




Video games are one reason why personal 
computers keep getting faster.

Technology developed by the the video 
game industry is also used in science.

The video game industry makes more 
money than the film industry.



The first video game was released in 1958.

In the 1970s, video games became widely 
available in arcades and on home 
computers.

Early video game graphics consisted mainly 
of geometric objects.



The game "Pong", 
released in 1972.



The game "Speed 
Freak" from 1977.



For the first time, graphics were not 
generated programatically but created by 
an artist and saved to an image file.

Sprites often consist of a series of images 
that are played in sequence to create an 
animation.

Even today, many games used sprite -
technology.



"Space Invaders" from 
1978



"Pac Man" from 1980



"Rayman" 
from 1995



3D-Engines had been "faked" before, 
mostly in racing games but never without 
major flaws.

The technology used by these games 
created a realistic 3D -environment that you 
could walk through. 

All objects and characters excluding the 
walls were 2D -sprites.



"Catacomb 3D" 
from 1991



"Wolfenstein 
3D" from 1992



"Doom" from 
1993



With increasing processing power, it finally 
became possible to create "real" 3D 
engines where all (or at least most) objects 
and characters were 3D.

In the Doom age you were restricted to 
moving forwards and to the side, now it 
was possible to also move upwards and 
downwards.



"Quake", 
released in 
1996



"Max Payne", 
released in 
2001



"Doom 3", will 
be released in 
October 2004



"By 2010, I think we'll be photo -realistic in 
outdoor and indoor environments", Tim 
Sweeny, Epic Games

Itós already possible to create photo-
realistic graphics on the computer, but not 
in real -time.



"Unreal 3", will 
be released in 
2006




