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“You can’t say that video games grew out of pinball, but you can assume that
video games wouldn’t have happened without it. /t’'s like bicycles and
automobiles. One industry leads to the other and then they exist side by side. But

you had to have bicycles to one day have motor cars.”

- Steven Baxter, former producer, The CNN Computer Connection
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David Gottlieb, founder of D. Gottlieb and Company,
created Baffle Ball in 1931.

The game used no electricity and only had one moving
part.

Unlike later pinball machines, Baffle Ball had no
bumpers, flippers or scoring device - players had to
keep track of score themselves!
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Animecrash2 (2008). 1931 Gottlieb Baffle Ball Pinball [YouTube]
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Because early machines like Baffle Ball had no player interaction after launching
the ball, their gameplay mechanisms were largely down to chance, not skill.
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STATE TROOPERS GRAB
150 PINBALL MACHINES

This led to pinball being banned in a number of |
US states in the early 1940s, with machines
being seized and destroyed.

New York City Mayor Fiorello LaGuardia was
among those who believed that pinball bred
crime and juvenile delinguency.

| CK THE HAUL—Troopers Ted Maywalt,
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of the 150 pinbal
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STATE TROOPERS GRAB
150 PINBALL HACHINES

The pinball prohibition lasted until the mid
1970s in California and New York — by which
point, videogames were Iin existence!
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Electromechanical games were early coin-operated games that had no
microprocessors or monitors.
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Companies such as Gottlieb, Bally, Midway, Sega and Williams made pinball

and electromechanical games before becoming involved in the production of
video games.
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Flippers.com (2009). Sega GUN FIGHT [YouTube]
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Kevin Keinert (2008). SEGA Moto Champ — 1973 Arcade Game [YouTube]
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In 1971 Computer Space, the first commercially-sold
coin-operated video game, was produced by Nutting
Associates.

It was developed by Nolan Bushnell and Ted Dabney
and inspired by Steve Russell's 1961 non-commercial
game Spacewar!.




GAME DESIGN
AND HISTORY VIDEOS AND PING PONG

However, Computer Space was not a commercial
SucCess.

Many players found the concept and controls too
complicated to grasp quickly.




GAME DESIGN
AND HISTORY VIDEOS AND PING PONG

In 1972, Nolan Bushnell, engineer Al Alcorn
and Bushnell's new company, Atari, released
PONG.

PONG was the first mass-market commercial
arcade game.
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PONG's success spawned a whole host of ball-and-paddle games that remained
popular over the next few years.

featuring new giant screen
all solid state components
one year computer warranty
plus all the features of

the original PONG.

2 players for 25¢
4 players for 50¢
operator adjustable to
4 players for 25¢

specifications:

height — 58
width — 317

h—

ey
shipping weight —
210 Ibs.
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Pong™ — the electronic video game everybody loves to play—is now
available for waiting rooms in two exciting new designs. Now kids (and
adults, too) will want to be early for their appointments!




HWORLD Al-4

a x5

MID TO LATE 19YV0°5

TIME



GAME DESIGN
AND HISTORY MID TO LATE 1970°5

¢ |

By 1975, interest in ball-and-paddle games n
was waning. Sports-themed titles were very
popular during this period.
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Driving and racing games had also surpassed
pong-style games in popularity.
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Exidy’s Death Race caused controversy with its depiction of violence — to earn
points, players had to run over pedestrians.
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EXCLUSIVE FEATURES

VECTORBEAM™ MONITOR

A patented technological breakthrough
which allows ultra high resolution.
(1024 horizontal positions-768 vertical)

COIN ACCUMULATOR

A unique feature which sells hours of
continuous, uninterupted play.

TOTAL ACCEPTANCE

A broad selection of play options
completely satisfies every player.

UNPRECEDENTED REALISM

True gravitational sun - orbital capabilities
- partial destruction on indirect hits -
flying ship debris - stellar constellations.

72" high - 32" wide - 30" deep

FACTORY WARRANTY

One year on major components

CiNemATRONICS, INC.
1044 PIONEER WAY
EL CAJON, CALIF. 92020

(714) 440-2933
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‘SPACE WARS

THE CENTER OF ATTENTION
FOR YEARS TO COME

DISTRIBUTED BY:

MID TO LATE 19Y0'5

In 1977 another graphical advance occurred as
vector video games appeared in arcades.

Cinematronic’s Space Wars and Vectorbeam'’s
Space War were early examples of vector
games, and were both copies of the original
Spacewar! For the PDP-1 by Steve Russell.
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Space Invaders was released in 1978 by Taito, and was licensed to Bally
Midway in the US.
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Asteroids, by Atari, was released in 1979 and was another example of a game
using vector graphics.
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1980 was also a big year for coin-op
games.

Namco employee Toru Iwatani
developed a non-violent game with
an eating theme, called Pac-Man.
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In 1981, Nintendo also entered the
arcade arena with Donkey Kong
(featuring its now famous mascot Mario)

with great success.

Donkey Kong was created by Shigeru
Miyamoto, now known for The Legend of
Zelda, Star Fox, Super Mario Bros 3 and
Super Mario 64, among other successful

titles.
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The game was one of the first Nintendo
coin-op games sold in the US and also
the most popular, selling around 67,000
arcade units.
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Early 80s Arcade Games
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Laserdisc games also emerged in the 1980s, with one of the most well-known
examples being Dragon’s Lair, produced by Cinematronics in 1983.

10
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One issue with arcade machines is that they were heavy and cumbersome, and
dedicated cabinets were difficult and expensive to replace.

11
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Interchangeable systems were introduced as a measure to overcome this
problem, such as Data East's DECO cassette system and Nintendo’s
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In 1982 the Japanese Arcade Machine
Manufacturers  Association (JAMMA) was
founded.

Around 1985, JAMMA Introduced a wiring standard
for arcade machines known as the JAMMA
conversion class.

Many American companies also conformed to this
standard.
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Mid to Late 80s Arcade Games y
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Hard Drivin, one of the first 3D polygon driving
games, was released in 1989 by Atari.

Unlike many other racing titles, Hard Drivin’ was
advertised as a driving simulation game.
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By this time, home console technology was
also improving and beginning to catch up to
the power of arcade machines.

Consoles like the Nintendo Entertainment
System (NES) and Sega Mega Drive were

able to offer almost arcade-like experiences ' o
. ~ K-/4
and many ports of successful arcade titles /J/ ;i
were available for the home systems. o) 2o
=S e W —



GAME DESIGN
AND HISTORY MID TO LATE 1950°5

By the end of the 1980s, the arcade’s
biggest competition came from home video
games.
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Arcades needed to offer a unigue experience to maintain business and stay
relevant.

Sit-in cockpits, vehicles and other elaborate designs, some with hydraulics and
force feedback for players, were popular by the late 1980s.




INSERT COIN TO CONTINUE



GAME DESIGHM

AML

HISTORY




