Video Game History & Genres
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A Brief History of Video Game

http://www.gamespot.com/gamespot/features/video/hov/i
ndex.html

Before the Games: 1889-1970
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Before the Games: 1889-1970
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Before the Games: 1889-1970

Before the Games: 1889-1970
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The Game Begin: 1971-1977

o 1971

o 1972
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The Game Begin: 1971-1977

o Nolan Bushnell Interview on Atari Anniversary PSX disk

= Partl "Beginning of Atari”
http://www.youtube.com/watch?v=znP8zMCDzxc

m Part2 “Conception and history of pong”
http://www.youtube.com/watch?v=B7DuUZokcwO0

m Part3 “The trick to free games in pong”

m Part4 “The home version of pong”

m Part5 "His strategy for market domination”

m Part6 "His feelings on founding an industry”
http://www.youtube.com/watch?v=12m400Nd_Qo

m Part7 "His perspective on the industry”

= Part8 "Nolan’s favorite game”

= Part9 "The CPU used in pong”
http://youtube.com/watch?v=vOAelPA_OTE
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The Game Begin: 1971-1977

o 1972
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The Game Begin: 1971-1977

0 1976 |
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There were also

studies of the effect
of television and
radio on juvenile
delinquency in the
early 50s.




The Game Begin: 1971-1977

o 1977

m OfEf2|= Video Computer System (VCS -- later knowi
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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
O Has it's own graphics processors (ANTIC and GTIA).
o Player/Missile Graphics (Sprites):
= Sprites are graphical elements independent of main graphics
memory. Used to implement, game characters and missiles.
m 4, 1 color (8 pixel wide sprite as 1 long vertical strip)
m 4,1 color (2 pixel wide sprite as 1 long vertical strip)

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

Atari 400/800 — the 1st Personal
Computer with a Graphics Processor

o Character-set graphics

= Programmable character-set pixels. Used mainly for creating
scrolling backdrops.

o Memory-mapped graphics
m Graphics system can point to any address location and use it as
graphics memory. Mainly for side-scrolling games.
O Vertical Blank Interrupts

m 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.

O 4 voice sound.
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Atari Graphics Modes
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The Great Crash: 1982-1984

The Great Crash: 1982-1984
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The Great Crash: 1982-1984
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The Great Crash: 1982-1984

o 1984
m Milton Bradley= Vectrex& $100 M7t2 Ztoj. A= =tof St
= Warner Communications+= Atari®| consumer division& Jack
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glasses in synch with Vectrex screen) “




Video Games Are Back: 1985-198

o 1985
m HEIEE=E 520 M Nintendo Entertainment System
(NES =2 Famicom) 8HIE 7}H 2 A Q7| =toj.
Limited marketj M H&34H.
= 2{AlOf Z2 240 Alex Pajitnov7t ZEN =2 HE
HQ Tetris 7t
o 1986 :
m HEE = NESE MMAHS=Z o Super Mario TETAIS
BrothersQ| | . :
m MN|7t= 0|20 M Sega Master System (SMS) O,
YA 7HEE AYZIEME 210 d58 7HE.
= NESAIZO| &1Q10f OFEF2|= Atari 7800 H|C|Q
A7| Eof.
o 1987

m Square= Final Fantasy 2t0{.

Home Market Expands: 1989-1992 ¢

o 1989
= U EZE AYEX] AY e g
» HEZ = handheld& Game Boy ($109)2 £roj. O]
A7 = HERZ|AE =l Game BoyE Super
Mario @l Super Mario Land, Breakout-clone®!
Alleyway, 12|10 OF A O] ZA|.
= M7t= €20AM 2o 45 2 0|=0| M 16-bit
Genesis (22 Mega Drive) A 7| $249 oy,
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Home Market Expands: 1989-199

o 1991
B M|7h= Time TravelerA| Q1 20K, M ZF7F 7l 25t
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m Capcom2 Street Fighter I 0.
o 1993

m M|7t= 3Kt Al Virtual Fighter' 2tOj

= Incensed by the violence in Mortal Kombat 2f
Night Trap A 2| ZHG0| At2|Ho 2 Z XAl
El. Joseph Lieberman (Connecticut)?} Herbert
Kohl (Wisconsin) Ar210|210f 9|38l H|C|2 A &9
Z g0 Ab|of O|X|= FeHof Cieh AL &=
Industry-wide rating system & Ql.

>

The 32-Bit Era Begins: 1993-1997

o 1994

= [D SoftwareAl2| 191&l FEI A2 'DOOM’' ZA|

m 32-bit Sega Saturnd} Sony PlayStation Y20 A 20f. L =
H| -2 PlayStationO| Of L}2 Z{2 2 Of7|=l. M7} MBS H|C|Q
AYZ|2EME £ X = 24H|EQ| MY S 2tHO| HI/Is. AL
PS= 3xt8l J2j= 7|=o| MAH X1 E X}2SH= Silicon
GraphicsQ| AX|L|0QF AL | AMX|L|O{0] oS S&2= WL E
A7l

m The Entertainment Software Rating Board (ESRB) A &l.
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ESRB is established in 1994

Early Childhood

Titles rated "Early Childhood (EC)" have content suitable for children ages
three and older and de not contain any material that parents would find
olo] E30

Hl Elg 7‘” I:I—l S = I_l The inappropriate.
Entertainment Software

Rating Board (ESRB) A &,

H Kids to Adults

Titles rated "Kids to 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

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,
and/or 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

o themes.

Adults Only

Titles rated "Adults Only (AQ)" have content suitable only for adults, These

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

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
» YEI T Virtual Boy ($179) 2Hoj.
= AL|= 0/20|M PlayStation $100 H WA M=
$2990f Zof. £2 A UO| A& EAIZHA O]C[0jet

MEARSERH 2 8718 B3

= Y20 No4 Loz 7|0 SLER O CF EEl Lt

ALY AZEQ0f 2502 N64 THoj7t 276 &L
= g3} ‘Mortal Kombat' 7| £. X| X2 O}#|0|E HYS
el gl =1

o 1995

= OO[AE2AZE = Windows95 2. A SDKQI DirectX |
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The 32-Bit Era Begins: 1993-1997

o 1996
» O|20|M 64-bit HEIT Ultra 64 2ojl. 37§ 0HY| 1.7 million7H THOY.
93.75MHzZ S 5te HE[ZA2fH2ARS| MIPS R4300 L2 M A T4
= AL|E J2|A0RA AE02 PSE $12 million EOi. PlayStationsRh
HMAM R b o7t gol & XM Al7|2 £2f SENEES
o 1997 ] -
m AL PlayStation2 &0 MEt 5 millionZff, S&EM|A 2.2 million 7}, '
471 SOt MM|AHXCZ 20 million7f THOf. H|H7ISL 1998 7HX|
1 gyg ol Z Her =
m 19964 118 2= Bandai= Tamagotchi 20, 2|1 L2 L Z&
AR S0| LY 4R/
m 19974 108 42 A YEO| HII Gumpei YokoiZ7l REAILZE F2.
Yokoie Virtual Boy?t Z=0|AElS C{AlEt cross-key directional pad
ZEE2 LT Hofstn AL,

= o= 220 2 E A2l AlZF NexonAte| 'BiEfo| L2
2ap 2ol Ao 22 ME2E MEEL
(Multiple User Graphic) A/ 722 31A

TP

The Kingdom of the Winds
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The 32-Bit Era Begins: 1993-1997

o 1997
m Richard Garriott@} Ralph Koster7} 7if2tst P
Online’. 7t oot MA 2L Qe AAE X[ H =242
m 1998H0f| = Ultima Online0f 102+ 2292l
= 2003 0f|= Ultima Online0f 250t 22
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The Modern Age: 1998-1999

o 1998

m IDSA (Interactive Digital Software Association)Z}
19984 & electronic entertainment A Q10| S22 ZH.
HHA THoj| 1997 9| 30 %7tE =2 EHof 57t
= Blizzard EntertainmentO A HER3 PC A Y
‘Starcraft’ 20{. Real-time strategy (RTS) A ALE &7t
o 1998
= 3H20|M 2210 AYS Ao R BHE NCSofto)
2| L] X|(Lineage)” MUG (Multiple User Graphic) A .
o 1999
= 98 109 M| Z}7} O] =20 A 128-bit Dreamcast A &l 7|
Srof. 5t 0Ho| $98 milliong TOIfHS S 2 H.
20004 2 B Dreamcast= XX 2 online?7| s& A&
FEfN o= O|=2| 00|32 A E, A&9| |EHA|,
NEC & ofOtstet 7| &M K2 THE0 Tl HEe=

AY7|2l e 52 A2z e /UAS.
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The New Era: 2000-2001

o 2000
m 38 4 AR A AL| PlayStation 2 20f. 0]
million7}| THO{. £=Q X171 35 S ELCH BO}
M7|7| 2 g

Metreon StoreHtO|| M A U7 E FOiSIOX &
712] 1000 7p7710| 7|EtR =0 1 & Mo &
AY?|E FOHSHA] 2ot Tz =ord.

m S2|XLEALQ| Diablo I THEIX|2F X E Hf

A ESHYAY, 2011E7X| HHAH =z HTT THoj

o 2000
= SHROJAE CCREER|A HYEOIHA Y
2002001 S SA| FE A 199 7| =3}
NCLE
= 312 E-AEXO| A7i0l SlRm 2 AN FY
Chofst woiol A g 2|0 Y #AP 226
- AYHEWSE SF (ALY

The New Era: 2000-2001

o 2001

m 28 42 M7= O|= Dreamcast TO|7}A S $99.950 2 LYj2|m 3€
312 new Dreamcast 7|2 S =Ctst 12|10 SEQ0j= © 10 @&
AZEQIOl AY JHE T (Y| 22t Ao ESEiAM) 57| 2 gt

n YEOIA EHOfA|ZISEX] 13 F| MMAE2E PS2E 10 millionZif THOY.

= Midway= O} 0| =& A &(Coin-Op market)O| M &2 [0 2%
AYZ| MBS SESCHD S E.

s A 0| Y3lz}tEl. Lara Croft: Tomb Raider (6& 15¢) Final Fantasy:
The Spirits Within (7& 11¢)

m Interactive Digital Software AssociationOf|A| @A o=z Qdt
7180 LFEL0| 10~11A2F HEE A Y7(Lt 2
AZhe EUHCHD RAZDE 2R 71 O E AEHHAHE
St=0 2 34%7 A0l 12| 16%7F TVE E2.

» O0|= 242 (Department of Defense)= M=™ E g
22351 & Rainbow Six: Rogue Spear A& <l

m Flight Simulator 20024 Q12 9/11 AtE 2 SIO{ &I
Trade CenterE X|&. PS A & Spider-Man 2=
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The New Era: 2000-2001

o 2001

= 118 159, Microsoft A= O|= 529| Times
Squaredj| Toys "R" Us &AM o 2 Xbox ($299) HtOf.
o] AY7|= PC HFEF LZQF 733Mhz CPU, Nvidia
GPU, 10GB hard drive, 12|11 Ethernet port Zt11
AS. 7t 27| A= Xbox A Y2 Halog.

B HEEZE= GameCubeE LE A 9€ 13€ O2|1
O/=0f A 118 1820f $1997+0f Loy, A
HtADQFo| A Y7[0f CDLt DVDE A Y 2EEHX|=
AFESHA] R0 OFZ A|CHALS| optical disc?7|=& AME.
U otof S0TCH HOofE. 7t 17| U=
GameCube A &2 Luigi's Mansiong.
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The New Era: 2000-2001

o 2001
» HEZ A= GameBody Advance B HFQIE 77| gtof.
o AR 3R 2T 22t Y
= LIZQIHMEIE | 2 A5HY’
= J2HH[E[A} 2f L= S OFZ[RE7| ok e a, Bt Aoz KA,
2OL23 W AE|HO|ZE QEZRISHAL

2003~

o 2003

m NCSoft 2|L|X|2(Lineage 1)

= Nexon 7/ =20\ 5 CiIst HEo| AlY X

m BlizzardQ| ‘World of WarCraft (WOW)" 7} 7%t W2 MEstn
Qe MMORPG A Q. 2005E 0] 1.5 million 22121 A&
J2|2a 502t o|del SA| HEXE0| 2 AYE EL.
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2003~

o 2004

m 20044 128 L20|A &L PSP (PlayStation Portable) ZHHY-&
A7| &0y 22|20 20054 3 O|= 0t FEO|AM H0j. H |2
HY, ot 2, AR QIHU & HE|OIC|0 7| & XS

= Xbox 360 ($399) = 2005 112 &hoj

m AL| PS3= 20064 119 EHOf. 20G SFE AHxH2 $499, 60G 8=
Kb $599. 20074 62 80GB BFE EfXf 5202l PS3 Sh= o,

= 20064 11 HEIZE= Wi ($250) 2. Q= =M MA] 7|&0]
O|8E EEEZ AIE.




2003~

2003~

o 2007
= 20074 6 292 2% 6A| O|= AT&T Ci2| Xt of S OHEHOf A
AOLEZ iPhone (LAM|CH) 2HO). SHA| 4G, 86 ($99)2 A
Dz ZpAEN 20502 SO E. HE|HX| HX|ATE
510, S|CM, 2F TEZX MA, 35 IS B

o 2010
= 2010 1 27 0| MIZEHA|AZ Q| OF=HE £0fLt
O ME{O|M HAO2 0fE iPad 27, 2010 4% 3¢ RoIx|y
EA, e 300t O] il oo E= EfS3 7.:1#512 9.7Q1%|
IPS LED Hi2}0|E LCD, 1GHz Single-core O & A4 A|AHI 2%,
256MB EJIH, OIO|Z0M &&= Ao BE SBZZIAHS ALE.

2003~ 2003~
o 2010 o 2011

= 20104 11€ 4L E20|X|Y90A OO|AZA T E A} XboxE A H
oM = Eaam Kinect 2of. woj & 20jof 98 Lo 10
SO T A|A O A 1008FCH O]4F BOY. 20104 118 18 S5 5

H|Z3F OFA|OF X|S0f A 118 2022 U=0f M Lof

« EE¢

fa

:
£

= Sid MeierQ| '35 (Civilization V)" A &. 20|X|¥2 20104 9€
21 09 X|¢2 2010 9 240f =A|, ot= W A LAY &
A8 HEQANM SES Yo 2HL e HE AUl

AME OO[07 HREHZE 22 & U BH 2= A Y22 HEe
A .

L 2010 WITH STEAMWORKS

3 DOWNLOADABLE CONTENT, MULTIPLAYER MATCHMAKING

EX P

W and receive the Gradle of Civilization Map Pack:




2003~

Nitendo Wii

o 2012

= S2HAFEALS 'CIOHE 2 3" A /0| ot=0i A= 2012H 33

H&X S 648 BO| T 1 5 430t 2 B

2t H2 ot S240]01.

o Wii Lego Star Wars
= http://kr.youtube.com/watch?v=bBbPedf3bns

Lego Star Wars: Complete Saga Gameplay Wii

I ——) 1147 245 | o] | i

Nitendo Wii

Nitendo Wii

o Wii Sports
m http://kr.youtube.com/watch?v=8SdZm4XQRP8

Wii Sports

P —— 0:1510:38 | e |
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o Wii Fit
= http://kr.youtube.com/watch?v=kIOLP1lomM3s

Wii fit

> i 258412 | ofi| | [l 5




PS3

o Final Fantasy 7 PS3
= http://kr.youtube.com/watch?v=thsnDqQu0mQ

Final Fantasy 7 PS3

P @) 049 /1:39 | o] | [l
49

Xbox 360

o Final Fantasy 7 PS3
= http://kr.youtube.com/watch?v=niNay-hOmEQ

Xbox 360 racing games of 2007

(TR 27 /512 | | |

50

Nintendo DS

o Picross 3D
= http://www.youtube.com/watch?v=AtHPoNryf-w

T ]| 0507216 eo— Ll I o 2 N . |

iPhone

o Fruit Ninja
» http://www.gamespot.com/iphone/action/fruitninja/index.html
= http://www.youtube.com/watch?v=0kMTFFgMPI8

S

A Myttt S
we - o527 B3




iPad

o Real Racing HD (by Firemint)
= http://www.youtube.com/watch?v=12CGpVWAb_Q

P 0357312 —— 380 1o st

53

Xbox Kinect

o Dance Evolution

= http://www.youtube.com/watch?v=efnLxFAPM1w&feature=rela
ted

INIGHT OF FIRE

Survey of Game System Specs

Year Manufacturer [Brand Name Processor RAM Price Graphics
1972 Magnavox |Odyssey
1976 _|Fairchild Channel F
1977 Atari 2600 $249
1977 |Bally Professional
Arcade $350
1978 Magnavox Odyssey 2 64 16 color palette, 4 maxon-screen; 1 color
bytes per sprite; 8x8 sprite size; 12 max sprites
Intel 8048 (8-bit) 1.78MHz on screen
1979 |Mattel Intellivision $299
1983 |Coleco Colecovision Z-80A (8-bit); 3.58 MHz 8K 16 colors; 32 sprites
1983 |Atari 5200 Motorolla 6502c (8-bit) 1.78 MHz 16K 256 colors, 16 on-screen
1985 |Nintendo NES
1986 [Sega Master System
1986 |Atari 7800
1989 |NEC Turbografx 16
1989 [Sega Genesis Motorolla 68000; 7.67 MHz 64K $249 64 colors on screen; 512 color palette.
1990 SNK Neo Geo
1991 Nintendo SNES 128K 256 colors simultaneously; 32678 color
palette;128 max sprites per screen; 32
max sprites per line; 64x64 max sprite
16-bit CPU; 3.58 MHz size
1993 |Atari Jaguar
1995 |Sega Saturn $399
1995 Nintendo Virtual Boy $179
1995 [Sony Playstation
1996 |Nintendo N64 21-bit color; realistic texture mapping
MIPS R4000 series 64-bit CPU; (mip-map; perspective correction;
93.75MHz environment mapping)
1999 |Sega Dreamcast
2000 Sony PS2 $299
Fall Microsoft Xbox 64M
2001 700Mhz Pentium 11l $299 Nvidia GeForce 3
Fall Nintendo GameCube Custom IBM PowerPC "Gekko" (40M $199 Custom AT I/Nintendo "Flipper"
2001 (32-bit int, 64-bit fp); 485MHz

5700
Absolute Console Prices
1976 - 2006
(inflation not taken into consideration)
$600
$500
5400

box 360, $300 or $400
PlayStation 3, $500 or $600

box, $300

TurboGrafx 16, $200
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Atari 2600, $200
Odyssey’, $200
Neo Geo, 5650
SNES, $200
Nintendo 64, $200
GameCube, $200

Channel F, $170

X
X

F] Master System,
§ Dreamcast, 5200

1982 1982 1986 1

1986 1989 1989 1990 1991 1

2

199

b

1993 1995 1995 199 1 2000 2001 2001 2005 2006




51000

E] Fairchild Channel F, $596.94

Relative Console Prices

1976 - 2006
(prices adjusted for inflation)

Atari 2600, $659.41
Intellivision, $825.62
Atari 5200, $683.52

# ColecoVision, $362.33

Vectrex, $414.09

1982 1986 1986 1986 1989 1989

Master System, $364.60
NES, $364.60

Genesis, $306.15
TurboGrafx 16, $322.26
Neo Geo, $993.65
CD-i,5586.78

SNES, $293.39

3D0, $967.89

Jaguar, $345 .67
PlayStation, $393.31

Nintendo 64, $254.68
GCube, $225.64

X box, $338.45

X box 360, 530691, $409.2
PlayS tation 3, $500 or 5600

] PlayStation 2, $348.08

Video Game Software Sales Statistics

I Video games

Global revenue, $bn Market size, $bn

Console I Online N Mobile . s W China M Japan South Korea
W PC M In-game advertising B Britain M Germany N France WO Others
100 100
FORECAST FORECAST
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Sources: Digi-Capital; PricewaterhouseCoopers *Estimate
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http://www.economist.com/blogs/graphicdetail/2011/12/daily-chart-0
Video games will be the fastest-growing form of media

Content

Industry Sales Statistics
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Video Game Genres

Best-Selling VIDED GAME Genres

o Action (1%t or 3rd person shooter) sruws s
o Adventure ﬁ::’::“ —
o Driving 5.4% Racing
o Puzzle _ T eranment T W — 17.6% Sport
o RPG (Role-Playing Game) 9.6% Shaoters
o Space Simulations S
o Simulations -
3.9% Action
o Sports i‘smi’— —mm
o Strategy 5.9% Adventure
= Empire building :gm/ e
= Real-time Strategy PR
o Fighters W1 M 8 e e e Ot st e
8.5% Dthe
o Horror el o
o Arcade Remakes e a] s
o Stealth o Trivia/Card

Mini Eames
19.0% Aefion/Sportsy ———
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.

o0 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.

61

Action (1st and 3 person shooters)
Gameplay: run around and shoot things

|-Psi-Ops (2004)

TINTETTEETEOT

[IITTTITTN TN

Adventure
Gameplay: solve puzzles, fight enemies, overcome physical
gbstacles

of Kri = San Diego Stu

Adventureland — Scott Adams (197¢

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

Metal Gear Solid (1998)




Fighters
Gameplay: Punch & kick until opponent is defeated

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

AKIRR

AN -CHUAT— ~——DOUBLE-DAGGER

FIISH START

e e i e e e e e e e

Grand Theft Auto 3 — Rockst

ar Wipeout — Psygnosis (1995

TOP 12000 TIME LAP S0™79
SCORE 10170 38 SPEED 189mph

SCC O TS

(1982 e ==
Pole Position — Atari (1982) I Death Race — Exidy (1976)

RPG (Role-Playing Game)

Gameplay: Similar to adventure, less emphasis on action, more
emphasis on statistical dice rolling to determine outcome

Space Simulations
Gameplay: Fly through space and shoot things

Knights of the Old Republic - |
e BIOWare (2003 e

e a4 -

ARD
OFE  HEALTH

S
7§ INSERT cOIN

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




Real Time Strategy (RTS)

Gameplay: Build armies and battle

e — Activision

STERM FRONT 54

EASTE 1941 ®
COPYRIGHT 1981 CHRIS5 CRAWFORD
PLEASE ENTER YOUR ORDERS NOH

Empire Building

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

The Elements of Modern Video Game

References

Developer & publisher logo screens
. Opening animation / cutscene to provide context
3. 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.

© o N o W

The Game level (save here)
The end-of-level cutscene
Save game here

Repeat from 4.

End of game cutscene.

10. Credits

http://www.ralphbaer.com
http://www.atarihg.com
http://www.atari-history.com

http://www.gamespot.com/gamespot/features/video/hov/index.ht
ml

http://www.classicgaming.com
http://www.quarterarcade.com
http://www.greatgamedatabase.com
http://www.videotopia.com

http://incheon.go.kr/cybercity/serviet/html?pgm_id=CYBERCITY000
034

http://saickho.egloos.com/580566/
o http://blog.daum.net/marsnine/12323553
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