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Technology was developing at a rapid rate by the

beginning of the nineties.

Videogames had changed dramatically since the start

of the 1980s - the power and capabilities of home

consoles was much more than their predecessors.

Arcades were still popular, though visually the home

console market was beginning to catch up.

1980

1990



Despite the existence of 16-bit and 32-bit consoles at this time, a significant

proportion of console owners still owned and played the older 8 bit consoles.

The 8 bit machines had many releases in the early 1990s, despite a huge range

of more powerful technology being made available to gamers at the time.





The Neo Geo was developed by SNK, a former Nintendo licensee and released 

in 1990.

It was based on SNK’s arcade cabinets and was also the first home game 

console to feature a removable memory card for saved games.
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In 1991 Sega introduced their own portable

system - the Game Gear.

The Game Gear was essentially a handheld

Master System, sharing many titles with Sega’s

8-bit console – though the games were

adjusted to accommodate the smaller screen

size.

Master System and Game Gear titles were not

compatible.



Portable / Handheld gaming appeared to be a rapidly growing market, as the

NEC TurboExpress was also released at this time.



The TurboExpress games were compatible with the Turbografx-16, though NEC

sold fewer consoles than Nintendo and Sega.

As a result, this additional feature did not influence sales for the system.
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Atari finally discontinued the ageing VCS/2600 and the 7800 in the early 1990s to

concentrate on the Lynx handheld.



The Atari 2600 was officially retired by Atari on January 1, 1992 – making it the

video game console with the longest active lifespan in game history.

1977 - 1992



In the early 1990s, the Sega Mega Drive

eventually became a dominant platform

particularly in the west due to healthy third party

support (including a string of highly respected EA

sports titles such as John Madden and FIFA

Soccer).

This earned Sega a reputation for being a ‘cool’

brand as opposed to Nintendo’s softer image.
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By the time Nintendo responded with

their own 16-bit successor to the NES in

1991 – the Super Famicom (Super NES

in the west), Sega had already built up a

considerable lead in the market, and at

release the SNES cost $100 more than

the Mega Drive.



The Mega Drive also had 150 titles on

the shelves by this point, compared to

the SNES’s 12.
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A heated competition was developing between these two hardware

manufacturers, fuelled to an extent by an aggressive marketing campaign in the

US by Sega.



While directly competing consoles had existed through every generation of game

history, this particular rivalry had a significant impact on an entire generation of

game consumers.



Genesis does what Ninten-don’t…



Nintendo responded in a similar fashion with a similar campaign – ‘Nintendo is 

what Genes-isn’t’.



Sega’s focus on sports titles and games that were distinctly different from the

colourful, friendly and largely accessible image Nintendo had created for itself

increased their appeal with an older demographic.



A Sony marketing team at the time discovered that teenage boys who owned a

SNES would not admit it in focus groups!



Sega’s aggressive tactics helped the company (and the Genesis/Mega Drive)

expand its consumer base in the early nineties - at this time, Nintendo still

dominated the US market with the NES.

“We started the aggressive advertising campaign “Genesis does what Ninten-

don’t”. We concentrated on games that Americans would play… sports games,

specifically, and some other products. And we attempted to develop a mascot

character like Mario.”

- Michael Katz, former CEO, Sega of America



In 1990, Hayao Nakayama, Sega Enterprises CEO, instructed all Sega

development teams to come up with proposals for a mascot for the company.



Naoto Oshima, part of Sega’s AM8 team, submitted designs for a character that

later became Sonic The Hedgehog.

Sonic The Hedgehog was released in June 1991 for the Genesis / Mega Drive,

selling 4 million copies and going on to become iconic in early 90s videogame

culture.
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Before Sega and Nintendo could release successors to their

16-bit consoles, several other competitors entered the

market with more powerful 32-bit and 64-bit consoles.

The technology offered by these new machines provided a

massive increase in storage capacity with CD-ROM.



Cartridges on 16-bit machines would contain roughly 1 to 2

megabytes (MB) of content.

With the introduction of CD-ROM platforms and more

powerful processors, games could now be expanded to

around 600 megabytes.



Sega announced the Mega CD (called the Sega

CD in the US) in 1992.

This was not a new console in its own right, but an

extension of the Mega Drive that allowed it to play

CD-ROM games, potentially extending the

console’s lifespan.

Many of the Mega-CD’s titles were FMV (Full

Motion Video) games.





3DO, a company formed by Trip Hawkins

(founder of EA) collaborated with electronics

company Panasonic (and later, Sanyo and

Goldstar) to produce one of the first 32-bit

machines in 1993, the 3DO Interactive

Player – essentially a multimedia machine

with gaming capabilities.

The 3DO originally retailed at $699!





Commodore, the manufacturer of the Amiga

Computer, decided to jump on to the CD-based

games console bandwagon with the Amiga

CD32 in 1993.

Unlike the 3DO, the Amiga CD32 had a large

amount of software titles available due to the

console being compatible with Commodore’s

nearly defunct CDTV multimedia system,

launched two years earlier.



Philips also entered the market with a similar multimedia machine – the CDi –

while Atari made a surprising return to hardware manufacturing with a dedicated

games console, the Jaguar, also in 1993.

The Jaguar was a 64-bit cartridge-based machine (though its graphics chip was

only 32-bit and its CPU was 16-bit).





However, it was not a happy return to the market

for Atari, as the Jaguar suffered from a lack of 3rd

party software support as well as heavy competition

from 3DO, existing games consoles, and eventually

the release of the next generation of 32-bit

systems.

Despite being the first platforms to offer modern-

style 3D graphics, neither 3DO, Phillips, nor Atari

received much success.





Meanwhile, PC gaming was also beginning to evolve.

ID Software released Wolfenstein 3D in 1992 and DOOM in 1993.
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These fast-paced FPS (First-Person Shooter) games became incredibly popular,

with many other similar titles being produced throughout the nineties.



First Person Shooters are still an incredibly popular genre nearly 30 years later.

Initially considered to be more suited to PC gaming due to peripherals and

hardware, FPS games would later find a large following on consoles in future

generations.





During the early nineties, Nintendo and Sony entered into talks to create a CD-

based system to succeed the 16-bit generation.

The ND Drive was originally planned to be an add-on for the SNES, in a similar

fashion to Sega’s Mega-CD.



SNES owners at the time who wondered if they should have bought a Mega

Drive were happy to hear that Nintendo were developing a CD-ROM system.



However, Nintendo announced in September 1993

that it was teaming up with Silicon Graphics, a world-

leading visual computer technology company, to

create a new 64-bit machine code-named Project

Reality.

With the company focusing on development of the

new console, the ND Drive was dropped, and the

Sony-Nintendo relationship was severed for good.
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Having been incensed by Nintendo’s actions, the

head of the initial Nintendo project - Ken Kutaragi -

was supported by Norio Ohga, the Sony CEO at the

time, to begin work on Sony’s own CD-based system.
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A few years later, this would drastically change the balance of power in the

global games industry.





1990 - Nintendo releases Super Mario Bros. 3 - the most successful non-

bundled game cartridge of all time.

SNK Brings 24-Bit Neo Geo console to the US.

1991 - Nintendo of America releases the SNES.

Sega releases Sonic the Hedgehog.

1992 - Genesis takes control of the US market, 

outselling the SNES.

Sega releases the Mega-CD.



1993 - Panasonic begins marketing the 32-Bit 3DO.

Atari launches the 64-Bit Jaguar.

Id Software produces Doom for PC.

Senators Joseph Liberman and Herb Kohl launch Senate hearings 

on video game violence.



Hardware examples:

▪ Sega Mega-CD

▪ Nintendo SNES

▪ Philips CD-i

▪ Sega Game Gear




