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1. Preamble

The subject of Survival Video Games has been chosen as the focus for this work because the main independent project currently being developed by the author is a survival game. The aim is for both pieces of work to be linked & evaluated from a common perspective & sense of purpose. During this period of study, the writer has had to significantly modify his perception of this course: from a beginning which was focused on the mechanics of game design and to reach for all the physical features that modern information technology can offer. It has become a “Pandora’s Box”, where the more that is sought, the more is found, where avenues of information have continued to open up in every direction. 
A good example of this has been the enlightenment provided by Cognitive Psychology. Having found one among many definitions, this seems most relevant.
“Spatial Cognition is a branch of cognitive psychology that studies how people acquire and use knowledge about their environment to determine where they are, how to obtain resources & how to find their way home”[ 1 ].
For me, this provided enlightenment and a deeper understanding about what I have been trying to achieve, and what every game designer is trying to achieve. So the challenge has become more of a challenge and the thought process more intense because it is much more about the context and the consequences of my actions. This is what I now find reflected in this work.
2. Introduction.

Whether judged as works of art or entertainment, video gaming has achieved an undeniably significant position as a modern, vibrant growth industry in the digital, post industrial global economy. 
Numerous academic courses exist to teach the design & construction of games; various social, cultural & psychological studies (on the effects of gaming immersion on humans) are regularly published by academics, bearing testament to the rapid, compound growth in the use & popularity of video games. This has relevance for economic, social & psychological reasons in today’s global society.
This work will look at the history of this genre, referencing other published works to assist with the timeline of “significant” games, with some analysis to explain why they were significant at the time & what they contributed to the growth & maturing of this genre.
Working through historical timeline ( Image 2 ) up to the near present takes us to the recent position which can be described as pre-pandemic/post pandemic, where the world population was presented with unavoidable constraints & social change. The writer contends that this had significant implications for society and for the video game industry in terms of player demand, but also this period confirmed video gaming as the form of entertainment most likely to achieve pre-eminence over books, film & television as the most popular form of human entertainment on the planet. The reasons why this juncture has been so significant will be discussed. 
 Looking at technology brings in yet another factor where significant developments have coincided with changes or issues within society which are being reflected in the habits & practices of people. Immersion is term used to describe user experience. It encompasses the significant technologies that are enabling improvements in user experience which are growing more significant over time.
In order to give perspective, an intentionally  “edited” timeline (chapter 3) will be discused; edited in order to focus on “landmark” developments within the industry, with a focus on the more relevant games and an explanation of their significance, contributing to the progression of the genre that we see today.
In defining the survival game genre (chapter 4) an examination of the “open palette” that confronts the onlooker is required. Image 3 illustrates the expansion of the survival genre into all of its sub genres. This accounts for the growth in this market in general, with its ability to provide new & interesting challenges  for participants. This will involve looking at Game Theory, Immersion, and the potential to educate through gaming will be discussed – along with the aspiration to promote “real world skills”. From this perspective it will be asserted that survival video games most completely fulfill all of these positive functions over and above other forms of popular entertainment.
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3. Timeline Discussed.

Survival Game Development  &  Timeline.
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Summary of Landmarks and Influential Survival Games.
The video gaming industry has grown from traditional arcade gaming. It became mainly console based with games formatted onto ROM (read only memory) cartridges. Atari was one of the first companies to develop a popular mass market console with dedicated games (pacman, Space Invaders, etc.) which confirmed the establishment of the console based market, focused mainly in the USA. However, the market became saturated with low quality, poorly constructed games, worsened by the increasing number of third party independent game developers trying to profit from a vibrant marketplace. This technology was also increasingly threatened by the maturing market for personal computers. These had entered the market in 1977, but the cost & performance had both improved by 1982, making them increasingly the preferred technology choice in the marketplace for gaming & other useful applications.
From late 1982 The over-production of inferior games, the overstocking by retail outlets and the consumer’s changing technology preference put the video game industry into a recession in the USA       ( “The Atari Shock”). Boyd, Andy.[2]). Recovery was slow and it created the opportunity for Japanese company Nintendo   ( & also later Sega c.1990 ) to develop its products in that market & globally for the rest of that decade.

Annual Gaming Sales – Global Market 1978-1990.
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In 1985 two factors contributed to the recovery of the video game industry. One was increased sales of personal computers which helped to maintain revenue for game developers like Activision and Electroni Arts & kept the video game market alive. The other was the release of the Nintendo Entertainment System in North America by October 1985. Following this the industry began to grow, by 1988, annual sales in the industry exceeding $2.3 billion with 70% of the market dominated by Nintendo. 
Since computers generally had more memory and faster processors than a console, they accommodated more sophisticated games. Home computers could also be used for tasks such as word processing and home accounting. Games were easier to distribute, since they could be sold on floppy disks or cassette tapes instead of ROM cartridges. This opened the field to a cottage industry of third-party software developers. Writeable storage media allowed players to save games in progress, a useful feature for increasingly complex games which was not available on the consoles of the era.

1985. Launch of Nintendo Entertainment System & its “Seal of Quality”. 
In 1986, Nintendo president Hiroshi Yamauchi noted that "Atari collapsed because they gave too much freedom to third-party developers and the market was swamped with rubbish games". In response, Nintendo limited the number of titles that third-party developers could release for their system each year, and promoted its "Seal of Quality", which it allowed to be used on games and peripherals by publishers that met Nintendo's quality standards. Kent, Steven (2001)[4]). 

This product & the resultant games were the step up in quality & performance that were needed to rescue the gaming industry. The market needed this reassurance and it led to the gradual recovery & regeneration of public interest in this form of entertainment. 

1985: Seven Cities of Gold. One of the first successful titles by EA Games put the player in the role of a 15th Century Spanish explorer sailing in search of the New World. Inspired by Christopher Columbus, the goal was to explore the New World & retrieve treasures for oneself & the Spanish Monarchy. Voted “Strategy Game of the Year” 1985, with sales of 100,000 copies. 

1992: UnReal World created by Sami Maaranen. This game is still in active development. It used ASCII graphics & placed the player in the harsh conditions of a Finnish winter in the Iron Age. In its open world wilderness, the only goal was to survive for as long as possible while encountering wild animals, storms, frostbite, one hunted, fished, skinned animals & built shelters to survive the harsh climate.

 1993: SOS. Super Nintendo Entertainment System’s game SOS was released by Human Entertainment. This survival adventure places the player in a race against the clock, trying to escape from a sinking ship. The real challenge comes with a one hour time limit, which the player can’t see, so has to estimate. A basic theme, the gameplay mechanicswere based solely on jumping & running, regular features of 8 & 16 bit games. Short lived popularity.

1994; Silmaril’s Robinson’s Requiem served as a pioneer for stranded style games. Officer Trepliev’s spaceship crashlands on planet Zarathustra & he has to survive the alien environment & try to find a way back home. This game provided inspiration for others. Konami’s 1999 game Survival Kids, its sequel Deus, Tail of the Sun and horror game Disaster Report (2003) were all inspired by Robinson’s Requiem & all contributed to making the survival genre more popular.
2003: Stranded by Unreal Software, run by Peter SchauB was released in 2003 tasked players to survive on an island, having been shipwrecked. This game tasked players with missions like building a shelter. This form became known as “base building”. Most modern survival games follow this structure.
2003: Wurm Online Influential for being a massively multiplayer online roleplaying game (MMORPG). The game sets players in a medieval setting & develop their own kingdoms. This game is still in active development, but one of its founders, Marcus Persson left & became instrumental in developing the resource/ building game Minecraft which was launched in 2009.
2012: DAYZ was originally released as a modification for ARMA 2, but became popular in its own right as a standalone zombie apocalypse survival game. Players had to avoid hordes of zombies while scavenging throughthe remains of human civilization for resources. As a result of the financial success of Minecraft & DAYZ, this prompted the market saturation of this type of game.
Arma: The franchise well known for its war simulation/shooter style game created by Bohemia Interactive. Arma 3: Released in 2013 had a mod. created by a community member, which was the first online Battle Royale survival game that led onto the success of Fortnite, Player Unknown’s Battlegrounds, H1Z1 & Apex Legends. All warzone survival games.
2013: Rust Legacy – 2018 RUST. The significance of this game as a landmark is that it rekindled the drought experienced in the gaming market for the survival genre. The market had once again reverted to the Developers’ practice of early issuing games that were unfinished & lacked the performance & finish characteristics that were part of the marketing package. Examples of such games that failed are Infestation: Survival Stories; Starforge; Survive the Night.
Conclusions of timeline analysis
There is a simple home truth that can be applied to every game brought to market in today’s world. Don’t Disappoint. More people than ever are looking for this form of immersive entertainment, but don’t disappoint. The expectation is a complete, sophisticated, polished product.


4. Defining a Survival Game & its relationship to real life.
Survival games are themselves a sub genre of action video games.They are usually set in hostile, challenging open-world environments. Participants typically begin the game with minimal resources & are required to survive for as long as possible by crafting implements, weapons for defence, building shelters & accumulating items of practical value.

Many survival games are based on randomly or procedurally generated environments; more recently they have become increasingly playable online, allowing a significant population of players to interact within the same online game (world). This has enhanced the nature of gameplaying by increasing the number of competitors, & the nature of competition. Survival games are generally open-ended, often closely related to the survival horror genre such as a zombie apocalypse in a supernatural environment. To qualify “open-ended” is to state that the real “prize” or result is closely based upon the human instinct to Survive & build a life. Nothing more. Are there games that require the player to build a legacy that can be passed onto future generations? This would be the ultimate form of success according to Darwinism. The only game that appears to include this feature within its content is The SIMS (2000) which makes it perhaps the game with a playbook closest to Darwinian Theory.

The Darwinian Theory that organisms unable to adapt to the demands of their environment will fail to pass on their genes & consequently become casualties in the “war of nature”; it therefore follows that the term “survival of the fittest” made famous in his book Origin of the Species published in 1869 [5] relates to…organisms best adjusted to their environment are the most successful in surviving and reproducing. He stated the three crucial elements as variation, reproduction & heritability. These elements serve neatly to encapsulate the raison d’etre of the survival video game.
Darwin considered the process as survival of the “fitter” not the “fittest” because the struggle for survival is relative, not absolute. Variations in the physical features of an individual are preserved & passed on (“selected”) because the individuals that possess them tend to survive. This is only known retrospectively after individuals that possess variations either grow & mature or fail to pass them forward into the gene pool.
More modern studies have focused research on small mammals. The thinking is that although rodent reponses do mirror human responses, other factors or pressures may also play a role in human survival intelligence, such as cunning, guile, sinister desires. Fair to say that this kind of research has much further to travel. 

One of the most pervasive ecological demands is predatory avoidance. The relentless pressure to outwit predators while balancing existential threats such as resource depletion or loss of life, has produced a human nervous system that optimizes survival activities. This behavioural repertoire is supported by a neurobiological system that has endowed humans with a set of intelligent survival mechanisms, promoting adaptation to changing ecologies & efficient navigation of natural dangers.
  In addition to these elements could be added the “need to succeed” in order to provide the player with a “win” experience. This element is recognized in Survival gaming with the development of the Battle Royale sub genre.
Modern analysis of this has built on Darwin’s original findings in an attempt to explain the neuroscience, the cognitive & the psychological implications, in particular looking at the trend of more immersive playing experiences, whether by choice or by necessity in the shape of confinement due to global pandemic & other societal issues.

In their study, (Lima S. L., Dill L. M. (1990)[8]. A behavioural model called the Survival Optimisation System (SOS) was proposed to account for the strategies that humans and other animals use to defend against recurring threats. The SOS attempts to merge ecological models that define a repertoire of contextually relevant threat induced survival behaviors with contemporary approaches to human affective science. They propose that the goal of the nervous system is to reduce surprise and optimize certain functions located in different parts of the brain. The SOS also includes a modulatory feature consisting of cognitive appraisal systems that flexibly guide perception, risk and action. Moreover, personal and vicarious threat encounters fine-tune avoidance behaviors via model-based learning, with higher organisms bridging data to reduce face-to-face encounters with predators. Our model attempts to unify the divergent field of human affective science, proposing a highly integrated nervous system that has evolved to increase the organism's chances of survival. Predator Avoidance being shown as the singular most important trait, whether innate or developed through experience.





5.  How Survival Games have an impact on real life.   Immersion| Flow| Game Theory
Immersion into virtual reality (VR) is a perception of being physically present in a non-physical world. The perception is created by surrounding the user of the VR system in images, sound or other stimuli that provide an engrossing total environment.( Wikipedia ). This is the central technological feature that consumers will increasingly require & will become the essential unique selling feature for these products in future. Without this feature, any game will be judged as average at best. 

Flow Theory. In game design the flow is an important factor to take into consideration for creating player engagement. Elements that can affect the flow in video games are; rewards; clear goals; loss of consciousness; loss of sense of time; the balance between player skills & challenge where the player controls the situation & the activity. Pinball is a good example of flow. All the elements needed to create the flow state of mind in the player is in the pinball. The sweet spot for developers to aspire to is called the Macro Flow zone. 

Game Theory.
Game theory is the study of mathematical models of strategic interactions among rational agents.] It has applications in all fields of social science, as well as in logic, systems science and computer science. Originally, it addressed two-person zero-sum games, in which each participant's gains or losses are exactly balanced by those of other participants. In the 21st century, game theory applies to a wide range of behavioral relations; it is now an umbrella term for the science of logical decision making in humans, animals, as well as computers.
“Evolutionary game theory (EGT) is the application of game theory to evolving populations in biology. It defines a framework of contests, strategies, and analytics into which Darwinian competition can be modelled. It originated in 1973 with John Maynard Smith and George R. Price's [7] formalisation of contests, analysed as strategies, and the mathematical criteria that can be used to predict the results of competing strategies. 
Evolutionary game theory differs from classical game theory in focusing more on the dynamics of strategy change. This is influenced by the frequency of the competing strategies in the population. 
Evolutionary game theory has helped to explain the basis of altruistic behaviours in Darwinian evolution. It has in turn become of interest to economists, sociologists, anthropologists, and philosophers”.
This definition of Game Theory, taken form Wikipedia, relates how modern thinking has developed the work of Darwin. It attempts to add a more modern, empirical method of evaluating survival strategies & outcomes. As such, it forms the basis of study & reference for survival games developers. 

6. Survival Games: The Significance of  Pre-Pandemic to Post Pandemic Changes
Gaming has skyrocketed during the pandemic, especially ones that connect you online with friends; games over video chat have replaced in-person happy hour for many.
Some comment is required on the events of the worldwide pandemic. The issues of note that are relevant to this work pertain to the fact that this has proven to be a watershed period for many aspects of global society. Social, travel & work patterns have changed significantly, but in terms of human mental health , the significance of the internet, online streaming, broadband quality, the availability of new technology have all served to concentrate minds regarding what is important to quality of life and the important factors to preserve and to enhance it.
Research in all directions appears to have refocused and accelerated. The conversation regarding the future of Artificial intelligence and Augmented Reality has begun, but is still at an early stage in public discourse.  However, many enhancements & significant features have appeared to give us clues about the future with its technical possibilities and events that are beginning to stretch the imagination of people. Examples of this are spaceships that land & can be reused, the proposed colonizing of Mars, improved internet speeds & accessibility, ever improving semiconductor performance, robotic technologies.
This period of enforced isolation has allowed people to focus on issues in more depth & this includes their own physical survival, probably for the first time in two or three generations. We appear to have entered a period 2019-2022 where social and psychological re-evaluation has gathered pace regarding the idea of what is important & what is valuable to quality of life.
Internet streaming has become more important for important for face to face communication & for entertainment, particularly video streaming ( television, movies, gaming). While broadband bandwith has improved streaming performance, it is online gaming that has benefitted most to take advantage of the increased appetite for entertainment. Social online gaming has grown into MMO ( Massively Multiplayer Online) to become a vibrant & challenging technical & social phenomenon.

7. Conclusions – What is The Future?

Certain developers are trying to pave the way to the future with their own vision. For example Zuckerberg’s newly named Meta with their Metaverse. The Metaverse will be a place to congregate in an online universe. “a virtual reality space in which users can interact with a computer generated environment and other users”. It needs to be noted that this company has no pedigree in the gaming industry, but its relevance here is that it will create a platform that will be used by gamers in some way yet to be fully defined. Although this concept has been around for a long time in gaming, but Meta are now bringing their vision into the world. 

The areas of Augmented Reality (AR) and Virtual Reality (VR) are becoming more familiar to gamers and the equipment more available. The difference between these two concepts is that  VR is total immersion, taking over a user’s vision, sense of awareness completely immersing the mind in a virtual reality. AR adds visuals to your current sense of the world, VR takes you to another world. A complete immersion experience would involve sense of touch & it will be interesting to see how this develops.

So Survival Gaming stands to benefit the most from technologies currently available & from what appears on the horizon. Yes, other forms of entertainment will also benefit from better technology, but none of them is able to offer such a level of immersion and involvement, sense of achievement, or value for money.
Like all industries, it has experienced up and downs , but many of the important technical, social & psychological factors now appear to be aligned  and will allow this form of entertainemtn to become dominant.

 “As we learn more about how to wrap interesting narratives around these vulnerability simulators, I think we have an opportunity to really change the way our players think about their relationship with a game, and likewise with the real world. If approached thoughtfully, a survival game can help someone become a better steward of the nature we depend on. That’s the future.” [9]





















Bibliography.

[ 1] Waller, D. and Nadel, L., 2013. Handbook of Spatial Cognition. Washington: American Psychological Association.
[2]A. Boyd, "No. 3038: The Video Game Crash of 1983", Uh.edu, 2016. [Online]. Available: https://www.uh.edu/engines/epi3038.htm. [Accessed: 27- Apr- 2022].
[3]J. takiff, "Video Games gain in Japan are Due for assault on U.S", The Vindicator, p. 2, 1986.
[4]S. Kent, Chapter 14: The Fall - Ultimate History of Video Games. Three Rivers Press, 2001, p. p.190.
[5]R. DeMaria and J. Wilson, High score!, 2nd ed. Madrid: McGraw-Hill / Interamericana, 2003, pp. 103-105.
[6]C. Darwin, The origin of species. 1869.
[7] "George R. Price - Wikipedia", En.wikipedia.org, 2020. [Online]. Available: https://en.wikipedia.org/wiki/George_R._Price. [Accessed: 27- Apr- 2022].
[8]S. Lima and L. Dill, "Behavioral decisions made under the risk pf predation", Canadian Journal Of Zoology, pp. 619-640, 1990. Available: http://cdnsciencepub.com. [Accessed 27 April 2022].
[9] [1]K. Stuart, "Dungeon crawler or looter shooter? Nine video game genres explained", the Guardian, 2021. [Online]. Available: https://www.theguardian.com/games/2021/oct/11/modern-video-game-genres-explained-metroidvania-dungeon-crawler. [Accessed: 27- Apr- 2022].












11

image4.png
Billions USD

BRenss

1

FLESSESEFLESLE

Year

Legend
© Computers
® Handeids

Consoizs
® Arcade




image1.jpeg




image2.png
Survival Horror

Survival Simulation

Survival-Subgenres

Survival Shooter
Survival Role Playing

(RPG,ARPG,MMORPG)

Sandbox




image3.png
AV
P 2021 @ Valheim / Wanderlost

g 2020
_ A Green Hell
SCUM/Subnautica/Unturned/Vigor @ 2018 @ The Forest/Keplerth/ThelLong Dark/Miscreated/Raft/Rising World/Rust
Ark:Survival Evolved/Conan Exiles/Planet Nomads/Yiands
Osiris New Dawn/Rimworld/Starbound/Vintage Story/Wayward/ We Happy Few/The Wild Eight PP 0t @ Crosswords Escape/The Culling/Force OF Nature/H1Z1/No Mans SKy;
Novus Inceptio / Stranded Deep @0 2015 ¥  Dyscourse / Empyrion Galactic Survival / Forsaken Isle / Tife is Feudal: Your Own
A
Dayz(Mod) / Dont Starve / How to Survive / Project Zomboid AT 7 Days to Die / Cataclysm: Dark Days Ahead / Day One Gary’s Incident
202 @  TAm Alive [ Tnfestation: Survivor Stories / Miasmata
_ A Minecraft Terraria
_ A
g 000 Zettai Zetsumei Toshi 3: Kowareyuku Macki to Kanojo no Uta
Lost in Blue: Shipwrecked The Sims Castaway Stories
5007 Tost In Blue 2/3 The Sims - Castawa Stranded 1T
Raw Danger!
_ A Lost In Blue Pathologic
Metal Gear Solid 3: Snake Fater
P 2005 ¢ Stranded
Disaster Report
_ AT Survival The Ultimate Challenge
Survival Kids 2: Dasshutsull Futago Shimal
AT Schiffbruch Survival Kids
o7
P % Deus Tail Of The Sun
_ A
_ AT Robinson’s Reguiem
_ AT SOS
_ A UnReal World
_ A
_ A
Wilderness: A Survival Adventure
The Oregon Trail
AT




