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ne of our favorite topics of discussion has been the advances made in technology over the past few
decades. Not only has mankind made enormous strides in several ﬁelds but even more impressive is
the fact that the rate at which innovations are being made is rapidly increasing. In other words, if you
were able to take a person living in the 1400’s and move them through time and drop them oﬀ in the
1700’s, sure they may be impressed with a few minor changes but the world would look relatively the same even
after three hundred years. Horses and wind powered ships would still be the main methods of transportation and
the hand written letter would still be the only method of record keeping and communicating besides talking. However, if you took a person from say the mid 1800’s and dropped them oﬀ today, the world today would be virtually
unrecognizable to that person. e progress that has been made in communications, transportation, medicine and
computers alone just in the last century has dwarfed the endeavors of the previous thousand years. We thought it
would be fun to look at the timeline of one particular industry…video games. Of course we could talk about many
other more important innovations like the computer or the cell phone, but video games have some interesting
qualities. For starters, video games have penetrated nearly every other media device like cell phones for example.
When video games were ﬁrst invented, they were originally designed to target children. Today, those same children who grew up going to the arcade and begging their parents for quarters to put in the machines are now adults
with children of their own. However, in many cases, they themselves are still playing the video games as adults.
Of course, now the children beg for dollars as the games no longer cost a quarter. In any case, it has become a multigenerational phenomenon. e game manufacturers are selling to the new children and also to their parents who
grew up playing the games and never stopped.
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Video games can trace their origin back to the late 1940s and early 1950s when they were nothing more than a
few knobs controlling a bouncing ball on a screen. After the onset of these ﬁrst video games and a lack of creativity,
several companies were forced to exit the sector as they thought there was no money in it. A few however remained
and this is what gave way to what is now referred to as the golden age of the video game arcade. e arcade gaming industry entered this golden age in 1978 with the release of Space Invaders by Taito, a success that inspired
dozens of manufacturers to enter the market. Due to the fact that the companies saw how much potential money
there was if you had a winning title, the creativity came back into the industry. Soon after, arcade machines became prevalent in mainstream locations such as shopping malls, traditional storefronts, restaurants and convenience
stores. Space Invaders would go on to sell over 360,000 arcade cabinets worldwide, and by 1981, generate a revenue of more than $1 billion from over 4 billion quarters, equivalent to over $2.5 billion today. Once the industry turned this corner, arcades popped up all over towns everywhere. Does anyone remember the birthday parties
at the arcade followed by the best tasting, burn the roof of your mouth pizza? Is it us or has pizza never tasted quite
as amazing since? Suddenly we went from having to beg our parents for a quarter just to play for three more minutes, to a stretch of several hours of unlimited play for the duration of the party…wow! e next innovation that
came after the arcade was the birth of the home game system which was made available by the advancements in
the televisions that were now in our houses. Color televisions and better clarity created the opportunity for these
companies to make real advancements in home gaming. Atari, Intellivision and ColecoVision were the ﬁrst to really access the home gaming market. By 1982, approximately 8 million American homes owned a video game console, and the home video game industry was generating annual revenue of $3.8 billion. During the next few
decades, the home game systems rapidly advanced and many households went through several systems over the
course of a few years as every new machine seemed to make the previous one obsolete. One of the most exciting
moments was the arrival of the japanese system Nintendo that changed the course of video gaming by not only improving graphics and playability but also brought about the concept of games that involved more thinking and
problem solving such as the famous Legend of Zelda. Games were now more than just hand eye coordination and
involved real thinking and choices. Perhaps the biggest change though came sometime in the late 1990s when the
home game systems surpassed the arcade versions and began having either as good or better graphics than their
arcade counterparts. Why would someone go out to the mall or store to pump endless change into the arcade game
when they can sit at home on the couch and play for free whenever they choose? Systems like the Nintendo WII
have even begun using simulations that involve actual physical activity. Not a bad way to get us oﬀ the couch
maybe. en things on the home system really got rolling when the internet arrived. Today, not only can you play
these video games at home that are superior to the the old arcades, but now you can play with your friends over
the internet who are not even in the house with you or you can even play with someone whom you don’t know in
another country. Imagine what the future will bring.
(Source: Wikipedia)

