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Video Games History — First Generation

* Magnhavox Odyssey

50 Year. Old
Game Console

350,000 SOLD World Wide




Video Games History — First Generation

* Pong Machines




Second Generation Consoles

* Atari 2600 CPU

128 bytes RAM
1.19 Mhz MOS 6507




Game Cardriges




Atari 2600 Games

ACNSIioN

Pitfall E.T. Space Invader
First Platformer Worst Game Ever It’s just a game
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Game Computers

S

Commodore 64 /X Spectrum Amstrad CPC464

Mos 6502 1 Mhz CPU Z801 3.5 Mhz CPU Z801 3.5 Mhz CPU



Commodore 64 (1982)

Tape Drive

e About 17 Million units Sold
* Most popular computer of all time.




Games
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Development

* Basic Language
* 6502 Assembly Language

Loaded project 'Ci\Users\ajordison\Documents'\demol64\demoléd. chnpry' Target:C84
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Designing Sprites
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hird Generation Consoles

Nintendo Entertainment Sega Master System
System (NES)

61.91 Million Sold 10-13 Miillion Sold
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Hardware

MOS 6502 1.79 Mhz CPU (Ricoh 2A03 )
4KB RAM

PPU( Picture Processing Unit)
APU (Audio Processing Unit)
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op Selling Games

Game ¢ | Developer(s)® Publisher(s) Release datel® ¢ sales ¢ Ref

1 | Super Mario Bros. t Nintendo R&D4 Nintendo September 13, 1985 | 40,240,000 | [
2 | Duck Hunt t Nintendo R&D1 Nintendo April 21, 1984 28,310,000 | ©
3 | Super Mario Bros. 3 1 Nintendo R&D4 Nintendo October 23, 1988 | 18,000,000 | ©
4 | Tetris Nintendo R&D1 Nintendo November 1989 8,000,000 | ™
5 | Super Mario Bros. 2 (international version) | Nintendo R&D4 Nintendo October 9, 1988 7.460,000 | B
6 | The Legend of Zelda Nintendo R&D4 Nintendo February 21, 1986 |6,510,000 | B
7 | Dr. Mario Nintendo R&D1 Nintendo July 27, 1990 4850000 | ©
8 | Zelda Ii: The Adventure of Link Nintendo R&D4 Nintendo January 14, 1987 4,380,000 | [
9 | Excitebike Nintendo R&D1 Nintendo November 30, 1984 | 4,160,000 | ©
10 | Golf Nintendo R&D1 Nintendo May 1, 1984 4010000 | &
11 | Teenage Mutant Ninja Turtles t Konami JF: Konam! May 12, 1989 4000000 | M

NA: Ultra Games

12 | Dragon Quest Iil Chunsoft Enix February 10, 1988 | 3.895000 & @
13 | Kung Fu Nintendo R&D1 Nintendo October 18, 1985  |3,500,000 | ©
14 | Baseball Nintendo R&D1 Nintendo December 7, 1983 |3.200,000 | @
15 | Dragon Quest IV Chunsoft Enix February 11, 1990 | 3,180,000 | [
16 | World Class Track Meet TRY Co. Nintendo December 23, 1986 | 3,080,000 | @
17 | Punch-Out!! Nintendo R&D3 Nintendo September 18, 1987 | 3,000,000 | [
18 | Metroid Nintendo R&D1[% Nintendo August 6, 1986 2730000 | P
19 | Super Mario Bros. 2 (Japanese version) Nintendo R&D4 Nintendo June 3, 1986 2650000 | ©




Nes Sprites




Controllers




Development Tools




Development Tools

* 6502 Assembly Language

EE Qutling &3 =08 ’@SmallExample.asm &3 =08
=+ @ Definition Section =H WIDAN IDE example ATASM source file ‘I.
[ “= " \Macros.inc” H Supports hyperlink navigation includes.
E| B $2000 Start of code .include "..\Macros.inc”
B start Run address
loop Load YCOURNT = 2000 sAtart of code
B $2e0 Set run address .opt ILL ;sEnable use of illegal opcodes
start sel sPun address
loop lda $d40b sLoad WCOUNT
anc #12 :Illegal opcode
sta $d40a
t. dol :Ch back d = T =
? as s angE baskgromnd co Unknown symbal LOOPL'|
@ | imp loopl
s = §$2el siet run address
.word start -
kil ¥
[3_\ Problems &3 ¥ =0
Z errors, 1 warning, 1 other
Description - | Resource I Location |
Bl @ Errors (2 items)
@ No binary file created. SmalExample.asm  Unknown
@ Unknown symbal LOGPL" SmallExarmple.asm  line 13
= &4 Warnings (1 item)
& OPT ILL encountered {code would not compile on MACIES)  SmalExample.asm  line 6
B i Infosilitem)
i symbals file 'C:\tempatari bl created with 2 svmbals. SmallExample, asm | Unknown




Forth Generation 16-Bit

Sega Mega Drive Super Nintendo
1988 1991
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SNES GAMES

il = e o e e e S el HIL_1I K 1-—-
TIME ; HiiAYER w7 P=04
1l # ] e 0 e e e 0 e e e S O e e S EFMEMY TTME 235

LI




PC Enters The scene - 3D Games
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Fifth Generation — 3D World

* Playstation

* Released in 1994

e 120 million units sold

* Games plays on CDs (Compact Discs)




3D Power House
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Sixth Generation

PlayStation 2 (2000) XBOX (2001)



Video Game Industry Keeps Growing

Total global video games revenue, by segment (US$bn)

B Social/casual gaming PC games [ Console games
B Integrated video games advertising
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Note: 2021 is the latest available data. 2022-2026 values are forecasts.
Source: PwC’s Global Entertainment & Media Outlook 2022-2026, Omdia



Game Developers Salaries

Average game developers salaries worldwide in 2022

N,

The Netherlands

Norway

Ukraine




ypes of Jobs

* Game Designer

* Game Programmer

* Al Programmer

* System Designer

* Level Designer

 Game Artist (Character — environment- asset etc.)



Development Tools

* Game Engines

o)

CRY=NGINZ=

@ Unity"

UNREAL

ENGINE



Unity

* Free to use
e Easier to learn
e Support Multiple Platform




Unreal

* Free to use
e Little bit harder to use
e Support Multiple Platform

e Can handle Much More
Complex Games




