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Here is a list of the images used in the dissertation and the context they were used, their references can be found in the references section.
Fig 1
[image: C:\Users\P151860\AppData\Local\Microsoft\Windows\INetCache\Content.Word\image1.jpeg]
This image was taken by the writer, it is of an advertisement on the back of a bus. This image was used in Case Studies 3 to show that retro gaming culture is still being referenced in the most unexpected areas.
Fig 2
[image: virtual-arnea]
This image was used in Case Study 2 and was used to show how arcades have evolved and may be a tell-tale sign of how arcade games may go if they return.
Fig 3
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This image was used in Case Study 3 to show an example of the escape room VR trend.



Fig 4
[image: Welcome to TAITO STATION!]
This image was used in Case Study 2 and is used as an example of an example of a Japanese arcade gaming centre.
Fig 5 
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This image was used in Case Study 3 as an example how the show Futurama made a reference to retro games in one of their episodes.
Fig 6
[image: Image result for 80s video game arcade]
This image was used in Case Study 1 and just used to show an example of a 80s arcade game.
Abstract
The purpose of this dissertation is to look at what caused the decline of video game arcades and through researching into various topics such as what other areas of the world have done to keep their Arcade Centres open and afterwards looking at recent trends and technology to see if there is any chance that video game arcades would be able to return to its former glory.
To write this dissertation the writer will look at numerous different types of sources of information, the most prominent method of research will depend on the different sections of this dissertation for example sections looking at the history and causes will mostly look at library books and while the section where the dissertation will look at video games arcades in Asia will take research from both books and online sources and finally the possibility of the return of video game arcades will look more at magazines and online sources.
While for many arcade game centres were once places where people would be able to have fun with their friends and challenge each other on their favourite games, these people may be pleased to hear that there is a high possibility that video games arcades may return though this time through the use of VR. Though there are signs that this return will be short lived as with the constant development of technology people will be eager to buy VR gaming systems that will only become cheaper over time.


















Introduction
During the earlier years of video games history one of the largest defining platform of video games were the Arcade Game Centres, establishments entirely dedicated to allow friends and families to go and socialise with each other whilst playing games with one another. 
Game arcades were once (and some would still argue still are) the best known types of video games to the general public, this is mostly due many of video gaming’s cultural icons such as Mario (who’s original name was Jump Man) and Pacman having originated from arcade games and some are still used and referenced today by media, arcade games were also a good way to exhibit video games to members of the public, with a large variety of different types of arcade games each with their own variation of playable experience such as large sit-inside virtual reality styled gaming cabinets and the much more common upright pattern.
This dissertation will look at the decline of video game arcades and the cause, in addition it will look at how game arcades have been able to maintain relevancy in the East and how (if any) video game arcades may be able to learn from this and perhaps become relevant once more.
There will be three major points in this dissertation; a brief history of arcade games, a look at arcade and gaming culture in the Far East, and finally the likelihood of a resurgence in the arcade industry.
The first point will give a short introduction and look at the historical decline of video game arcades, it will look into certain decisions that the games creators and developers made and see what finally caused the eventual full decline of video game arcades and try to determine if there was any possible way that games arcades could’ve survived to the present day.
This second section will look at video game arcades in Asia and discuss how they have remained relevant in the modern era and to compare the differences between how the western and eastern style of operation differ, if there is a way that game arcades in the far east may suffer a similar fate to that of the western variant and to see if there is anything that any returning games arcades in the west may be able to learn from their eastern counterpart.
In the third and final section the dissertation will look at any claims that games arcades may be making some sort of comeback as in recent years articles have begun to surface claiming that video game arcades may be able to make a comeback in the west, in addition this section will evaluate such claims and looking at the previous work look at the likelihood of the resurgence of video game arcades. 




Brief History
Arcade games had existed for many years before the creation of video games through the use of pinball machines, but by the 1960s pinball machines were past their heyday and despite still being somewhat popular they were slowly being taken over by electromechanical arcade games. Companies such as SEGA and Midway which had until the 1960s worked on several different pinball and electromechanical machines moved over to video game development. 
A company called Nutting Associates was started in 1968 by Bill Nutting and released a game called Computer Quiz in 1968 however due to its poor profit intake which was speculated to be due to the company’s decision to bypass distributors and sell the game directly. After the unfortunate profit margin of Computer Quiz the company followed an idea of one of their new employees named Nolan Bushnell and released a second game named Computer Space (originally to be named Space War! But it was changed to Computer Space to match their previous game), though Computer Space didn’t do well commercially due to some players finding the game confusing and according to Nolan Bushnell the company only managed to sell between 1,300 and 1,500 units which was short of its goal of 2,000 units, though despite this the game was very innovative for its time. 
With the release of games such as Duck Hunt and Drive Master in the late 1960s Arcade Game Centres had begun to open, these centres would become popular places for young people to go and hang out with their friends and play games for the price of pocket change, though popular these early arcade games did have some large flaws and according to the book Video Game Explosion sometimes broke down due to their moving parts which ended up infuriating the arcade owners as this unfortunate occurrence would cut into their profits, this resulted in the industry trying their best to create more reliable games in the future. Eventually video game companies such as Midway and SEGA (who would’ve previously been developing pinball machines) would eventually start developing arcade games. The 1970s would prove to be a critical time for video game history as through Arcade Games many of gaming’s cultural icons such as PONG and Space Invaders were released and would go on to create their own franchises and fandoms.
[image: Image result for 80s video game arcade]According to Playtester magazine by 1981 video game arcades had grown to approximately 21,000 full arcades, 400,000 street locations and 1.5 million arcade games in operation, the 1980s would be seen as the decade that video games would develop and bridge the gap between the two dimensional games of the 1970s and the more three dimensional video games of the 1990s. According to a book called The Video Game Explosion the 1980s would also see the establishment of player familiarity with game through their mechanics and controls which would allow players to become familiar with games that they had never played before due to the implementation of player expectation in video game design.
Despite arguably being at their height during the 1980s Video Game Arcades were beginning to find more competition from home consoles and computers, this new competition forced Video Game Arcades to offer new unique experiences to their players that home consoles and computers weren’t able to provide. The beginning of the 1980s saw the release of games that were influenced by Space Invaders and Galaxian, many of these games were identical in design and gameplay and according to the book Video Game Explosion many of these games were simply bootleg versions of the original that were released in other countries due to the large similarity of the game’s gameplay and design.
The 1980s saw their own video game trends released such as wrestling and racing games with many other famous games such as Pacman being released and according to the video games author Mark J Wolf Pacman combined with another game called Defender would go on to make over a billion dollars each, however these new releases also had imitators and bootleg games companies following them in their wake.
Despite the amount of video game arcades doubling between 1980 and 1982 the video game industry took a huge hit in 1983 due to the video games crash, according to the author Mark J P Wolf around a fifth of all arcades closed down during the video games crash and during the mid-1980s the Arcade Game industry would try to reorganise and reinvent itself but to no avail as according to the book Video Game Explosion the Arcade Games industry would never be the same again. Around 1983 and 1984 game companies tried to rejuvenate the arcade games industry through the introduction of laserdisc games however these games would cost twice as much as the regular versions and failed to live up to the hype surrounding them. Another game released in 1983 by Atari was I Robot and was considered ahead of its time as it was the first arcade game with raster graphics to use filled polygons and true three-dimensionally generated graphics many of these features would eventually represent the direction in which video games would eventually go in the 1990s. Despite the use of new and advanced technology according to Video Game Explosion the audiences of 1983 the three dimensional graphics were too confusing to players and the game was unfortunately a financial failure, this would prove very damaging to the Arcade Games industry as this failure would discourage any experimentation with this type of technology for years to come.
The 1980s is now seen as the peak of sprite-based graphical games and according to the book Video Game Explosion towards the end saw the end of the golden age of Video Game Arcades, and with the release of Pacman and Defender at the beginning of the decade and enjoying popularity throughout the decade these games now represent the height of Arcade Video Game Experience.
At the beginning of 1990s Arcade Games faced growing competition from home consoles which were beginning to catch up with them on a technological level, this meant that one of the biggest advantages that Arcade Games possessed over its home console rival would soon be gone as players simply played their games at home due to the convenience of it. Though arcade games still possessed some advantages over their home based rivals, one of which included three dimensional graphics which was something that the gaming consoles at the time were not able to replicate, in addition to help keep home consoles at a disadvantage Arcade Games started to introduce unusual interfaces and controllers that were not available to players at home, though even this was unable to hold the players interest for long and games arcade owners began calling their establishments Game Centres, Arcade Centres or Cybercafes as owners tried to bring their customers back.
During the first half of the 90s the Arcade centres felt an increase popularity due to the release of a game called Street Fighter 2 in 1993, according to the February issue of a magazine called Gamest which named Street Fighter 2 the best game of 1993 and would go on to bring popularity to the fighter genre and inspire such popular video games as Mortal Kombat. Despite this rise in popularity it was becoming obvious that arcade games had taken a large hit during the latter half of the 1990s as according to a trade publication called Vending Times there were approximately 1,000,000 in arcades in 1988 but by 2000 that number had dropped by over half to approximately 450,000 and in comparison to older titles such as Pac-Man the 90s. With the console port of Mortal Kombat being close to the arcade game in quality (despite the SNES having the blood censored) it was being increasingly clear that consoles were catching up with arcade regarding technology. 
By the latter half of the 1990s the Video Games Arcades had begun to go into decline, arcade games had begun to receive bigger competition from home gaming systems which were beginning to catch up to the games arcade as technology began to improve. Despite the Arcade Games industry’s attempt to tempt players back through their unique controllers and interfaces the arcade’s player count was still dropping, and one reason that may have added to this drop in popularity was presented by the book The Video Game Explosion where it mentioned that few if any of the arcade games of the 1990s were becoming household names with Mortal Kombat being the only one that players would be able to name and even then more due to the controversy surrounding it rather than the game itself.
Though new technological innovations were being continually released arcade games developers of this time still held on to the original genres of shooting, fighting and driving as opposed to creating anything more innovative and according to the book Video Game Explosion they tended to rely more on the success of the games predecessor titles as opposed to any other features. The arcade game’s willingness to take risks and take advantage of new technology had also been slow, according to the book The Video Game Explosion technical developments such as the move to use three dimensional graphics in games were only slowly taken up because it seemed that home consoles would soon make the leap, though despite this sprite based arcade games would continue to be made throughout the 1990s gaining ever more elaborate graphics while gameplay remained relatively the same. Such slow technological progress can be summed up by the games designer Mark Jarvis when he said in an interview for the book The Ultimate History of Video Games:



A short intense experience is the only way for an arcade game to pay its way, but there are so many ways to play games much more cheaply and more conveniently with many varied formats not subject to intense time pressure. The arcade, like a primordial rat, remained in its primitive evolutionary niche while the rainbow of today’s gaming experience took shape. – Eugene Jarvis, Ultimate History of Video Games, 2001.
According to the March edition of Imagine Media the audience of Video Game Arcades were also suffering from a lack of diversity where according to the magazine’s statistics 70% of arcade players were teenage males, this fact would then lead to the Arcade Industry creating a cycle of uniformity in their game designs that continually favoured their audience and alienated others from this narrow target audience from visiting Video Game Arcades.
Ultimately what caused the decline of Video Game Arcades is the constant advances of technology where home consoles were able to eventually catch up with arcade games on a technological level and surpass them and it came to a point where players were simply playing from home due to the convenience of home consoles. According to the book The Video Game Explosion video game arcades were also beginning to become much more expensive to run and replacing older outdated or broken games cabinets were becoming much more costly and cumbersome as regular games cabinets were the size of refrigerators and larger due to features that were introduced such as four player feature as the years went by. 













Case Study 2: Arcade Games Prevalence in Asia.
While arcade game centres have mostly disappeared in the west there are still a surprisingly large amount of arcade games centres in the middle and Far East and in some cases they are growing.
Middle East.
[bookmark: _gjdgxs][image: virtual-arnea]In the Middle East in places such as Afghanistan where personal computers are rare video games have remained successful and according to more recent surveys they are growing. According to a correspondent named Iason Athanasiadis Video Game Centres in Afghanistan are popular places as they offer escapism to people from the troubles that plague their country. Recently in Dubai an Arcade Centre called Hub Zero, this new building has two floors and spans 15,000 metres. It is evident on entering this new arcade centre that it was designed to appeal to the nostalgia of the arcade’s patrons with an entire section of the building dedicated to the older retro arcade games with the building’s restaurant (named The Server) nearby with its design taking inspiration from Back to the Future. The building has more up to date technology to help it appeal to a younger audience such as a section called the virtual arena which is the first wireless VR experience in the country, identified by its sleek white façade the player is given a set of VR glasses and a gun with the objective of surviving a zombie apocalypse by slaying as many undead as possible while his or her friends are able to watch their progression via a large screen. 
Far East.
In a contrary fashion to their western variants one of the biggest reasons that Japan’s arcade centres never declined like those of the West is due to sticker photo booths, these popular booths allowed the user to take images of themselves and afterwards edit said images by changing the backgrounds, physical features and adding texts, later additions to these booths would also allow that user to save the images directly to their phones via a wireless device inside the machine but whether this was used or not the user was still able to obtain said images via the booths inbuilt printer that (as the name would suggest) allow the image to be peeled off and used as a sticker. 
One way that the arcades have managed to maintain a more up to date image (according to the book Arcade Mania) is the way that companies have been using them as a place to prototype new unreleased games and technology, this has in turn not only allowed arcade patrons to prototype test new games and technology but also given arcades access to more advanced technology which in comparison to the more stagnant technological development to those in the West during the 1980s and 1990s this will give the Arcade Centres in Japan more access to updated technology to help give them more relevancy and maintain their popularity in the future. 
With prototype sessions now being more widely used in arcades younger people have begun to frequent them and thus allowed access to a much younger demographic, this in conjunction with older games still being used in arcades as allowed Japanese games arcades to be frequented by a much broader audience than that of their Western variant allowing them to increase their income because of it, though with both demographics frequenting the same arcade considerations have to be made to ensure that all patrons have a pleasant experience, arcade owners have found that the different age demographics visit arcade centres at different times of the day and are able to change the arcades environment accordingly, these changes include reducing the volume level of arcade machines at certain times of the day and offering arcade owned blankets to the elderly if they feel that the room temperature starts to get too cold for them. 
[image: Welcome to TAITO STATION!]Japanese arcade games have also been able to keep a good relation with their patrons with how they were able to play their games, in the West there were some games which offered the player a large prize or trophy if they were able to complete a certain task in a game, however many of these games turned out to be unwinnable due to its difficulty or design which eventually turned player away, this is however different in the Far East where according to the book Arcade Mania players are able to win large amounts of prizes from some arcade games where despite some of the games being very difficult they are not so to the point of being unwinnable which has stopped turning players away from their arcades. 
According to the books Arcade Mania and The Video Game Explosion one of the reasons that Western Arcades began to lose some of their customers was due to the perceived greed of Arcade Games Developers which meant that the price of having a gaming session on an arcade machine continually raised for an ever shorter game experience.
Whether this was due to the companies policy to match higher running costs or the continuing higher expectations of their patrons or both is up to debate, in Japan’s arcades where while prices were similar to that of Western Arcades the gaming duration never reduced and indeed according to the book Arcade Mania many arcade games are able to save a players progress. This ability to save ones progress can be interpreted as strange as while in the West this was discouraged as players that were staying longer on a single game were making less money for an arcade. 
Though some areas of Asia are now beginning to experience a decline in Video Game Arcade, according to the book The Video Game Explosion since the 2000s where Video Game arcades are now losing audiences to online gaming centres, these online gaming centres are websites where players are able to spend money to buy time to play against other people at affordable prices have seen many gaming arcades go into decline and shut down.
In addition according to according to the book The Video Game Explosion since the 2000s in addition to increasing competition in many areas of Taiwan and mainland China Arcade Game Centres have begun to receive a negative image amongst the public and are frequent to crackdown and security checks due to some of the people that frequent them and also due to some of the bans that the Chinese Government sometimes places on some imported games.
Ultimately whether Arcade Game Centres in Asia will go into decline similar to their Western counterparts is yet undecided, it is indeed possible due to some very similar factors beginning to arise in the Far East such as players beginning to play at home on online gaming servers as opposed to going out to Video Game Arcades, however on such a large area as Asia it is difficult to determine how likely this is. In Taiwan for example with the negative public image that Game Centres have received it is likely that Video Game Arcades will soon go into decline whilst in other areas such as Japan it is likely that Video Game Arcades will continue to exist due to their popularity due to its large audience of different ages.
In addition to the Middle East one of the reasons that Video Game Arcades had managed to survive for a few years longer than their western variant was that technology was developing in that area of the world at a slower pace and thus home computers were much rarer however now with the ever advancing pace of technology in different areas of the world it seems that Video Game Arcades will not retain this advantage for long. Even in Dubai they have opened the Hub Zero arcade this is more to try and attract tourists through the use of familiar imagery. 











Case Study 3: Resurgence of Game Arcades.
[image: C:\Users\P151860\AppData\Local\Microsoft\Windows\INetCache\Content.Word\futureama.gif][image: C:\Users\P151860\AppData\Local\Microsoft\Windows\INetCache\Content.Word\image1.jpeg]With a definite resurgence of “retro” gaming culture through merchandise and advertisements it makes some wonder whether there is a possibility that video game arcades may see a return in the West, while in some form gaming arcades have survived to this day but mostly as a small section of a much larger establishment (such as with bowling alleys and maybe some restaurants). One theory behind this is that with people’s ever increasingly busy and stressful lives they have begun thinking of nostalgic thoughts as a coping mechanism as after a recent study (where according to the psychologise Jamie Madigan) it was found that people who consistently allow themselves to remember the more nostalgic part of their lives tend to suffer less with depression, on a different note some people (such as Dr Filippor Cordaro) have attributed this cultural resurgence to post-modernism where people who now find that they lack a personal character personality or culture have adopted this section of gaming culture which could explain why retro gaming culture has seen a cultural resurgence in such unexpected areas as advertisement on the back of buses as part of a recent think campaign. This small resurgence can also be seen in bars and clubs where there are sometimes a few arcade gaming cabinets for patrons to use just to have some interaction with their friends. 
Though in a rare case arcade games have seen a small resurgence in one establishment in Chicago USA named Galloping Ghost, though only a small self-motivated team they have managed to amass over six hundred and eighty cabinet games from across the globe since the arcade’s opening in 2010 with (according to their website) their self-appointed goal being to return arcade games to prominence once again across to world. This arcade has also managed to learn some of the lessons of their predecessors by making a person pay for a whole day as opposed to spending a few coins on each play through and also finding a way to keep the arcade games functional despite many of their number being rather old for a video game. There’s also several establishments in Seattle such as one named Shorty’s which still contains a pinball arcades. 
One of the biggest reasons that video game arcades went into decline is the release of cheap consoles that had caught up with arcade consoles in the technology department, however in recent years a new piece of gaming technology has appeared and that being Virtual Reality, with VR still being too expensive for the average consumer (which on its own may cost around £759 on its own and needs a graphics card on top of that which can easily make the cost go over £1000) it seems [image: UKâ��s First VR Escape Room Set to Open April 22]that VR is almost set to take the arcade’s place with several so called VR cafes coming up in places such as Bangkok with an average session costing around £15 an hour where players can experience a variety of games such as Arizona Sunshine (a zombie fighting video game), Google Earth Walk (where the player can explore the earth) and more art sculpting focused games, so far VR cafes have been a success and China has seen the opening of over a thousand venues across the country. Though the above examples of VR have been limited to the East they have begun to spread to the West with a few venues opening up in some UK cities though mostly confined to the escape room genre though there are a few examples of non-escape room oriented games the vast majority seems to be following this medium with the price for a session ranging from £16 to £32 per person according their online sites and though escape rooms may be around for a while due to their popularity the fact is that with a lack variety in different games and with the eventual dissolution of the escape room trend VR venues will have to address the problem with lack of variety or face an eventual lowering in popularity due to the repetitively of video games. 
Despite its success one of the main reasons that VR Venues are a success is as stated the hardware is too expensive for the average consumer but with VR’s competitive market in mind according to online sites such as the magazine Business Insider Oculus has already dropped its price by a fifth in the UK and by a quarter in the US and once again as if history is repeating itself consoles are slowly catching up with VR with the PlayStation releasing a VR headset (with the starter set costing around £180 already less than a quarter of the cost of purchasing a VR venue for the owner) and though they seem to be avoiding many of the mistakes of former video game arcades (such as charging for an hour session as opposed to a single play through or level) they will still suffer from the ever expanding progression of technology and in some areas of the world a lack of variety in video game types.







Conclusion
Arcade gaming centres were once the number one place to receive high quality video game experiences, however after the games crash in the early 1980s this section of the industry was never truly the same. 
Despite western arcade games eventually going into decline and being overtaken by gaming consoles their Asian counterparts were able to keep going and in some aspect thrive, In Japan for example arcade companies were able to integrate their patrons into the production process of some games through using some video game centres as large playtesting sessions.
Some arcade owners have also been able to change the internal settings of their arcades to help accommodate different people such as lowering the sound volumes and offering blankets to more elderly gamers and then changing the settings again when the younger gamers come in different times of the day, these changes may appear subtle but it allows Japanese arcades to appeal to much broader audiences which was one problem that Western arcades faced later in their history. 
Though even Far Eastern arcades may find it more difficult to operate as they are now beginning to find competition from growing online gaming sites where people are able to spend a small amount of money to play other people in large official servers.
Though even with these growing gaming sites western arcades may soon be seeing a small comeback due to VR, though most of these VR gaming establishments are few and mostly confined to a few cities around the country they may end up spreading if they are successful though most do have the problem of lacking variation due to most of the VR gaming establishments basing themselves on the escape room trend. 
Though as if history is repeating itself this return may be cut short due to the convenience of playing these same video games at home. With VR now becoming a very competitive market for production companies gaming VRs are now becoming cheaper for general members of the public.
Ultimately it is highly likely that Video Game Arcades will make a comeback, however not in the same way as they once were but this time being based less on gaming cabinets and more on advanced gaming technologies such as VR. 
True there are to this day a few gaming arcades still in operation, being run by highly dedicated staff members and presenting to their patrons many of the original games that would have been played in the original arcades. But unfortunately the question now is how long will they return for, with the constant advance of technology and with most VR gaming establishments basing themselves on a trend that will one day move on it is doubtful that they will be around as long as their predecessors.
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