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1961

• PLATO is created
– A graphical network of computers

– It uses a touch screen



1962

• The first video game: Spacewar



1963

• BBN patents the modem
– They also go on to develop the Internet



1966

• Ralph Baer conceptualizes the modern 
videogame.



1969

• Two player Spacewar on PLATO
– This is the birth of networked gaming!



1969, the rest of the world

• The Beatles hold their last concert

• ARPANet is founded

• UNIX is written

• Men land on the moon



1970

• Dave Arneson invents roleplaying games



1971-1974

• Many games develop on PLATO



1975

• The first networked casual game: Bridge 
on PLATO



1976

• Wil Crowther creates the adventure 
game



1978

• Roy Trubshaw and Richard Bartle 
create MUD1
– With this, online worlds are born!

http://www.richardbartle.com/


1978, the rest of the world

• Advanced Dungeons and Dragons is 
published

• The first BBS is created

• Camp David peace accords are signed



1979-1983

• Many games are developed

• Minitel launches in France



1984
• Aradath costs $40 a month

• PLATO costs $5 an hour on Atari computers

• Islands of Kesmai costs $12 an hour

• William Gibson coins the word “cyberspace”



1985

• Habitat is the first graphical online world



1985, the rest of the world

• Mikhail Gorbachev becomes the Soviet 
leader

• Tetris is developed

• The Titanic is located



1986

• Netrek is created

• The first commercial play-by-email game, 
Rim Worlds War



1987

• Gemstone opens to the public
– It’s still running today, as Gemstone III—and 
they just announced Gemstone IV!



1988

• IRC is invented

• AOL is released under a different name



1989

• MUDS take off!
– TinyMUD is created

– AberMUD is created

• Legends of the Red Dragon goes on 
BBSes



1990

• LambdaMOO is created

• Diku MUDs are released

• FurryMUCK is opened.

• The word “avatar” appears in print.



1990, the rest of the world

• Windows 3.0 is released.

• Germany re-unifies.

• The first web page is written.

• Iraq invades Kuwait.



1991-1993

• An explosion of games, both commercial 
and hobbyist

• DOOM comes out, and video games 
go 3d

• Mosaic makes the Web use graphics



1994

• Many chat-only worlds are created
– WorldsAway, WorldsChat, etc

• Scripting appears in Diku muds.

• Avalon is the first commercial mud on 
the Internet.



1995

• Quake

• Air Warrior



1996
• Meridian 59
• The Realm
• Dark Sun Online
• Nexon’s Kingdom of the Winds
• Furcadia



1997

• Ultima Online

• Lineage
– With these two, the modern MMORPG is 
born



Today

• You probably know the history since 
then

• I started in the industry with Ultima 
Online

1978, 1979, 1980, 1981, 1982, 1983, 1984, 1985, 1986, 1987, 1988, 1989, 1990, 1991, 1992

1963, 1964, 1965, 1966, 1967, 1968, 1969, 1970, 1971, 1972, 1973, 1974, 1975, 1976, 1



The facts of history

• Online worlds have been responsible for 
many of the key innovations of the 
Internet

• Commercial online worlds are very old
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Applying past lessons
1. Players will demand complexity over time

2. User participation is inevitable

3. Business models come and go

4. Online worlds have always been the core of 
the market
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Complexity
• As we enter a market, the games 
start simple and grow more complex
– The additions of new playstyles are what 
open markets

– Adding classes, races, items, levels, are just 
stagnation
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User participation

• Critical since the early days

• A natural evolution as costs rise

• An entire branch of virtual world 
development that has not been 
commercially well-exploited
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Business models

• Used to be hourly, then flat rate.

• Now we see item sales and advance 
purchases of time.

• Each time the business model changes, 
the industry almost starts over
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Online worlds are the core

• They take too much time

• They are too complicated

• But they are where the money has 
always been
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Development practices

• Static content is growing expensive

• Algorithmic content and simulation are 
the future
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Architectures
• Template-based content

• Scripting for special events

• User upload of textures and scripts

• Algorithmic or procedural generation of 
generic content
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Tomorrow?
• A hit song from an online world?

• Worlds used for education

• Budgets continue to skyrocket

• Consolidation of the industry

• Simulation-based worlds
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