Video Game History & Genres
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A Brief History of Video Game
(GameSpot)

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

o 1951
m Ralph BaerQ| S|AHTAF HX7| M Z )7 “build the best TV set in
the world” X|A|E &1, TV% AT ZLE MOl A Y (Interactive
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n St E[A2 0l David RosenO| Y222 coin-op machines &=,
1960s0f RosenO| SAFH 2 Z coin-operated games':.'_*a A2
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Before the Games: 1889-1970

o 1958
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o 1962
= Nolan BushnellO| University of Utah SCH &3}, SpacewargE 4
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o 1966

= Ralph Baere 4= 2-8X 0l TV A 20 TS A A|ZE Sanders
Associates A|2FX7F 22 2.
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n Ra}gh Baer= TVE interactive game 7H
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= Magnavox?} Baer's TV gameE A %%t
= Bushnell= O 0| E& Spacewar@! Computer Space
= Nutting Associates Ot#H|O|E A @ H|Z= A7} 6
Computer Space 042t Bushnell 1-&.
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The Game Begin: 1971-1977

o 1971
= Nuttin%ol 2= O 0IE AIY "Computer Space!
h=odl 2 =280 gilg. "AH 0|4 ¢ o Ak
AE HF S50 s 240 gl A
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o 1972

= Magnavoxe A= 7Y & E
game system)& $100 Off £rOf.

= Computer SpaceO| HF O{ECt= IO
Bushnell= CHE Ol A o ZHEFsh A JHLhof &k
72|10 NuttingO[ Al 1/32] X2 278 oLt
2HOFS Of K| X| 24O} Nutting 2 M H.
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o 1972

m Bushnell2 AtariAtE AlZE AtariO| &2 "Ct"El=
52 717 HHS(GO game)&0{2| &4 H7|.
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= Bushnell2 Al AlcornE A2 Z2fHZE NES}0
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The Game Begin: 1971-1977

o Nolan Bushnell Interview on Atari Anniversary PSX disk
Part1 "Beginning of Atari”

Part2 “Conception and history of pong”

Part3 “The trick to free games in pong”

Part4 “The home version of pong”

Part5 “His strategy for market domination”

Part6 "His feelings on founding an industry”

m Part7 "His perspective on the industry”

= Part8 "Nolan’s favorite game”

= Part9 "The CPU used in pong”

The Game Begin: 1971-1977

o 1972
= Gregory YobO| Z|2= PC ®|AE HHE Q| Of =8 A Y, "Wumpus’

The Game Begin: 1971-1977

o 1976
m Fairchild Camera & Instrument”Z} Z| =&
Z22U0| kst 7HEE AY7[¢l Video
Entertainment System (F& Channel F2} & 2)
2o O] 7|/ 2 AME A8 5. AIEAE2 A Y
7FEE|X| (cartridge)E AHESHAM |St= AQS
HFYAM & = AS.

Z3 AFOIA Azt |
= OFEf2[AIS] SRR S| EZFE Steve Jobsdf Steve
WozniakO| &Agt Breakout. O] &2 F0f Apple
Computer &8, 12|11 OlEIZ| £E2 = K HNY
T2 EEQ et |
m Nolan Bushnell2 Warner CommunicationsOl $28 [
MillionOf| OtEtZ[ALE EH 2.

Side note

o 1940%249F~1956'3 Entertaining Comics
UM= (F2 S22 EE5) T s =1
-Comics Code AuthorityOf| Al 2= Zts}
SR EHY FHE glof2ta g wt

olgfgt JE2 A3 2f
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o EC Bt3}7F 1950 CHO| Ct2 Ot E L} There were also
MI|ILL AEHO| 52 EXHE HojGt, 4| studies of the effect
CIE T3} SEALO ol ZREE. EC THoto) of television and
FHe= 3%, S4F 0pst AM/OHELK|, HE| radio on juvenile
O|OF7|, 74 O|OF7| YHIMO 2 WM = delinquency in the
'S4 ATS 71T AR A GA|X| 2 | early 50s.




The Game Begin: 1971-1977

o 1977
m OlEl2|+& Video Computer System (VCS -- later know:
as the Atari 2600) 0|2t 22 programmable
(cartridge-based) game system $249= 3 2|AOrA
A0 2O, CPU 1.19 MHE ZHEE[= 6507Z 2 M| A,
128 HFO|E RAM, 6Kb ROM. A JHE2 Z|CH 2Kb.
o 1978 | |
o HEEE= OAO|EE 2FE= AY o
= OtEt2|= OIAH[O| =& Al Football Z0OH. O A 0=
Trackball ZEE2| ALE.
= MidwayOfl A TaitoAtS| Space Invaders & O|=0f =%,
Space Invaders= 1 SIS 2t HO| HA ﬁlﬂlol—
CIH| O Off o|SHAM A ¥ 2| 2H2l0] ZAL7| =OF. O
o140 o|FZ2] OfEft2| vCsSel = 55| MEE. |
= OFEf2|= O EALO| CHESHE Atari 400, Atari 800 :
AFHE L0l 224 HBAA 2 =280 AAS.

Atari 400/800 — the 1t 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. Moving 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
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

m Modify screen data as the raster scans across the screen. This is

the only way to get multi-color sprites.

O 4 voice sound.

Atari Graphics Modes

GRAPHICS] ANTIC DISPLAY AVAILABLE SCREEN SIZE  BCAN LNE! [BYTES/ MEMORY COLGR REGISTER NUMBERS COLOH SHADOW
MODE | MODE TvPE COLORS Columns x Rows | MODE | LINE | USED REGISTER
(Bytes) NUMBER
» ] 2 Standard 1 Galor & ay X 24 ] a0 [ icolor is 2 4 - -
u Taxt 2 Luminances not selectabie)
g & Double- 5 0 X 20 (Splity & 2 674 41,23 4 4 Ses Table -
§ Width Text 20 x 24 (Ful) &2
z 7 Double-width 5 20 % 10 {Splity | 16 ) 424 3,23 4 K Ses Table -
= Double-koight Text 5 20 x 12 (Fuil) 420
B B 4 40 % 20 (Sl Ey T ) 012 a s Color 0 Register 4 iz
40 x 24 {Full} 432
® A Coton O 0 % 40 (sewty | &1 B | 7 012 ] T ostort Regimers | 708
i GRAPHIGS 80 % 48 fFull) 176 2 Regiater 1 e
g 7 ) i Cator % Register
) q PR w0 | a0 w1z Color 3 egister 2 | 708
4 [ 2 x 40 (Spiit) T ) B o 4 4 Calgr o Ti2
g COLOR 30 % 48 (Fulf 598 Register 4
< & & GRAPHICS 2 180 x 80 (SpH 7 £ 2174 ) 7 4 Calor 1 o8
160 % 98 (Fully 2184 Fegister 0
g F Highe 1 Colot 320 x 160 (Spi) 1 Bz + {color is z & Color 0 Register2 | 710
FIGgsolul‘an 2Lumingnees | 320 X 192 EE&;,} 8138 ot seloctable) Color 1 Aegister 2 o3
raphics
9 - 16 Lt rumw 1 Color 80 x 192 (Fuily 1 A 8138 4 - - Cotor 0-18= Tz
Modius & Luminance Pinange
ﬁ Resoluion Register 4=Golor
o o - QCulur 9 0 x 182 (FOl 1 40 8138 18 ¢ ) Sel Rgitters Nz
=z h (ot By Pokes
z Hacoiul»on
=] n - m Cnln( 1% 80 % 192 (Fully 1 ) 8138 015 - - Golor 4-15=Galar 2
Rugister d=
ﬁelo!ullaﬂ Luminanes
T2 4 Multi-Galor 4 40 x 20 {Spiit] [} A0 1154 0t2s 4 4 Register 0 0B
ractor 40 x 24 Emn) : 1152 Register | ;\'ﬁ
e 5 Double High 4 40 % 10 (et | 18 @ 664 0,123 4 & Frogister 2 o
Muli-Color Char. a4 % lz (ruu} 660
E < Twra Golor 2 160 % 160 (Spiity | 2 % @ 3 ] ¥ Fegister 0 708
Bit-Mapped 1680 x m {Full) 4298
6 E Fous Color 2 160 % 180 (Spiity | & w0 Bz EXE) ] i Register 0 708
Bit Mapy 180 I 5138 Register 1 709
E pot 182 (rull Register 2 740

* BASIC modes on XL machises onty




o 1978

oh=ofl i L2 OfAIO|E A Yol =L T R H
MR L2 (OFA| 0| ) EHY

¥ Essex University2| Roy Trubshawd} Richard
BartleOil 2|3l DEC PDP-10 HFE M T EE&=
X = W MUDE
role-playing game, hack and slash style game,
social instant messaging chat room @48 £&
Zt= multi-player PC game Q.

o 1979 | |
OfEf2|= %= Vector graphics game®!
M
= .
Lunar Lander?| Q17|0|= =35t Lunar Lander
A ST Ot 2H0f|. Asteroids= |1
SH™XE 37 2XE HE = AJS.

o 1980 |
O2{HO| vCS ZZ2{ 7} OEtZE| S [HLEA
ActivisionAFE A&l Activision2 O}EIZ|t=
2el AY ATEQoo =2
INLX=2| 0|52 2O credit2 &.

O}Et2| 2| Ed RottbergZt X MY 3Xt 19! HIGH SCORE
A|x—| 7-||o|o| 7HH+. O| 7'||°'8 o sz ind
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JHSHE ALt2[20] S Eﬂ%% 2. 3=
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X0 AHEE
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o 1980 |
A|Zt29] pinball machines Xﬂ_’Eﬂ f '
WilliamsO| A Eugene Jarvis7} 7§ 2kst HIC| 2
AL 2t of Defender 71| |-’F—§
That A1|74|EPE 50‘% 2AS. 2AHO M=

That A1|71| %‘Q“'":.'_f EP EO:I—.—_._
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o 1981
LIElE OFE|AE Shigeru MiyamotoZ}
7Hek o] A2l Jumpmane &7| 25 H
O{XtEI T PaulineE TollF& S0 2. LSO
Nintendo of Americall 2%0| Mario
Segaligh= AR} EHRJALCHD S§A Mario2
=2|A &.
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o 1981
OFE}2|+&= color-vector arcade game?! 2 oj
HeULS ot XF7F AlRIOMH| 2 Af2bst
Arnie Katz2l Bill Kunkel2|$t |z H|C|Q A2t Of 7|St= & X]
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The Great Crash: 1982-1984

The Great Crash: 1982-1984

o 1982
m Colecot cartidge-based A 7|2l Colecovision H0O. Z2f A 7.
LBl = Donkey Kongdl Dongkey Kong JuniorE 20| MIA A kgt
= OFE}2|= ColecovisionOil CHSH= ZEf Atari 5200 A2 7| Loy,
m General Consumer Electronics (GCE)= %[z 7148 HIEH 1)
A 7] Vectrex HOH. Vectrex= Asteroids-clone®! Minesweeperg
Zoteh O2|1 4-HE XRO|AE Z2EEY ALE.
= OFEf2|= VCS THOf7F £ TIetE 31, Warner F4/0|
=2 - Y OfElZ| £3. Q2 METLIE|VL RFFE
HYLZEE ZH HxTH 23, X7t A Yo 450
0 g |

ZE Il
tEt2l= D0 A MES A =IRA7| WE.

F= 2ol 32%
Mg &ojsto
LFEH 24

o 1982
m SHF0|M OFHO|E A NamcoAte| ‘A1 S
u CI=L|AtS AREH &2 2= TRON F3t 0] Hatol 4& =0
OIAIO|E A= 74 | |
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The Great Crash: 1982-1984

o 1983 |
= Cinematronics= Rick Dyer2| Dragon's Lair (Don
Bluth O§L|H| O] M)E %|XZ laser-disc AtR3H

OIAO|E A Y2 = LDy

= Commodore= g H|IC|2 A A7|LECt &
=2 X7t ZFE Commodore 64 Z0j.

= Namcoe "M H| 22 (Xevious) 77 & Al 2oy

= Broderbund= Apple 1€ ZAFH A
(Lode Runneng 9H. o] Ao =4
s 2t EHAel 38 BF 2= A A[=E
A2 XL S HZ (Level Editor) & 4= U=

The Great Crash: 1982-1984

o 1984
= Milton Bradley= Vectrex& $100 A7t 2 ZHO§. 2= £Hojf St
= Warner Communications= Atari2| consumer divisiong Jack
Tramiel ZHOH. Arcade divisionZt 'H7| 11 Atari GamesC 2 HE S

HE.

Vectrex 3D imager (uses CDROM drive to shutter
glasses in synch with Vectrex screen)




Video Games Are Back: 1985-198

o 1985
n HEEZE FE0|A Nintendo Entertainment System
(NES =& Famicom) 8H|E 7}H2A 27| =toj.
Limited marketOf| Al &5,
» 2{A|Of Z2 2 Alex PajitnovZt 354 2 HE
HY Tetris 7HE
o 1986 ;
» HHEZE= NESE TMAX 22 Hojgt Super Mario TETAIS
Brothers2| G| %|.
s M7te O|= 0| A Sega Master System (SMS) 0N,
FA 7S AU 2= 2| ne B2 7t
= NESESO| YO OEFZ[= Atari 7800 H|T| L
A 7| EHof.
o 1987

= Square= Final Fantasy Z0H.

-&\i‘? ‘?kb’. i

B

Home Market Expands: 1989-1992

o 1989

= HEZE handheld& Game Boy ($109)E 204, Of
A7|= HEZ|AE 22t Game Boy& Super
Mario®! Super Mario Land, Breakout-clone®!
Alleyway, —L2| 11 OFAH & Al
= M7te Y20M Hof 43 = 0[=70|M 16-bit
Genesis (=22 Mega Drive) A7 $249 2oy
o 1990

m HEIEE JHE BHo| ZEl A Super Mario 3 EAl

o 1991

= ALY HE ALYK AY Y @t -

s HEIEZE= D=0 Super Famicom (Super NES: SNES
A RY7| $249 LOf AHUO| NZFELCH HRtO Lt BE Q|
SO E HC|2 A 7] AEE &&=
= A 7#% NES2F SNESOf| CH&tSt= Sonic the Hedgehog
| b _

Home Market Expands: 1989-199

o 1991

= MZh= Time Traveler Y 200 M 7F7} 7Y
2700l =213 (Hologram) Al 9| A
AN FHEIE 7L SO E 22 L
A2 Laser disc players AHEstD of
HES S010] TV &80 HIHF. 2K+
O|OX|Z7t AHEZ0f BFALE|O| Z O] (lllusio
depth)S &. 2t8{o 33 22Ul 2 0

= Capcom Street Fighter IIE 201,

o 1993

= M7b= 3K Al 'Virtual Fighter' ‘Z0j

= Incensed by the violence in Mortal Kombat 2t
Night Trap /2| ZEE0| Af2[Ho 2 FHA|
Zl Joseph Lieberman (Connecticut)@t Herbert
Kohl (Wisconsin) & 19| 210f 2|8l H|C|2 A 2|
ZH G0 Ab2lof| OjX|= Ferof CHEE AP &=,
Industry-wide rating system S ¢l.
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The 32-Bit Era Begins: 1993-1997

o 1994 I

= ID SoftwareAt2| 1218 & AY 'DOOM" EA
m 32-bit Sega Saturnd} Sony PlayStation 2&£0f|Af ZOj, At
H| 2 PlayStationO| & L2 Ao = Of7|E. M7} AHE 2

|
AYZ|ZN = XEZ 24H|EQ| My o} HO| HoIbs, AL

PS= 3xtE Jaid 7|=o| MA =15 X St= Silicon
Graphics@| AX[L|0]2} 2 L|o] AX|LIO0| o3 S22 i
AL

= The Entertainment Software Rating Board (ESRB) & &.

mpol|| BEaT o] S |

=]
2l




ESRB is established in 1994

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
ol O| =0

Hl Elg 7‘” = = S = L| The Inappropriate.

Entertainment Software S r——

Rat| ng Boa r‘d (ES RB) AE-i E|="I 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 camic mischief (for example, slapstick

4 comedy), or some crude language

i

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,
andfor suggestive themes.

Mature

These products may include more intense viclence or language than products
in the Teen category. In addition, these titles may also include mature sexual
themes.

Adults Only

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

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

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

® =]

EUIEEEI Rating Pending
“? Product has been submitted to the ESRB and is awaiting final rating.
s

The 32-Bit Era Begins: 1993-1997

Titles rated "Mature (M)" have content suitable for persons ages 17 and older.

o 1995
» HEIZE Virtual Boy ($179) 2HOj.
= AL[E 0|20 PlayStation $100 Gf 7| Y=l
$29901 ZOf. &2 A QO] A% SAIZHA OJC|o{*t
ANEXIEERYH £2 HIIE 23,
s YEOM N4 LOHZE X7\ SHEQO{7F CF ZHE | J2fLt
AY AZEQN EEo=Z Ne4 THOf7F BT Al
m F3} ‘Mortal Kombat' 7H&. Z|ZE2 OIH0|E A LS
A2tzt o
o 1995
. nglﬂEiEEE Windows95 Z0f. A ® SDK?Q! DirectX
=3t

The 32-Bit Era Begins: 1993-1997

o 1996
= O/=0|M 64-bit HHIE Ultra 64 20H. 3742 2HO] 1.7 million7H EHOY.

93.75MHzZ SZifste A2 EHAALS| MIPS R4300 =2 A|A EA}

s AL J2[A0RA AZ0C PSE $12 million TS Play
FMAX o=z 71 HOf7F 3Ol & XiM|CH A Q7| = &2
ar
o 1997 T 3
m AL PlayStation2 L201A Tt 5 million7, FE0IA 2.2 million 7H,
470 St MM A™SE 20 million7f EOH. H|EIHS-2 1998 E X
d3¥ES 00 2 Aez &,
m 19964 11¥ £ Bandait Tamagotchi ZOf. d2|0 Y& L BE
AT S0| StLHY &7,
= 1997H 108 42 A YEO| YHIt Gumpei Yokoi7t REAILE F3.
Yokoit Virtual Boy2t Z=O|AEIZ CHME cross-key directional pad
ZEED Ao FAHsID AUS.

o

The 32-Bit Era Begins: 1993-1997

o 1996

s Ot 22101 dai T A O AlEf NexonAte| ‘HEZHS| Lzt SE. ot=
ALt pctat 22421 Ao d2 XZE MPHC = 2l
MNIAE|Z= MUG (Multiple User Graphic) Al 7H2tS SHA &,

e

l -
The Kingdom of the Winds




The 32-Bit Era Begins: 1993-1997

o 1997 I

m Richard Garriott2} Ralph Koster?} 7j&tst 2012 RPGH &

Online’. 7t& OIS MA QL @ef & AA
= 1998 0= Ultima Onlined| 102t 22}9l
m 2003E0f|= Ultima Onlined| 252t &2}

re
= =

The Modern Age: 1998-1999

o 1998
m IDSA (Interactive Digital Software Association)Zt
1998 HE electronic entertainment 22| B2 S H.
ghA THoj| 19974 9] 30 %7tEF =2 EHof S 7t
m Blizzard EntertainmentOf| A| HE X3 PC A&
‘Starcraft’ 2 0H. Real-time strategy (RTS) AJAtY SZt.
o 1998
s o0 222 AS A= BhE NCSoftQ
2| LI X (Lineage)” MUG (Multiple User Graphic) Al €.
o 1999
= 98 10¥ MZt7t O|=0f| A 128-bit Dreamcast A& 7|
2hof. SHE 0Ho) $98 millionS EOIS S S EH.
2000 2 E Dreamcast= X X2 online?| 62 A&
MM o = O|=2| 00|32 AZE AF9| S|ELK|,
NEC X ofOistet 7| sXMEE THE0T HE22
AYZ|el §HEET 22 AoE Q78 S,

—

The New Era: 2000-2001

o 2000
w 3E 42 20N AL PlayStation 2 ZOY,
millionZf &O{. =Q X7} 32 = EL}
M717| = g
= 102 26¥ O/ MIEA|ATO| M= 284
Metreon StoreH0|l A A )J7|E FOist
712| 1000Y 7I7t0| Z|CtR =0 O 5 &0
HLYZ|E FOiSHA| 25t ez Z0tL.
s E2|XEALQ| Diablo = EHEIX|QF 3ZE H
MM EZH LAY, 2011 E7X| BMAHS = MOHE EHOj
o 2000
w SHRO|A = CCR'EZEZ|A CHEOfFA L
200230l = SA| &A= 198HH 7|55}
Xtz of .
m Oba E-AEXO| 270l ST 2 A QBT S,
ChFor ghHo| A 2|0 S AL & stA
s AYMEHEST ST (2AYY)

The New Era: 2000-2001

o 2001

= 28 42 M7t= O|= Dreamcast EHOH7HH S $99.9522 Lhz|o 3¢
312 new Dreamcast /H&2 FTte J2|10 SIEY 0= D 27

AZEQO A JHE T (Y] 22t Ao ESA) 57| 2 &

w YZ2O0IA EHOHA|ZISER] 1H F| AMAE 22 PS2E 10 million?

= MidwaytE OFAHO|E& H 2 (Coin-Op market)Of| Al £& {1 @&
AYZ| ANEES SESCHD HE.

» A 0| H3l3tE. Lara Croft: Tomb Raider (6% 15¥) Final Fantasy:
The Spirits Within (78 11%)

= Interactive Digital Software AssociationOf| A @M O 2 bt
7180 LFU0| 10~11A12F HES A Y7L AFH AYR2
AZbe O RAENE 25 71 KOs AHHHE
ES2Z 34%7F AYO| 2|1 16%7t TVE &5

= O0|= FEE (Department of Defense)= M&™ Eg0|d &0 2
2238t & Rainbow Six: Rogue Spear A2 T2 A<

= Flight Simulator 200242 9/11 AtEH2 ST 722| World
Trade CenterE X|&. PS A Spider-Man 2=

=
r




The New Era: 2000-2001

o 2001

s 118 15¢, Microsoft Al O|= 7522 Times
SquareOf| Toys "R" Us SAX O Z Xbox ($299) 2HOj.
O] A 7| PC HHE F =2t 733Mhz CPU, Nvidia
GPU, 10GB hard drive, 12|11 Ethernet port 211
U, 71 217 Q&= Xbox YL Haloll.

m HEEZE GameCubeE L20A 9& 13 Oz
0|0 M 113 1801 $1997hA0f 2ol &~
t'**E‘”OI 71|°'7|01| CDL} DVDE AlY AEEZIX| 2

AHESHX| B0 OpXZA|CEALS| optical disc?| &2 AFE.
U= Trof| ST THORE. 7HE Q17| U=
GameCube A2 Luigi's Mansion ¥

The New Era: 2000-2001

o 2001
s CEIZ A= GameBoy Advance ZHIYE A Q7| Lo,
o A CE3RHR 2T 22HA Y
« LRQIE{HE| 20| 'Bp5HY
= TL2HH|E[A} ‘2FLFE 30 OF7|XF7|B BT, kst
AL 23 T AE[E0|2ts R EEQIYA}
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2003~

o 2003
m NCSoft 2|L|X[2(Lineage II)
= Nexon 7ECIO|H & Ciet 2| A &%
m Blizzard®| 'World of WarCraft (WOW)" 7F 7t H 271;’5'7&6}3'_
A

Q= MMORPG A . 2005H0] 1.5 million 22121 AL
JE|-T'- 500ty o &l SA| E&EX=E0| 2 A Y2 EZ.

2003~

0 2004 “

m 20044 128 LEO|A &L| PSP (PlayStation Portable) ZHIYE
A Q7| 2oy 32|2 20054 3Y 0|20t S EOIA 20, H|C|
AY, Gzt S, Atz Y S HE|OICIN 7|5 M&S
o Seventh generation of consoles (2005-2012)
» Xbox 360 ($399) = 2005L=| 118 Zof
w AL PS3E 20063 11 2H0H. 20G 3HE ZAH2 $499, 60G SHE
%2 $599. 20074 6°J 80GB St= EFXf 520H2] pS3 sH= 2iof.

w 200649 1Y HEZE= Wi ($250) 20f. = 2M MA 7|=0|
O|l8= ZEER ALE.




Nitendo Wii

o Wii Lego Star Wars

Lego Star Wars: Complete Saga Gameplay Wii

1| —— 147 1245 | ofi| |

Nitendo Wii

o Wii Sports

Wii Sports

P | —) 0:15/0:35 | ofi|

Nitendo Wii

o Wii Fit
m https://kr.youtube.com/watch?v=klIOLP1TomM3s

Wii fit

» @) 2580412 | o] | =0

PS3

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

Final Fantasy 7 PS3

P ——) 0197139 | o] |




Xbox 360

o Xbox 360 racing games of 2007
= https://kr.youtube.com/watch?v=niNay-hOmEQ

Xbox 360 racing games of 2007

1| =@ 0.27 1512 |« u

Nintendo DS

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

o] 0501210 e —) sops | o | 20 B9

2003~

o 2007

» 20079 6F 29Y 2F 6A| O|= AT&T Cf2|F 1t Of S0 &0l A
ADOFEE iPhone (TMICH) 200, SA| 4G, 8G($99)2 AlH CHY
DUz ZEtAEN R0 g2 HE A, HEIHX HX|ATE
SH, S EM, 28 == Z4X| MA, 3% 7h&5A &L

2010~

o 2010
= 20103 18 27Y 0| MZEHA|AZ Q| OF=H} 20| Lt
OLEME{O|M HAICZ OfZ iPad &7H. 2010 4€ 3 £0|X| Y
ZAl, A 300tCH O] & EEl. ofo|IHE= EfE3! HFHE 9.721%]
IPS LED 2#2}0|E LCD, 1GHz Single-core OZ A4 A|AE 2%,
256MB Ef XY, OfO|Z0| M F+& /= #2| EE ggggz HE AE.




iPhone

o Fruit Ninja

= http://www.gamespot.com/iphone/action/fruitninja/index.html
= https://www.youtube.com/watch?v=0kMTFFgMPI8

ik

3 oUF newe spors gameplay channel - MachinimaSports!

iPad

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

Pt 0350317 e—)

2010~

o 2010

= 20109 118 42 SO[X| Y0 A Or0|ZA2AZE AL Xbox 3608
M 2 ZEEHQ Kinect 2OH. 20 = S0/t F& LHOIA
102 St AAMA O A 100THEH O &k E0Oi. 20104 11& 18
SFE H|XTH OtA|OF X|HOjAM 118 2022 L0 A 2oy

Xbox Kinect

o TGS 2010 MS Kinect Dance Evolution

= https://www.youtube.com/watch?v=efnLxFAPM1w&feature=rel
ated




2010~ Wii U

o 2011 o 20129 118 18Y O|=30|A HEIE wii U A Q7| 2ol
= 2011E LEOAN HEE 3ps ZHYE A Q7| Shof. = https://en.wikipedia.org/wiki/Wii_U

AHPATE QHAQI0| 3K A Eg0].
w 2011 LEO|AM AL PlayStation Vita ZHIYE H Q7| 2oy,
o Eighth generation of consoles (since 2012)
w 20119 B30 HEEZE= Wil U 370, 201249 11€ 0=, S,
SF SAME 2of 2012E 129 L= oy,
m 20133 E30|M L= PS4 S7H.
» 20139 E30|A OFO|ARAZE = Xhox One &7H.
» 2EHMOZ HHEE Switch, &L|& PS4 Pro, OIO|AEZATE =
Xbox One X 20Oy,
= MO 252 =3 X ADE & A AT, 2242 MH[A 8
XMgst 7|s7|8e] M8 25 AY, F&8 AYo|LE HEHst
HEXHZO s £xI= olc|A Lo

PS 4 Xbox One
o 201349 112 15¢ 0| 0M 2L PS 4 A 7| ZOf. o 201443 6& 9 O|=0{|Af MS Xbox One A 7| ZOH.
= https://en.wikipedia.org/wiki/PlayStation_4 = https://en.wikipedia.org/wiki/Xbox_One




2010~

2010~

o 2011

m Sid Meier| "85 (Civilization V)’ A Y. £0|X|92 20104 9¥
212 19| X942 2010 92 24 0j %AI ot LY A YA A
24 H|E°4301|A1 =82 4o EH2 e 2= Aol
AIE Or0|0{7t ZFHE SZ2 5 UA HA M AL = =2
Y.

o 2012
s SCfAIEALS 'CIOFS 2 3" A /0| e=0A= 20124 3
15 EH CX|E AZ0| 0|2 ZHOfE AlZE 4000702] oHH AZRHEE
THoi ~4{0f 50008 2| AH|O|HS0| 17| X| ZHO{FA0AM =5,
2012 68 18 =EHA|E ZRHO| 2|5t H OFA[OF ME{ 2| Z| 11 S Al
HEAe= 640 0|0 11 F 438 F2 ot S80]0].

2014

2015

o Facebook Buying Oculus Rift For $2 Billion (March
2014)

» http://kotaku.com/facebook-buys-oculus-rift-for-2-billion-
1551487939/l

O Microsoft bought Minecraft for $2.5 Billion because it's
perfect for HoloLens

» http://www.engadget.com/2015/05/01/microsoft-bought-
minecraft-because-its-perfect-for-hololens/




E3 2015

VR Headsets 2015

o MS HoloLens2t Minecrafte| 2r:t

= http://www.zdnet.co.kr/news/news_view.asp?artice_id=2015061
6091130

Minecraft Hololens demo at E3 2015 (amazing!)

O The best VR headsets: Oculus Rift, Project Morpheus,
Gear VR, HTC Vive...Virtual Reality is back baby

= http://www.wareable.com/headgear/the-best-ar-and-vr-
headsets

Indie Game

2 AY &

o 2IC] AY (Independent Video Game) O|2H &
WL ALOIA CHR 7|2 AL A Q2 ALl RE XIS 2|
U, AAR EYNOR KESALL, AR HY
Sl HHo 2 X2 RS XA E HC| A Y.

o Undertale, Braid, World of Goo, and Minecraft &
deiMoz 4T AICIHY A,

—

0o GameMaker Studlo RPG Maker, Adobe Flash, Unity3D,
Unreal Englne ALY MEZES AHE

o Steam % GOG.com 1 Z-2 229! C|X|E A LojE 0|
T olEo| w2}, AYS N A, YH0E, Ba %
ASL= QLA (0| thet AX[ =7t FOtE.

»)

20| E3 (Electronic BlizzCon (2005) IGF (Independent
Entertainment Expo) (1995) Games Festival
PAX (2004) QuakeCon (1996)  (1998)
GDC (Game Developer TennoCon (2016)
Conference) (1994)
28 GamesCom (2015) MINECON (2011)
OFA[OF  TGS(Tokyo Game Show) OO0l (Out Of Index)
(1996) (2014)
JAEPO (Japan Amusement
Expo) (2013)
G-STAR (2005) Necoje (Nexon BIC (Busan Indi
Contents Festival) Connect Festival)
(2016) (2015)

TpGS (Taipei Game Show)
(2003)




Survey of Game System Specs

$700

Absolute Console Prices
1976 - 2006

{inflation not taken into consideration)

$600
Year Manufacturer [Brand Name Processor RAM Price Graphics
1972 Magnavox |Odyssey
1976 |Fairchild Channel F
1977 Atari 2600 $249
1977 |Bally Professional 5500
Arcade $350 t
1978 Magnavox Odyssey 2 64 16 color palette, 4 maxon-screen; 1 color
bytes per sprite; 8x8 sprite size; 12 maxsprites
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 5400
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. $300
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 5200 o
1993 |[Atari Jaguar 2
1995 |Sega Saturn $399 § v
1995 [Nintendo Virtual Boy $179 - S >» 9
1995 |Sony Playstation S o = e S .8, & §
1996 Nintendo N64 21-bit color; realistic texture mapping ,? 8 8 51 M e g o § 34" o § 8 wr
MIPS R4000 series 64-bit CPU; (mip-map; perspective correction; $100 o 3 ~ [ o E 8 8 B o o o [ e o~ o 52l il
93.75MHz environment mapping) Ty g :/t o g B3 o "2 <8 = S E e X § = 5
1999 [Sega Dreamcast T 8 & 2 2 SR g 5 B S u_l E 8 S v ] E
2000 _|Sony ps2 $299 %5%:'5 Eéo o 3 @ & %Exxng‘
Fall Microsoft Xbox 64M = b= g © 5 8 = ﬁ’ 5 £ £ 8 8 3
2001 700Mhz Pentium Il $299 Nvidia GeForce 3 Vo< O (= R Sl = = 5 = B < < o
Fall Nintendo GameCube Custom IBM PowerPC "Gekko" (40M $199 Custom AT I/Nintendo "Flipper" 1982 1982 99 1993 1995 1995 19% 000
2001 (32-bit int, 64-bit fp); 485MHz
$1000 . .
Relative Console Prices
1976 - 2006 . o 4o
£ Video Game Software Sales Statistics

child Channel F, $596.94
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SNES, $293.39
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I Video games

Global revenue, $bn

Console I Online I Mobile

PC B In-game advertising
100

FORECAST

80
60
40
20
]

T T T T T T
2006 07 08 09 10" 11 12 13 14

Sources: Digi-Capital: PricewaterhouseCoopers

Market size, $bn

. S W China I Japan South Korea
Britain HEM Germany M France Others
100
FORECAST
80
60
40
20
4 0
2006 07 08 09 10 11 12 13 14 15
*Estimate

HIC|2 AY Al 72 (2011.12.09)
http://www.economist.com/blogs/graphicdetail/2011/12/daily-chart-0
Video games will be the fastest-growing form of media




Global Games Market Statistics

2012-20_2] GLOBAL GAMES MARKET

EVENUES PER SE 21WITH
newzoo

@ Mobise Gamas
@ PC Sames

B Graiiecsam $180.18n
orvicie Garnes

$165.98n

2020

22 AY 4 BY (2018330

$151.98n
$137.98

202 2013 2014 2015 2016 207 Pt ] 2018

$121.70n

0t hwgon $106.58n
$9%.18n

$84.8Bn
$76.58n

$70.6Bn

IOIE 2011

*11 D%

+26.8%

rc
+3.1%

+2.3%

newzoo

https://newzoo.com/insights/articles/global-games-market-reaches-

137-9-billion-in-2018-mobile-games-take-half/

Global Games Market Statistics

2018 GLOBAL GAMES MARKET

PER DEVICE & SEGMENT WITH YEAR-ON-YEAR GRO 5
newzoo -

In 2018, mobile games
will generate

TotaL or 51% of.the global

BoxEBOWRQADED market.

$28.6Bn @

CONSOLE

et newzoo

=22 AlY J.*_F°* °i% (2018 3 30)
https://newzoo.com/insights/articles/global-games-market-reaches-
137-9-billion-in-2018-mobile-games-take-half/

Korea Content Industry Sales Statistics

75719
. 7,226
(2.7%)
. CjEEETTTT
1.0%)
80009 oo ] {21855
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Korea Content Industry Sales Statistics

=5 ]
98,417

87,024

2014 2015 2016 (E) 2017(E)
s 2HDAY =2opUdAY v 2AY ~PCAY =coiA| =AY

T AlIY M & http://hebronstar.com/?p=4962&lang=ko




Korea Content Industry Sales Statistics

e 20118 20120 20139 20148 20159 20068 20070
$E% 237078 2638916 2715400 2973834 3467 IWTM6 592299
U8 481 1.0 29 95 a1 20 207

Y By
URE AYY SFAPCY) | e
134 e S X} HYR 8

e
opoIcAY 14—
2wiu2s— dy

S OPIOIE HeE)
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131.423

o525 o7y ga0s 107223 108.9%5

83,047
]

51,436 56,047 ]
174 185
0 i 18 B0 28 728 s
19 | i

2007¢ 200844 20099 20108 20M4 201240 20134 2014Y 2015W 2016W 2017W

20179 8 AlY =N HMELL 80.7% 1 ..6X7HY 12
(ZDNetKorea, 2019/01/25)

Video Game Genres

Action (1%t 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

OOOoOoOooOooooao

OoOooao

Best-Selling VIDEO GAME Genres
ETUNTS 30

5.4% Fighting

9.0% Role-playing — — 30.1% Action

9.4% Racing

85% Chkdrn & Family — —
ertainment =— Il S”B

96% Shooters ——/

e e W o P e | WETD
Best-Salling COMPUTER GAME Genres

YT

3.9% Action
5.4% Sports — 26.9% Strategy
5.9% Adventure

10.0% Role-playing - WGl —20.3% Famiy &
16.3% Shooters ———— Children’s

Sarr "o WY Gemy TN St

Wihat Kind of Games Are Played Oafine Most Often?

8.5% Other —\
9.1% Persistant Multi-
player Universe

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.

Action (15t and 3™ person shooters)
Gameplay: run around and shoot things
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Adventure

Gameplay: solve puzzles, fight enemies, overcome physical

uuuuu BOOOOOMS ou

t:
uelcune I8, Adygantyre nunmber i:
"ADUENTURELAND™

nnnnn H
Renenber‘ E can aluays say HELP
——TELL ME HWHAT TO DO | |

Adventureland — Scott Adams (197¢

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

Fighters
Gameplay: Punch & kick until opponent is defeated

ance — AKIAR

-TAN-CHUAN—

Driving

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

Grand Theft Auto 3 — Rockstar

Wipeout — Psygnosis (1995

TOP 12000 TIME

LAP 80779 D ]
SCORE 10170 38

SPEED 189nch

7tE20|H - & (2004
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

Gauntlet - Midway (

Space Simulations

Gameplay: Fly through space and shoot things
Rogue Squadron — LucasArts (2001) n

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

Real Time Strategy (RTS)

Gameplay: Build armies and battle

EASTERN FRONT 1941 %
COPYRIGHT 1981 CHRIS5 CRAWFORD
PLEASE ENTER YOUR ORDERS NOH

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

semble'(1997) =

rk Softscape




The Elements of Modern Video Game

References

1. Developer & publisher logo screens
2. Opening animation / cutscene to provide context
3. Game configuration screen
m  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

m  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.

0. Credits

= © ® N o w

http://www.ralphbaer.com

http://www.atarihg.com

http://www.atari-history.com
http://www.gamespot.com/gamespot/features/video/hov/index.html
http://www.classicgaming.com

http://www.quarterarcade.com

http://www.greatgamedatabase.com

http://www.videotopia.com
http://incheon.go.kr/cybercity/servlet/html?pgm_id=CYBERCITY000034
http://saickho.egloos.com/580566/
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https://en.wikipedia.org/wiki/Indie_game




