Video Game History & Genres
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Before the Games: 1889-1970

A Brief History of Video Game

http:/ /www.gamespot.com/gamespot/features/video/ho
v/index.html
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m Ak1o Mor1ta9‘r Masaru Ibuka”} Tokyo Telecommunications
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Before the Games: 1889-1970

o 1951
= Ralph Baer®] 3] AH(AF A AL7] 21 2 $)7F “build the best TV set in
the world” A Al & W31, TVE & 282 2] Al (Interactive
Game)< A QHsE 12 Ad g
O 1954
= g B9 <l David Rosen®] ¥+ 2 & coin-op machines 5%
1960s°]l Rosen®] =44 ©. & coin-operated games‘i‘}—a‘ A& H
% 31, Tokyo ]ukebox and slot-machine company & A& <.
m SEGA#} = ©] &2 "SErvice GAmes” 2] A} = ﬁ/\}ol 20 ?._
AR-g-sHA . ~

Before the Games: 1889-1970

O 1958

= Brookhaven National Lab = 2] 82} Willy Higinbotham©|
HIE X} S o] x| 28 uf) A}8-3Fa}a )\Li@—&ﬂ o] - A <)
‘Tennis for Two' & = A R = /\]—3 3| /\1 7H s} 161 1/}
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Higinbotham+= ©] 7] 7] ]|

o 1961
= MIT 3}4 Steve Russell©] Spaccwali} E AR R
A58 A& 7123 Digital PDP-1 (Programmed Data
Processor 1) e FE 9‘r CRT 23 HS AMES T2 1o
171:= 9K. *Lﬁii}e Aoz 5kA ‘3%'0—.
= Spacewari= o] u] ”]":017\] AFEH 22038 AL
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Before the Games: 1889-1970

o 1962
» Nolan Bushnell©| University of Utah &t $] &}. Spacewar& 74 3 3.
= 1965 Bushnell©] Salt Lake Clt}’ Fh kol A o} Al ol = G el =
o181 S 3} 1 WA Bushnell:: FE Aldo] & olA O] Ef 5
7l oz 7]‘3H5” o v AFH 7 Lﬂ—r H]| 2|4 37} stth= As ME 2.
o 1966
= Ralph Baert 35 282 Q1 TV Al ol tf gk A+ A] 2} Sanders
Associates A 22} 7} 4]
o 1967

= Ralph Baert= TV interactive game 7l '3t B3} toy gun<
‘go}‘ﬂ st el H(spot of light)©] H.o] A 3}, e

o 1970
= Magnavox”} Baer's TV game & 7 °F&}. .
= Bushnell= o} #| ©] =& Spacewar$! Computer Space 5

= Nutting Associates ¢}#| o] = A Q) Al A7}
Computer Space—-"l| ¢} Bushnell 3’_9- 7

The Game Begin: 1971-1977

o 1972
= Magnavox<= 3 714 8- BT 2 7191 7] Q1 Odyssey (Baer's TV
game system)E $100 ol 2.

= Computer Space©| 17 o] f{thi=
Bushnell= 5ol Al B 1Fek
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The Game Begin: 1971-1977

o 1972

m Bushnell- AtariAl= A ). Atari®] §-& “ &5
558 7F31 HHS (GO game)-8-01 o] A4 3%7]. w4
g E5 ol A (5, AhERel £
A ol A g A = Ske] AEE o).

= Bushnell> Al Alcorn< /| 9] 2222 21 ef| ) 2 31881
A5 Aol 2haE vt @ HY 2 Al JNEekA g o]
A S Pongol et 5. “Pong” ol ebal F-2 A4 ¥ A,
st A Fro] gkS wf & A2]E W] 3L Ping-Pong©] 2k
ol & ol ofm| th2 B|Atell A A2k S 2EaL 39L7] W

= Bushnell> o} 7] o] =& © & Pong Whg. ¥ #H 329
A AAAY.
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The Game Begin: 1971-1977
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The Game Begin: 1971-1977

O 1976

m Fairchild Camera & Instrument”} % %
zRaHr o] 7k gk 7Hg -8 Al 7121 Video
Entertainment System (55 Channel Fu} 7 7)) 2hof,
o] 7|H L AA = AE T AFRAE2 Al FHEE] A
(cartridge) & AH&-3| Al Dot AlAS v A &

o] o
AT .

= Exidy+= driving game$] Death Race 2000 .
HT) @ Al e FeE ol tigh nto] F58 B
A= A el A AbeRA.

m olElZ]ALS] FH A 3] E 2L Steve Jobs¥} Steve
Wozniak®] A 7| g+ Breakout. o] & 5o Apple
Computer A ¢, 712] 31 o}E}E] F-F 02 S H A
I 2 EE] e

= Nolan Bushnell 2 Warner Communications®l] $28
Million®l| ¢}E}2]ALE F5-.

The Game Begin: 1971-1977

o 1977
m o}E}E] = Video Computer System (VCS -- later known
as the Atari 2600) o] 23l §- 2= programmable
(cartridge-based) game system $249-& =8| 2~n} 2~
AlZ=o] Bhufl, CPU 1.19 MHEZ 2H5 5] = 65072 Z A A,
128 Hlo] E RAM, 6Kb ROM. 7l ¢} 2152 | tf 2Kb.
o 1978
w JElEE= ol Aol =g o dl® A k),
m o}E}g] = o} Al o] =& A< Football 2u. o]
Al Dol A= Trackball EEZ 2 A&
= Midway®l| 4] TaitoA}2] Space Invaders & W=l 4.
Space Invaders+= | i1 53 AHE spof] T A]. 2o~
ool s A Al o] Al o] FAE7] oAl o]
g Afoll o] & o}eleE] VCSY Ml EE H43] A HE.
w o}E}E] = off E Akl Tl &Sh= Atari 400, Atari 800
AFEE o). 1y gl Al & 8ol flS




Atari 400/800 - the 15t Personal Computer
with a Graphics Processor

O No support for polygons whatsoever. Polygons didn’t
show up till 1994 even though there were $10000-$500000
workstations available that could do this by late 80s.

O Programmed entirely in Assembly Language (translates to
Machine code)

O 6502 Motorola Processor - 1 MHz
Has it's own graphics processors (ANTIC and GTIA).
O Player/Missile Graphics (Sprites):

m Sprites are graphical elements independent of main graphics
memory. Used to implement, game characters and missiles.

O

= 4,1 color (8 pixel wide sprite as 1 long vertical strip)
= 4,1 color (2 pixel wide sprite as 1 long vertical strip)

= Moving sprites horizontally is 1 register call. Movmg it vertically
requires clearing sprite and copying it.

Atari 400/800 - the 15t Personal Computer
with a Graphics Processor

O Character-set graphics - programmable character-set
pixels. Used mainly for creating scrolling backdrops.

O Memory-mapped graphics - graphics system can point to
any address location and use it as graphics memory.
Mainly for side-scrolling games.

O Vertical Blank Interrupts - Use vertical retrace of raster to
do graphics updates (sprite movement, and side-scrolling)
so that graphics does not flicker. (equivalent to double-
buffering in modern graphics systems and “threading”.)
Only have a few milliseconds to do your computation.

O Display List Interrupts - Modify screen data as the raster
scans across the screen. This is the only way to get multi-
color sprites.

14

O 4 voice sound.

The Golden Age: 1978-1981

Atari Graphics Mod
GRAPHICS | ANTIC DISPLAY AVAILABLE SCREEN SIZE€  BCANLmE! [BYTES/. SAEMORY COLOR REGI COLCR SHABOW
MODE | MODE TYPE COLORS Columns % Rows | MODE | LINE | UBED REGISTER
(Bytes) HUMBER
» o z Standard 1 Golor & a9 X 24 ] a0 892 tiolor is 2 4 - -~
u Taxt 2Luminances noL selectable)
g 1 & Double- 5 % % 20 (Spat 3 20 574 01,23 K q Ses Table .
g Widih Toxt 20 x 24 (Fl) H
2 7 Double-Width 5 20 % 10 (Sphit} 1% 20 428 0,123 4 4 See Tabla -
I Double-Haight Text 5 20 x 12 (Fuity 20
g 2 4 40 % 20 (Selig ) 0 = (XK T 3 Golnt 0 Register 4| 732
40 x 24 (Fuly 432
® A Fc?:."c':’ﬁ 4 B0 X 40 (Spiit} 4 20 1174 01,2 4 4 Cofor 1 Register 0 708
aRARHIGS 80 % 48 (Fully 176 3 reg e
7 Py ] Galor 2 Register 1
§ s T ke [T @ e o2 St |
4 ] 2 x 0 (Spiin ) 1B Bad [ 4 4 Catar O iz
g COLOR 80 % a8 tFull) 638 Registar 4
& L] B BRAPHICS 2 180 x 80 {Sphiyy ] £ 2174 & & N Cator 1 108
160 % 96 (Full) 234 Fagister D
8 F Highs 1Colar 220 % 160 (Splity 1 40 B2 1 feolor is H 4 Golar 0 Register 2 710
Resolution ZLuminances | 320 x 192 Eﬁw‘)} aras not :elocluhlij Color 1 Register 2 109
Graphics
] — fetominanca 1 Golor 20 % 192 (Fully 3 S | 818 ] — - Goior (-15= 712
Madiu; 8 Luminance einenge
§ Aesaluion Register 4=Gatot
w - sco\uu F) 1 B o L] St Registers 712
g 80 % 187 (Fully 1 40 | 8138 e
= Resolsion
] 1 - 16 Color 16 B0 % 192 (Full} 1 4 8138 015 - - Color §-15=Color he
Madium Register 4+
Resolution Luminancd
= 4 Multi-Calior 4 40 x 20 (Sl B a0 1154 01,23 4 a Register 708
haractor 40 x 24 {Ful:)} 1152 Register 1 ;l'as
» s Dousle High E 40 % 10 (i) | 18 W | ae ERE) 4 3 Fogister 2 o
Multi-Color Ghar. 49 K 2 {Full) 60
13 ] Two Color 3 166 % 160 (Spity | 2 T a ) 4 1 Rogister 0 108
Bit-Mapped T80 x 182 {Full} 4298
1% E ;wrcdw 2 160 % 160 (Splil) 2 40 B11E 0,12 4 4 :an:a:m? %‘g
it Mapy 1680 I 8138 eglater
E ped 782 gral) Register 2 T

* BASIC modes on XL tachines enly

o 1978
m Shapol d B of Aol = Ald e ] i Y o=

Azre e (ool =) T

= =7 Essex University 2] Roy Trubshaw ¥} Richard
Bartleol| €] 3l DEC PDP-10 37 H ol A] 45 5] &
# % MUD (Multi-User Dungeon) 71, MUD%
role-playing game, hack and slash style game, soci
instant messaging chat room 848 75 2t
multi-player PC game .

o 1979
= ©o}E}2] & #H % Vector graphics game?Ql Lunar
Lander ¥Hnj.
® Lunar Lander?] ¢17]9l|l = £ +-3} 3 Lunar Lander
AAE S5k Al Asteroids 2. Asteroidst & Il
SAAE N AE G T UA S




o 1980

o] 2] & VCS Z 218 7} o}EFE] & T LEA]

ActivisionAF= A 9. Activision< o} E} ] &} =

g Al A EQ oo 2 0= s A&

o] Z-& Yol A creditS .

o}E}] ©] Ed Rottberg7t 31 A 32+ 1913

A ALA 7hEE, o] 74]?:]

7Hde] Tl ' A7) Eolrhy

THEAFE AU Qe 9 B3R E

o] AGE v = FH 01]7‘1 “]:FL AE Ef o]

A o] AF8-3F.

NamcoAbi= A Al Al 4 2.5 300,000 ©]Ao]

HojE 71 17 =2 o} Aol = Al
Bhof], G b o] A B Al Q7] =

)z W) 2 A9,
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o 1980

A7} 312 pinball machines #l| & A}<1

Williams®l| 4] Eugene Jarvis7} 7' g v t] &

Al Wkl Defender= 974 %2

7 AAR S 54 & WS st A= dA )

71 A A T2l dF- Rt 171] HojFa, sh

€)% radarol] A Xj“ﬂ Al A A ol A AF-8-A} 7}
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SEEEE T = e
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o 1981 g

Wl % o}E] 2~ E Shigeru Miyamoto”}

7iE. o] A9 e] Jumpman- & 7] = 5-E
o] A3+ Paulines -3 5+ 3] o 2. Yol
Nintendo of America®] Z~%] ©] Mario SegaliZ}+
Abghat ghekthal a4 Mario® &2 Al .

o 1981
©}E}2] = color-vector arcade game<! ]
AL gk G2 A ebe] = AR
Arnie Katz$} Bill Kunkel ] 3t 2 % 1]t 2. Al 1t
of] 71 8} += %+ A] Electronic Games 2+7F.

=
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O 1982
ColecoL cartidge-based 71§l 7] <1 il Zhe A7
U Hl %= Donkey Kong?} Dongkey Kong Juniorg ko] Al 2 A 2F3}.
o} E} 2] = Colecovision®l t] sl 22} A7) by,
General Consumer Electronics (GCE)&= # % 7174 & ¥ 183
A7 Wl Vectrexi= Asteroids-clone! =
I3 083 4-8 E Fo|AE EEE ] AFE
o}El] = VCS Al 7} F-x13HE 31, Warner 74 2l o] &} qkel 32%
Zgh_drg, ofete] &l 9o %Aic-l}EV]' F5HoAE e st
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The Great Crash: 1982-1984

O 1982
m 3h=rofl Al oA o] = A9 NamcoAke] “ 2] 717 -3

w =YL AFE 48 2838k TRON 93} o] 93te] A3 ol
4ﬂﬂ5ﬂm2iﬂ%.
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The Great Crash: 1982-1984

o 1983

= Cinematronics+= Rick Dyer®] Dragon's Lair (Don
Bluth oY o] )& # %= laser-disc AF-&-¢+
ofAlol = A o= ),

» Commodore= AW HIT] 2 A7 KT} A5 52
A 7} 7 3+ E] Commodore 64 21,

® Namcoi= "4 1] -9~ (Xevious) 178 A< HLUH

» Broderbund+ Apple 1€ #5FE A -
(Lode Runner)& T3, o] AlYe &3
a8 2+ dA o | :Lo Ul:r o=

/\}%X}ﬂ 2 Hgl% qjxg (Level Editor) & &= 3+
Ie= B

The Great Crash: 1982-1984

O 1984
= Milton Bradley+= Vectrex& $100 A 7} = vl A = vl ok,

m Warner Communications+ Atari2] consumer divisionS- Jack
Tramiel ¥ 7. Arcade division®F & 7] 31 Atari Games©. 2 ™ & &
Hha

Vectrex 3D imager (uses CDROM drive to shutter

glasses in synch with Vectrex screen) =

Video Games Are Back: 1985-1988

o 1985

 yd EﬂEt 1‘?*0“01] 4] Nintendo Entertainment System
(NES & Famicom) 8H] E 7}4 8719 7] 2.
Limited marketoﬂ A AEA.

w iAJo} X2 7 Alex Pajitnov7t 54 %2 ¥ &
Al Tetris 712
o 1986

» JHl== NESE AAA A o2 ) g} Super Mario
Brothers-/] o] 7.

m A7} A5l 4 Sega Master System (SMS) 2.
A PR E A 2 A Aol 45 S A4,

m NESA 3ol & do] ofela] &= Atari 7800 H] T L.
AlD 7] Ful,
o 1987

= Square+= Final Fantasy "2 1.




Home Market Expands: 1989-1992

a

a

a

1989
U] HEAGFAAYG A= Egt
» U8 %= handheld £ G1mc Boy ($109)E dhuj], o]
A7) = HEZ~E E 35 Game Boy & Super

Mar1o°] Super Mario Land, Breakout-clone<!
Alleyway, 12| 3L © 7]]

n /(1]7]_‘:_ olﬁoﬂ }\1 HLUH é
(> Mega Drive) Al 7] $24 9 )

‘{01' _0403
=
>

1990
s URIEE 71 Bo] &7 A9 Super Mario 3 4.
1991
n URlE &= v ]7\1 Super Famicom (Su er NES: SNES)
A9 7] 5249 2w, ko] A7LuLCE gk ot 2l gl
FYUOZ LAY AL RS
= A7} NES®} SNESol| o & O]—“ Sonic the Hedgehog
A ofol & 3. —_—

Home Market Expands: 1989-1992

o 1991
m A 7}= Time Traveler Al 2l A 7F7F 71231
271 ¢] &= 131 (Hologram) 71 %) 2] 31H .
A AHE 7Y sp ol A FR9 o7 JE o
A 9] Laser disc players A& 0}51 Eﬂé.llﬂ
A&8 Eajo] TV o] WA 2494 Q)
o|u] 2| 7} A& ol WAFE] o] 2] o] 7} (Ilusion of
depth) S . ¢h9 3 3419 FRaue O}‘E‘
= Capcom-+> Street Fighter 115 2.
o 1993
w A7F= 32 Al]! ‘Virtual Fighter” 2
= Incensed by the violence in Mortal Kombat 2}
Night Trap 7| ) ©] %2/ o] A}3] %] 0 = F-A| A
%. Joseph Lleberman (Connectlcut)g]r Herbert
Kohl SWlsconsm) ol el o) vt e Al <]
Z 2] ) AL 5ol W] A] = o ol o] 3 24} 2
Industry—wide rating system <.

The 32-Bit Era Begins: 1993-1997

ESRB is established in 1994

o 1994

m ID SoftwareA}2] 19134 78 A1 ‘DOOM” SA

m 32-bit Sega Saturn@} Sony PlayStation DB g dd &
gL Pla Stathl"lO] o e o of 7] = A 7F A E S HjT] 9
A7 2= HEx= 24315-4 AWAS sl xd7E. &Y PSE
3219 1) 7)%e] AlA F 31—2— X}%}é}—‘:‘ Silicon Graphics©]
A o] e} A o dlA U ofof o3l FF o= e A7l

= The Entertainment Software Rating Board (ESRB) A #.

Early Childhood

Titles rated "Early Childhood (EC)" have content suitable for children ages

three and older and do not contain any material that parents would find

[©) o0lo] =10

H] I;] o 7—” st ‘/] PEE] ‘_]_ Tl‘le inappropriate.,

Entertainment Software id to Adulte

[{atin(r B()ard (ESI{B) /‘é % . Titles rated "Kids t_n Adult (K-A)" have content suitable for persons ages six
(] and older. These titles will appeal to people of many ages and tastes. They

may contain minimal violence, some comic mischief (for example, slapstick

4 comedy), or some crude language.

Everyone

As of January 1, 1998, the new "Everyone" designation will replace the "Kids
to Adults” rating. Titles rated "Everyone (E}" have content suitable for
persons ages six and older, These titles will appeal to people of many ages
4y and tastes. They may contain minimal violence, some comic mischief (for
example, slapstick comedy), or some crude language.

Teen

Titles rated "Teen (T)" have content suitable for persons ages 13 and older.
Titles in this category may contain violent content, mild or strong language,
andfor suggestive themes.

Mature

Titles rated "Mature (M)" have content suitable for persons ages 17 and older.
These products may include more intense violence or language than products
in the Teen category. In addition, these titles may also include mature sexual
I themes

Adults Only

Titles rated "Adults Only (AO)" have content suitable only for adults. These

products may include graphic depictions of sex and/or violence. Adults Only

products are not intended to be sold or rented to persons under the age of
18.

Rating Pending
Product has been submitted to the ESRB and is awaiting final rating.




The 32-Bit Era Begins: 1993-1997

o 1995
» YJERIEE Virtual Boy ($179) 2.
» A= W] =ol] A PlayStation $100 ©f SEA 2178 € $299¢<]]
W, -2 Al o] Al EA]E A v t]o] g}
AL EEHE £& e e
o Ao Ned T 2 27] ¢l st=9o] 7k o 29, ey
A 2ZEY o] FH0 2 Ned B 7} B2 3.
m %93} ‘Mortal Kombat’ 7], H 22 o}7|o|= AU S
3 s}3} 3t
o 1995
m "po] AR A X E = Windows95 Bl Al SDKS! DirectX
L i

Vel
.

b

The 32-Bit Era Begins: 1993-1997

o 1996

m U)ol A 64-bit Bl X Ultra 64 2. 3709 who)] 1.7 million7}] &w).
93.75MHz = & 2} 8} A 2] 2 18 22 AF2] MIPS R4300 = 2 A| A -2,

w AU A vk Al Zof ¥ PSE $12 million Y9l 3. PlayStati =
AAAA 02 7178 fel 7t ol | ApAI) A7) 2 52 5

o 1997 J o

= 224 PlayStation-> 2l A ¥t 5 million7ll, -5 4] 2.2 million 7,
4714 & A A A A 0.2 20 million7H vl W] H7HE-2 19981 7bA] —L
BAS ool Ao R 7

# 199611 11¢¥ Y Bandai™ Tamagotchi v, 22131 4& U] B&
AbEE O] S At

= 19971 10 4 Al B.o] 27 7} Gumpei Yokoi7} al-EAFILE S5,
Yokoi+= Virtual Boy 9} %= 0] =€l 5 t 41 & cross-key directional pad
ZEEY ol & Fostar Sl

The 32-Bit Era Begins: 1993-1997

o 1996
w b 2kl el Al ] Al A NexonAte] ‘vhghe] vl 54 3=y
ADAA S PCE 22kl Al o] AR RS AT Q13
Al A % Z MUG (Multiple User Graphic) Al 73S 317 2.
g 4 - v '1

The Kingdom of the Winds

31

The 32-Bit Era Begins: 1993-1997

o 1997
® Richard Garriott®} Ralph Koster”} 7]'&3 4218 RPGA & ‘Ultima
Online’. 7H W gk Al A ¢} e gl d JALS A 22}el A 9.
= 19983 o]l &= Ultima Onlinedl] 105+ &2}¢1 A}-&2} 5=
= 2003 ©ll &= Ultima Onlinedl] 255+ &2}¢1 A}-&2} 5=
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The Modern Age: 1998-1999

o 1998
= IDSA (Interactive Digital Software Association)”}
199815 electronic entertainment 2F4 ¢ 3| = & 3.
ahd whel 1997'd 9] 30 %7t & vl 7t
» Blizzard Entertainmentol| 4] U E<$] = PC A ¢ :
‘Starcraft’ "}vl. Real-time strategy (RTS) A] A4 &%
o 1998
w ol il 2kl Al b o = RHE NCSoft®]
‘] 4] (Lineage)” MUG (Multiple User Graphic) A1 J.
o 1999
w 99 10 A 77} vl =5 ol A 128-bit Dreamcast Al 1 7]
o, &1 whell $98 millionS vl P58 & 3%,
20003 5-E] Dreamcasti= # % = online”] &< #| & 3.
AeFHom vso] npolaz AT E QF o] 3EHA,
NEC % ofnjsté} 7] fr 2 k503l AF o=
AD71e] S E7F =2 A0 AL gl

The New Era: 2000-2001

o 2000
w 3Y4Y dE A &Y PlayStation 2 f], o] & Hhol 1 §
million7l] ol =R A7} T 5 EH T Bof =50
7171 % &
m 10¢Y 26 V| MZ G A Aol A= 284
Metreon store5}ol| A Al <1 7]
71¢] 100078 7}7ke] 7]tk =)
AD71E FulskA] stk

o 2000

The New Era: 2000-2001

o 2001
m 29 4¢Y A7} v Dreamcast T 714 8 $99.950 2 U211 349 31
new Dreamcast 7| &4S S93t 18] st=9oj= Ha 2.7
X E o] Al Rt (53] 22k Aol FFalAl) shr1= 3t
w FEo A gl A=} 2] 1d FH A A A A 02 PS2E 10 million 7l .
= Midwayt= o} o] =8 7| 9 (Coin-Op market)oll A £2& Wil 2 4
AL 7] A g REe FeFehrbal W,

o = O T

= Al o] 93}slE. Lara Croft: Tomb Raider (62 15%) Final Fantasy:
The Spirits Within (72 11%)

= Interactive Digital Software Association®l|A] 72 .2 U1t 7} o A]
AFLe) 10~11AF =S AD7IH AFE AY o2 AES Bty
A IS . 7S AT 9l AEE I HE &5 0.2 34% 7t Al S ©]
12]3116% 7 TVE 3

» 1= 5 (Department of Defense)= &4 Edold dF o2
&85} =5 Rainbow Six: Rogue Spear Al <171-& 7 <.

= Flight Simulator 20027 2 9/11 AFE] = §lo] 7 752 World Trade
CenterE #]%. PS Al Spider-Man 2= WTCZ 2} 4] a5

o Mo

The New Era: 2000-2001

o 2001
= 119 15¢Y, Microsoft Ab= W=7 77-9-9] Times Square®]l
Toys "R" Us & 2] 2| & & Xbox ($299) &wl. o] AU7]+=
PC v} 529} 733Mhz CPU, Nvidia GPU, 10GB hard
drive, 712] 3L Ethernet port 231 5. 71 Q17] &=

Xbox Al ¢} Halo%l.

» DHIEE GameCubes P24 99 13Y 18] 22
vl=roll A 114 18 ol $1997F4 off . 2~
HrA R ko] Al 7]ell CDU DVDE AlY) SEepA =
AR-E-8HA] 83 aL WA TALE] optical disc”] <& AHE-
AT vhef] 507Hd] AujE. 7HF ?17] = GameCube
Al Luigi's Mansion .
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The New Era: 2000-2001

o 2001
» Y ElZAE GameBody Advance 20 8- A1) 7] vl
A 3AR e A
S QIE HE] B o ‘efo1E)e)
w 2P E)A} 2l o} 7] AF7) B g
gt A A e ol ek @ ekl AL

2003~

e Ad ez Az,

o 2003

= NCSoft ©| 1] #|2(Lineage II)

= Nexon 7} = vho|t] 5 thFe 29 A9 54

m Blizzard®] “World of WarCraft (WOW) 7} @A 7} w2 7]
’d7dakar 2= MMORPG 7l 9. 2005 @] 1.5 million > 2}<]
AR} &5, 18] 3L 507 o] o] FA] A& A E o] A Al S

=z
7.
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Video Game Genres

o 2004

w 200413 12 I E A 2] PSP (PlayStation Portable) XEuF &
A1 7] v, 7121 31 20053 3€ vl =t ol A wbel. w2 A<l
F3}, &t AR, B & HEV T oY) Ale

o 2005 ~

= Xbox 360 ($399) = 20051 11 2
m Y PS3E 20061 119 2. 20G 3= &2 $499, 60G 3F=

7212 $599. 2007 6 80GB &= &3
m 20061 11¥ &l == Wii ($250) 2ol 9= 24 Al 7] o]

o]-&¥ FEE ] ALE

A

PS3 k= dhuj,

Action (1 or 3rd person shooter)
Adventure
Driving
Puzzle
RPG (Role-Playing Game)
Space Simulations
Simulations
Sports
Strategy

= Empire building

m Real-time Strategy
Fighters
Horror
Arcade Remakes
Stealth

OooooOooooOooan
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Best-Selling VIDED GAME Genras
BYUAITS 5000

5.4% Fighting

9.0% Role-playing —— — 30.1% Action
8.4% Racing
8.5% Children & Family — B
Entertainment Lo
9.6% Shoaters —
S b AP o D s TS

Best-Sefling COMPUTER GAME Gesires
BYLATS EOL0

3.9% Action

5.4% Sports

5.9% Adventure
10.0% Role-playing
16.3% Shooters ————

e The NP K /T Becbuarkd™

Vhat Kind of Games Are Played Online Most Often?

— 26.9% Strategy

— 20.3% Family &
Children's

8.5% Other

915 Persistant Ml \
player Universe ———

9.5% Shackwave/Flash/ — JhA% Porafbea
Browser-based 5
bl Trivia/Card

19.0% Action/Sports/ ———

Strategy/Role-play




Gameplay

O Gameplay is the degree and nature of the interactivity
that the game includes- ie. How the player is able to
interact with the game-world and how that game-world
reacts to the choices the player makes.

O In the game that you design, try to articulate its
gameplay in a concise sentence and FOCUS on this goal
throughout the development of the game.
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Action (1%t and 3" person shooters)
Gameplay: run around and shoot things

Ty
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Adventure

Gameplay: solve puzzles, fight enemies, overcome physical
obstacles

Adventureland — Scott Adams (1978)

Stealth: A Sub-Genre of Adventure
Gameplay: Remaining Hidden




Fighters

-NAN-CHUAN— ~——DOUBLE-DAGGER

FIISH START

o e e e e e e e e e e e

Driving
Gameplay: Drive as fast as you can; stunt driving or run over
people for bonus

Grand Theft Auto 3 — Rockstar (2002)

TOP 12000 TIME LAP 80779
SCORE 10170 38 SPEED 189nch

Pole Position — Atari (1982)

RPG (Role-Playing Game)
Gameplay: Similar to adventure, less emphasis on action, more
emphasis on statistical dice rolling to determine outcome

y (2002)

Gauntlet ‘D{ark Lega

." O QF

Knights of the Old Republic -
~ BioWare (2003)

- ) S . —

Al
INSERT COIN

INSERT COIN

Space Simulations
Gameplay: Fly through space and shoot things

Rogue Squadron — LucasArts (2001)

Star Raiders —
Doug Neubauer, Atari (1979) (8K)




Real Time Strategy (RTS)
Gameplay: Build armies and battle
[ BattleZone - Activision (1998)

ASTERN FRONT 194

EAST 1941 ®
COPYRIGHT 1981 CHRIS5 CRAWFORD
PLEAQSE ENTER YOUR ORDERS NOMW

Empire Building

Gameplay: 4X games: Explore, Expand, Exploit, and Exterminate

The Elements of Modern Video Game

1. Developer & publisher logo screens
Opening animation / cutscene to provide context
Game configuration screen
= Select control layout
Built-in tutorial
Game type - single or multiplayer
Cheats
Extras - unlockable gems
Credits
4. Level or Game prep screen and/or cutscene
= Select attributes of your “character”- choose a person or a spaceship.
The Game level (save here)
The end-of-level cutscene
Save game here
Repeat from 4.
End of game cutscene.
10. Credits

o X N o
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