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Introduction:

In this essay I will be exploring the keywords ‘Evolution of gaming’, ‘70’s and 80’s’
and ‘Music’. I’ve been interested in looking at how graphic design has evolved in
video games. Not only that but how video games have evolved in general. For the
keyword 70’s and 80’s, I want to look at how these certain eras have had an
influence on our videogames today, specifically the ‘golden era’ of arcade games.
The keyword ‘Music’ is another aspect of video game evolution I would like to look
at. Not only that, but I want to look at how music is used in movies and how it can
affect people, making them feel more immersed.

Keyword 1: ‘Evolution of gaming’

Graphics in video games are everything that the player sees. This means, the whole
environment, surroundings and characters. Lighting is also a part of how the game
looks and feels (What makes a Good Video Game? 2014).

We have come a long way since the very start of video games. It can be interesting
looking through the evolution of different consoles that have been created over the
years, and the development of visual graphics along with them.
The very first commercial console to be created was called the Magnavox Odyssey,
which came out in 1972. The Magnavox only had limited graphics capabilities and
was only able to display small squares and lines on the screen (Magnavox Odyssey
2020). The Magnavox was not a commercial success, people seemed to believe
because of poor marketing (Magnavox Odyssey 2020). Even though it wasn’t very
successful, it marked the beginning of console gaming.
The next big thing after the Magnavox was the Atari 2600, which came out in 1977
(Viktor 2020). Atari is a company who started the 8 bit series, which is also known as
pixel Art. Going into the 80’s is when video games started to use bits to measure
graphics. This meant that the more bits a console had, the better the graphics would
be (Viktor 2020). When we think of 8 bit graphics nowadays, we think of low
resolution graphics. But in the 80’s they were only capable of storing 8 bits per data
block (PIXEL ART/8BIT GRAPHICS). Games like Pokemon in Terraria are a couple
of examples of games that have an 8 bit graphic style. 8 bits is a graphic style that
has started to become quite popular again in recent years. Some game developers
are even using this style in their games to give them a more retro feeling. This can
give players a sense of nostalgia when playing which is a very powerful feeling to
evoke.
In the 90’s, as game companies kept trying to improve their graphics, a new and
improved version of bit graphics came about. This was called 16-bit. Even though we
can look back on this graphic style now and think it still isn’t that great, it was  a big



step up from the previous era of 8 bit graphics. This goes to show how much
technology and graphics can evolve in just a few years.
16 bit was of much higher quality, and it meant that consoles could more bits per
data block. 16 bit gave game developers the chance to start creating 3D art, from
manipulating 2D objects (The Logo Creative 2020).
During this era many more iconic games were created such as Donkey Kong
Country, Street Fighter 2 and Sonic the Hedgehog.
After 16 bit, there were two more bit graphics eras. 16 bit graphics became fairly
outdated quite quickly (The Logo Creative 2020). So after that came 32 bit. 32 bit
became very popular with the console Playstation. They started to make CD’s as the
main medium for their games, this meant that more data could be stored onto them
(The Logo Creative 2020). The 32 bit era led to game developers being able to
create even more detailed 3D scenery and graphics art.
The final bit era was 64 bit. And again, this meant  that consoles could hold more bits
which led to an even higher level of detail with their graphics. Even though these
graphics still weren’t realistic, they were a big step up from previous years.
This then leads us to modern day graphics in the 21st century. This is when a whole
new generation of consoles started to come out such as the Playstation series, the
Xbox series, Nintendo Wii and the Nintendo Switch.
The advancement of technology in recent years has caused game developers to
focus more on realism within their games, making their game worlds more visually
impressive and immersive to the players (Nestorova 2020). With technology
advancing this makes it a lot easier for even smaller indie games to become way
more realistic, visually (Nestorova 2020).
Although realism in a lot of games can enhance the players experience and make
them feel more immersed, this doesn’t necessarily mean that every successful game
has to have good graphics.
For instance, the video game called Overwatch, doesn’t have ‘realistic’ looking
graphics, but was still able to become a huge success a  few years ago. This goes
for many other games as well.
Higher quality, and more realistic graphics can definitely improve a lot of players'
experience with a game. Especially with games such as Call of Duty. This is an
example of a series of games which players expect to have more realistic looking
graphics as more games are released.
Although, many players seem to enjoy stylised graphics more since they can be
more appealing to the eye. Stylised graphics tend to look more cartoony, and
exaggerate certain objects in a game, which is the opposite to what realism is.



Figure 1

An example of a game that uses stylised graphics is the game called Okami. One of
the artists responsible for designing the art for this game is called Takeyasu Sawaki.
He has created one of the most unique and beautiful looking stylised art concepts in
my opinion. The game's graphic style was inspired by ‘Ukiyo-e style’ which is a
Japanese art style used with watercolour and wood carving (Jones n.d). This art
form is popular in East Asia.



Keyword 2: ‘70’s and 80’s’

The 70’s and 80’s were a golden era for arcade games. This era saw the release of
games like Pong and Pac Man. This era was the First generation of video games.

The Atari was a company that created a whole new industry for arcade gaming, and
in 1973 they began to sell the first electronic video game Pong (Chikhani 2015). This
led to arcade machines being placed around in many different places such as
bowling alleys and bars (Chikhani 2015).
In the late 70’s many chain restaurants in the U.S started incorporating more arcade
games into their businesses. One of many players' favourite parts about these
arcade games was that they could record high scores on the machines. This sparked
competition amongst players. This was really the start of multiplayer gaming
(Chikhani 2015). Even if there were games that were single player, everyone could
still record their high scores and compare them with others which acted as a
multiplayer competition.

Even though arcade games are nowhere near as popular as they used to be, they
have still had a big impact on pop culture today. This can be seen with one of the
most successful and popular arcade games ever created, Pacman.
Pacman was a game that brought everyone together to go play, whether they were
men or women. Since most arcades at the time were typically filled with mostly
teenage boys and adult males, Pacman changed the social contract that was made
of arcades (Champagne 2013)
Pacman changed the way many people and game designers looked at video games,
from its more abstract style that both men and women could play (Champagne 2013)
Pacman had an influence on many other games after that, and even modern games,
today.
Even today, you can find so many different Pacman related merchandise that lots of
people will still buy. Not only that, but everyone can remember the main song from
Pacman, showing that it has had a really big influence on pop culture today.
Pacman was the first game to create a mascot that would become the face of the
game. Even though there were other games that had examples of playable
characters, they weren’t popular like Pacman was (Klinefelter 2018).
Not only did the mascot Pacman himself stay around for all of these years, but also
other aspects of the game have been used ever since Pacman was created.
For example, Powerups. Pacman was the first ever game to include powerups.
When he would eat a power pellet, all of the ghosts on the screen would turn blue
and you would be able to eat them. Lots of games nowadays use some form of
powerups, such as weapon upgrades or medkits. These are all thanks to Pacman
(Klinefelter 2018).

https://www.fastcompany.com/user/christine-champagne
https://www.fastcompany.com/user/christine-champagne


Another example would be ‘stealth play’ which means that instead of trying to kill the
enemy, you would instead avoid them. This was very different compared to a lot of
the arcade games that existed around that time. They would mostly consist of the
players having to shoot the enemies, such as Space Invaders. Many games since
Pacman was created have utilised this type of gameplay, where you sneak around,
avoiding conflict instead of killing the enemies. One example is Metal Gear Solid
(Klinefelter 2018).

Figure 2

Pacmans visual style was very different from a lot of other arcade games that were
around at that time. The games Designer was a man named Toru Iwatani.
Apparently Pacman himself is modelled after a pie with a piece missing (Cain 2017).
One of the things that Toru wanted to do when designing this game was for it to
appeal to both male and a female audience. He did this by creating a pastel coloured
palette for the game (Cain 2017). Since most of the games at the time were focused
around violence and war, they were only really popular with male players.
When this game was released, it wasn’t a big success in Japan, because the male
audience didn’t know what to think of it, whereas in the U.S it was an instant hit (Cain
2017).
Even though Pacman was extremely popular in the U.S pretty much instantly, it still
took a long time  for it to be accepted by art institutions. Only in recent years have
video games been able to exist in museums (Cain 2017). It took a lot of convincing
for staff to understand that video games are a form of art that are worthy of being
exhibited. In the end, they allowed an Exhibition to be created called ‘The art of video
games’, where Pacman is now in (Cain 2017).



Keyword 3: Music

Music is a powerful tool that can be used to influence people's emotions and make
them feel a certain way. Whether it’s in movies or video games it’s always something
that is used to help create atmosphere.
The emotions evoked with music can either be positive or negative. Although,
positive experiences with music seem to dominate over all (Heshmat 2019). Of
course the soundtrack choice in movies and games is very important depending on
which sort of emotions they want to bring out in the viewers. Music can have
complete control over the meaning of the scene and how the audience will
understand the scene.
A great example of music being used in film to make the audience feel a certain way
is the film Psycho which was made in 1960. A man named Bernard Herrmann was
the composer for this movie. He had worked with Alfred Hitchcock (who was the
director) on a few films prior to Psycho (Pearson n.d). He was an independent
composer, meaning he was able to always orchestrate his own music (Pearson n.d).
When Hitchcok was working with Herrmann he acknowledged that a lot of the effect
of Psycho is due to Herrmanns music (Pearson n.d).

Figure 3

Throughout the whole film Psycho, Herrmann uses scores consisting of orchestral
strings, without the use of any contrasting instruments. Another decision he made for
the music was for the instruments to play ‘muted’, except for in the shower scene
(Pearson n.d). The shower scene is an iconic scene from the film, where the main

https://www.psychologytoday.com/gb/contributors/shahram-heshmat-phd


character gets murdered. Without the muted instruments playing this makes the
chords more piercing and gives them more power. The violin sounds in this scene,
correlate with the stabbing that is happening, which can make people feel more
unseasy. This gives more of an impact for the audience that is watching.  What
makes this scene even more impactful, is that right before the woman is murdered
there is no music used at all.
This can be another way for composers and movie directors to make viewers evoke
certain emotions, by using no music at all.
With the advancement of technology, composers can literally write a whole
soundtrack for a movie, or game inside of their own homes. So even though
Herrman created all of his own work, there are a lot of people who do this at home,
without actually using real instruments.

Non Diegetic and Diegetic sounds are another example of how sound can be used in
film or video games. Non diegetic sound refers to sounds, or music that the
character within the movie/game can’t hear. Whereas, diegetic sounds refers to
music and sounds that can be heard by the character. Diegetic sounds are often
used to make the scene seem more realistic, such as fight scenes where the
audience can interpret the different sounds (Nick 2016).
What I was talking about previously with the music Herrman made for Psycho, we
would refer to that as Non-diegetic because the characters can’t hear it.

Some movies, more than others, tend to use more Diegetic sounds throughout. An
example of a film that does this would be Jurrassic Park.
There are few moments of silence throughout the movie where all you can hear are
the rustling of bushes or footsteps of a dinosaur approaching. From the characters'
reactions to these noises, we as the viewers can also interpret that the characters
themselves can hear it. These are all examples of Diegetic sounds that evoke a
feeling of suspense within the viewers.

Along with films, music is also used all of the time in video games. With videogames
music is more so used to evoke intense feelings within the players (Bélteky 2019).
Since videogames are an interactive form of media, this can act as a challenge to try
and use sound and music for an emotional reaction (Bélteky 2019).
There is a theory called The Appraisal theory which shows that there are two
different emotions in film. One is empathetic, which is when the viewers can feel
empathetic towards the characters. And the non-empathetic are the sensory
reactions the viewers have (Bélteky 2019).
Emotions in video games are different. In movies sound is used to help and make
things seem more real, whereas with games they are used to help the player along
and progress with their goals (Bélteky 2019).



Conclusion

After researching the three keywords that I have chosen I have gotten a much better
understanding of each of the areas. This has led me to some ideas for questions I
could write about next year.
One of the main areas I really enjoyed exploring throughout this research was the
realism vs stylised graphics in video games. I enjoyed reading through different
articles and websites with different peoples opinions. I was surprised to find that
most people seemed to prefer a more stylised look to games, rather than realistic
looking graphics. I guess it’s because I thought that realism could help immerse you
more into the game, but at the end of the day it really depends on the genre and
context of the game.
I also found it very interesting looking at how music can affect people mentaly,
whether it's in a positive way or a negative way. Learning about the Appraisal theory
and how sound has to be used in a different way to affect the audience's emotions in
film and video games was enjoyable to research.
Since I looked at the past and present of graphics in video games, I would like to try
and find out what graphics could possibly look like in the future. Maybe even how
technology could advance even further. I think that Virtual Reality could possibly
become even bigger than it is now and way more advanced. I want to look at both
the positives, and the negatives sides of these advancements.
This has finally led to the question, ‘What does the future of technology look like?
And how will this affect the world?’
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