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Game: "a physical or mental contest, played according to
specific rules, with the goal of amusing or rewarding the
participant.”

Video Game: "a mental contest, played with a computer
according to certain rules for amusement, recreation, or
winning a stake."

Serious Game: "a mental contest, played with a computer in
accordance with specific rules that uses entertainment to
further government or corporate training, education, health,
public policy, and strategic communication objectives."

5l8: Micheal Zyda, From Visual Simulation to
Virtual Reality to Games , /EEE Computer, 2005
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Vs. Tennis 1984

All Star Tennis 1999

Super Tennis 1991 Tennis Arena 1998

Bosae BB

Sega Sports Tennis 2002 &
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Night Driver 1976 Auto Racing 1980

Super Monaco GP 1989 Hard Drivin' 1989

Daytona USA 1994

Gran Tourismo 1999 GT3 2001

Pole Position 1982
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Pitfall 1981

Super Mario World 1991

Sonic The HedgeHog 1991

9

Gex 1995 Crash Bandicoot 1996

i

Mario64 1996 Tomb Raider 1996 Jak And Daxter 2000
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Atari VCS (2600) 1.19 MHz Motorola 6507 256 bytes of VRAM
Coleco Colecovision 3.58 MHz. 8-bit Z-80A49Kb RAM

Nintendo Entertainment System  8-bit Motorola 650252 color custom
(NES) graphics chip

1989 Sega Genesis 8 MHz Motorola 16-bit 68000

1991 Super Nintendo (SNES) 3.58 MHz 16-bit 68586 CPU + 16b
video128Kb RAM + 64Kb VRAM

1995 Sony Playstation 33MHz 32-bit custom graphics

1996 Nintendo 64 94 MHz 64-bit Mips CPU

2000 Playstation PS2 295 MHz 128-bit “Emotion Engine”

2001 Microsoft X-box 733 MHz 128-bit Intel CPU, nForce GPU

2001 Nintendo Gamecube 485 MHz 128-bit PowerPC RISC
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Microsoft X-box 360 Triple core processors (3.2 GHz each)512 MB RAM,
20/60GB hard diskcustom ATl graphics card (500M
tri/sec)16x9 720p/1080i cinematic displaydHDDVD

playback, surround sound

2006 Sony Playstation 3 (PS3) 3.2 GHz Cell processor (6 SPE units) 256 MB RAM,
20/60GB hard diskcustom nVIDIA G70 graphics

A
v card16x9 720p/1080p cinematic displayBlu-RayDVD
w playback, surround sound

2006 Nintendo Wii 729 MHz PowerPC “Broadway” processor

88 MB RAM, 3MB GPU texture RAMcustom ATI
“Hollywood” GPU
novel Wii Remote and nunchuk unit
DVD playback available in 2007
-
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» http://www.realtimerendering.com/

» http://nehe.gamedev.net

» http://www.gamedev.net/

» http://www.gamasutra.com/

» http://www-cs-

students.stanford.edu/~amitp/gameprog.html




