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Sources of images:  

Åmobygames.com  

Åwebdesignerdepot.com  

Åthe manufacturers  

Åads in magazines 

Unfortunately, this presentation seems to work 

only with Firefox and Internet Explorer.  



Prehistory 

Å1962: Spacewar I 



Prehistory 

Å1974: Jim Boweryós Spasim for 

PLATO 

Å1974: Greg Thompsonôs Arpanet 

version  of Maze Wars 

Å1974: John Daleskeôs Empire III for 

PLATO 



Arcade Era 
Å1971: Nolan Bushnell's and Ted Dabney's "Computer 

Space" 

Å1972: Atariôs Pong  



Arcade Era 
Å1978: Tomohiro Nishikadoôs Space Invaders 

Å1980: Toru Iwataniôs Pac-Man 

Å1980: Ed Rotbergôs Battlezone 

Å1981: Eugene Jarvisô Defender 

Å1981: Shigeru Miyamotoôs Donkey Kong 



Arcade Era 

 



Arcade Era 
Å1982: Williams Electronics arcade games 

contain custom 16-color bitmap chips 

Å1985: Commodore Amiga's custom graphics 

chip 



Console Era 

Å1972: Magnavox Odyssey, the first 

videogame console 

Å1976:  Fairchild's  Video 

Entertainment System, first console 

based on a microprocessor 

Å1977: Atari 2600 

Å1979: Milton Bradleyôs handheld  

Microvision 

Å1980: Nintendoôs Gemu & Uotchi/ 

Game & Watch 



Console Era 

Å1983: Nintendo Famicom (later 

Nintendo Entertainment System) 

Å1983: Crash of console market 

Å1988: Sega Mega-Drive/Genesis 

Å1989: Nintendo's handheld Game 

Boy  

 



Game Design Era 

Å1979: Activision , the first company 

to focus on game design 

Å1982: Trip Hawkins founds 

Electronic Arts 

Å1982: Enix founded in Japan 

Å1982: George Lucas founds 

Lucasfilm Games 



Game Design Era 
ÅMalcolm Evansô 3D Monster Maze 

(1981) for the Sinclair ZX81 

ÅDavid Craneôs Pitfall! (1982) for the 

Atari 2600  

ÅJohn O'Neill Lifespan (1983) for the 

Atari 

ÅJaron Lanierôs Moondust (1983) for 

the Commodore 



Rogue games 

1976:  Will Crowtherôa 

Colossal Cave Adventure 

(on a PDP-10) 

1980: Michael Toy and Glenn 

Wichman's Rogue (on 

Unix) 

1982: Jay Fenlason's Hack  



Multi -player games 

Å1983: Dan Bunten's M.U.L.E.  

Å1985: Island of Kesmai  

 



MUD Era 
ÅText-based MUDs: Roy Trubshaw's 

"MUD" (1980), "MIST" (1986), 

"AberMUD" (1989), "DikuMUD" 

(1991) 

Å1986: Randy Farmer and Chip 

Morningstarôs online virtual-reality 

game ñHabitatò with ñavatarsò: a 

virtual community 



Optical Media era 

Å1985: The CD-ROM 

ÅThe Intel 80386 microprocessor 

Å1987: PC Engine/ TurboGrafx-16 

Å3D graphics 



Composite Era 

ÅComposite game: a player can 

use the mechanics from one 

genre to solve the challenges 

from another genre 

Å1985: Super Mario Brothers 

Å1985: Ghosts and Goblins  



Role-playing games 

Å1986: Yuji Horiiôs Dragon Quest 

Å1986: Shigeru Miyamotoôs Legend of Zelda 

Å1989: Phantasy Star II 



Open-world (sandbox) games 

Å1981: Ultima 

Å1984: Elite 

Å1985: Ultima IV 

Å1985: Mercenary: Escape from Targ 

 



Open-world Games 

ÅShigeru Miyamotoôs Legend of Zelda (1986) 

ÅYuji Horiiôs Dragon Quest (1986) 

ÅTurbo Esprit (1986) 

ÅMetroid (1986) 

ÅVette (1989) 

ÅMike Singleton's Midwinter (1989) 



Simulation games 

Å1982: Don Daglowôs Utopia 

Å1989: Will Wright's SimCity 

Å1989: Peter Molyneaux's Populous, first ñgod gameò  


