Video Game History & Genres
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A Brief History of Video Game

(broken)

Before the Games: 1889-1970

Before the Games: 1889-1970

o 1889
m Fusajiro YamauchiZ} 2t& (Hanafuda) 1|_._o}'— Marufuku 2| A}
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o 1947
= Akio Morita?} Masaru Ibuka”} Tokyo Telecommunications
Engineering 2| At & 2l 19524 III|I Bell Labso 2 &£ E1 transistor
[Py EEHJ(|/\E-| E|-I:|97|- QAE0|A CHH B S 7-| 1, Ibuka®}
Morita= EI|%I_'} szog 7"%% A=t
ALzt Ef sonus (sound)O|A] OIS 2 =
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o 1951
s Ralph Baer| |AHZAL ®XL7| ®IZ )7t “build the best TV set in
the world” X|AIS #1, TVE Y829l 7|2l (nteractive
Game)S X|Qtst ALt AR S

o 1954
m St=2M™ E[Y+ 9l David RosenO| Y29 Z coin-op machines
1960s0| RosenO| £XtX S 2 coin-operated games':.'_f; aM
StA| E|1, Tokyo jukebox and slot-machine company& At
m SEGAZ}= O|E& "SErvice GAmes"2| 2AXIZ2 Z|AIO|EC R
AFBSHH .




Before the Games: 1889-1970

o 1958

n Brookhaven National Lab S|
LEXS0| X|Z2 I AHESI2
"Tennis for Two'E QAZAZA
Higinbotham& O| 140y

o 1961

= MIT &4l Steve RussellO| SpacevvarEl- e Ee]
MSEEMOl AEEH QS 72t Digital PDP-1
(Programmed Data Processor-1) ZAEE{Q} CRT A3 2 %
Arggh ZE2Mo| F7|= oK M YSE FHC = SFX| YUS.

= Spacewar< O[0] BHSO{T ZAFHO| Z20MS ME2
Azl AY
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Before the Games: 1889-1970

o 1962
m Nolan BushnellO| University of Utah &CH &t SpacewarE 4
m 19654 BushnellO| Salt Lake City 7}L|2t0| A OFAO| = EHEHSH
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£ OIS o 1 &A| Bushnell2 ZRE # €l0] 2 OiA0|E0]
S0|S Zo= GOt HEEF HT HIMA 2IH53ITHE A2
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o 1966

m Ralph Baere #3522 M0 TV A A0 CHst A A|EE Sanders
Associates A X7 2HAS HQl
o 1967
= Ralph Baer= TV& interactive game 7}j'&st. Lok
AFE510] SFBI0| 2(spot of light)O| 2 O[A &
o 1970
= Magnavox”} Baer's TV game& A|2fzt
m Bushnell= O} 0| E& SpacewarQl Computer Space [lilks
= Nutting Associates O}#H|O| = A& XM Z ALt 6
Computer Space+0§ 2t Bushnell 1-&.

The Game Begin: 1971-1977

o 1971
n Nuttln%0| x| = OfA
Cisof 2 §%01
e R e

A

o 1972

= Magnavoxe |7< 48 I:I|I:|2 H 72l Odyssey (Baers TV
game system)& $100 Of &

m Computer SpaceO| L& 0134 I:f'— —utkof
Bushnell= CHEO| A O ZHEHSH A R0 &2
2|2 Nuttingdj| A| 1/39| ANeE FE ?Jigl-f
BFOF= O X| X| QO Nutting 2 [{ L.
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The Game Begin: 1971-1977

o 1972
m Bushnell2 AtariAlE A|ZEL AtariOl%% "Ci"2l=
X2 7t HH=(GO game)&0{2| L&A #7|. B

ot gyl == oM Y (5 Hf%‘_&_Oﬂ ==
THME 2ol Mo 25 Sl HEfE 2ln)).

= Bushnell2 Al AlcornE A =2 JfHEZ 183519
g 40} ZEHE HIC|2 ElU 2 A 9l2 A ¢ o
H=S Pongolﬂf 2E "Pong"OlEf_T'_ Ha2AH = A

StHO|M 50| B2 [[H 22| W Ping-PonQOIEJ

0| 0| oI'3'| Ef% §IAF01IA1 MEES 240 A7 M=

m Bushnell2 Ot#H 0| =& 2 F Pong Bt5. 22 %X|=x0°
MIEOl A Q.

= Magnavox= Home Video Game Odyssey 2rojgt. Gt
AEHS 0| EOIM B2 E717] {8 M2
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The Game Begin: 1971-1977

o Nolan Bushnell Interview on Atari Anniversary PSX disk

Partl "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

m Gregory YobO| %|Z= PC HAE H}EO| O{ERIAY A, "Wumpus'’
7N
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The Game Begin: 1971-1977

o 1976

m Fairchild Camera & Instrument?Z} x| &=
Z=22fU0| 7tsTt 7HEE A Y72l Video
Entertainment System (% Channel F2} & &)
20O. O] 7|2 WXz A8 . AFEXIE2 A Y
7tE2|X| (cartridge)E AHE3HAM RSt= AYS
HHYAM & 5= AS.

s Exidy£ driving game@l Death Race 2000 ZtOf.
HIC|2 A el ZH-40 st O|C|0] =52 2.

Side note

2= AFOoIA Ar2tg.

m OtEfZ2|AtS| =HHA| S| EZN2 Steve Jobsit Steve
WozniakO| A A 3t Breakout. O] 22 20| Apple
Computer M, 12|10 OtEf2| EE0 =2 KM

D2 EEY e |

m Nolan Bushnell2 Warner Communications0 $28 s

Million0|| OFE}Z[AFE TS,

o 19405 8t~1956 Entertaining Comics
ME (FE SZELF ZEHZ) UtatMs
-Comics Code AuthorityOl|A| 2&
'SE'EHY FHE glojztn

o ™AlDF O|AF Fredric Wertham1if
Estes Kefauver?| HAH Hx &2
¢ &= = O] dEHA HAaH
Hz|ol S7tef ’ele

o 0] RSt AL3|of of
So|2 7|AERAS
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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
as the Atari 2600) 0|2t E2+& programmable
(cartridge-based) game system $2498 A Z|A0fA
AlZ0 &h0f. CPU 1.19 MHZ ZHE L& 6507 2 A A,
128 HFO|E RAM, 6Kb ROM. A QT2 %|C} 2Kb.
o 1978 https://www.youtube.com/watch?v=437Ld_rKM2s
= HHE= OMAHOIEE 2= A Y Lo
= OFEf2|= OAH|O|E& A Y Football Z0Of. O] A A0|AM=
Trackball EEE8| AFE.
= MidwayOf| M TaitoA}Q| Space Invaders & O|=0f =Y.
Space Invaders= %1 SHXIZ 3lHO| HEA|. AHO0|A
CIH| 0| Of| o|SHAM A F Q| #H2l0] ZAH7| =OFE. O
Hof o|=2] Otz VCSe| EE 553 MEHE.
= OFE}Z|= OfZAFO|| CHEHSF= Atari 400, Atari 800 .
ARHE 2ol 2L tiFofA 2 =230 8id=.

Atari 400/800 — the 1st 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

m 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.

15

Atari Graphics Modes

GRAPMCE] ASITRG DISPLAY AVAILABLE SCAEEN SITE  [BoAN UNE BYTESS IMN'F COLOM AEGISTER NUMBERS COLOR SHADOW
MOOE | MODE TwPE COLORS I Columet xRows | MODE | LNE | USED | FOREGROUMD [RACKSROUMD|BOROER mi.r!l’..n
- o 2 Standard 1 Color & 0 x 24 0 ) ) Vieokor i z | 4 - ~ -
Taxt 2 Lusminances | | not selectable) L e
; 1 L] Doubile- 5 20 x 20 (Span ] 0 &4 | [EEE) i 4 Ses Table -1
i Width Temt 20 x 24 (Full) &2 |
| 5 2 7 Doaubie-Wisth [] 0 x 10 (Sht 18 = A2 [XFTY 4 4 See Tatie - |
5! ht Toat [ 20 x 12 (Fuly | 420 l !
3 8 4 40 x 20 (Sphe) ] 0 o 032 ] 4| Color b Register 4 T2
i 40 x 24 (Ful) | an
* A m‘ou " 4 B0 % 40 (Split) 4 0 174 [XE) 4 3 Cator 1 Regivter O 708
1 GRarrics s e Calor 2 Reghater 1 Ti0
g 7 o [ 109 X 80 (gl z ® [ [XE] i 1 s | T
* ® ™™o 2 50 % 40 (Spi) 4 1 B o ‘ « Catar 0 Tiz
] coLon ok o L] L] |
L 8 GRAPHICS 2 180 % 80 (Spi) £ E) 174 ° [ ' Calor t T8
180 x 98 [Ful 84 L.
L F High 1 Cobae 30 = 160 (Spa) ] -0 113 1 feokor in 2 [ Color O Register 2 FiL]
m 2Luminsnces | 320 x 102 (Ful) 138 | not selectable) | Color 1 Registar2 | 709
i i
. - 16 Luminance 1 Calor B0 x 182 [Full 1 4 | 8138 | 4 - - Cator 0-15= 712
Modium 8 Luminance e { Luminaeica
; Resolution Fagister &-Calor |
o - 9 Color ® R 1 % | s ) ] ° Seihegimers | T2 |
Mo N oAy By Fones
; Pesalution | '
<] (1] - 18 Color I 0 - - Codor 0-15=Calor mne |
oe 1 % 80 x 192 (Ful) 1 @ | &8 ot by
Resahution | Lisminance
3 4 Muiti Color 4 40 x 20 (St 0 ] 1154 0123 [ Fragister O o
Charactor 40 x 24 (Fully 1152 W; m
W [ Doutie Hign 0 0 x 10 (Sp8) | 16 w | e [XFE] 4 0 Fnghater
Multi-Color Chat, 40 % 12 {Pull) | 860
4 c Two Color 2 185 x 180 (S | 2 % | am o a 1 Rogister & 08
Bit-Mapped 180 x 192 (Fully el
% E Four Cotor 2 W0 w10 Spln 2 0 L 012 a 4 Ragister O | T
i it Mapped 180 x 102 {Pum) | | B | Pegistert e |
g - i 1 1 | 4 Peghid L1 J

* BASIC medes on XL machines only




o 1978
oh=0f i Y= OFAOIE A US| mLf TiE 25
XL H(0HAH[ 0| =) EFHY
&= Essex University2| Roy Trubshawt Richard
Bartle0f 2|8} DEC PDP-10 ZHEE{0|M P EE|=
x| = 7. MUD&=
role-playing game, hack and slash style game,
social instant messaging chat room QA& £2
2= multi-player PC game@l.

o 1979 | |
OfEf2|&= Z|Z Vector graphics game?!

Zof.
Lunar Lander®| Q17|0| = &3} Lunar Lander
AMAF Z=CF JCHA 8+0{. Asteroids= x|
SHAHE 37) 2RE H2 & Y

>

0jo

o 1980 |
0l2{@o| VCS T2 12j07} OFEl2| 2 HLtA
ActivisionAlE M El Activision2 O}EIZ| b=
el AY AZEQofo ZE 1
NEXE2| 0|§S EOM credits .
OftEfZ| 2| Ed RottbergZ A HRY 3Kt 191K
A A i O] A2
7o MEFO| A7 SOFCHLHA
JMSTE AL 0| & SHES & T2
Ol A= 0l= EF0M Ol ©&F Egjo]d
SHO| AtEe
NamcoAt= MM A A S Z 300,000 0] AH0|
EHofE 713 217 =2 OFAHIOIE Al

2o, F8a ofd 2ROA 217] A=
X|Z=o| HIC|2 A Q.

HIGH SCORE
310

o 1980 | |
AlZt222] pinball machines X|Z& 1 X}Ql
WilliamsOf| M Eugene Jarvis7} 7i& 5 H|C| 2
A 2t04. Defender= YA XX =2
7te MAEtE EEE EAS. FHO M= T8
7t MA Sl €5 T I A BEoF 2,
ot Z radarOf A FA| MA K| = 0f| A

—t"——i— l;II-II-(}”)\-I EE’-OHEl__H_ Q00000 Q07650

i
—
-6H % . L g

o 1981 H
HEIE OFE|AE Shigeru MiyamotoZt :
7 o] Al el Jumpman 7|28 H
O{ XtElF Paulineg FoiF& |0 2. LESO|
Nintendo of Americal| A&10| Mario
Segaligt= AtZtut SFQICHT s Mario2
=zA &.

[4600]

o 1981
OftEf2|+&= color-vector arcade game?l
AYS o gA2F 0= Arde

Arnie Katz2} Bill KunkelQ|&t %|Z= H|C| @ A Ot

Electronic Games g7,

20




The Great Crash: 1982-1984

o 1982
m Colecoe= cartidge-based A 7|9l Colecovision 20f. Zr2f 2| &l 7].
HEI == Donkey Kongd} Dongkey Kong Juniorg gfO| A A st
= OfE}2|= Colecovision0] Ci&tSt= A2} Atari 5200 A 7| gkoj.
m General Consumer Electronics (GCE)&= %X 77H & HIEH Jafd
H 7| Vectrex 20O}, Vectrex= Asteroids-clone®@l Minesweeperg
=SSt 12|10 4-HE XO|AE| 2EER A}%
m O}E}2|= VCS THOf7t B2 ‘='7<I a2 &1, Warner &

=
=2 - A9, OfEt2| 3. QU2 MELIE[ZL 2
AYLZES =M goh 2 FA 7t 71|°'01| N
OtE &2 & =RV W=,

rEJL'%7HmunAI

The Great Crash: 1982-1984

o 1982
= Sh=0M O 0| = 71|°' NamcoAte| ‘A" K
= C|=L|ALS| HEE £ @3st= TRON @3} 0]
otAl0|E Aoz 7HH+. | |

Z0000

The Great Crash: 1982-1984

o 1983 |

m Cinematronics= Rick Dyer2| Dragon's Lair (Don
Bluth O L|0|O| M)E %x|XZ laser-disc AFE3t
Ot 0l = 71|°'°§ EL

» Commodores= QEt HIC|Q A/U7|ECt H&
=2 X7t HEH Commodore 64 2r0f.

= Namco= "A|H| A (Xevious) #E A 2tof.

= Broderbund= Apple I8 #AEH AY =
(Lode Runneng& HH:L 0| Ao 282
ms 2t ChAlo] 28 2F 2oE A A=x
AfEXH} LRSS l,ﬂ’él (Level Editor) & = Q&=

The Great Crash: 1982-1984

o 1984
m Milton Bradley= VectrexZ& $100 XM7t2 Zt0Oj. Z= =tof St
= Warner Communications+= Atari®| consumer division& Jack
Tramiel ZHOY. Arcade divisionBt 'H7| 11 Atari GamesC 2 HAE S

Hi&.

Vectrex 3D imager (uses CDROM drive to shutter

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 € 7| =toj.
Limited marketj M M3 H.
m 2{A|O} T2 2 Alex PajitnovZt =M =2 HE
HQ Tetris 71t
o 1986
m HEE = NESE MMAHES=Z TZtofgt. Super Mario
BrothersQ| | .
m M7= O|=20| M Sega Master System (SMS) O,
YA 7HEE AYZIEME 219 dsS 7HE.
= NESAZ20|| &0 OfE}2| = Atari 7800 H|C|2
A 7| Eof.
o 1987

m Square= Final Fantasy 2t0f.

{h’."‘!“? _'??-‘a?a% :

B

TETHIS

Home Market Expands: 1989-1992 ¢

o 1989
= U EZE AJEX] AY e g
s CHE = handheld® Game Boy ($109) 2tof. O]
HY 7| = HERZAE ZEsEh Game BoyE Super
Mario @l Super Mario Land, Breakout-clone®!
Alleyway, 12|31 OFLH 0| EAl.
= M7t= L20|M 2o 45 2 070 A 16-bit
Genesis (22 Mega Drive) A 7| $249 oj.
o 1990
m HEIE= JHE BFO| ZHal A Super Mario 3 EA|.
o 1991
m HEE = Dl%oﬂ)ﬂ Super Famicom (Super NES: SNES)

AG7] 5249 Lo, Afofol HZteict HetoLt Aol
STICZ HICIR AY7 TS EHHS.
m M|7h= NESQ} SNESO|| CH&tsSt= Sonic the Hedgehog
7l ofo|2 HE. = |
—
| | e

Home Market Expands: 1989-199

o 1991

m M7= Time TravelerA| & 20, MZH7F 712t
271e] 221 (Hologram) A& 9| AR A.
A NEH7L StHOM E2OMOZ LIEHH. O
H Q2 Laser disc player& A5t ==
HES &50] TV 5} HO0| B[ HF. 2XHAH 2
O|0|X|Zt AHE0f BFALE[O] Z 0| Z (Illusion of
depth)2 Z. etiist 3xtel =32 oty

m Capcomy2 Street Fighter IIZ 2H0f.

o 1993

m M|7t= 3Kkt AlQ Virtual Fighter' 2tO{

m Incensed by the violence in Mortal Kombat 2
Night Trap 7| 2| Z2/H0| A2[Ho 2 ZHA|
El. Joseph Lieberman (Connecticut)?} Herbert
Kohl (Wisconsin) A210|210] 9|38l H|C|2 A &9
Z 2441t A2(0f DX B0 Chet AR &3
Industry-wide rating system & Ql.
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The 32-Bit Era Begins: 1993-1997

o 1994 I I

= ID SoftwareAl2| 121&! £El HQ 'DOOM" = A|

m 32-bit Sega Saturndt Sony PlayStation Y &0 Al 20f. LEH =
H| 82 PlayStationO| O Lt2 22 O§7|&. M7} AjEH2 H|C|2
AYZ|2EME £|EX=E 24H|EQ| My S otHO| HE /IS, AL
PS= 3XH8l J2i = 7|=o| MAH X1 E X}2SH= Silicon
GraphicsQ| AX[L{0]Qt L[| AMX|L|O0] o5 S&2= L E
AL

m The Entertainment Software Rating Board (ESRB) A &l.

mpol|| BEaT o] S |




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

[e]] O| =0

Hl Elg 7-” = = S B I_l The Inappropriate.

Entertainment Software S r——

Rat| ng Boa r‘d (ES RB) AE-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

=

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

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

o 1995
= YEI T Virtual Boy ($179) 2Hoj.
= AL|= 0/20|4M PlayStation $100 o WA &M=
$2990f Lo £2 A UO| A& EAIEHA OJC[0{et
ABXESERYH F2 B7IE 23,
= A0 N6A HOHE2 AT\ SLEQO{ 7 CF ZEl JgfLt
AY 2ZEQO EES2 Ne4 Toj7 228 .
= Y3} ‘Mortal Kombat' 7§£. 2| X2 O}H0|E A S
Aot} gt
o 1995
s OO|AE2AEE = Windows95 2H0f. A SDKQI DirectX
s =

The 32-Bit Era Begins: 1993-1997

o 1996
w 0|20 A 64-bit HEIE Ultra 64 20f. 37§ BHojl 1.7 million7H BHoj.

93.75MHz=Z SAot= 2|22 AL MIPS RA300 Z2 M A T4,

= ALl F2|A0RA A[Z0]8F PSS $12 million EtOHE. PlayStation

TMAH 2z 7k Boi7t Bol & AAM A7z 22

o 1997 )

m AL PlayStation2 =0 M2t 5 millionZff, S0 A 2.2 million 7},
47 SOof MM|AHXCZ 20 million7) THOY. H|H7ISL 1998 7HX|
1 Y4g 00 2 2o £

m 19961 118 = Bandai= Tamagotchi &0f. J2|1 &2 L B =
AZIS0| SILIA 28,

m 19974 108 42 A YEO0| LHII Gumpei YokoiZ7 REAILZE 3.
Yokoie Virtual BoyQt Z=0|AElS C{AIEt cross-key directional pad
ZEEY /L0 = FHOSt AAS.

31

= k2 2atel 08T Aol AIX NexonAtel ‘Higtel Ltay S 82

Multiple User Graphic) Al 7{2te stA =
wa .. .

l -
The Kingdom of the Winds

32




The 32-Bit Era Begins: 1993-1997 The Modern Age: 1998-1999

o 1997 I | o 1998

= Richard Garriott@t Ralph Koster2t 712t 2018 RPGAH & "Ultima = IDSA (Interactive Digital Software Association)7}
Online’. 7t SEHe MARE 2efE FAS X[H 222 A 2. 19982 electronic entertainment At10| 2 ZH.

= 1998 0f|= Ultima Online0f 102t 22921 A HbLA OHOj| 1997 9] 30 %7}2 =2 mof =7}

= 2003H0]= Ultima Online0f| 252t 2201 A m Blizzard EntertainmentO| Al 4 EQ3 PC A< ;

; ‘Starcraft’ 2t0j. Real-time strategy (RTS) AJAFA 27t

o 1998
= 204 22tel AYS MPO R BHE NCSoftd)
2| L] X|(Lineage)” MUG (Multiple User Graphic) 7| .

o 1999
= 92 10Y M| Z7H7t O] =0 A 128-bit Dreamcast A 7|
gtof. st 2ol $98 millionS TS S SH.
20004 2 E{ Dreamcast= %X 2 online7| 52 N&2%
M2FMoZ 0|29 00|32 ATE, Y| 0|Efx|
- NEC 3! ofopstet 7|=ME2 S0 HE2=

AY7|2l YR 22 A2 2 AFHL UAS.

The New Era: 2000-2001 The New Era: 2000-2001

o 2000
m 38 4 AEO|A AL| PlayStation 2 20f. 0]
million7}| THOf. £=Q X171 35 S ELCH Ot
M7\ B
w 10 26 O] MIZIA|ATO|AM = 28412 HEH S
Metreon Store5t0| M H 7| E ?‘DH 3 f%% M.
712| 1000 7t7t0| 7|CH =0 1 & MOo{ & tt
AYZ|E FOISHK| Rt He =z S0ty
= =o 7LEM)\rOCI”DlabIo II'-L:fErXI%r oES HH%;;HEUpc The Spirits Within (78 11¢)
AH S22 SH S, 2011E kK] HMAH —c = Interactive Digital Software AssociationOf|Aq| EREHo =2 'HP
o 2000 71780 LFU0| 10~11A12t HeE AY7[LE AFE A
« SHRO|ME CCR'EEZ|A (fEFA L e A BT TAZIE WE O H0|5l olE e ol EE
2002 H0] = sA| F&Xpa= 190+ 7| E5t 2EZ2 2 34%7t A Y0l 22| 16%7F TVE &2

o 2001
= 22 49 M|7}= O/= Dreamcast ZHOj7}A S $99.950 2 LH =ik 3%
312 new Dreamcast 7|&S =Cteh 2|10 SIEY0j= &1 X
AZEQOl AY JHL T (B3] 22t Ao ESSHAM) P7IE °*
= YEOAM EPDHAI&WI 149 5§ MNAX2Z PS2E 10 million7f £HOf.
= Midway= O} 0| =& H &(Coin-Op market)O| M &8 [0 2%
A7 AEEHS %éfoFEfﬂ dH.

s A Q0| ¥3lz}tE. Lara Croft: Tomb Raider (6@ 15%!) Final Fantasy:

A2 of 2. » 0|z 42 (Department of Defense)= M= 75", E jo|d &0 =2
w S E-AZXO| 270 ST EH AU B 22351 & Rainbow Six: Rogue Spear 7'||OI AIXIZS H k.

CHFsSH HiHO| A Q 2|1 9 SiAL7} EHats m Flight Simulator 20024 &2 9/11 AtERZ O Tl F=&9 World
A UMBHIET SXF (27 QL) Trade CenterE X|&. PS A & Spider-Man 25 WTCEHH AFK|




The New Era: 2000-2001 The New Era: 2000-2001
o 2001

e 11 159, Microsoft Ab= O]=2 F29| Times
Squaredj| Toys "R" Us &AM O 2 Xbox ($299) HtOf.
0] AY7|= PC HFEF X QF 733Mhz CPU, Nvidia
GPU, 10GB hard drive, 12|11 Ethernet port Zt11
AS. 7t 27| A= Xbox A2 Halog.

B HEEZE= GameCubeE UEQ A 9€ 13¢ O2|1
O/=0f A 118 1820f $1997+Z0f Loy, &
4fA@ o] 7| 917|0f CDL} DVDE g AE2tx| 2
AFSBX| 247 DI A|CEALS| optical disc7| &8 AFS.
UFQ o 508tCh TOHE. JHE 17| YU
GameCube A &2 Luigi's Mansiong.

o 2001
» HEZ A= GameBody Advance ZHFQE 77| 2iof.
= A CE3AHR 2T 22t Y
= LIZQIHMEIE | 25’
= J2HH|E[A} 2f L= S0 OFZ|RE 7|k e E, BhotE Aoz KA,
2tOL23 W AE|HO|Ef s @ECRISHAL
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2003~ 2003~

o 2003 o 2004
m NCSoft 2|L|X|2(Lineage 1I) m 2004 128 L2 A &L PSP (PlayStation Portable) ZHIY &
= Nexon 7/ E2}0|C| £ CFYsH Rt2 0| AU S AQ7| Lo 22|10 20054 33 O|=a0F FEO|A Zoj. H[C|:
m BlizzardQ| ‘World of WarCraft (WOW)" 7} 7}%t W2 MEstn A et 9 Ak I HI S BEDITO7|s Mg
Qe MMORPG A Q. 2005 0] 1.5 million 222 AFEX S&. o 2005 ~ “
J2|3 502 oo SA| WEAS0| & AlYe E2. = Xbox 360 ($399) & 2005 112 groj

= AL PS3E 20064 118 2O, 20G 8t= A2 $499, 60G 3t
EH2 $599. 2007'4 6 80GB dt= EHAY 5202HQl PS3 ok oy,

= 2006 119 HEIZE Wi ($250) #Of. 9l& 28 MA 7|£0|
0|8 ZEE2 A8,

39 (= \\

AN




2003~

o 2007
= 20074 6% 29Y @ 6A| 0|2 AT&T C2| & Tt Of S04 Ol A
AOFE Z iPhone (LAITH) 2 0f. TA| 4G, 8G($99)2 Albf T+l
ooz ZalAg D Y2050 RHSO{R. HE|EA EAATR
S0, S| Al, 28 ZEZX| MA|, 35 7taA B

2003~

o 2010
= 20104 19 27 O|= MIZFA|ATO| OF2H} 20 L}
OLEMIEO|M HA 2= OfF iPad 37Y. 2010 42 3 S0(X|F
EAl, e 300t O]y il Ofo|IE= EfS3 HAFHE 9.721X]
IPS LED Hi2}0|E LCD, 1GHz Single-core O & A4 A|AHI 2%,
256MB Ef XY, OfO|ZO0|M FEE[= 72l ZE SEZEIUS ALE.

2003~

o 2010
= 20104 11 42 20/X|A0|A OlO|A2AZE AL Xbox2 Al
28 ZEE2Q Kinect &of. H0j & S0/t F& LHOA 10
SO TAMA O A 100THCH Of 2 THOH. 2010 11E 18Y =FE
H| &3t OFA|OF X|HOj|A 11E 2022 LE0j| A 2oy

2003~

o 2011 | |
m Sid MeierQ| ‘235 (Civilization V)" A &. 20/X|E2 20104 9€
219 02 X[H2 2010 9 24U0f| =A|, o= W A YA R
248 HEYIAM 23S 2. 232 2 2E Ao
AE 00|07t AFHE 2 = U BH HE A2 = HZEst
AY.

“*‘w-\” A
A= 0l 2F 20H

Pre-purchz W and receive the Gradle of Civilization Map Pack:




2003~

o 2012

= S2HAFEARS 'CIOFE R 3" A /0| oh=0A= 2012 3
1ISYRE CIX 2 &52| ofef EHOjE A% 4000712| SHY

40

2|

A%E
THof 4|0 5000%0] A 0|0 S0| TH7|X| TOFA N e
2012 68l 19 S2tX|E SHO| O|5IH OfA|OF MEHHO| X101 FA|

HMERAL 640 HO|T 1 X 430 HO B

- O L L

= 22{0/0].

Nitendo Wii

o Wii Lego Star Wars

Lego Star Wars: Complete Saga Gameplay Wii

I ——) 147 12:45 | o] | S %

Nitendo Wii

o Wii Sports

Wii Sports

P ee——) 0:1510:38 | o] | ol
47

Nitendo Wii

o Wii Fit
m https://kr.youtube.com/watch?v=kIOLPlomM3s

Wii fit

'3 @ 2567412 ofi| | ol

48




PS3

o Final Fantasy 7 PS3
= https://kryoutube.com/watch?v=thsnDgQuOmQ

Final Fantasy 7 PS3

P —) 0:19/1:39 | o] =
49

Xbox 360

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

Xbox 360 racing games of 2007

[T 027 512 | o] | [l

50

Nintendo DS

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

I ]| 0500215 ee— sge~ | pr | B8 D

iPhone

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

0 our new sports gameplay channel - MachimmaSports|




iPad Xbox Kinect

o Real Racing HD (by Firemint) o TGS 2010 MS Kinect Dance Evolution
= https://www.youtube.com/watch?v=12CGpVWAb_Q m https://www.youtube.com/watch?v=efnLxFAPM1w&feature=rel
ated

INIGHT OF FIRE
INIKO

P 0350312 eo— s | g 0D -]

Wii U PS 4

o 20123 118 18 O|=0f| A HEIE Wii U A 7] 2. o 20134 118 159 O/=0A &L PS4 A Q7| Zoj.
= https://en.wikipedia.org/wiki/Wii_U = https://en.wikipedia.org/wiki/PlayStation_4




Xbox One

o 20144 62 9 O|=0f| A MS Xbox One A & 7| 2f0Oj.
= https://en.wikipedia.org/wiki/Xbox_One

@

2014

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

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

58

2015

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

o MS HoloLens2}t Minecrafto| Bt

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

Minecraft Hololens demo at E3 2015 (amazing!) 0




VR Headsets 2015 Survey of Game System Specs

Year Manufacturer |Brand Name Processor RAM Price Graphics
. H H 1972 |[Magnavox |Odysse
O The best VR headsets: Oculus Rift, Project Morpheus, Tore o o
. . . . 1977 |Atari 2600 $249
Gear VR, HTC Vive...Virtual Reality is back baby 1577 [eally Professional
Arcade $350
N - - - - - 1978 Magnavox Odyssey 2 64 16 color palette, 4 max on-screen; 1 color
= http://www.wareable.com/headgear/the-best-ar-and-vr g yssey o s B e L oo
Intel 8048 (8-bit) 1.78MHz on screen
headsets 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 Il $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 £1000 = =

Relative Console Prices
Absolute Console Prices 1976 - 2006
1976 - 2006 i {prices acfusted for inflaion)
{inflation not taken into conslderation)

$600 — - —
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2

Intellivision, $300
Atari 5200, $330
Master System, 5200
TurboGrafx 16, $200

X box 360, 5300 or 5400

# ColecoVision, 5175

Atari 2600, $200
Odyssey’, 5200
SNES, 5200

Genesis, $190

M aster System, $364.60
NES, $364.60

Genesis, $306.15
TurboGrafx 16, 532226
SNES, $293.39

3D0, 5967 89

Jaguar, $345.67

-]
(

# ColecoVision, 5362.33

& | Vectrex, 5200
$ Dreamcast, 5239.86
X box, $338.45

& Vectrex, 541409

1977 W78
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Video Game Software Sales Statistics

Content Industry Sales Statistics

I Video games

Global revenue, Sbn Market size, Sbn
I China W Japan South Korea
W Britain WM Germany WM France (Others

Console B Online I Mobile . Us
PC I In-game advertising
100
FORECAST
80

60
40

20

100
FORECAST

&0

T T T T T T 0 i}
2006 07 08B 09 10° 11 12 13 14 2006 07 08 09 10 11 12 13 14 15

Sources: Digi-Capital; PricewaterhouseCoopers

HIC|2 Al A|Z 72 (2011.12.09)

*Estimate

http://www.economist.com/blogs/graphicdetail/2011/12/daily-chart-0
Video games will be the fastest-growing form of media

7,571
R 7,226
e 27
(1.4%)

[23.9%)
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(35.8%) (37.8%)

ERCE m1d aw7]

Video Game Genres

Gameplay

Best-Seling VIDEQ GANE Gens
o Action (15t or 3rd person shooter) 0
o Adventure o a3 ketion
o Driving 9.4% Racing
[m] Puzz|e . 8.5% Children & Family — 17.8% Sports
o RPG (Role-Playing Game) 96% Shaoters ——
H H e The W Crn s WD ol | TR
o Space Slmulatlons ———
o Simulations i
3.9% Action
o Sports A Spors — 26.9% Strategy
o Strategy 5.9% Adventure
= Empire building 10.0% Role-playing —20.3% Family &
. 16.3% Shooters —— Children’s
m Real-time Strategy R
o Fighters What Kind of Games Ave Plsyed Osfie Mast Often?
8.5% Other
o Horror ”*m_\
o Arcade Remakes i e — sea% uiebur
o Stealth e Trivia/Card

Mini Games
19.0% Action/Sports/ ——
Strategy/Role-play

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

IIIC“%

IIITITINNIINT
[
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Adventure
Gameplay: solve puzzles, fight enemies, overcome physical
obstacles

Remenber E can always say HELP
—-—TELL ME HHAT TO DO [ |

Adventureland — Scott Adams (197¢

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

(2004)

%998)

Fighters
Gameplay: Punch & kick until opponent is defeated

-NAN-CHUAN— ~——POUBLE-DAGGER—




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

Grand Theft Auto 3 — Rockstar

Wlpeout - Psygn05|s (1995

TOP 12000 TIME LAP 80779
SCORE 10170 38 SPEED 18%mch

StEato|D - W2 (1982)

Pole Position — Atari (1982) l PeathoRace —Exidy 1976

RPG (Role-Playing Game)

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

Gauntlet - Midway (19

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 BUI|d armies and battle

EASTERM FRONT_ 1241 -

COPYRIGH 19864 CHRIS CRAWFORD
PLEASE ENTER ¥OUR ORDERS NOMW




Empire Building

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

The Elements of Modern Video Game

1. Developer & publisher logo screens
2. 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.
The Game level (save here)
The end-of-level cutscene
Save game here
Repeat from 4.
End of game cutscene.
10. Credits

© o N o w
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