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196

« PLATO is created

— A graphical network of computers
— |t uses a touch screen




- [he first video game Spacewar
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1963

- BBN patents the modem

— They also go on to develop the Internet




1966

« Ralpn Baer conceptualzes the modern
videogame.




1969

« wo plaver Spacewar on PLATO
— This is the birrth of networked gaming

Spacewar concentration. Bruce Baumgart and Ralph Gorin
one on one.




1969. the rest of the world

The Beatles nold their last concert
ARFANet s Founded

UNIX is written
\Ven land on the moon




1970

- Dave Arneson nvents roleplaying games




1971-1974

- Many games develop on PLATO




- 1975 10

« [he first networked casual game: Bridge
on PLATO




« WI Crowther creates the adventure
game

in the rock. Dowvnstream th
»qo south

You are in a 28—foot depres
dirt is a strong steel grat
leads into the depression.
The grate is locked.

Jopen grate

The grate iz now unlocked.

| ' »eat food

Aot Thank you, it was delicious
ENTERTAINMENT



1978

- Roy Irubshaw and Richard Bartle
create NVIUDT

— \With this, onine worlds are born!



http://www.richardbartle.com/

« Advanced Dungeons and Dragons is
published

- [he first BBS is created
- Camp David peace accords are signed
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1979-1983

- Many games are developed
- Mintel launches In France




- Aradath costs $40 a month

« PLATO costs $5 an hour on Atari computers
« Islands of Kesmai costs $12 an hour

« Wiliam Gibson cons the word “cyberspace”
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- Habitat 1s the first graphical onlne world

: MHira ||'I|:||_| - o rr.li--:'l'l
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« \ikhal Gorbachev becomes the Soviet
leader

. Jetris Is developed
« [he Tianic is located
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o Nelrek is created

« [he first commercial play-by-emal game,
Rim \Worids \War

[®] Netrek @ playba

Hame

pha Y->ROM
QuiXotE ¢
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1987

« Gernstone opens to the public

— [b’s stil running today, as Gemnistone f-and
they just announced Gemnstorne /W




. |RC is invented
« AOL Is released under a dfferent mame

File Tools DCC Commands ‘Window Help
Elegel:
[=)Status || #oldies [Ftrashos

Ba2l$ 3

ntre 21-22h pour la plus grande reunion d'abondonware jamais orga... [[=] B3

e
<Pierrot-Le-Fou> moin bon, que le 1, a mon avis :Jggzgd Hand
*x* jarwain has joined #oldies @Larg;
<GuybrushNzn> Pis le meilleur Westwood ? ~* @Mr Carote
<Indianagilles> moi j'aime beaucoup le 3. en fait j'aime les 3 premiers +Dj Lc
<Dj_Lc> le meilleur c'est Loom et puis c'est tout ( et Indy 3 aussi) 1
<Cold_Hand> Pierrot -> pourquoi ? +Torus
<Pierrot-Le-Fou> la fin du 2 est super décevante +Wokie
<Large> ouaip monkey 2 a vraiment étonné qd il est sorti Angel2k
<iarwain> re bananolu
<Largo> faire aussi bien que monkey 1 et meme + CaptainFR
<Indianagilles> aaaaaaaaaaaah, loom DnC[Etudie]
=%x Torus has joined #0ldies Froggy
<Pierrot-Le-Fou> et puis, il faut pas oublié herman toothrot GuybrushLi jo
<GuybrushNzn> moi j'ai adoré Kyrandia 1 et 2 °° Buybrshizn

a % i guurb
<pimpops> les indy sont terribles i

iarwain

2;0rus> Salut R Indianagilles

f_ﬁarntg).turu? H lapinoux
<Dj_Lc> bj ?arm?ln_:o) - Mochu[Bad-Trif]
<Torus> J'ai failli oublié :o0) Pierrot-Le-Fo!
<Mr_Carote> bah sites donc :o0) pimpops
<Pierrot-Le-Fou> kyrandia 1 est super punisher
<Dj_Lc> il est la toto ? Rico2000_de_r
<GuybrushNzn> le 3 par contre ~* Sniper 8087
<trashos> 1lu SpaceHanbou
<Indianagilles> Non la fin du deux est superbe. C'est 1'explication du trois qui est nule trashos
<GuybrushNzn> Torusssssssssssst Winny

<SpaceManbow> salut torus
<Wokie> salut torus
| <Cold_Hand> Hello Torus ?

@ <Torus> Merci Guybrush de me 1'avoir rappelé

<GuybrushNzn> arf

*x%x Cold_Hand sets mode: +v Torus
<pimpops> salut torus

<Torus> ¥'a du monde quand méme
<GuybrushNzn> Te trompes pas de Guybrush
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« MUDS take offl
— TinyMUD is created
— AberMUD Is created

« Legends of the Red Dragon goes on
BBSes

& Telnet - waterdeep.mudsrus_com

our inventory. This mud has TOWS of color, just type COLOR to activate it.
WEB PAGE: Http://www.slic.com/punk/waterdeep/mud.htm
<>

HAVE FUN: To leave this room and go to the Waterdeep Gardens, a place
of learning, just go down, and go north, you'll find your way. If your
looking to get right into the mud, just go down, and west.

[Exits: doun] [Doors: none]
A rolled up map is here.
A plague hangs on nothing. READ ITt* (type 'Read Plaque)’

108/188hp 188/1088mana 1588xp Felonius>
Gort [0/A] Asks 'whats the directions to the cave’

188/188hp 100/1@0mana 1588xp Felonius>
Trakand [Q/A] Asks ‘what cave?’

1688/188hp 100/180mana 1588xp Felonius>
Gort [0/A] Asks 'the cave with the duger dwarfs and angry minatours®

Se
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ENTERTAINMENT 1808/186hp 108/108mana 1588xp Felonius>

100/186hp 100/100mana 156808xp Felonius>
Gort [Q/A] Asks 'anyone know directions?’




1990

LambdalVIOO s created

Diku MUDs are released
—urryMUCK s opened

The word “avatar” appears in print

NEAL STEPHEHSO




WXindows 30 is released

- Germany re-unifies

- [he first web page is written
« rag invades Kuwal

= Control Panel

Settings Help

il Ad .

File Manager
Yiew Options WWindow Help

Directory Tree

Fonts Parts Mause
e - —= ll[[PC DISK] C:
='| Program Manager | =~ | -

File Options Mindow Help

Main |'|‘

=]
foos)

File Manager Control Panel  Print Manager Clipboard DOS Prompt

e &

‘windows Setup Read Me EI Microsoft Windows
Yerzion 3.00a
Copyright © 1985-1990 Microsoft Corp.

Real Mode

—_— e Free Memory.___._. 289K
[lf]n] Llk]L)
e ] ] ]e]
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« AN explosion of games, both commercial
and hobbyist

« DOOM comes out, and video games
go 3d

« Mosaic makes the \Xeb use graphics

e = | 'eu‘uu,v"
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- Many chat-only worlds are created
— WorldsAway, \XorldsChat, etc

« SCripting appears N Diku muds.

o Avalon is the first commercial mud on
[he Internet

The Descent of Avatars

Proto-Avatarus

Islandius Orientus
(Pre-Avatar) (Island Awvatar) (Eastern Avatar) (M
f o c. 1985 AD. €. 1990 A.D.
Vienna, Virginia  Tokyo, Japan
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1995

o Olake
o Ar \X&arior




1996

Meridar 59
[he Realmn
Dark Sun Ornine

o rcads
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1997

« Ubima Onlne
- Lineage

— \With these two, the modern VIMORPG is
born




Today

« YOU probably know the history since
then

« | started in the industry with Ubima
Orilne
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The tacts of history

« Online worlds have been responsible For
many of the key iNnovations of the
Nternet

« Commercia onine worlds are very old
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Applying past lessons

Flayers wil demand complexity over time
User participation is inevitable
Business models come and go

Online worlds have always been the core of
the market

- W=
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Complexity

« AS we enter a market, the games
start smple and grow more complex

— [he addtions of new playstyles are what
open markets

— Addng classes, races, tems, levels, are just
stagnation
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User participation

- Critical since the early days
e A nNatural evolltion as costs rise

« AN entre branch of virtual \world
development that has not been
commercialy wel-explotted

964, 1965, 1966, 1967, 1968, 1969, 1970, 19¥1, 1972, 1973, 1974, 1975,
9, 1980, 1981, 1982, 1983, 1984, 1985, 1984, 1987, 1988, 1989, 1990, 1




Business models

« Used to be hourly, then Flat rate

« Now we see [tem sales and advance
purchases of time.

- Each tme the business model changes,
the industry amost starts over
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Online worlds are the core

« [hey take too much tme
- [hey are too complicated

- BUL they are where the money has
al\wvays been
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Development practices

« Static content Is growing expensive

« Algorithmic content and smulation are
the Future
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Architectures

« Jlemplate-based content
« SCripting for special events
« User upload of textures and scripts

« Algorithmic or procedura generation of
generic content
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Tomorrow?

« A ht song from an onlne world?
« \Xorlds used For education

- Budgets continue to skyrocket

« Consolidation of the ndustry

- Simulation-based worlds
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