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Prehistor

A 1962: Spacewar |

INSTRUCTEONS FOR PLAYIRG "SPACEWARL":

PLAYER ‘1:
A TURNCLERY
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PRESS "LEFT" AND "RIGHT" TOGEFHER FOR CLOAK/HYPERSPALCE.

ORUSE CONTROL:BONES: ("GAMEPADS ™). HYPERSPACE 1% UF,
HIT TAS ON EEYBOARD TO SWAP CONTROL BOXES AMD SHIPS:.



Prehistory

A1974: Jim Boweryos
PLATO

A1974: Greg Thomps (e
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version of Maze Wars o
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A1974: John Daleskeds Empire
PLATO

real-time multi-player modem or network
game for the Apple Macintosh.”
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Arcade Era

A 1971: Nolan Bushnell's and Ted Dabney's "Computer
Space”

A 1972: Atariés Pong




Arcade Era

A 1978: Tomohiro NishikadoGs Space Invaders

A 1980: Toru lwatanis Pac-Man

A1980: Ed Rotbergds Battl ezc
A1981: Eugene Jarviso Defenc
A1981: Shigeru Miyamotods Dc
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Arcade Era

A 1982: Williams Electronics arcade games
contain custom 16-color bitmap chips

A 1985: Commodore Amiga's custom graphics
chip
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Console Ere,—@

A 1972: Magnavox Odyssey, the first
videogame console

A 1976: Fairchild's Video
Entertainment System, first console
based on a microprocessor

A 1977: Atari 2600

A 1979: Milton Bradleyés handheld
Microvision

A1980: Nintendods
Game & Watch |




Console Era:

A 1983: Nintendo Famicom (later
Nintendo Entertainment System)

A 1983: Crash of console market
A 1988: Sega Mega-Drive/Genesis

A 1989: Nintendo's handheld Game
Boy




Game Design Era

A 1979: Activision , the first company
to focus on game design AC IVISION.

A 1982: Trip Hawkins founds P

Electronic Arts @

A 1982: Enix founded in Japan —

&

ENEX

A 1982: George Lucas founds L“BASF“_M
G AMES|

Lucasfilim Games




Game Design Era
AMal col m Evanso 3D Rt M
(1981) for the Sinclair ZX81

ADavid Craneds Pi
Atari 2600

A John O'Neill Lifespan (1983) for the
Atari

AJaron Lanierods Mo
the Commodore
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Rogue games

Introduction
Somewhere nearby is colossal cave, where others have found fortunes in
treasure and gold, though it is rumoured that some who enter are never
seen again. Magic is said to work in the cave. 1 will be your eyes
and hands. Direct me with commands of 1 or Z words. 1 should warn
you that I look at only the first four letters of each word, so you'll
have to enter “MORTHEAST" as "ME" to distinguish it from "NORTH™

. (Should you get stuck, type "HELP" for some general hints. For infor-
1 9 7 6 " W I | | C r mation on how to end your adventure, etc., type "INFI
-

This program was originally developed by Willie Crowther. Most of the
features of the current program were added by Don Woods. The current

‘ O | Ossal < aVe Adve ntu re version was done by Bob Supnik. This version was implemented on the
IBM-PC (and compatibles) by Kevin Black.
For further information consult your scroll (READ.ME).
(on a PDP-10) o i
. ow are standing at the end of a road before a small brick building.
1 . M I h I I n I n n Around you is a forest. A small stream flows out of the building and
. own a gully. In the distance there iz a tall gleaming white tower.
>
Wichman's Rogue (on

1982: Jay Fenlason's Hack

To what position do you want to be teleported?——More—

H  c:qomif BI5: blod (db)ar:xte  (@S)PS:z3iH

Level 25 Gold 13468 Hp 182(182) Ac -Z Str 18-80 Exp 14 Satiated




Multi-player games

A 1983: Dan Bunten's M.U.L.E.
A 1985: Island of Kesmai




MUD Era

Text-based MUDs: Roy Trubshaw's
"MUD" (1980), "MIST" (1986), i

1 1] 11 - 11 You are standing on a path which leads off a road to the north. to a cottage
er I south of you. To the west and east are separate gardens.
l I a
]

Flower garden.
You are in a well-kept garden. There is an unexpectedly sweet smell here,. and
you notice lots of flowers. To the east across a path there iz more garden.

il
I | CLliff .
Huu_are standing on the edge Df_a cliff surrounded by forest to the north and

a river to the south. A chill wind blows up the unclimbable and unscale
s. At the bhase of the cliff you can just make out the shapes of jagged

k
" =y
[ As you approach the edge of the cliff the rock starts to crumhle. Hurriedly.
al I y arl I Ier al l Ip you retreat as you feel the ground begin to give way under your feet?
[] *1eap

You are splattered over a very large area, or at least most of you
is. The r»est of your remains are,. evn now, being eaten by the seagulls
Cezpecially your eyesd. If you’d have looked properly hefore you leaped you

Mor ni ngst ar 0 Sealilyn ESs it
game nHabitato
virtual community




Optical Media era

A 1985: The CD-ROM

A The Intel 80386 microprocessor
A 1987: PC Engine/ TurboGrafx-16
A 3D graphics



Composite Era

A Composite game: a player can
use the mechanics from one
genre to solve the challenges
from another genre

A 1985: Super Mario Brothers
A 1985: Ghosts and Goblins
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Role-playing games

A1986: Yuji Horiios D 2
A 1986: Shigeru Miyamotods Legend of Zelda i
A 1989: Phantasy Star Il N o
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Open-world (sandbox) games

Fromt Uiew

A 1981: Ultima
A 1984: Elite
A 1985: Ultima IV
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1 ﬂr{q »FIGHT SPELL

Open-world Games

RS ShlgeruMlyamotoos Legend of Zelda (1986)

AYuji Horiiodos Dragon

A Turbo Esprit (1986) i

A Metroid (1986) (

A Vette (1989) ":::;f‘f?‘,,.:

A Mike Singleton's Midwinter (1989)
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Simulation games

A1982: Don Daglowdés Utopi a
A 1989: Will Wright's SimCity
A1989: Peter Molyneaux' s Poryg



