	there	are	games	you	know	you	want,	be	sure	to
add	them	to	your	Steam	wishlist	to	be	notified	when	they	go	on	sale.	There's	almost	always	a	sale	taking	place	on	Steam,	and	if	you're	unsure,	check	the	Steam	front	page	to	find	out.	Even	when	there's	no	event	on,	there	are	always	special	offers,	so	check	out	the	Steam	specials	page,	and	be	sure	to	wishlist	your	most	wanted	games	so	you're	notified
when	they	go	on	sale.	If	you	plan	to	take	advantage	of	the	genre-specific	Steam	sales,	ensure	you're	checking	in	frequently;	we'll	update	this	guide	regularly.	If	you	want	to	share	some	of	these	deals	with	your	buddies,	we	have	the	best	co-op	games	here	so	that	you	can	play	together.	You	can	trust	VideoGamer.	Our	team	of	gaming	experts	spend	hours
testing	and	reviewing	the	latest	games,	to	ensure	you're	reading	the	most	comprehensive	guide	possible.	Rest	assured,	all	imagery	and	advice	is	unique	and	original.	Check	out	how	we	test	and	review	games	here	It’s	been	an	amazing	year	for	video	games	so	far.	Clair	Obscur	Expedition	33	is	the	leading	contender	for	game-of-the-year,	but	there	are
other	worthy	candidates	such	as	Blue	Prince,	Split	Fiction,	and	Kingdom	Come	Deliverance	2.	If	you	are	yet	to	play	any	of	these	games,	it’s	possible	you	might	be	able	to	reap	discounts	in	the	upcoming	Steam	Summer	Sale.	Here	you	will	find	the	release	date	and	time	countdown	for	when	the	Steam	Summer	Sale	2025	will	start	along	with	the	end	date
and	games	we	hope	to	see.	When	does	the	Steam	Summer	Sale	2025	start?	The	release	date	and	time	for	when	the	Steam	Summer	Sale	2025	will	start	is	10AM	PT/1PM	ET/6PM	BST	on	June	26th.	This	countdown	comes	courtesy	of	SteamDB.	This	is	one	of	Valve’s	annual	biggest	sales	in	addition	to	Black	Friday,	Halloween,	and	Winter.	Before	the	start
time	listed	above,	you	can	take	advantage	of	the	Summer	Sale	currently	being	conducted	by	Electronic	Arts.	EA’s	sale	includes	massive	discounts	for	some	of	their	biggest	franchises	including	Mass	Effect,	EA	FC,	and	a	whole	lot	more.	Steam	Summer	Sale	2025	start	time	US	10AM	PT	on	Thursday,	June	26th	1PM	ET	on	Thursday,	June	26th	Steam
Summer	Sale	2025	start	time	UK	6PM	BST	on	Thursday,	June	26th	Countdown	Below	is	a	countdown	to	when	the	event	will	start:	When	it	ends	The	upcoming	discounts	will	end	on	July	10th.	Once	its	over,	you	have	the	following	sales	to	look	forward	to:	Automaton	Fest	–	July	14th	to	21st	Racing	Fest	–	July	28th	to	August	4th	4X	Fest	–	August	11th	to
18th	Third	Person	Shooter	Fest	–	August	25th	to	September	1st	Political	Sim	Fest	–	Septmber	8th	to	15th	Autumn	Sale	2025	–	September	29th	to	October	6th	Next	Fest	October	2025	–	October	13th	to	20th	Steam	Scream	Fest	2025	–	October	27th	to	November	3rd	Animal	Fest	–	November	10th	to	17th	Sports	Fest	–	December	8th	to	15th	Winter	Sale
2025	–	December	18th	to	January	5th	Games	we	hope	to	see	Unfortunately,	we	won’t	know	the	list	of	games	included	until	the	event	starts.	While	we	don’t	know	what	games	are	planned	to	receive	discounts,	we	can	at	least	share	our	hopes	and	wishes.	We’d	love	to	see	discounts	for	the	best	games	of	2025	so	far	such	as	Clair	Obscur	Expedition	33
and	especially	Kingdom	Come	Deliverance	2	because	of	its	heftier	price.	We’d	also	love	to	see	discounts	for	some	amazing	games	that	came	out	in	2024	such	as	Silent	Hill	2	and	Black	Myth	Wukong.	There	will	also	likely	be	a	big	discount	for	Grand	Theft	Auto	5.	If	you	still	somehow	haven’t	played	the	continuous	best-seller,	now	would	be	the	perfect
time	to	grab	it	and	play	before	GTA	6	next	year.	Steam	Deck	games	As	for	games	that	are	categorised	as	great	on	Steam	Deck,	Split	Fiction	would	be	an	excellent	discount	as	it’s	one	of	the	best	games	of	2025	so	far,	only	slightly	bested	by	Clair	Obscur	Expedition	33	and	Blue	Prince	on	Metacritic.	Unfortunately,	Death	Stranding	2	has	released,	but	it
is	not	available	on	PC	at	launch	as	the	sequel	is	once	again	a	timed	exclusive	for	PlayStation.	While	we	don’t	know	how	long	we	need	to	wait	for	DS2	to	land	on	PC,	the	Director’s	Cut	of	Death	Stranding	is	on	sale	for	only	£13.99	until	the	Steam	Summer	Sale	2025	starts.	It’s	a	fantastic	game	that	is	verified	for	the	Steam	Deck.	We’d	also	love	to	see
discounts	for	Baldur’s	Gate	3,	the	record-breaking	Stellar	Blade,	Persona	5	Royal,	and	No	Man’s	Sky	for	the	Steam	Deck,	as	well	as	plenty	more.	However,	we	will	just	have	to	wait	and	see	what	discounts	we	get.	If	you	find	a	game	of	interest	but	are	not	sure	how	it	performs	on	Steam	Deck,	make	sure	to	check	out	ProtonDB.	It’s	a	fantastic	service
that	provides	a	verified	rating	as	well	as	insightful	comments	from	users.	In	other	gaming	news,	a	legal	ruling	has	confirmed	a	Fortnite	cheater	must	pay	a	massive	fine.	By	subscribing,	you	agree	to	our	Privacy	Policy	and	may	receive	occasional	deal	communications;	you	can	unsubscribe	anytime.	Share	—	copy	and	redistribute	the	material	in	any
medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You
may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	—	If	you	remix,	transform,	or	build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological	measures	that	legally
restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended	use.	For	example,	other
rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	Online	platform	that	facilitates	the	building	of	relations	This	article	is	about	the	type	of	service.	For	the	social	science	theoretical	concept	of	relationships	between	people,	see	Social	network.	For	a	list	of	services,	see	List	of	social	networking	services.	Illustrations
showing	various	icons	of	some	popular	social	networking	services	A	social	networking	service	or	social	networking	site,	abbreviated	as	SNS,	is	a	type	of	online	social	media	platform	which	people	use	to	build	social	networks	or	social	relationships	with	other	people	who	share	similar	personal	or	career	content,	interests,	activities,	backgrounds	or	real-
life	connections.[1][2]	Social	networking	services	vary	in	format	and	the	number	of	features.	They	can	incorporate	a	range	of	new	information	and	communication	tools,	operating	on	desktops	and	on	laptops,	on	mobile	devices	such	as	tablet	computers	and	smartphones.	This	may	feature	digital	photo/video/sharing	and	diary	entries	online	(blogging).
[2]	Online	community	services	are	sometimes	considered	social-network	services	by	developers	and	users,	though	in	a	broader	sense,	a	social-network	service	usually	provides	an	individual-centered	service	whereas	online	community	services	are	groups	centered.	Generally	defined	as	"websites	that	facilitate	the	building	of	a	network	of	contacts	in
order	to	exchange	various	types	of	content	online,"	social	networking	sites	provide	a	space	for	interaction	to	continue	beyond	in-person	interactions.	These	computer	mediated	interactions	link	members	of	various	networks	and	may	help	to	create,	sustain	and	develop	new	social	and	professional	relationships.[3]	Social	networking	sites	allow	users	to
share	ideas,	digital	photos	and	videos,	posts,	and	to	inform	others	about	online	or	real-world	activities	and	events	with	people	within	their	social	network.	While	in-person	social	networking	–	such	as	gathering	in	a	village	market	to	talk	about	events	–	has	existed	since	the	earliest	development	of	towns,[4]	the	web	enables	people	to	connect	with	others
who	live	in	different	locations	across	the	globe	(dependent	on	access	to	an	Internet	connection	to	do	so).	Depending	on	the	platform,	members	may	be	able	to	contact	any	other	member.	In	other	cases,	members	can	contact	anyone	they	have	a	connection	to,	and	subsequently	anyone	that	contact	has	a	connection	to,	and	so	on.	Facebook	having	a
massive	2.13	billion	active	monthly	users	and	an	average	of	1.4	billion	daily	active	users	in	2017.[5]	LinkedIn,	a	career-oriented	social-networking	service,	generally	requires	that	a	member	personally	know	another	member	in	real	life	before	they	contact	them	online.	Some	services	require	members	to	have	a	preexisting	connection	to	contact	other
members.	With	COVID-19,	Zoom,	a	videoconferencing	platform,	has	taken	an	integral	place	to	connect	people	located	around	the	world	and	facilitate	many	online	environments	such	as	school,	university,	work	and	government	meetings.	The	main	types	of	social	networking	services	contain	category	places	(such	as	age	or	occupation	or	religion),
means	to	connect	with	friends	(usually	with	self-description	pages),	and	a	recommendation	system	linked	to	trust.	One	can	categorize	social-network	services	into	four	types:[6]	socialization	social	network	services	used	primarily	for	socializing	with	existing	friends	or	users	(e.g.,	Facebook,	Instagram,	Twitter/X)	online	social	networks	are	decentralized
and	distributed	computer	networks	where	users	communicate	with	each	other	through	Internet	services.	networking	social	network	services	used	primarily	for	non-social	interpersonal	communication	(e.g.,	LinkedIn,	a	career-	and	employment-oriented	site)	social	navigation	social	network	services	used	primarily	for	helping	users	to	find	specific
information	or	resources	(e.g.,	Goodreads	for	books,	Reddit)	There	have	been	attempts	to	standardize	these	services	to	avoid	the	need	to	duplicate	entries	of	friends	and	interests	(see	the	FOAF	standard).	A	study	reveals	that	India	recorded	world's	largest	growth	in	terms	of	social	media	users	in	2013.[7]	A	2013	survey	found	that	73%	of	U.S.	adults
use	social-networking	sites.[8]	Differences	between	offline	and	online	social	networking	services[9]	Characteristic	Offline	social	network	Online	social	network	Degree	centrality	While	the	number	of	cognitively	manageable	ties	is	limited	to	about	150,[10]	most	people	report	having	14–56	ties	at	average[11][12]	Huge	number	of	ties	technologically
possible,	but	average	number	is	limited,	e.g.,	Facebook:	395[13][14][15][16][17]	Symmetry	Usually	symmetric	(reciprocal	behavior[18])	Symmetric	(e.g.,	Instagram,	LinkedIn,	XING)[19]	and	asymmetric	(e.g.,	Twitter)[20]	Affect	Positive	(92–97%)	and	negative	(3–8%)	tie	relationships[21]	can	be	managed	using	high	sophisticated	coordination
mechanisms	such	as	argumentation	and	negotiation[9][22][23][24]	Except	through	blocking	(e.g.,	Twitter)	or	hiding	(e.g.,	Facebook)	limited	support	to	deal	with	negative	tie	relationships	Strength	2–8	strong	ties	and	12–48	weak/latent	ties	on	average[11][25]	9–37	strong	ties	and	68–131	weak/latent	ties	on	average[26][27][14]	Dynamic	of	change	Low
due	to	manual	interaction[28][29]	High	because	of	technological	support[29][21]	The	potential	for	computer	networking	to	facilitate	newly	improved	forms	of	computer-mediated	social	interaction	was	suggested	early	on.[30]	Efforts	to	support	social	networks	via	computer-mediated	communication	were	made	in	many	early	online	services,	including
Usenet,[31]	ARPANET,	LISTSERV,	and	bulletin	board	services	(BBS).	Many	prototypical	features	of	social	networking	sites	were	also	present	in	online	services	such	as	The	Source,	Delphi,	America	Online,	Prodigy,	CompuServe,	and	The	WELL.[32]	Early	social	networking	on	the	World	Wide	Web	began	in	the	form	of	generalized	online	communities
such	as	Theglobe.com	(1995),[33]	Geocities	(1994)	and	Tripod.com	(1995).	Many	of	these	early	communities	focused	on	bringing	people	together	to	interact	with	each	other	through	chat	rooms	and	encouraged	users	to	share	personal	information	and	ideas	via	personal	web	pages	by	providing	easy-to-use	publishing	tools	and	free	or	inexpensive	web
space.	Some	communities	–	such	as	Classmates.com	–	took	a	different	approach	by	simply	having	people	link	to	each	other	via	email	addresses.	PlanetAll	started	in	1996.	In	the	late	1990s,	user	profiles	became	a	central	feature	of	social	networking	sites,	allowing	users	to	compile	lists	of	"friends"	and	search	for	other	users	with	similar	interests.	New
social	networking	methods	were	developed	by	the	end	of	the	1990s,	and	many	sites	began	to	develop	more	advanced	features	for	users	to	find	and	manage	friends.[34]	Open	Diary,	a	community	for	online	diarists,	invented	both	friends-only	content	and	the	reader	comment,	two	features	of	social	networks	important	to	user	interaction.[35]	This	newer
generation	of	social	networking	sites	began	to	flourish	with	the	emergence	of	SixDegrees	in	1997,[2]	Open	Diary	in	1998,[36]	Mixi	in	1999,[37]	Makeoutclub	in	2000,[38][39]	Cyworld	in	2001,[40][2]	Hub	Culture	in	2002,	and	Friendster	and	Nexopia	in	2003.[41]	Cyworld	also	became	one	of	the	first	companies	to	profit	from	the	sale	of	virtual	goods.
[42][43]	MySpace	and	LinkedIn	were	launched	in	2003,	and	Bebo	was	launched	in	2005.	Orkut	became	the	first	popular	social	networking	service	in	Brazil	(although	most	of	its	very	first	users	were	from	the	United	States)	and	quickly	grew	in	popularity	in	India	(Madhavan,	2007).[2]	There	was	a	rapid	increase	in	social	networking	sites'	popularity;	in
2005,	MySpace	had	more	pageviews	than	Google.[44]	Many	of	these	services	were	displaced	by	Facebook,	which	launched	in	2004	and	became	the	largest	social	networking	site	in	the	world	in	2009.[45][46]	See	also:	Social	media	§	Definition	and	features	The	term	social	media	was	first	used	in	2004	and	is	often	used	to	describe	social	networking
services.[47][48]	See	also:	Sociology	of	the	Internet	§	Social	impact	Web-based	social	networking	services	make	it	possible	to	connect	people	who	share	interests	and	activities	across	political,	economic,	and	geographic	borders.[49]	Through	e-mail	and	instant	messaging,	online	communities	are	created	where	a	gift	economy	and	reciprocal	altruism
are	encouraged	through	cooperation.	Information	is	suited	to	a	gift	economy,	as	information	is	a	nonrival	good	and	can	be	gifted	at	practically	no	cost.[50][51]	Scholars	have	noted	that	the	term	"social"	cannot	account	for	technological	features	of	the	social	network	platforms	alone.[52]	Hence,	the	level	of	network	sociability	should	determine	by	the
actual	performances	of	its	users.	According	to	the	communication	theory	of	uses	and	gratifications,	an	increasing	number	of	individuals	are	looking	to	the	Internet	and	social	media	to	fulfill	cognitive,	affective,	personal	integrative,	social	integrative,	and	tension	free	needs.	With	Internet	technology	as	a	supplement	to	fulfill	needs,	it	is	in	turn	affecting
everyday	life,	including	relationships,	school,	church,	entertainment,	and	family.[53]	Companies	are	using	social	media	as	a	way	to	learn	about	potential	employees'	personalities	and	behavior.	In	numerous	situations,	a	candidate	who	might	otherwise	have	been	hired	has	been	rejected	due	to	offensive	or	otherwise	unseemly	photos	or	comments
posted	to	social	networks	or	appearing	on	a	newsfeed.	Facebook	and	other	social	networking	tools	are	increasingly	the	aims	of	scholarly	research.	Scholars	in	many	fields	have	begun	to	investigate	the	impact	of	social	networking	sites,	investigating	how	such	sites	may	play	into	issues	of	identity,	politics,	privacy,[54]	social	capital,	youth	culture,	and
education.[55]	Research	has	also	suggested	that	individuals	add	offline	friends	on	Facebook	to	maintain	contact	and	often	this	blurs	the	lines	between	work	and	home	lives.[56]	Users	from	around	the	world	also	utilise	social	networking	sites	as	an	alternative	news	source.[57]	While	social	networking	sites	have	arguably	changed	how	we	access	the
news,[58]	users	tend	to	have	mixed	opinions	about	the	reliability	of	content	accessed	through	these	sites.[59]	According	to	a	study	in	2015,	63%	of	the	users	of	Facebook	or	Twitter	in	the	USA	consider	these	networks	to	be	their	main	source	of	news,	with	entertainment	news	being	the	most	seen.	In	the	times	of	breaking	news,	Twitter	users	are	more
likely	to	stay	invested	in	the	story.	In	some	cases	when	the	news	story	is	more	political,	users	may	be	more	likely	to	voice	their	opinion	on	a	linked	Facebook	story	with	a	comment	or	like,	while	Twitter	users	will	just	follow	the	site's	feed	and	retweet	the	article.[60]	In	online	social	networks,	the	veracity	and	reliability	of	news	may	be	diminished	due	to
the	absence	of	traditional	media	gatekeepers.[61]	A	2015	study	shows	that	85%	of	people	aged	18	to	34	use	social	networking	sites	for	their	purchase	decision	making.	While	over	65%	of	people	aged	55	and	over-rely	on	word	of	mouth.[62]	Several	websites	are	beginning	to	tap	into	the	power	of	the	social	networking	model	for	philanthropy.	Such
models	provide	a	means	for	connecting	otherwise	fragmented	industries	and	small	organizations	without	the	resources	to	reach	a	broader	audience	with	interested	users.[63]	Social	networks	are	providing	a	different	way	for	individuals	to	communicate	digitally.	These	communities	of	hypertexts	allow	for	the	sharing	of	information	and	ideas,	an	old
concept	placed	in	a	digital	environment.	In	2011,	HCL	Technologies	conducted	research	that	showed	that	50%	of	British	employers	had	banned	the	use	of	social	networking	sites/services	during	office	hours.[64][65]	Research	has	provided	us	with	mixed	results	as	to	whether	or	not	a	person's	involvement	in	social	networking	can	affect	their	feelings	of
loneliness.	Studies	have	indicated	that	how	a	person	chooses	to	use	social	networking	can	change	their	feelings	of	loneliness	in	either	a	negative	or	positive	way.	Some	companies	with	mobile	workers	have	encouraged	their	workers	to	use	social	networking	to	feel	connected.	Educators	are	using	social	networking	to	stay	connected	with	their	students
whereas	individuals	use	it	to	stay	connected	with	their	close	relationships.[66]	Social	networking	sites	can	be	used	by	consumers	to	create	a	social	media	firestorm	which	is	"A	digital	artifact	created	by	large	numbers	of	user	comments	of	multiple	purposes	(condemnation	and	support)	and	tones	(aggressive	and	cordial)	that	appear	rapidly	and	recede
shortly	after”.[1]	Each	social	networking	user	is	able	to	create	a	community	that	centers	around	a	personal	identity	they	choose	to	create	online.[67]	In	his	book	Digital	Identities:	Creating	and	Communicating	the	Online	Self,[68]	Rob	Cover	argues	that	social	networking's	foundation	in	Web	2.0,	high-speed	networking	shifts	online	representation	to
one	which	is	both	visual	and	relational	to	other	people,	complexifying	the	identity	process	for	younger	people	and	creating	new	forms	of	anxiety.[68]	In	2016,	news	reports	stated	that	excessive	usage	of	SNS	sites	may	be	associated	with	an	increase	in	the	rates	of	depression,	to	almost	triple	the	rate	for	non-SNS	users.	Experts	worldwide[which?]	have
said	that	2030	people	who	use	SNS	more	have	higher	levels	of	depression	than	those	who	use	SNS	less.[69]	At	least	one	study	went	as	far	as	to	conclude	that	the	negative	effects	of	Facebook	usage	are	equal	to	or	greater	than	the	positive	effects	of	face-to-face	interactions.[70]	According	to	a	recent	article	from	Computers	in	Human	Behavior,
Facebook	has	also	been	shown	to	lead	to	issues	of	social	comparison.	Users	are	able	to	select	which	photos	and	status	updates	to	post,	allowing	them	to	portray	their	lives	in	acclamatory	manners.[71]	These	updates	can	lead	to	other	users	feeling	like	their	lives	are	inferior	by	comparison.[72]	Users	may	feel	especially	inclined	to	compare	themselves
to	other	users	with	whom	they	share	similar	characteristics	or	lifestyles,	leading	to	a	fairer	comparison.[71]	Motives	for	these	comparisons	can	be	associated	with	the	goals	of	improving	oneself	by	looking	at	profiles	of	people	who	one	feels	are	superior,	especially	when	their	lifestyle	is	similar	and	possible.[71]	One	can	also	self-compare	to	make
oneself	feel	superior	to	others	by	looking	at	the	profiles	of	users	who	one	believes	to	be	worse	off.[71]	However,	a	study	by	the	Harvard	Business	Review	shows	that	these	goals	often	lead	to	negative	consequences,	as	use	of	Facebook	has	been	linked	with	lower	levels	of	well-being;	mental	health	has	been	shown	to	decrease	due	to	the	use	of	Facebook.
[72]	Computers	in	Human	Behavior	emphasizes	that	these	feelings	of	poor	mental	health	have	been	suggested	to	cause	people	to	take	time	off	from	their	Facebook	accounts;	this	action	is	called	"Facebook	Fatigue"	and	has	been	common	in	recent	years.[71]	Usage	of	social	networking	has	contributed	to	a	new	form	of	abusive	communication,	and
academic	research	has	highlighted	a	number	of	social-technological	explanations	for	this	behaviour.	These	including	the	anonymity	afforded	by	interpersonal	communications,[73]	factors	that	include	boredom	or	attention	seeking,[74]	or	the	result	of	more	polarised	online	debate.[75]	The	impact	in	this	abuse	has	found	impacts	through	the	prevalence
of	online	cyberbullying,	and	online	trolling.	There	has	also	been	a	marked	increase	in	political	violence	and	abuse	through	social	media	platforms.	For	instance,	one	study	by	Ward	and	McLoughlin	found	that	2.57%	of	all	messages	sent	to	UK	MPs	on	Twitter	were	found	to	contain	abusive	messages.[75]	According	to	boyd	and	Ellison's	2007	article,
"Why	Youth	(Heart)	Social	Network	Sites:	The	Role	of	Networked	Publics	in	Teenage	Social	Life",	social	networking	sites	share	a	variety	of	technical	features	that	allow	individuals	to:	construct	a	public/semi-public	profile,	articulate	a	list	of	other	users	that	they	share	a	connection	with,	and	view	their	list	of	connections	within	the	system.	The	most
basic	of	these	are	visible	profiles	with	a	list	of	"friends"	who	are	also	users	of	the	site.[55]	In	an	article	entitled	"Social	Network	Sites:	Definition,	History,	and	Scholarship,"	boyd	and	Ellison	adopt	Sunden's	(2003)	description	of	profiles	as	unique	pages	where	one	can	"type	oneself	into	being".[2]	A	profile	is	generated	from	answers	to	questions,	such
as	age,	location,	interests,	etc.	Some	sites	allow	users	to	upload	pictures,	add	multimedia	content	or	modify	the	look	and	feel	of	the	profile.	Others,	e.g.,	Facebook,	allow	users	to	enhance	their	profile	by	adding	modules	or	"Applications".[2]	Many	sites	allow	users	to	post	blog	entries,	search	for	others	with	similar	interests	and	compile	and	share	lists
of	contacts.	User	profiles	often	have	a	section	dedicated	to	comments	from	friends	and	other	users.	To	protect	user	privacy,	social	networks	typically	have	controls	that	allow	users	to	choose	who	can	view	their	profile,	contact	them,	add	them	to	their	list	of	contacts,	and	so	on.[citation	needed]	There	is	a	trend	towards	more	interoperability	between
social	networks	led	by	technologies	such	as	OpenID	and	OpenSocial.	In	most	mobile	communities,	mobile	phone	users	can	now	create	their	own	profiles,	make	friends,	participate	in	chat	rooms,	create	chat	rooms,	hold	private	conversations,	share	photos	and	videos,	and	share	blogs	by	using	their	mobile	phone.	Some	companies	provide	wireless
services	that	allow	their	customers	to	build	their	own	mobile	community	and	brand	it;	one	of	the	most	popular	wireless	services	for	social	networking	in	North	America	and	Nepal	is	Facebook	Mobile.	Recently,	Twitter	has	also	introduced	fact	check	labels	to	combat	misinformation	which	was	primarily	spread	due	to	the	coronavirus	but	also	has	had	an
impact	on	debunking	false	claims	by	Donald	Trump	in	the	2020	election.[citation	needed]	Social	media	platforms	may	allow	users	to	change	their	user	name	(or	"handle",	distinct	from	the	"display	name"),	which	could	change	the	URL	to	their	profile.	Users	are	advised	to	do	so	with	caution,	since	it	could	break	back	links	from	others'	posts	and
comments	depending	on	implementation,	and	external	back	links.[76]	The	things	you	share	are	things	that	make	you	look	good,	things	which	you	are	happy	to	tie	into	your	identity.— Hilary	Mason,	chief	data	scientist,	bitly,	VentureBeat,	2012[77]	While	the	popularity	of	social	networking	consistently	rises,[78]	new	uses	for	the	technology	are
frequently	being	observed.	Today's	technologically	savvy	population	requires	convenient	solutions	to	their	daily	needs.[79]	At	the	forefront	of	emerging	trends	in	social	networking	sites	is	the	concept	of	"real-time	web"	and	"location-based".	Real-time	allows	users	to	contribute	contents,	which	is	then	broadcast	as	it	is	being	uploaded—the	concept	is
analogous	to	live	radio	and	television	broadcasts.	Twitter	set	the	trend	for	"real-time"	services,	wherein	users	can	broadcast	to	the	world	what	they	are	doing,	or	what	is	on	their	minds	within	a	140-character	limit.	Facebook	followed	suit	with	their	"Live	Feed"	where	users'	activities	are	streamed	as	soon	as	it	happens.	While	Twitter	focuses	on	words,
Clixtr,	another	real-time	service,	focuses	on	group	photo	sharing	wherein	users	can	update	their	photo	streams	with	photos	while	at	an	event.	Facebook,	however,	remains	the	largest	photo	sharing	site	with	over	250	billion	photos	as	of	September	2013.[80]	In	April	2012,	the	image-based	social	media	network	Pinterest	had	become	the	third	largest
social	network	in	the	United	States.[81]	Companies	have	begun	to	merge	business	technologies	and	solutions,	such	as	cloud	computing,	with	social	networking	concepts.	Instead	of	connecting	individuals	based	on	social	interest,	companies	are	developing	interactive	communities	that	connect	individuals	based	on	shared	business	needs	or
experiences.	Many	provide	specialized	networking	tools	and	applications	that	can	be	accessed	via	their	websites,	such	as	LinkedIn.	Others	companies,	such	as	Monster.com,	have	been	steadily	developing	a	more	"socialized"	feel	to	their	career	center	sites	to	harness	some	of	the	power	of	social	networking	sites.	These	more	business	related	sites	have
their	own	nomenclature	for	the	most	part	but	the	most	common	naming	conventions	are	"Vocational	Networking	Sites"	or	"Vocational	Media	Networks",	with	the	former	more	closely	tied	to	individual	networking	relationships	based	on	social	networking	principles.[citation	needed]	Foursquare	gained	popularity	as	it	allowed	for	users	to	check	into
places	that	they	are	frequenting	at	that	moment.	Gowalla	is	another	such	service	that	functions	in	much	the	same	way	that	Foursquare	does,	leveraging	the	GPS	in	phones	to	create	a	location-based	user	experience.	Clixtr,	though	in	the	real-time	space,	is	also	a	location-based	social	networking	site,	since	events	created	by	users	are	automatically
geotagged,	and	users	can	view	events	occurring	nearby	through	the	Clixtr	iPhone	app.	Recently,	Yelp	announced	its	entrance	into	the	location-based	social	networking	space	through	check-ins	with	their	mobile	app;	whether	or	not	this	becomes	detrimental	to	Foursquare	or	Gowalla	is	yet	to	be	seen,	as	it	is	still	considered	a	new	space	in	the	Internet
technology	industry.[82]	One	popular	use	for	this	new	technology	is	social	networking	between	businesses.	Companies	have	found	that	social	networking	sites	such	as	Facebook	and	Twitter	are	great	ways	to	build	their	brand	image.	According	to	Jody	Nimetz,	author	of	Marketing	Jive,[83]	there	are	five	major	uses	for	businesses	and	social	media:	to
create	brand	awareness,	as	an	online	reputation	management	tool,	for	recruiting,	to	learn	about	new	technologies	and	competitors,	and	as	a	lead	generation	tool	to	intercept	potential	prospects.[83]	These	companies	are	able	to	drive	traffic	to	their	own	online	sites	while	encouraging	their	consumers	and	clients	to	have	discussions	on	how	to	improve
or	change	products	or	services.	As	of	September	2013,	71%	of	online	adults	use	Facebook,	17%	use	Instagram,	21%	use	Pinterest,	and	22%	use	LinkedIn.[84]	One	other	use	that	is	being	discussed	is	the	use	of	social	networks	in	the	science	communities.	Julia	Porter	Liebeskind	et	al.	have	published	a	study	on	how	new	biotechnology	firms	are	using
social	networking	sites	to	share	exchanges	in	scientific	knowledge.[85]	They	state	in	their	study	that	by	sharing	information	and	knowledge	with	one	another,	they	are	able	to	"increase	both	their	learning	and	their	flexibility	in	ways	that	would	not	have	been	possible	within	a	self-contained	hierarchical	organization".	Social	networking	is	allowing
scientific	groups	to	expand	their	knowledge	base	and	share	ideas,	and	without	these	new	means	of	communicating	their	theories	might	become	"isolated	and	irrelevant".	Researchers	use	social	networks	frequently	to	maintain	and	develop	professional	relationships.[86]	They	are	interested	in	consolidating	social	ties	and	professional	contact,	keeping
in	touch	with	friends	and	colleagues	and	seeing	what	their	own	contacts	are	doing.	This	can	be	related	to	their	need	to	keep	updated	on	the	activities	and	events	of	their	friends	and	colleagues	in	order	to	establish	collaborations	on	common	fields	of	interest	and	knowledge	sharing.[87]	Social	networks	are	also	used	to	communicate	scientists	research
results[88]	and	as	a	public	communication	tool	and	to	connect	people	who	share	the	same	professional	interests,	their	benefits	can	vary	according	to	the	discipline.[89]	The	most	interesting	aspects	of	social	networks	for	professional	purposes	are	their	potentialities	in	terms	of	dissemination	of	information	and	the	ability	to	reach	and	multiple
professional	contacts	exponentially.	Social	networks	like	Academia.edu,	LinkedIn,	Facebook,	and	ResearchGate	give	the	possibility	to	join	professional	groups	and	pages,	to	share	papers	and	results,	publicize	events,	to	discuss	issues	and	create	debates.[87]	Academia.edu	is	extensively	used	by	researchers,	where	they	follow	a	combination	of	social
networking	and	scholarly	norms.[90]	ResearchGate	is	also	widely	used	by	researchers,	especially	to	disseminate	and	discuss	their	publications,[91]	where	it	seems	to	attract	an	audience	that	it	wider	than	just	other	scientists.[92]	The	usage	of	ResearchGate	and	Academia	in	different	academic	communities	has	increasingly	been	studied	in	recent
years.[93]	The	advent	of	social	networking	platforms	may	also	be	impacting	the	ways	in	which	learners	engage	with	technology	in	general.	For	a	number	of	years,	Prensky's	(2001)	dichotomy	between	Digital	Natives	and	Digital	Immigrants	has	been	considered	a	relatively	accurate	representation	of	the	ease	with	which	people	of	a	certain	age	range—
in	particular	those	born	before	and	after	1980—use	technology.	Prensky's	theory	has	been	largely	disproved,	however,	and	not	least	on	account	of	the	burgeoning	popularity	of	social	networking	sites	and	other	metaphors	such	as	White	and	Le	Cornu's	"Visitors"	and	"Residents"	(2011)	are	greater	currency.	The	use	of	online	social	networks	by	school
libraries	is	also	increasingly	prevalent	and	they	are	being	used	to	communicate	with	potential	library	users,	as	well	as	extending	the	services	provided	by	individual	school	libraries.	Social	networks	and	their	educational	uses	are	of	interest	to	many	researchers.	According	to	Livingstone	and	Brake	(2010),	"Social	networking	sites,	like	much	else	on	the
Internet,	represent	a	moving	target	for	researchers	and	policymakers."[94]	Pew	Research	Center	project,	called	Pew	Internet,	did	a	USA-wide	survey	in	2009	and	in	2010	February	published	that	47%	of	American	adults	use	a	social	networking	website.[95]	Same	survey	found	that	73%	of	online	teenagers	use	SNS,	which	is	an	increase	from	65%	in
2008,	55%	in	2006.[95]	Recent	studies	have	shown	that	social	network	services	provide	opportunities	within	professional	education,	curriculum	education,	and	learning.	However,	there	are	constraints	in	this	area.	Researches,	especially	in	Africa,	have	disclosed	that	the	use	of	social	networks	among	students	has	been	known	to	affect	their	academic
life	negatively.	This	is	buttressed	by	the	fact	that	their	use	constitutes	distractions,	as	well	as	that	the	students	tend	to	invest	a	good	deal	of	time	in	the	use	of	such	technologies.[citation	needed]	Albayrak	and	Yildirim	(2015)	examined	the	educational	use	of	social	networking	sites.	They	investigated	students'	involvement	in	Facebook	as	a	Course
Management	System	(CMS)	and	the	findings	of	their	study	support	that	Facebook	as	a	CMS	has	the	potential	to	increase	student	involvement	in	discussions	and	out-of-class	communication	among	instructors	and	students.[96]	Further	information:	Professional	network	service	Professional	use	of	social	networking	services	refers	to	the	employment	of
a	network	site	to	connect	with	other	professionals	within	a	given	field	of	interest.	These	types	of	social	networking	services	are	referred	to	as	"Career-oriented	social	networking	markets	(CSNM)".[9]	LinkedIn	is	one	example	and	is	a	social	networking	website	geared	towards	companies	and	industry	professionals	looking	to	make	new	business
contacts	or	keep	in	touch	with	previous	co-workers,	affiliates,	and	clients.	LinkedIn	provides	not	only	a	professional	social	use	but	also	encourages	people	to	inject	their	personality	into	their	profile	–	making	it	more	personal	than	a	resume.[97]	Similar	websites	to	LinkedIn	(also	geared	towards	companies	and	industry	professionals	looking	for	work
opportunities)	to	connect	include	AngelList,	XING,	Goodwall,	The	Dots,[98]	Jobcase,	Bark.com,	...[99]	Various	freelance	marketplace	websites	(which	focus	on	freelance	work)	also	exist.	There	are	also	a	number	of	other	employment	websites	focused	on	international	volunteering,	notably	VolunteerMatch,	Idealist.org	and	All	for	Good.[100]	National
WWOOF	networks	finally	allow	for	searching	for	homestays	on	organic	farms.[101]	Now	other	social	network	sites	are	also	being	used	in	this	manner.	Twitter	has	become	[a]	mainstay	for	professional	development	as	well	as	promotion[102]	and	online	SNSs	support	both	the	maintenance	of	existing	social	ties	and	the	formation	of	new	connections.
Much	of	the	early	research	on	online	communities	assume	that	individuals	using	these	systems	would	be	connecting	with	others	outside	their	preexisting	social	group	or	location,	liberating	them	to	form	communities	around	shared	interests,	as	opposed	to	shared	geography.[103]	Other	researchers	have	suggested	that	the	professional	use	of	network
sites	produce	"social	capital".	For	individuals,	social	capital	allows	a	person	to	draw	on	resources	from	other	members	of	the	networks	to	which	he	or	she	belongs.[104]	These	resources	can	take	the	form	of	useful	information,	personal	relationships,	or	the	capacity	to	organize	groups.	As	well,	networks	within	these	services	also	can	be	established	or
built	by	joining	special	interest	groups	that	others	have	made,	or	creating	one	and	asking	others	to	join.[105]	According	to	Doering,	Beach,	and	O'Brien,	a	future	English	curriculum	needs	to	recognize	a	significant	shift	in	how	adolescents	are	communicating	with	each	other.[106]	Curriculum	uses	of	social	networking	services	can	also	include	sharing
curriculum-related	resources.	Educators	tap	into	user-generated	content	to	find	and	discuss	curriculum-related	content	for	students.	Responding	to	the	popularity	of	social	networking	services	among	many	students,	teachers	are	increasingly	using	social	networks	to	supplement	teaching	and	learning	in	traditional	classroom	environments.	This	way
they	can	provide	new	opportunities	for	enriching	existing	curriculum	through	creative,	authentic	and	flexible,	non-linear	learning	experiences.[107]	Some	social	networks,	such	as	English,	baby!	and	LiveMocha,	are	explicitly	education-focused	and	couple	instructional	content	with	an	educational	peer	environment.[108]	The	new	Web	2.0	technologies
built	into	most	social	networking	services	promote	conferencing,	interaction,	creation,	research	on	a	global	scale,	enabling	educators	to	share,	remix,	and	repurpose	curriculum	resources.	In	short,	social	networking	services	can	become	research	networks	as	well	as	learning	networks.[109]	Educators	and	advocates	of	new	digital	literacies	are
confident	that	social	networking	encourages	the	development	of	transferable,	technical,	and	social	skills	of	value	in	formal	and	informal	learning.[94]	In	a	formal	learning	environment,	goals	or	objectives	are	determined	by	an	outside	department	or	agency.	Tweeting,	instant	messaging,	or	blogging	enhances	student	involvement.	Students	who	would
not	normally	participate	in	class	are	more	apt	to	partake	through	social	network	services.	Networking	allows	participants	the	opportunity	for	just-in-time	learning	and	higher	levels	of	engagement.[110]	The	use	of	SNSs	allow	educators	to	enhance	the	prescribed	curriculum.	When	learning	experiences	are	infused	into	a	website	student	utilize	every
day	for	fun,	students	realize	that	learning	can	and	should	be	a	part	of	everyday	life.[111]	It	does	not	have	to	be	separate	and	unattached.[112][unreliable	source?]	Informal	learning	consists	of	the	learner	setting	the	goals	and	objectives.	It	has	been	claimed	that	media	no	longer	just	influence	human	culture;	they	are	human	culture.[113]	With	such	a
high	number	of	users	between	the	ages	of	13	and	18,	a	number	of	skills	are	developed.	Participants	hone	technical	skills	in	choosing	to	navigate	through	social	networking	services.	This	includes	elementary	items	such	as	sending	an	instant	message	or	updating	a	status.	The	development	of	new	media	skills	are	paramount	in	helping	youth	navigate
the	digital	world	with	confidence.	Social	networking	services	foster	learning	through	what	Jenkins	(2006)	describes	as	a	"participatory	culture".[114]	A	participatory	culture	consists	of	a	space	that	allows	engagement,	sharing,	mentoring,	and	an	opportunity	for	social	interaction.	Participants	of	social	network	services	avail	of	this	opportunity.	Informal
learning,	in	the	forms	of	participatory	and	social	learning	online,	is	an	excellent	tool	for	teachers	to	sneak	in	material	and	ideas	that	students	will	identify	with	and	therefore,	in	a	secondary	manner,	students	will	learn	skills	that	would	normally	be	taught	in	a	formal	setting	in	the	more	interesting	and	engaging	environment	of	social	learning.[115]
[unreliable	source?]	Sites	like	Twitter	provide	students	with	the	opportunity	to	converse	and	collaborate	with	others	in	real	time.[citation	needed]	Social	networking	services	provide	a	virtual	"space"	for	learners.	James	Gee	(2004)	suggests	that	affinity	spaces	instantiate	participation,	collaboration,	distribution,	dispersion	of	expertise,	and	relatedness.
[116]	Registered	users	share	and	search	for	knowledge	which	contributes	to	informal	learning.[citation	needed]	In	the	past,	social	networking	services	were	viewed	as	a	distraction	and	offered	no	educational	benefit.	Blocking	these	social	networks	was	a	form	of	protection	for	students	against	wasting	time,	bullying,	and	invasions	of	privacy.	In	an
educational	setting,	Facebook,	for	example,	is	seen	by	many	instructors	and	educators	as	a	frivolous,	time-wasting	distraction	from	schoolwork,	and	it	is	not	uncommon	to	be	banned	in	junior	high	or	high	school	computer	labs.[112]	Cyberbullying	has	become	an	issue	of	concern	with	social	networking	services.	According	to	the	UK	Children	Go	Online
survey	of	9-	to	19-year-olds,	it	was	found	that	a	third	have	received	bullying	comments	online.[117]	To	avoid	this	problem,	many	school	districts/boards	have	blocked	access	to	social	networking	services	such	as	Facebook,	MySpace,	and	Twitter	within	the	school	environment.	Social	networking	services	often	include	a	lot	of	personal	information	posted
publicly,	and	many	believe	that	sharing	personal	information	is	a	window	into	privacy	theft.	Schools	have	taken	action	to	protect	students	from	this.	It	is	believed	that	this	outpouring	of	identifiable	information	and	the	easy	communication	vehicle	that	social	networking	services	open	the	door	to	sexual	predators,	cyberbullying,	and	cyberstalking.[118]
In	contrast,	however,	70%	of	social	media	using	teens	and	85%	of	adults	believe	that	people	are	mostly	kind	to	one	another	on	social	network	sites.[95]	Recent	research	suggests	that	there	has	been	a	shift	in	blocking	the	use	of	social	networking	services.	In	many	cases,	the	opposite	is	occurring	as	the	potential	of	online	networking	services	is	being
realized.	It	has	been	suggested	that	if	schools	block	them	[social	networking	services],	they	are	preventing	students	from	learning	the	skills	they	need.[119]	Banning	social	networking	[...]	is	not	only	inappropriate	but	also	borderline	irresponsible	when	it	comes	to	providing	the	best	educational	experiences	for	students.[120]	Schools	and	school
districts	have	the	option	of	educating	safe	media	usage	as	well	as	incorporating	digital	media	into	the	classroom	experience,	thus	preparing	students	for	the	literacy	they	will	encounter	in	the	future.[citation	needed]	A	cyberpsychology	research	study	conducted	by	Australian	researchers	demonstrated	that	a	number	of	positive	psychological	outcomes
are	related	to	Facebook	use.	These	researchers	established	that	people	can	derive	a	sense	of	social	connectedness	and	belongingness	in	the	online	environment.	Importantly,	this	online	social	connectedness	was	associated	with	lower	levels	of	depression	and	anxiety,	and	greater	levels	of	subjective	well-being.	These	findings	suggest	that	the	nature	of
online	social	networking	determines	the	outcomes	of	online	social	network	use.[121][122]	Social	networks	are	being	used	by	activists	as	a	means	of	low-cost	grassroots	organizing.	Extensive	use	of	an	array	of	social	networking	sites	enabled	organizers	of	2009	National	Equality	March	to	mobilize	an	estimated	200,000	participants	to	march	on
Washington	with	a	cost	savings	of	up	to	85%	per	participant	over	previous	methods.[123]	The	August	2011	England	riots	were	similarly	considered	to	have	escalated	and	been	fuelled	by	this	type	of	grassroots	organization.[citation	needed]	A	rise	in	social	network	use	is	being	driven	by	college	students	using	the	services	to	network	with	professionals
for	internship	and	job	opportunities.	Many	studies	have	been	done	on	the	effectiveness	of	networking	online	in	a	college	setting,	and	one	notable	one	is	by	Phipps	Arabie	and	Yoram	Wind	published	in	Advances	in	Social	Network	Analysis.[124]	Many	schools	have	implemented	online	alumni	directories	which	serve	as	makeshift	social	networks	that
current	and	former	students	can	turn	to	for	career	advice.	However,	these	alumni	directories	tend	to	suffer	from	an	oversupply	of	advice-seekers	and	an	undersupply	of	advice	providers.	One	new	social	networking	service,	Ask-a-peer,	aims	to	solve	this	problem	by	enabling	advice	seekers	to	offer	modest	compensation	to	advisers	for	their	time.
LinkedIn	is	also	another	great	resource.	It	helps	alumni,	students	and	unemployed	individuals	look	for	work.	They	are	also	able	to	connect	with	others	professionally	and	network	with	companies.	In	addition,	employers	have	been	found	to	use	social	network	sites	to	screen	job	candidates.[125]	A	social	network	hosting	service	is	a	web	hosting	service
that	specifically	hosts	the	user	creation	of	web-based	social	networking	services,	alongside	related	applications.[citation	needed]	A	social	trade	network	is	a	service	that	allows	participants	interested	in	specific	trade	sectors	to	share	related	contents	and	personal	opinions.[citation	needed]	Few	social	networks	charge	money	for	membership.	In	part,
this	may	be	because	social	networking	is	a	relatively	new	service,	and	the	value	of	using	them	has	not	been	firmly	established	in	customers'	minds.	Companies	such	as	Myspace	and	Facebook	sell	online	advertising	on	their	site.	Their	business	model	is	based	upon	large	membership	count,	and	charging	for	membership	would	be	counterproductive.
[126]	Some	believe	that	the	deeper	information	that	the	sites	have	on	each	user	will	allow	much	better	targeted	advertising	than	any	other	site	can	currently	provide.[127]	In	recent	times,	Apple	has	been	critical	of	the	Google	and	Facebook	model,	in	which	users	are	defined	as	product	and	a	commodity,	and	their	data	being	sold	for	marketing
revenue.[128]	Social	networks	operate	under	an	autonomous	business	model,	in	which	a	social	network's	members	serve	dual	roles	as	both	the	suppliers	and	the	consumers	of	content.	This	is	in	contrast	to	a	traditional	business	model,	where	the	suppliers	and	consumers	are	distinct	agents.	Revenue	is	typically	gained	in	the	autonomous	business
model	via	advertisements,	but	subscription-based	revenue	is	possible	when	membership	and	content	levels	are	sufficiently	high.[129]	People	use	social	networking	sites	for	meeting	new	friends,	finding	old	friends,	or	locating	people	who	have	the	same	problems	or	interests	they	have,	called	niche	networking.	More	and	more	relationships	and
friendships	are	being	formed	online	and	then	carried	to	an	offline	setting.	Psychologist	and	University	of	Hamburg	professor	Erich	H.	Witte	says	that	relationships	which	start	online	are	much	more	likely	to	succeed.	In	this	regard,	there	are	studies	which	predict	tie	strength	among	the	friends[130]	on	social	networking	websites.	One	online	dating	site
claims	that	2%	of	all	marriages	begin	at	its	site,	the	equivalent	of	236	marriages	a	day.	Other	sites	claim	one	in	five	relationships	begin	online.[citation	needed]	Users	do	not	necessarily	share	with	others	the	content	which	is	of	most	interest	to	them,	but	rather	that	which	projects	a	good	impression	of	themselves.[77]	While	everyone	agrees	that	social
networking	has	had	a	significant	impact	on	social	interaction,	there	remains	a	substantial	disagreement	as	to	whether	the	nature	of	this	impact	is	completely	positive.	A	number	of	scholars	have	done	research	on	the	negative	effects	of	Internet	communication	as	well.	These	researchers	have	contended	that	this	form	of	communication	is	an
impoverished	version	of	conventional	face-to-face	social	interactions,	and	therefore	produce	negative	outcomes	such	as	loneliness	and	depression	for	users	who	rely	on	social	networking	entirely.	By	engaging	solely	in	online	communication,	interactions	between	communities,	families,	and	other	social	groups	are	weakened.[131]	Main	article:	Issues
relating	to	social	networking	services	Social	networking	services	have	led	to	many	issues	regarding	privacy,	bullying,	social	anxiety,	and	potential	for	misuse.	Main	article:	Use	of	social	network	websites	in	investigations	Social	networking	services	are	increasingly	being	used	in	legal	and	criminal	investigations.	The	information	posted	on	sites	such	as
MySpace	and	Facebook	has	been	used	by	police	(forensic	profiling),	probation,	and	university	officials	to	prosecute	users	of	said	sites.	In	some	situations,	content	posted	on	MySpace	has	been	used	in	court.[132]	Facebook	is	increasingly	being	used	by	school	administrations	and	law	enforcement	agencies	as	a	source	of	evidence	against	student	users.
This	site	being	the	number	one	online	destination	for	college	students,	allows	users	to	create	profile	pages	with	personal	details.	These	pages	can	be	viewed	by	other	registered	users	from	the	same	school,	which	often	include	resident	assistants	and	campus	police	who	have	signed	up	for	the	service.[133]	One	UK	police	force	has	sifted	pictures	from
Facebook	and	arrested	some	people	who	had	been	photographed	in	a	public	place	holding	a	weapon	such	as	a	knife	(having	a	weapon	in	a	public	place	is	illegal).[134]	Banner	in	Bangkok,	observed	on	June	30,	2014,	during	the	2014	Thai	coup	d'état,	informing	the	Thai	public	that	'like'	or	'share'	activity	on	social	media	could	land	them	in	prison	Social
networking	is	more	recently	being	used	by	various	government	agencies.	Social	networking	tools	serve	as	a	quick	and	easy	way	for	the	government	to	get	the	suggestion	of	the	public	and	to	keep	the	public	updated	on	their	activity,	however,	this	comes	with	a	significant	risk	of	abuse,	for	example,	to	cultivate	a	culture	of	fear	such	as	that	outlined	in
Nineteen	Eighty-Four	or	THX-1138.	The	Centers	for	Disease	Control	demonstrated	the	importance	of	vaccinations	on	the	popular	children's	site	Whyville	and	the	National	Oceanic	and	Atmospheric	Administration	has	a	virtual	island	on	Second	Life	where	people	can	explore	caves	or	explore	the	effects	of	global	warming.[135]	Likewise,	NASA	has
taken	advantage	of	a	few	social	networking	tools,	including	Twitter	and	Flickr.	The	NSA	is	taking	advantage	of	them	all.[136]	NASA	is	using	such	tools	to	aid	the	Review	of	U.S.	Human	Space	Flight	Plans	Committee,	whose	goal	it	is	to	ensure	that	the	nation	is	on	a	vigorous	and	sustainable	path	to	achieving	its	boldest	aspirations	in	space.[137]	The
use	of	social	networking	services	in	an	enterprise	context	presents	the	potential	of	having	a	major	impact	on	the	world	of	business	and	work.[138]	Social	networks	connect	people	at	low	cost;	this	can	be	beneficial	for	entrepreneurs	and	small	businesses	looking	to	expand	their	contact	bases.	These	networks	often	act	as	a	customer	relationship
management	tool	for	companies	selling	products	and	services.	Companies	can	also	use	social	networks	for	advertising	in	the	form	of	banners	and	text	ads.	Since	businesses	operate	globally,	social	networks	can	make	it	easier	to	keep	in	touch	with	contacts	around	the	world.	Applications	for	social	networking	sites	have	extended	toward	businesses	and
brands	are	creating	their	own,	high	functioning	sites,	a	sector	known	as	brand	networking.	It	is	the	idea	that	a	brand	can	build	its	consumer	relationship	by	connecting	their	consumers	to	the	brand	image	on	a	platform	that	provides	them	relative	content,	elements	of	participation,	and	a	ranking	or	score	system.	Brand	networking	is	a	new	way	to
capitalize	on	social	trends	as	a	marketing	tool.	The	power	of	social	networks	is	beginning	to	permeate	into	internal	culture	of	businesses	where	they	are	finding	uses	for	collaboration,	file	sharing	and	knowledge	transfer.	The	term	"enterprise	social	software"	is	becoming	increasingly	popular	for	these	types	of	applications.[citation	needed]	See	also:
Online	dating	service	Many	social	networks	provide	an	online	environment	for	people	to	communicate	and	exchange	personal	information	for	dating	purposes.	Intentions	can	vary	from	looking	for	a	one	time	date,	short-term	relationships,	and	long-term	relationships.[139]	Most	of	these	social	networks,	just	like	online	dating	services,	require	users	to
give	out	certain	pieces	of	information.	This	usually	includes	a	user's	age,	gender,	location,	interests,	and	perhaps	a	picture.	Releasing	very	personal	information	is	usually	discouraged	for	safety	reasons.[140]	This	allows	other	users	to	search	or	be	searched	by	some	sort	of	criteria,	but	at	the	same	time,	people	can	maintain	a	degree	of	anonymity
similar	to	most	online	dating	services.	Online	dating	sites	are	similar	to	social	networks	in	the	sense	that	users	create	profiles	to	meet	and	communicate	with	others,	but	their	activities	on	such	sites	are	for	the	sole	purpose	of	finding	a	person	of	interest	to	date.	Social	networks	do	not	necessarily	have	to	be	for	dating;	many	users	simply	use	it	for
keeping	in	touch	with	friends,	and	colleagues.[141]	However,	an	important	difference	between	social	networks	and	online	dating	services	is	the	fact	that	online	dating	sites	usually	require	a	fee,	where	social	networks	are	free.[142]	This	difference	is	one	of	the	reasons	the	online	dating	industry	is	seeing	a	massive	decrease	in	revenue	due	to	many
users	opting	to	use	social	networking	services	instead.	Many	popular	online	dating	services	such	as	Match.com,	Yahoo	Personals,	and	eHarmony.com	are	seeing	a	decrease	in	users,	where	social	networks	like	MySpace	and	Facebook	are	experiencing	an	increase	in	users.	The	number	of	Internet	users	in	the	United	States	that	visit	online	dating	sites
has	fallen	from	a	peak	of	21%	in	2003	to	10%	in	2006.[143]	Whether	it	is	the	cost	of	the	services,	the	variety	of	users	with	different	intentions,	or	any	other	reason,	it	is	undeniable	that	social	networking	sites	are	quickly	becoming	the	new	way	to	find	dates	online.[citation	needed]	The	National	School	Boards	Association	reports	that	almost	60%	of
students	who	use	social	networking	talk	about	education	topics	online,	and	more	than	50%	talk	specifically	about	schoolwork.	Yet	the	vast	majority	of	school	districts	have	stringent	rules	against	nearly	all	forms	of	social	networking	during	the	school	day—even	though	students	and	parents	report	few	problem	behaviors	online.	Social	networks	focused
on	supporting	relationships	between	teachers	and	their	students	are	now	used	for	learning,	educators	professional	development,	and	content	sharing.	HASTAC	is	a	collaborative	social	network	space	for	new	modes	of	learning	and	research	in	higher	education,	K-12,	and	lifelong	learning;	Ning	supports	teachers;	TermWiki,	TeachStreet	and	other	sites
are	being	built	to	foster	relationships	that	include	educational	blogs,	portfolios,	formal	and	ad	hoc	communities,	as	well	as	communication	such	as	chats,	discussion	threads,	and	synchronous	forums.	These	sites	also	have	content	sharing	and	rating	features.	Social	networks	are	also	emerging	as	online	yearbooks,	both	public	and	private.	One	such
service	is	MyYearbook,	which	allows	anyone	from	the	general	public	to	register	and	connect.	A	new	trend	emerging	is	private	label	yearbooks	accessible	only	by	students,	parents,	and	teachers	of	a	particular	school,	similar	to	Facebook's	beginning	within	Harvard.[citation	needed]	The	use	of	virtual	currency	systems	inside	social	networks	create	new
opportunities	for	global	finance.	Hub	Culture	operates	a	virtual	currency	Ven	used	for	global	transactions	among	members,	product	sales[144]	and	financial	trades	in	commodities	and	carbon	credits.[145][146]	In	May	2010,	carbon	pricing	contracts	were	introduced	to	the	weighted	basket	of	currencies	and	commodities	that	determine	the	floating
exchange	value	of	Ven.	The	introduction	of	carbon	to	the	calculation	price	of	the	currency	made	Ven	the	first	and	only	currency	that	is	linked	to	the	environment.[147]	Social	networks	are	beginning	to	be	adopted	by	healthcare	professionals	as	a	means	to	manage	institutional	knowledge,	disseminate	peer	to	peer	knowledge	and	to	highlight	individual
physicians	and	institutions.	The	advantage	of	using	a	dedicated	medical	social	networking	site	is	that	all	the	members	are	screened	against	the	state	licensing	board	list	of	practitioners.[148]	A	new	trend	is	emerging	with	social	networks	created	to	help	its	members	with	various	physical	and	mental	ailments.[149]	For	people	suffering	from	life-altering
diseases	or	chronic	health	conditions,	companies	such	as	HealthUnlocked	and	PatientsLikeMe	offers	their	members	the	chance	to	connect	with	others	dealing	with	similar	issues	and	share	experiences.	For	alcoholics	and	addicts,	SoberCircle	gives	people	in	recovery	the	ability	to	communicate	with	one	another	and	strengthen	their	recovery	through
the	encouragement	of	others	who	can	relate	to	their	situation.	DailyStrength	is	also	a	website	that	offers	support	groups	for	a	wide	array	of	topics	and	conditions,	including	the	support	topics	offered	by	PatientsLikeMe	and	SoberCircle.	Some	social	networks	aim	to	encourage	healthy	lifestyles	in	their	users.	SparkPeople	and	HealthUnlocked	offer
community	and	social	networking	tools	for	peer	support	during	weight	loss.	Fitocracy	and	QUENTIQ	are	focused	on	exercise,	enabling	users	to	share	their	own	workouts	and	comment	on	those	of	other	users.	Other	aspects	of	social	network	usage	include	the	analysis	of	data	coming	from	existing	social	networks	(such	as	Twitter)	to	discover	large
crowd	concentration	events	(based	on	tweets	location	statistical	analysis)	and	disseminate	the	information	to	e.g.	mobility-challenged	individuals	for	e.g.	avoiding	the	specific	areas	and	optimizing	their	journey	in	an	urban	environment.[150]	Social	networking	sites	have	recently	showed	a	value	in	social	and	political	movements.[151]	In	the	Egyptian
revolution,	Facebook	and	Twitter	both	played	an	allegedly	pivotal	role	in	keeping	people	connected	to	the	revolt.	Egyptian	activists	have	credited	social	networking	sites	with	providing	a	platform	for	planning	protest	and	sharing	news	from	Tahrir	Square	in	real	time.	By	presenting	a	platform	for	thousands	of	people	to	instantaneously	share	videos	of
mainly	events	featuring	brutality,	social	networking	can	be	a	vital	tool	in	revolutions.[152]	On	the	flip	side,	social	networks	enable	government	authorities	to	easily	identify,	and	repress,	protestors	and	dissidents.[153]	Another	political	application	of	social	media	is	promoting	the	involvement	of	younger	generations	in	politics	and	ongoing	political



issues.[154]	Perhaps	the	most	significant	political	application	of	social	media	is	Barack	Obama's	election	campaign	in	2008.	It	was	the	first	of	its	kind,	as	it	successfully	incorporated	social	media	into	its	campaign	winning	strategy,	evolving	the	way	of	political	campaigns	forevermore	in	the	ever-changing	technological	world	we	find	ourselves	in	today.
His	campaign	won	by	engaging	everyday	people	and	empowering	volunteers,	donors,	and	advocates,	through	social	networks,	text	messaging,	email	messaging	and	online	videos.[155]	Obama's	social	media	campaign	was	vast,	with	his	campaign	boasting	5	million	'friends'	on	over	15	social	networking	sites,	with	over	3	million	friends	just	on
Facebook.[156]	Another	significant	success	of	the	campaign	was	online	videos,	with	nearly	2,000	YouTube	videos	being	put	online,	receiving	over	80	million	views.[156]	In	2007,	when	Obama	first	announced	his	candidacy,	there	was	no	such	thing	as	an	iPhone	or	Twitter.	However,	a	year	later,	Obama	was	sending	out	voting	reminders	to	thousands	of
people	through	Twitter,	showing	just	how	fast	social	media	moves.	Obama's	campaign	was	current	and	needed	to	be	successful	in	incorporating	social	media,	as	social	media	acts	best	and	is	most	effective	in	real	time.[157]	Building	up	to	the	2012	presidential	election,	it	was	interesting	to	see	how	strong	the	influence	of	social	media	would	be
following	the	2008	campaigns,	where	Obama's	winning	campaign	had	been	social	media-heavy,	whereas	McCain's	campaign	did	not	really	grasp	social	media.	John	F.	Kennedy	was	the	first	president	who	really	understood	television,	and	similarly,	Obama	is	the	first	president	to	fully	understand	the	power	of	social	media.[158]	Obama	has	recognized
social	media	is	about	creating	relationships	and	connections	and	therefore	used	social	media	to	the	advantage	of	presidential	election	campaigns,	in	which	Obama	has	dominated	his	opponents	in	terms	of	social	media	space.	Other	political	campaigns	have	followed	on	from	Obama's	successful	social	media	campaigns,	recognizing	the	power	of	social
media	and	incorporating	it	as	a	key	factor	embedded	within	their	political	campaigns,	for	example,	Donald	Trump's	presidential	electoral	campaign,	2016.	Dan	Pfeiffer,	Obama's	former	digital	and	social	media	guru,	commented	that	Donald	Trump	is	"way	better	at	the	internet	than	anyone	else	in	the	GOP	which	is	partly	why	he	is	winning".[159]
Research	has	shown	that	66%	of	social	media	users	actively	engage	in	political	activity	online,	and	like	many	other	behaviors,	online	activities	translate	into	offline	ones.[158]	With	research	from	the	'MacArthur	Research	Network	on	Youth	and	Participatory	Politics'	stating	that	young	people	who	are	politically	active	online	are	double	as	likely	to	vote
than	those	who	are	not	politically	active	online.[158]	Therefore,	political	applications	of	social	networking	sites	are	crucial,	particularly	to	engage	with	the	youth,	who	perhaps	are	the	least	educated	in	politics	and	the	most	in	social	networking	sites.	Social	media	is,	therefore,	a	very	effective	way	in	which	politicians	can	connect	with	a	younger
audience	through	their	political	campaigns.[160]	On	June	28,	2020,	The	New	York	Times	released	an	article	sharing	the	finding	of	two	researchers	who	studied	the	impact	of	TikTok,	a	video-sharing	and	social	networking	application,	on	political	expression.	The	application,	besides	being	a	creative	space	to	express	oneself,	has	been	used	maliciously	to
spread	disinformation	ahead	of	US	President	Donald	Trump's	Tulsa	rally	in	Oklahoma	and	amplified	footage	of	police	brutality	at	Black	Lives	Matter	protests.[161]	Main	article:	Crowdsourcing	Crowdsourcing	social	media	platform,	such	as	Design	Contest,	Arcbazar,	Tongal,	combined	group	of	professional	freelancers,	such	as	designers,	and	help	them
communicate	with	business	owners	interested	in	their	suggestion.	This	process	is	often	used	to	subdivide	tedious	work	or	to	fund-raise	startup	companies	and	charities,	and	can	also	occur	offline.[162]	Main	article:	Comparison	of	software	and	protocols	for	distributed	social	networking	There	are	a	number	of	projects	that	aim	to	develop	free	and	open
source	software	to	use	for	social	networking	services.	These	technologies	are	often	referred	to	as	social	engine	or	social	networking	engine	software.	The	following	is	a	list	of	the	largest	social	networking	services,	in	order	by	number	of	active	users,	as	of	January	2024,	as	published	by	Statista:[163]	Service	Active	users	(in	millions)	Facebook	3,049
YouTube	2,491	WhatsApp*	2,000	Instagram	2,000	TikTok	1,562	WeChat	1,336	Facebook	Messenger	979	Telegram	800	Douyin**	752	Snapchat	750	Kuaishou	685	X	(Twitter)	619	Sina	Weibo	605	QQ	558	Pinterest	482	*Platforms	have	not	published	updated	user	figures	in	the	past	12	months,	figures	may	be	out	of	date	and	less	reliable	**Figure	uses
daily	active	users,	so	monthly	active	user	number	is	likely	higher	Anonymous	social	media	Collective	intelligence	Comparison	of	research	networking	tools	and	research	profiling	systems	Distributed	social	network	Enterprise	bookmarking	Gender	differences	in	social	network	service	use	Geosocial	networking	Internet	Internet	forum	Lateral	diffusion
List	of	social	gaming	networks	List	of	social	networking	services	Mass	collaboration	Mobile	social	network	Personal	network	Professional	network	service	Virtual	volunteering	Social	aspects	of	television	Social	bookmarking	Social	identity	Social	media	Social	network	Social	seating	Social	software	Social	television	Social	web	Virtual	community	List	of
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distribution,	also	referred	to	as	content	delivery,	online	distribution,	or	electronic	software	distribution,	among	others,	is	the	delivery	or	distribution	of	information	or	materials	through	digital	platforms.[1]	The	distribution	of	digital	media	content	may	be	of	digitized	versions	of	analog	materials,	as	well	as	other	materials	offered	in	a	purely	digital
format,	such	as	audio,	video,	e-books,	video	games,	and	other	software.[2]	The	term	is	generally	used	to	describe	distribution	over	an	online	delivery	medium,	such	as	the	Internet,	thus	bypassing	physical	distribution	methods,	such	as	paper,	optical	discs,	and	VHS	videocassettes.	The	term	online	distribution	is	typically	applied	to	freestanding
products,	with	downloadable	add-ons	for	other	products	are	more	commonly	described	as	downloadable	content.	Content	distributed	online	may	be	streamed	or	downloaded,	and	often	consists	of	books,	films	and	television	programs,	music,	software,	and	video	games.	Streaming	involves	downloading	and	using	content	at	a	user's	request,	or	"on-
demand",	rather	than	allowing	a	user	to	store	it	permanently.	In	contrast,	fully	downloading	content	to	a	hard	drive	or	other	forms	of	storage	media	may	allow	offline	access	in	the	future.	Specialist	networks	known	as	content	delivery	networks	help	distribute	content	over	the	Internet	by	ensuring	both	high	availability	and	high	performance.[3]
Alternative	technologies	for	content	delivery	include	peer-to-peer	file	sharing	technologies.	Alternatively,	content	delivery	platforms	create	and	syndicate	content	remotely,	acting	like	hosted	content	management	systems.	Unrelated	to	the	above,	the	term	"digital	distribution"	is	also	used	in	film	distribution	to	describe	the	distribution	of	content
through	physical	digital	media,	in	opposition	to	distribution	by	analog	media	such	as	photographic	film	and	magnetic	tape	(see:	digital	cinema).	The	rise	of	online	distribution	has	provided	controversy	for	the	traditional	business	models	and	resulted	in	challenges	as	well	as	new	opportunities	for	traditional	retailers	and	publishers.	Online	distribution
affects	all	of	the	traditional	media	markets,	including	music,	press,	and	broadcasting.	In	Britain,	the	iPlayer,	a	software	application	for	streaming	television	and	radio,	accounts	for	5%	of	all	bandwidth	used	in	the	United	Kingdom.[4]	The	move	towards	online	distribution	led	to	a	dip	in	sales	in	the	2000s;	CD	sales	were	nearly	cut	in	half	around	this
time.[5]	One	such	example	of	online	distribution	taking	its	toll	on	a	retailer	is	the	Canadian	music	chain	Sam	the	Record	Man;	the	company	blamed	online	distribution	for	having	to	close	a	number	of	its	traditional	retail	venues	in	2007–08.[6]	One	main	reason	that	sales	took	such	a	big	hit	was	that	unlicensed	downloads	of	music	were	very	accessible.
[citation	needed]	With	copyright	infringement	affecting	sales,	the	music	industry	realized	it	needed	to	change	its	business	model	to	keep	up	with	the	rapidly	changing	technology.[7]	The	step	that	was	taken	to	move	the	music	industry	into	the	online	space	has	been	successful	for	several	reasons.	The	development	of	lossy	audio	compression	file
formats	such	as	MP3	could	take	30	MB	for	a	typical	3-minute	song	and	bring	it	down	to	3	MB	without	any	serious	loss	of	quality.[8]	Lossless	FLAC	files	can	be	up	to	six	times	larger	than	an	MP3	while,[9]	in	comparison,	the	same	song	might	require	30–40	megabytes	of	storage	on	a	CD.[7]	The	smaller	file	size	yields	much	greater	Internet	transfer
speeds.	The	transition	into	the	online	space	has	boosted	sales,	and	profit	for	some	artists.[10][citation	needed]	It	has	also	allowed	for	potentially	lower	expenses	such	as	lower	coordination	costs,	lower	distribution	costs,	as	well	as	the	possibility	for	redistributed	total	profits.[7]	These	lower	costs	have	aided	new	artists	in	breaking	onto	the	scene	and
gaining	recognition.[citation	needed]	In	the	past,	some	emerging	artists	have	struggled	to	find	a	way	to	market	themselves	and	compete	in	the	various	distribution	channels.[citation	needed]	The	Internet	may	give	artists	more	control	over	their	music	in	terms	of	ownership,	rights,	creative	process,	pricing,	and	more.	In	addition	to	providing	global
users	with	easier	access	to	content,	online	stores	allow	users	to	choose	the	songs	they	wish	instead	of	having	to	purchase	an	entire	album	from	which	there	may	only	be	one	or	two	titles	that	the	buyer	enjoys.	The	number	of	downloaded	single	tracks	rose	from	160	million	in	2004	to	795	million	in	2006,	which	accounted	for	a	revenue	boost	from
US$397	million	to	US$2	billion.[7]	Downloading	peaked	in	the	US	in	2012,	after	which	it	started	falling	due	to	the	rise	of	music	streaming	services.	In	2017,	physical	formats	overtook	downloading	again	for	the	first	time	in	six	years,[11]	but	despite	the	vinyl	revival	and	CDs	holding	its	own,	the	physical	formats	account	for	only	11%	revenue	as	of
2023,	while	streaming	services	are	dominant	with	84%	of	the	US	industry.[12]	With	the	advancement	of	network	bandwidth	capabilities,	online	distribution	became	prominent	in	the	21st	century,	with	prominent	platforms	such	as	Amazon	Video,	and	Netflix's	streaming	service	starting	in	2007.[13]	Many	traditional	network	television	shows,	movies
and	other	video	content	is	now	available	online,	either	from	the	content	owner	directly	or	from	third-party	services.	YouTube,	Netflix,	Hulu,	Vudu,	Amazon	Prime	Video,	DirecTV,	SlingTV	and	other	Internet-based	video	services	allow	content	owners	to	let	users	access	their	content	on	computers,	smartphones,	tablets	or	by	using	appliances	such	as
video	game	consoles,	set-top	boxes	or	Smart	TVs.[14]	Many	film	distributors	also	include	a	Digital	Copy,	also	called	Digital	HD,	with	Blu-ray	disc,	Ultra	HD	Blu-ray,	3D	Blu-ray	or	a	DVD.	Some	companies,	such	as	Bookmasters	Distribution,	which	invested	US$4.5	million	in	upgrading	its	equipment	and	operating	systems,	have	had	to	direct	capital
toward	keeping	up	with	the	changes	in	technology.[citation	needed]	The	phenomenon	of	books	going	digital	has	given	users	the	ability	to	access	their	books	on	handheld	digital	book	readers.	One	benefit	of	electronic	book	readers	is	that	they	allow	users	to	access	additional	content	via	hypertext	links.	These	electronic	book	readers	also	give	users
portability	for	their	books	since	a	reader	can	hold	multiple	books	depending	on	the	size	of	its	hard	drive.[15]	Companies	that	are	able	to	adapt	and	make	changes	to	capitalize	on	the	digital	media	market	have	seen	sales	surge.	Vice	President	of	Perseus	Books	Group	stated	that	since	shifting	to	electronic	books	(e-books),	it	saw	sales	rise	by	68%
[citation	needed].	Independent	Publishers	Group	experienced	a	sales	boost	of	23%	in	the	first	quarter	of	2012	alone.[16]	Tor	Books,	a	major	publisher	of	science	fiction	and	fantasy	books,	started	to	sell	e-books	DRM-free	by	July	2012.[17]	One	year	later	the	publisher	stated	that	they	will	keep	this	model	as	removing	DRM	was	not	hurting	their	digital
distribution	ebook	business.[18]	Smaller	e-book	publishers	such	as	O'Reilly	Media,	Carina	Press[19]	and	Baen	Books	had	already	forgone	DRM	previously.	Main	article:	Digital	distribution	of	video	games	Online	distribution	is	changing	the	structure	of	the	video	game	industry.[citation	needed]	Gabe	Newell,	creator	of	the	digital	distribution	service
Steam,	formulated	the	advantages	over	physical	retail	distribution	as	such:	The	worst	days	[for	game	development]	were	the	cartridge	days	for	the	NES.	It	was	a	huge	risk	–	you	had	all	this	money	tied	up	in	silicon	in	a	warehouse	somewhere,	and	so	you'd	be	conservative	in	the	decisions	you	felt	you	could	make,	very	conservative	in	the	IPs	you	signed,
your	art	direction	would	not	change,	and	so	on.	Now	it's	the	opposite	extreme:	we	can	put	something	up	on	Steam,	deliver	it	to	people	all	around	the	world,	make	changes.	We	can	take	more	interesting	risks.[...]	Retail	doesn't	know	how	to	deal	with	those	games.	On	Steam	[a	digital	distributor]	there's	no	shelf-space	restriction.— Gabe	Newell,	Rock,
Paper,	Shotgun	(2007)[20]	Since	the	2000s,	there	has	been	an	increasing	number	of	smaller	and	niche	titles	available	and	commercially	successful,	e.g.	remakes	of	classic	games.[21][22]	The	new	possibility	of	the	digital	distribution	stimulated	also	the	creation	of	game	titles	of	very	small	video	game	producers	like	Independent	game	developer[23]
[24]	and	Modders	(e.g.	Garry's	Mod[25]),	which	were	before	not	commercially	feasible.	The	years	after	2004	saw	the	rise	of	many	digital	distribution	services	on	the	PC,	such	as	Amazon	Services,	Desura,	GameStop,	Games	for	Windows	–	Live,	Impulse,	Steam,	Origin,	Battle.net,	Direct2Drive,	GOG.com,	Epic	Games	Store	and	GamersGate.	The	offered
properties	differ	significantly:	while	most	of	these	digital	distributors	do	not	allow	reselling	of	bought	games,	Green	Man	Gaming	allows	this.	Another	example	is	gog.com	which	has	a	strict	non-DRM	policy[26]	while	most	other	services	allow	various	(strict	or	less	strict)	forms	of	DRM.	Digital	distribution	is	also	more	eco-friendly	than	physical.	Optical
discs	are	made	of	polycarbonate	plastic	and	aluminum.	The	creation	of	30	of	them	requires	the	use	of	300	cubic	feet	of	natural	gas,	two	cups	of	oil	and	24	gallons	of	water.[citation	needed]	The	protective	cases	for	an	optical	disc	is	made	from	polyvinyl	chloride	(PVC),	a	known	carcinogen.[27]	A	general	issue	is	the	large	number	of	incompatible	data
formats	in	which	content	is	delivered,	possibly	restricting	the	devices	that	may	be	used,	or	making	data	conversion	necessary.	Streaming	services	can	have	several	drawbacks:	requiring	a	constant	Internet	connection	to	use	content;	the	restriction	of	some	content	to	never	be	stored	locally;	the	restriction	of	content	from	being	transferred	to	physical
media;	and	the	enabling	of	greater	censorship	at	the	discretion	of	owners	of	content,	infrastructure,[28]	and	consumer	devices.	Decades	after	the	launch	of	the	World	Wide	Web,	in	2019	businesses	were	still	adapting	to	the	evolving	world	of	distributing	content	digitally—even	regarding	the	definition	and	understanding	of	basic	terminology.[29]	App
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"Digital	Doesn't	Have	to	Be	Disruptive".	Harvard	Business	Review.	Archived	from	the	original	on	16	August	2019.	Retrieved	16	August	2019.	Retrieved	from	"	26	Jun,	2025	System	Shock	2:	25th	Anniversary	Remaster	Multiplayer,	Singleplayer,	Online	Co-Op,	Immersive	Sim	26	Jun,	2025	Shambles:	Sons	of	Apocalypse	RPG,	Exploration,	Turn-Based
Tactics,	Card	Battler	25	Jun,	2025	Persona5:	The	Phantom	X	RPG,	JRPG,	Anime,	Adventure	25	Jun,	2025	ToHeart	3D,	1990's,	Visual	Novel,	Anime	24	Jun,	2025	Umamusume:	Pretty	Derby	Simulation,	Sports,	Cute,	Anime	23	Jun,	2025	Tiny	Aquarium:	Social	Fishkeeping	Collectathon,	Idler,	Creature	Collector,	Economy	23	Jun,	2025	Ship,	Inc.
Simulation,	Casual,	Job	Simulator,	Cozy	20	Jun,	2025	Suit	for	Hire	Action,	Top-Down	Shooter,	Violent,	Tactical	20	Jun,	2025	Parcel	Simulator	Simulation,	Automation,	First-Person,	Immersive	Sim	20	Jun,	2025	Sickly	Days	and	Summer	Traces	Casual,	Sexual	Content,	Visual	Novel,	Cute	19	Jun,	2025	美女，请别影响我成仙	FMV,	Visual	Novel,	Interactive
Fiction,	Casual	19	Jun,	2025	Supermarket	Simulator	Simulation,	Management,	Economy,	Multiplayer	19	Jun,	2025	Broken	Arrow	Strategy,	Wargame,	Modern,	RTS	19	Jun,	2025	Len's	Island	Open	World	Survival	Craft,	Farming,	Building,	Survival	19	Jun,	2025	REMATCH	Sports,	Football	(Soccer),	Multiplayer,	PvP	18	Jun,	2025	Kindergarten	3	Dark
Humor,	Dark	Comedy,	Choose	Your	Own	Adventure,	Puzzle	17	Jun,	2025	Card	Shop	Simulator	Multiplayer	Simulation,	Life	Sim,	Card	Battler,	Collectathon	17	Jun,	2025	Soulstone	Survivors	Action	Roguelike,	Bullet	Hell,	Roguelite,	Action	RPG	17	Jun,	2025	Date	Everything!	Simulation,	Dating	Sim,	LGBTQ+,	Sexual	Content	17	Jun,	2025	SCUM
Survival,	Open	World	Survival	Craft,	Multiplayer,	Open	World	17	Jun,	2025	Crime	Simulator	Simulation,	Heist,	Multiplayer,	Crime	16	Jun,	2025	Shadowverse:	Worlds	Beyond-Deckboost	Bundle	Card	Battler,	Trading	Card	Game,	Strategy,	Deckbuilding	16	Jun,	2025	PEAK	Physics,	Multiplayer,	Online	Co-Op,	Co-op	16	Jun,	2025	Cast	n	Chill	Relaxing,
Pixel	Graphics,	Fishing,	Creature	Collector	16	Jun,	2025	Rooftops	&	Alleys:	The	Parkour	Game	Simulation,	Parkour,	Sports,	3D	Platformer	14	Jun,	2025	Shadowverse:	Worlds	Beyond	Free	to	Play,	Card	Battler,	Trading	Card	Game,	Deckbuilding	13	Jun,	2025	Five	Nights	at	Freddy's:	Secret	of	the	Mimic	Horror,	Adventure,	First-Person,	Action	13	Jun,
2025	Backpack	Battles	Auto	Battler,	Inventory	Management,	Strategy,	PvP	13	Jun,	2025	The	Alters	Survival,	Base	Building,	Management,	Exploration	11	Jun,	2025	Stellar	Blade™	Female	Protagonist,	Action,	Hack	and	Slash,	Souls-like	Counter-Strike	2	FPS,	Shooter,	Multiplayer,	Competitive	PEAK	Physics,	Multiplayer,	Online	Co-Op,	Co-op	PUBG:
BATTLEGROUNDS	Survival,	Shooter,	Battle	Royale,	Multiplayer	Dead	by	Daylight	Horror,	Multiplayer,	Survival	Horror,	Online	Co-Op	Warframe	Free	to	Play,	Action	RPG,	Looter	Shooter,	Third-Person	Shooter	DEATH	STRANDING	DIRECTOR'S	CUT	Story	Rich,	Open	World,	Walking	Simulator,	Atmospheric	Apex	Legends™	Free	to	Play,	Battle	Royale,
Multiplayer,	FPS	Black	Myth:	Wukong	Mythology,	Action	RPG,	Action,	Souls-like	Dune:	Awakening	Open	World	Survival	Craft,	Massively	Multiplayer,	Third	Person,	Adventure	REMATCH	Sports,	Football	(Soccer),	Multiplayer,	PvP	EA	SPORTS	FC™	25	Sports,	Football	(Soccer),	Simulation,	Multiplayer	Persona5:	The	Phantom	X	RPG,	JRPG,	Anime,
Adventure	War	Thunder	VR	Supported	Free	to	Play,	Simulation,	Vehicular	Combat,	Combat	Stellar	Blade™	Female	Protagonist,	Action,	Hack	and	Slash,	Souls-like	Horizon	Forbidden	West™	Complete	Edition	Open	World,	Singleplayer,	Female	Protagonist,	Action	Sea	of	Thieves:	2025	Edition	Multiplayer,	Open	World,	Adventure,	Pirates	ARK:	Survival
Ascended	Early	Access,	Survival,	Open	World,	Multiplayer	STAR	WARS™	Battlefront™	II	Multiplayer,	Shooter,	Third-Person	Shooter,	Space	Black	Desert	MMORPG,	Massively	Multiplayer,	Open	World,	Character	Customization	Shadowverse:	Worlds	Beyond	Free	to	Play,	Card	Battler,	Trading	Card	Game,	Deckbuilding	Grounded	Survival,	Multiplayer,
Open	World	Survival	Craft,	Co-op	Warhammer	40,000:	Darktide	Horror,	Team-Based,	Combat,	Class-Based	Palworld	Open	World,	Survival,	Creature	Collector,	Multiplayer	ELDEN	RING	NIGHTREIGN	Souls-like,	Online	Co-Op,	Multiplayer,	Roguelike	Monster	Hunter	Wilds	Hunting,	Action,	Multiplayer,	Online	Co-Op	Broken	Arrow	Strategy,	Wargame,
Modern,	RTS	It	Takes	Two	Co-op,	Multiplayer,	Split	Screen,	Local	Co-Op	It	Takes	Two	Friend's	Pass	Co-op,	Multiplayer,	Split	Screen,	Local	Co-Op	The	Sims™	4	Life	Sim,	Character	Customization,	Free	to	Play,	Building	See	more:	Top	Sellers	Top	Sellers	Oceanhorn:	Chronos	Dungeon	Action,	Adventure,	Retro,	Pixel	Graphics	Summer	Pockets
REFLECTION	BLUE	Visual	Novel,	Multiple	Endings,	Choose	Your	Own	Adventure,	Emotional	Antro	Side	Scroller,	2D	Platformer,	Rhythm,	Puzzle	Platformer	KindFolx	Card	Game,	Roguelike	Deckbuilder,	Deckbuilding,	Card	Battler	BULLET	YEETERS	Casual,	RPG,	Action,	Battle	Royale	Off	The	Grid	Battle	Royale,	Multiplayer,	Cyberpunk,	Third-Person
Shooter	EXPEDITION	TO	THE	BACKROOMS	Singleplayer,	Online	Co-Op,	Local	Co-Op,	Psychological	Horror	VTumbler	Action,	Puzzle,	Anime,	PvP	Amarillo's	Desktop	Pets	Anime,	Mature,	Character	Customization,	Software	Night	of	the	Slayers	Horror,	Multiplayer,	Survival	Horror,	Singleplayer	Crisis	in	the	Kremlin:	The	Cold	War	Simulation,	Strategy,
Political	Sim,	Alternate	History	Primordialis	Early	Access,	Simulation,	Action	Roguelike,	Physics	BloodRush:	Undying	Wish	Early	Access,	Hack	and	Slash,	Fast-Paced,	Dark	Fantasy	Aura	Kingdom	-	Impact	Adventure,	Action,	RPG,	MMORPG	Mecha	BREAK	Free	to	Play,	Mechs,	Robots,	PvP	Sofia	in	Exchange	for	Lies	Adventure,	Visual	Novel,	Choose
Your	Own	Adventure,	3D	Bakery	Cafe	Simulator	Simulation,	First-Person,	Cooking,	Online	Co-Op	Marshmallow	All	the	Way	Home	Cute,	Comedy,	Visual	Novel,	Multiple	Endings	Occlude	Strategy,	Solitaire,	Puzzle,	Card	Game	Every	Day	We	Fight	Strategy,	RPG,	Turn-Based	Tactics,	Turn-Based	Strategy	Everdeep	Aurora	Adventure,	Exploration,	2D,
Cute	Ground	of	Aces	Early	Access,	Strategy,	Simulation,	Base	Building	Prison	Boss	Prohibition	VR	Only	Simulation,	Casual,	VR,	Comedy	Mycopunk	Action,	Shooter,	FPS,	Abstract	ISLANDERS:	New	Shores	Casual,	Strategy,	City	Builder,	Relaxing	PATAPON	1+2	REPLAY	Action,	Rhythm,	Action	RPG,	Action-Adventure	Tony	Hawk's™	Pro	Skater™	3	+	4
Sports,	Skateboarding,	Music,	Arcade	Coreless	Action	Roguelike,	Hack	and	Slash,	Dungeon	Crawler,	Action	RPG	Love	n	Life:	Happy	Student	Sexual	Content,	Hentai,	Nudity,	NSFW	NIGHT	OF	THE	CONSUMERS	Survival	Horror,	Action,	Horror,	Singleplayer	See	more:	Upcoming	Releases	DEATH	STRANDING	DIRECTOR'S	CUT	Story	Rich,	Open
World,	Walking	Simulator,	Atmospheric	EA	SPORTS	FC™	25	Sports,	Football	(Soccer),	Simulation,	Multiplayer	STAR	WARS™	Battlefront™	II	Multiplayer,	Shooter,	Third-Person	Shooter,	Space	Horizon	Forbidden	West™	Complete	Edition	Open	World,	Singleplayer,	Female	Protagonist,	Action	Black	Myth:	Wukong	Mythology,	Action	RPG,	Action,
Souls-like	Grounded	Survival,	Multiplayer,	Open	World	Survival	Craft,	Co-op	Sea	of	Thieves:	2025	Edition	Multiplayer,	Open	World,	Adventure,	Pirates	It	Takes	Two	Co-op,	Multiplayer,	Split	Screen,	Local	Co-Op	Palworld	Open	World,	Survival,	Creature	Collector,	Multiplayer	Grand	Theft	Auto	V	Enhanced	Open	World,	Action,	Multiplayer,	Crime
Monster	Hunter	Wilds	Hunting,	Action,	Multiplayer,	Online	Co-Op	ARK:	Survival	Ascended	Early	Access,	Survival,	Open	World,	Multiplayer	Dead	by	Daylight	Horror,	Multiplayer,	Survival	Horror,	Online	Co-Op	Red	Dead	Redemption	Open	World,	Western,	Story	Rich,	Singleplayer	Mount	&	Blade	II:	Bannerlord	Medieval,	Strategy,	Open	World,	RPG
NieR:Automata™	Hack	and	Slash,	RPG,	Great	Soundtrack,	Story	Rich	STAR	WARS	Jedi:	Survivor™	Action,	Adventure,	Souls-like,	Singleplayer	Far	Cry®	5	Open	World,	Action-Adventure,	Multiplayer,	Co-op	NBA	2K25	Sports,	Basketball,	Simulation,	eSports	Far	Cry®	6	Open	World,	FPS,	Online	Co-Op,	Multiplayer	Battlefield™	V	FPS,	Multiplayer,
Singleplayer,	World	War	II	Don't	Starve	Together	Survival,	Open	World	Survival	Craft,	Multiplayer,	Co-op	Battlefield™	2042	FPS,	Multiplayer,	Shooter,	Military	Sea	of	Thieves	2025	Premium	Edition	Adventure,	Action,	Pirates,	Multiplayer	Dead	Space	Horror,	Third-Person	Shooter,	Space,	Sci-fi	TEKKEN	8	Fighting,	3D	Fighter,	Action,	Multiplayer
DAVE	THE	DIVER	Pixel	Graphics,	Casual,	Management,	Adventure	Battlefield™	1	FPS,	Multiplayer,	World	War	I,	Singleplayer	Deep	Rock	Galactic	Hearts	of	Iron	IV	Strategy,	World	War	II,	Grand	Strategy,	War	Hades	II	Action,	Roguelike,	Roguelite,	Hack	and	Slash	Space	Haven	Base	Building,	Space,	Colony	Sim,	Simulation	Luma	Island	Adventure,
Farming	Sim,	Crafting,	Exploration	GTFO	Online	Co-Op,	Horror,	Co-op,	FPS	Overcooked!	2	Multiplayer,	Online	Co-Op,	Local	Co-Op,	Co-op	No	Rest	for	the	Wicked	Early	Access,	Souls-like,	Open	World,	Action	RPG	Sid	Meier’s	Civilization®	VI	Strategy,	Turn-Based	Strategy,	Multiplayer,	Historical	Far	Cry	3	Open	World,	FPS,	Action,	Adventure	A	Way
Out	Online	Co-Op,	Co-op,	Split	Screen,	Story	Rich	Human	Fall	Flat	Co-op,	Funny,	Puzzle,	Adventure	25	Jun,	2025	Persona5:	The	Phantom	X	RPG,	JRPG,	Anime,	Adventure	25	Jun,	2025	The	RPG:	My	First	Dungeon	Smells	RPG,	Adventure,	Open	World,	Action	24	Jun,	2025	Umamusume:	Pretty	Derby	Simulation,	Sports,	Cute,	Anime	20	Jun,	2025	19	Jun,
2025	18	Jun,	2025	Marvel	Contest	of	Champions	Free	to	Play,	Superhero,	Fighting,	Combat	14	Jun,	2025	Dread	Not	Early	Access,	Time	Management,	Puzzle,	Runner	14	Jun,	2025	Shadowverse:	Worlds	Beyond	Free	to	Play,	Card	Battler,	Trading	Card	Game,	Deckbuilding	9	Jun,	2025	Solo	Leveling:ARISE	OVERDRIVE	Demo	9	Jun,	2025	Star	Birds
Demo	Strategy,	Casual,	City	Builder,	Building	9	Jun,	2025	9	Jun,	2025	Absolum	Demo	Beat	'em	up,	Roguelite,	Fantasy,	Local	Co-Op	8	Jun,	2025	Baby	Steps	Demo	Action,	Adventure,	Casual,	Walking	Simulator	8	Jun,	2025	No,	I'm	not	a	Human	Demo	Horror,	Singleplayer,	Choices	Matter,	Story	Rich	8	Jun,	2025	TerraTech	Legion	Demo	Action
Roguelike,	Bullet	Hell,	Vehicular	Combat,	Third-Person	Shooter	7	Jun,	2025	Neon	Abyss	2	Demo	Action	Roguelike,	Cyberpunk,	Traditional	Roguelike,	Platformer	6	Jun,	2025	BALL	x	PIT	Demo	Action,	Action	Roguelike,	Bullet	Hell,	Roguelite	6	Jun,	2025	Waterpark	Simulator	Demo	Casual,	Simulation,	City	Builder,	Life	Sim	6	Jun,	2025	FEROCIOUS
Demo	Action,	Singleplayer,	Survival,	FPS	6	Jun,	2025	Rana	Card	Demo	Casual,	Strategy,	Card	Game,	Roguelite	5	Jun,	2025	Ratatan	Demo	RPG,	Action,	Adventure,	Casual	2	Jun,	2025	Truck	World:	Australia	-	First	Haul	Driving,	Transportation,	Simulation,	Open	World	30	May,	2025	Stellar	Blade™	Demo	Action,	Adventure,	Action	RPG,	Souls-like	29
May,	2025	Dispatch	Demo	Action,	Strategy,	Choices	Matter,	Singleplayer	29	May,	2025	Dead	as	Disco	Demo	Action,	Beat	'em	up,	Rhythm,	Action-Adventure	29	May,	2025	28	May,	2025	CoopRooms	Demo	Multiplayer,	Action,	Horror,	Psychological	Horror	27	May,	2025	Deadly	Days:	Roadtrip	Demo	Action	Roguelike,	Inventory	Management,	Bullet
Hell,	Action	25	May,	2025	Miscrits:	World	of	Creatures	Adventure,	Creature	Collector,	Strategy,	Casual	22	May,	2025	Splitgate	2	Shooter,	Free	to	Play,	Multiplayer,	Action	See	more:	Free	to	Play	or	Demos	Page	2	See	when	the	next	Steam	Sale	will	start	and	how	long	remains	with	our	countdown	timer.	PrepareYourWallet.com	is	tracking	all	type	of
sales	on	the	Steam	Store	such	as	holiday,	spring,	summer,	halloween	and	fall	sale.	Valve	doesn’t	tend	to	announce	their	sales	in	advance.	However,	by	looking	at	the	previous	years	we	can	approximately	predict	when	the	next	one	will	be.	Sometimes,	dates	can	also	leak	from	multiple	sources	like	PayPal.	It's	never	too	early	to	plan	your	penny-saving
with	a	Steam	Sale	schedule.	In	times	past,	predicting	Steam	sales	was	more	soothsaying	than	science,	but	we're	in	a	beautiful	new	world	of	predictable	price	cuts.	Nowadays,	Valve	reveals	Steam	Sale	dates	well	in	advance,	major	seasonal	sales	serve	as	reliable	quarterly	landmarks,	and—best	of	all—there's	no	messy	augury	required.	Still,	with	Steam
now	rolling	out	frequent	genre-specific	sales,	it	can	be	helpful	to	have	someone	keeping	the	calendar.	That's	where	we	come	in.	We're	tracking	all	the	confirmed	Steam	Sale	dates	as	they're	announced,	so	you	can	focus	on	curating	your	wishlist.	You're	welcome.The	seasonal	sales	during	Summer,	Autumn,	and	Winter	generally	offer	the	widest	and
deepest	selection	of	discounts,	with	a	Spring	sale	joining	the	seasonal	rotation	this	year	to	replace	the	place	of	the	Lunar	New	Year	sale	of	years	past.	Between	seasonal	sales,	there	are	genre-specific	"Fests"	offering	discounts	on	specific	game	categories.Whether	you're	looking	for	the	best	time	for	a	genre-specific	fix	or	marking	your	calendar	for	the
tentpole	seasonal	sales,	here's	your	handbook	for	expanding	your	Steam	library—without	emptying	your	wallet.The	next	major	Steam	sale	is	the	Summer	Sale,	starting	on	June	9.	With	spring	cleaning	wrapping	up,	you'll	have	some	time	to	let	your	wallet	recover	before	summer	starts.Fortunately,	there's	also	a	bunch	of	themed	sales	across	plentiful
subgenres	to	tide	us	all	over	between	the	bigger	seasonal	sales,	which	we've	detailed	below.Here	are	all	the	upcoming	Steam	sale	dates	we	know	so	far:Nov	27	-	Dec	4,	2024:	Steam	Autumn	SaleDec	19,	2024	-	Jan	2,	2025:	Steam	Winter	SaleJan	20	-	Jan	27,	2025:	Real	Time	Strategy	FestFeb	3	-	Feb	10,	2025:	Idler	FestFeb	10	-	Feb	17,	2025:	Couch	Co-
Op	FestFeb	24	-	Mar	3,	2025:	Steam	Next	FestMar	3	-	Mar	10,	2025:	Visual	Novel	FestMar	13	-	Mar	20,	2025:	Steam	Spring	SaleMar	24	-	Mar	31,	2025:	City	Builder	&	Colony	Sim	FestApril	21	-	April	28,	2025:	Sokoban	FestApril	28	-	May	5,	2025:	Wargames	FestMay	12	-	May	19,	2025:	Creature	Collector	FestMay	26	–	June	2,	2025:	Zombies	vs.
Vampires	FestJune	9	-	June	16,	2025:	Steam	Next	Fest:	June	EditionJune	16	-	June	23,	2025:	Fishing	FestJune	26	-	July	10,	2025:	Steam	Summer	SaleJuly	14	–	July	21:	Automation	FestJuly	28	–	August	4:	Racing	FestAugust	11	–	August	18:	4X	FestAugust	25	–	September	1:	Third	Person	Shooter	(TPS)	FestSeptember	8	–	September	15:	Political	Sim
FestSeptember	29	–	October	6	:	2025	Steam	Autumn	Sale	(Please	note	this	is	a	different	time	frame	compared	to	previous	Autumn	Sales)October	13	–	October	20:	Steam	Next	FestOctober	27	–	November	3:	Steam	Scream	4November	10	–	November	17:	Animal	FestDecember	8	–	December	15:	Sports	FestDecember	18	–	January	5:	2025	Steam	Winter
SaleHow	long	do	Steam	sales	last?The	Summer	and	Winter	sales	are	the	big	ones.	They	tend	to	last	two	weeks	(ish).	The	smaller	Spring	and	Autumn	sales,	along	with	the	genre	Fests,	all	last	about	a	week.	Related	Articles	What	times	of	the	year	does	Steam	have	sales?Steam	now	has	genre-specific	sales	nearly	every	month	of	the	year,	but	the
quarterly	seasonal	sales	are	the	ones	with	sales	hitting	across	the	Steam	catalogue:	the	Spring,	Summer,	Autumn,	and	Winter	Sales.As	for	which	Steam	sale	is	biggest,	we	tend	to	see	the	steepest	discounts	in	the	Summer	and	Winter	sales,	with	the	Summer	sales	offering	the	choicest	selection.	With	Autumn	and	Winter	sales	following	so	close	on	the
heels	of	Fall	release	season,	there	tend	to	be	fewer	big,	recent	titles	with	hefty	discounts.	By	the	following	summer	you	can	get	great	discounts	on	relatively	new	games.	(Here's	how	long	it	usually	takes	for	games	to	get	cheap	on	Steam.)In	the	past,	when	we've	rounded	up	the	best	Steam	deals	ever,	we've	seen	some	remarkable	discounts.	Valve's
Portal	2	went	from	$50	to	$5	in	the	Summer	Sale	a	year	after	release.Don't	entirely	ignore	the	smaller,	genre-themed	sales	throughout	the	year,	though.	They	might	not	offer	as	deep	discounts	on	as	wide	a	selection	as	the	seasonal	sales,	but	they're	still	worth	a	look	if	you've	been	craving	the	kind	of	gameplay	being	highlighted	and	can't	wait	until	the
next	headliner	sale.(Image	credit:	Valve)When	is	the	next	Steam	Next	Fest?The	Steam	Next	Fest	begins	June	9	and	runs	until	June	16,	2025.	These	festivals	usually	happen	close	to	Steam's	bigger	yearly	sales.Keep	up	to	date	with	the	most	important	stories	and	the	best	deals,	as	picked	by	the	PC	Gamer	team.Once	called	Steam	Festivals,	Next	Fests
aren't	sales	exactly,	but	they're	another	way	to	play	games	for	cheap.	Since	2020,	Steam	has	been	running	regular	festival	weeks	where	hundreds	of	upcoming	games	offer	free	demos	for	you	to	play.	It	can	be	a	daunting	list	to	sort	through,	like	sales	are,	but	it's	a	great	way	to	try	something	you've	had	your	eye	on.Steam	sale	tipsUse	your



wishlistWhenever	you	see	a	game	you	might	want,	add	it	to	your	wishlist.	You	will	receive	notifications	when	wishlisted	games	are	on	sale	and	having	a	list	makes	it	easier	to	resist	buying	unlisted	games	for	the	sake	of	it	on	impulse.	If	a	game	is	not	on	your	list,	do	you	really	want	it?Looking	for	a	way	to	quickly	fill	up	your	wishlist?	Check	out	our
round	up	of	the	top	100	games	you	can	play	on	PC	today.	Here	are	100	other	smaller	games	judged	by	algorithm	to	be	the	best	hidden	gems	on	Steam.	And	these	are	the	best	PC	games	we	recommend	right	now.Keep	an	eye	on	publisher	bundlesPublisher	bundles	can	knock	lots	of	money	off	entire	series	or	catalogues.	If	you	want	to	buy	an	individual
Hitman	game	then	you	might	want	to	check	for	a	series	bundle—chances	are	you	could	get	all	of	the	games	for	not	much	more.Snap	up	expansions	and	DLCExpansions	can	often	feel	a	little	overpriced,	especially	if	they're	only	adding	a	few	hours	of	new	stuff	to	your	game.	In	Steam	sales	you	can	pick	up	a	lot	of	DLC	for	just	a	few	bucks	and
reinvigorate	games	in	your	back	catalogue.Stock	up	on	indie	treatsYou	can	get	big	percentage	discounts	on	big	budget	games	in	the	major	Steam	Sales,	but	even	with	a	hefty	trim	those	games	can	still	cost	20	or	30	bucks.	If	you	want	to	maximise	the	amount	of	play	time	you	get	out	of	a	Steam	sale,	quality	indie	games	go	down	to	dollars,	and	even
cents.	If	you	need	more	storage	to	hold	them	all,	these	are	the	best	SSDs	for	gaming	right	now.You	can	always	wait	for	another	saleIf	you're	not	going	to	play	a	game	before	the	next	big	Steam	sale	rolls	around,	you	might	as	well	wait.	Chances	are	the	discounts	will	increase	as	the	annual	sales	roll	by,	all	while	you're	clearing	your	backlog.It's	also
much	easier	to	wait	on	a	purchase	these	days	because	there	are	no	daily	or	flash	deals.	If	you	see	a	discount,	you	know	that's	going	to	be	stable	until	the	end	of	the	sale	so	you	can	wait	a	few	days	to	make	a	decision.	Maybe	that'll	give	you	time	to	upgrade	to	one	of	the	best	gaming	PCs,	or	pick	out	a	new	graphics	card	if	you	need	to	upgrade.Check	on
weekends	for	publisher	or	themed	salesIt's	not	uncommon	for	a	publisher	to	showcase	all	of	its	products	on	sale	during	a	weekend,	an	event	which	is	usually	marked	by	a	homepage	takeover	of	sorts.	Look	out	for	these	if	you're	after	a	blockbuster	game	at	a	better	price.	Steam	Sales	are	some	of	the	best	times	of	the	year	for	PC	gamers,	giving	them
the	chance	to	get	great	games	at	incredible	discounts,	but	when	is	the	next	Steam	Sale?	Wonder	no	longer,	as	we’ve	put	together	a	complete	guide	to	the	upcoming	Steam	Sales,	giving	you	a	way	to	keep	track	of	them	so	your	wallet	doesn’t	feel	a	surprise	pinch!	Here’s	a	complete	guide	and	calendar	for	Steam	Sales:	When	Is	the	Next	Steam	Sale
Event?	Image	Credit:	Valve	The	next	Steam	Sale	Event	is	Wargames	Fest.	Take	on	all	things	war,	tactics,	and	battle,	as	games	about	conflict	and	international	grievances	take	center	stage.	This	will	take	place	between	April	28	and	May	5.	Image	Credit:	Valve	You	won’t	have	to	wait	long	for	the	next	either	as	Steam’s	Creature	Collector	Fest	takes
place	between	May	12	and	May	19.	Think	Pokémon	games,	but	not.	When	Is	the	Next	Major	Steam	Sale?	Image	Credit:	Valve	The	next	major	Steam	Sale	will	be	the	Steam	Summer	Sale	2025		which	kicks	off	on	June	26	and	will	continue	until	July	10	at	10am	PT.	As	a	Major	sale,	this	will	feature	significant	discounts,	and	usually	some	extra	features
like	mini	games.	If	you’re	waiting	for	a	major	title	to	go	on	sale,	this	is	the	date	to	wait	for.	Minor	Steam	Sale	Events	Image	Credit:	Valve	There	are	currently	some	ongoing	and	upcoming	minor	steam	sale	events:	Square	Enix	Golden	Week	Sale:	April	28	–	May	8,	2025	Steam	Star	Wars	Day	May	The	4th	Be	With	You	Sale:	April	28	–	May	5,	2025	What
Different	Types	of	Steam	Sale	Are	There?	There	are	generally	three	types	of	Steam	Sale	and	event.	The	first	are	the	Major	Steam	Sales	which	take	place	once	a	season.	These	offer	discounts	on	the	majority	of	games	on	the	Steam	Platforms,	usually	with	record	low	prices	and	great	deals.	Often,	you’ll	find	big	name	games	reduced	to	very	low	prices
and	reaching	new	historical	low	levels.	If	you’re	saving	up,	this	is	the	best	time	to	spend.	Then	there	are	Steam	Fests.	These	are	generally	genre-specific,	such	as	Simulator	Fest,	a	celebration	of	Simulation	games,	or	Fighter	fest,	targeting	the	best	fighting	games	on	Steam	.	In	these	events,	discounts	will	usually	be	focused	on	just	the	games	within
that	genre	.	The	final	type	are	Next	Fests.	Next	Fests	don’t	generally	have	discounts,	and	instead	offer	demos	of	upcoming	games	still	in	development.	If	there	are	sales,	they’re	typically	on	early	access	games	or	previous	entries	in	a	franchise,	rather	than	the	upcoming	game.	There	are	also	some	publisher	sales	which	are	available	as	publishers	and
developers	put	their	games	on	sale.	Steam	Sale	Calendar	Image	Credit:	Valve	Below	is	the	full	calendar	for	Steam	Sales	for	2025	and	beyond.	Steam	Sales	2025	List	Spring	Sale	2025	–	March	13	–	March	20	City	Builder	&	Colony	Sim	Fest	–	March	24	–	March	31	Sokoban	Fest	–	April	21	–	April	28	Wargames	Fest	–	April	28	–	May	5	Creature	Collector
Fest	–	May	12	–	May	19	Zombies	vs.	Vampires	Fest	–	May	26	–	June	2	Next	Fest:	June	2025	–	June	9	–	June	16	Fishing	Festival	–	June	16	–	June	23	Summer	Sale	2025	–	June	26	–	July	10	Automation	Fest	–	July	14	–	July	21	Racing	Fest	–	July	28	–	August	4	4X	Fest	–	August	11	–	August	18	Third	Person	Shooter	(TPS)	Fest	–	August	25	–	September	1
Political	Sim	Fest	–	September	8	–	September	15	Autumn	Sale	2025	–	September	29	–	October	6	Animal	Fest	–	October	10	–	October	17	Next	Fest:	October	2025	–	October	13	–	October	20	Steam	Scream	Fest	2025	–	October	27	–	November	3	Sports	Fest	–	December	8	–	December	15	Winter	Sale	2025	–	December	18	–	January	5,	2026	Enjoy	sharper
detail,	more	accurate	color,	lifelike	lighting,	believable	backgrounds,	and	more	with	our	new	model	update.	Your	generated	images	will	be	more	polished	than	ever.See	What's	NewExplore	how	consumers	want	to	see	climate	stories	told	today,	and	what	that	means	for	your	visuals.Download	Our	Latest	VisualGPS	ReportData-backed	trends.	Generative
AI	demos.	Answers	to	your	usage	rights	questions.	Our	original	video	podcast	covers	it	all—now	on	demand.Watch	NowEnjoy	sharper	detail,	more	accurate	color,	lifelike	lighting,	believable	backgrounds,	and	more	with	our	new	model	update.	Your	generated	images	will	be	more	polished	than	ever.See	What's	NewExplore	how	consumers	want	to	see
climate	stories	told	today,	and	what	that	means	for	your	visuals.Download	Our	Latest	VisualGPS	ReportData-backed	trends.	Generative	AI	demos.	Answers	to	your	usage	rights	questions.	Our	original	video	podcast	covers	it	all—now	on	demand.Watch	NowEnjoy	sharper	detail,	more	accurate	color,	lifelike	lighting,	believable	backgrounds,	and	more
with	our	new	model	update.	Your	generated	images	will	be	more	polished	than	ever.See	What's	NewExplore	how	consumers	want	to	see	climate	stories	told	today,	and	what	that	means	for	your	visuals.Download	Our	Latest	VisualGPS	ReportData-backed	trends.	Generative	AI	demos.	Answers	to	your	usage	rights	questions.	Our	original	video	podcast
covers	it	all—now	on	demand.Watch	Now


