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'On records Sony's journey from the days when it operated on the
s of the industry (with 1983's MSX Hit Bit) via its brief dalliance
Nintendo and the launch of the world-conquering Playstation.

yhiko is one of Game0n's
de~*rable “gadgets from the
", dnd of cross hetween a
ss radio, a handheld console
personal organiser, it's the

t thing to come out of
since Tetris. Or those crazy
powered boots that enable
- walk at a speed of up to
es per hour.

Game On

Have you ever wanted to
i see the first videogame
4| ever made? Take a
glimpse behind the scenes
of the Final Fantasy series?
Find out what indian gamers are playing
at the moment? Or get to try out some
cutting-edge Japanese Lities? Well, forget
Glastonbury, Ibiza and Reading, this
summer there's only one place to be: the
Barbican Art Gallery in London. For there,
nestling uneasily among the jobbing
actors, classical musicians and art
exhibitions, the most amagzing show the
videogame world has ever seen is
opening on 16 May.

GTA... Until the police intervened.

The GameoOn exhibition features many of
the gimmicks used by games publishers to
promote their products to the press. In the
past OPM has received “joke” bombs and
swords through the post in the name of
publicity. Meanwhile, Rockstar intended to
give away crowbars, knives and baseball
bats to herald the release of the tasteful

Naughty:by;nature:’

THE STORY SO FAR
Entitled GameOn, the show features
hundreds of the brightest, best and plain
welrdest games that co-curator (and
ex-Rockstar Games and GTA producer)
Lucien King could find. Like what? We
asked him. “Well, the show starts with
loads of lovely, Jennifer Lopez-curvey, old-
fashioned cain-ops. You should see them!
Tney're like the size of refrigeratars, And
you can see the first videogame ever
made - Space War! - which was
dzveloped in 1962 by a group of model
railway enthusiasts who worked for the
Us military.

“Then we trace the history of

consoles through Atari and Sinclair {
Commodore and PlayStation. We ha
rooms stuffed with playable pods of
the greatest games ever made, like
Tekken and Parappa. Then we look |
gaming crazes from around the wor
like Dragon Ball Z and Gundam in Ja|
There are also films and TV series
(including a top-secret preview of ne
BBC gaming drama Ace Lightning)
inspired by videogames. And using
interviews, sketches and early and
complete builds of code we show w
went into the making of classic gam
like Pokémon, GTA, Tomb Raider and
Final Fantasy series."
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From the f Ims that msplred Driver to the worst
consoles ever made - there’s something for everyone.
Luclen King introduces some of his show favourites...

s and art galleries aren't
atural of hedfellows

ut the fact that the
:hibition at the Barbican is
down to the efforts of two
1 King and Conrad Bodman.
‘® Lucien helped launch

1l developer Rockstar

le conrad Bodman has
urated The Art Of Star

Al a show dedicated to
dsons.
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TONB RAIDER
"specifically we're looking at the
development of Lara Croft. When
the first game was released Core had
no idea how big she was going to be.
Within a few weeks of the game they
were being deluged by fans asking
where she was from, what her
parents were like, etc. and they just
had no idea. Se it's an insight into
how they fleshed the character out.”

Fiy ey
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SPACE WAR!
“One of the really interesting
things about the games industry is
that it basically grew out of the US
military’s research budget. Games
like Dafender, Asteroids, Battlezone
and Space Invaders capture a bit of
the cultural paranpia of the Cold war
period... But ohviously they're, er,
great fun to play as well.”

e e e

EVERY SIGNIFICANT CONSOLE
“Not many people know that
before the PlayStation Sony had
dipped its toes into the market with
MSX Hit Bit in 1983, and the show will
let you see that. You can also play the
very first home conscle ever, The
{ Magnavox Odyssey, which was
released in 1972. Every single game
{ onitis based around contralling a
little white ball, most famously, Pong.”

THE WHITE CAT TORA
“In Japan, Sony’'s PocketStation
add-on is synanymous with Tora, the
white cat. The cat was initially used
like the paperclip on Word or a
character on an email client to
explain what the PocketStation was
all about to the public, but now it's
everywhere on drinks, food, etc. It
even has its own fan club and, I think,

E OF THE FUTURE  mapped into a game. There are so many

Id you be booking your rezsans. Why wouldn't you want to go?" it's been on chat shows too.”
s instant? "To get excited. GameOn opens on 16 May and is at
" says Lucien. "To see the the Barbican until 15 September 2002 FINAL FANTASY ART
one of those crazy when it moves to The National Museun "We're mainly concentrating an
g games. To see the of Scotland, Edinburgh, in Octobear and the artwork of Yoshitaka Amano, He's
is like the ccolest new the rest of the world in early 2003. been warking on the Final Fantasy
1s5ia. To have your face & Scott Anthony series since the game's earliest
incarnations. Befare Final Fantasy Vi
AN GE %ﬁ%ﬁﬁ AE%E%EE R .‘3@‘&* E he used to concentrate on box art
and images that would orientate the
s action. Now there are no significant
@ PDH l T S iCL’-‘xi_ technological limits and what he doss
of gaming e It's showing in London q DO goes straight into the games.”
epresented and Edinburgh only it Il be massive - £
teat games  © Which could make it we're expecting ; e T S R
aal, sort of  fairly pricey to get to great things

Game On



PC Gamer

S UP

Bringing the__past present and future of
Jmputer gaming to the masses.

. pening on 16th May, Game
3 On promises to be a shaw
{ like no other Its not funded
by the industry, and it's not
i there to make you buy
computer games. Its
there to explore the
culture, the history, and the future of
the videogame ~ comprehensively,
globally, and on an epic scale.

Four years in the making, the

Scotland and the Corporation of London - just
lke areal, grown-up cultural exhibition.
Naturally, it's still going to be as fun and
interactive a show zs the organisers can make
it, with plenty of classic coin-op and consale
favourites for you to renew old and fondly
remembered acquaintancas with, or
possibly point at and laugh. But dontt
expect to be greeted by an array of
cheerfully beeping 1980s arcade machines
the moment you walk in through the door,
show will fill two whole floars of the because videogaming beganin 1962 with
Barbican, and run for five moniths, Space War, which ran on an oscilloscope
rraking it the longsst-running exhibition N\ on the first POP-1 mainframes, and it's
the Barbican has ever put on. After that, here that the show starts. Someone, it
its scheduled to travel to Edinburgh, seems, has been doing their homework
Paris, Helsinki, a number of American {possibly by reading PC GAMERS
cities and finally Tokyo over the next two Construction Complete? book).
years, And the roney for this venture Space Invaders, Missife Command
comes jointly from the public purse in and chums don't even get a look in until
. the section next door, and consoles the
section after that - and then youre stil
only halfway through the first floor,
{\ The rest of the show takes a more
| _ thematic approach, kicking off
‘.I.ara PRI vith a "Making and Marketing”
TR HTHELCEA  section that ifts the lid off the
LW backroom world of garme
UG design, with behind-the-scenes
LA 1\sights into the creation and

il l‘i

B <,
7Fun with'guns:
yamadern=-day"

marketing of such big-name games (brands, even)
as Tomb Raider and Grand Theft Auto. = - -

Big intermational displays map out the
divergent gaming trends of Furope, America, fapan
and the rest of the world, with a look at the way
some games have had to be redesigned to sell
overseas. There's also a rare chance to see some of
the bizarme daling, dog-walking, and even stranger
sims from the land of the rising sun that have never
made it acrass the cultural divide at all.

The role of sound, and the increasing level of
crossover between mainstream and videogame

Pang. An;early game: o ;
created by Vikings. music, is also explored. As is the crossover

: N‘A-*ED‘:\D . % S 7 e R e W  between game and film, from the early days of the
DY, S o i i Sumg e} Star Wars arcade cabinet to today’s story-driven

Game On Press Pack 7
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Has the videogame finally made the jump from technological novelty to
authentic cultural phenomenon of the age? It must have: they're doing
2 show about it at London’s Barbican Centre. But is this what we want
for our hobby, to be dragged out blinking into the sunlight? Come and
discuss at www.futureforums.co.uk/pcgamer.

GUEST CURATOR, GAME ON

“Videogames have always been
art, science, technology and
entertainment. The question of them
being art or not is old; the fact that
two institutions have responded and
stumped up some good maney to
look at videogaming like this is the
distinctive thing. The Brian Sewells and the older
reviewers, some of them will not have the confidence to
come down here. Well challenge them in the same way
youd challenge a punterto duke it out: if you don't
" think videogames are up to this kind of stuff; come
down here and well make sure you feel differently by
the time you leave.

“yhat we've tried to avoid doing is predicting the
future in a kind of hapless fashion, saying “It will be like
this” — instead were picking things which are already in
existence, maybe in some parts of the world more than

;. others. Games have grown.up in the machine, and ;
increasingly a lot of games are starting to push at
* coming out of the four walls of the screen — where the
game has escaped from the box and invaded your real
life. Things like Lara Croft, or the addictions people have
to certain of their game characters.. We've tried to pick
- up particular things which are happening in a selection
of areas 'and reference those as indicators of content and
technical trends that-are emerging, or already emergent. ..
: - “The realfuture will be in the younger generation: -
*- coming through shows like this as it tours the world,
- who are going “That's'crap, that's crap, that’s erap, that's
-~ embarrassing, that's rubbish; I' want to do something
: IR NS : & ‘“hatter” It's the people who push to do better, or work
f harder to try and do that, that are where the future’s

Hath's most modern
arcade, yesterday. See
the swarming children.

anc_:i dnernatic 3D shoot-em-ups. There’s even " gaing to happen.

a videogame-related film season running ; “The main thing is just to get this exhibition in

concurrently at the Barbican cinema. “place and allow it to become old news, in a funny kind
The show gleefully explores the phenomena ‘of way... And peaple to go on and do or think ar

describe or debate whatever they, want to. And Lhope it
: won't be issues of violence and it won't be issues of “are
they good for you®, but that'it will hopefully be more
humane and democratic.. 1 think there will be a lot of
" grandparents coming with their children, it's the kind of

of multi-player 2nd online gaming - and even has
its say on the very future of gaming. Ifit can deliver
the goods, Game On really could be the first
computer games show with something for

fi_\: er"ygne, = ‘lj something of a rp;lestone suent i thing where the grandparent will have seen and played
e industry’s long a_nd wobbly journey towards  Pong, or Space Invaders, and the kid is mashing up
recognition in the wider world. Super Monkey Ball. How can we predict the

Game On opens on 16th May 2002 at the conversations that they'll have over their tea? There
Barbican Centre, London, and runs until 15th * may be some interesting things that come of it.
September. Tickets cost £11 for aduits, £5 for kids. “This is an attempt to look at something very

popular, in a coherent comprehensive way, and say:
“Good on you for.having done it, and what’s next?"
: . That’s the challenge.”

www.gameonweb.co.uk PEd

Game On



Game On

BLASTS FRUM THE PAST

From the bedrooms of computer nerds to a multi-million-pound global empire,
Esquire charts the'rise and rise of the videogame
WORDS Baniel Pemberton ILLUSTRATION lo Dutnall, :

HISTORY IS HAZY abour the first videogame
created. If we're being technical, the credit
must go to William A Higinbotham, a US
Government nuclear engineer who, in an
attempt to give visitors to the Braokhaven
National Laboratory semething more
entertaining to do, hooked up a primitive
tennis-style game on an oscilloscope in
1958. Others cite Steve Russell, a student
at Massachusetts Institute of Technology
who, in 1961, created Spacewar for the
Digital PDP-1. However, it wasn't until
Pong in 1972 thart videogaming captured
the public imaginartion,

Everyone knows about Pong. The
arcade cabinet had only two instructions:
"DEPOSIT QUARTER" and “AVOID
MISSING BALL FOR HIGH SCORE”.

The first Pong machine was assembled by
a Utah student, Nolan Bushnell, in his
apartment. |t was very popular; four
years later he sold his company, Atari, to
Warner for $28 million. All of a sudden
everyone wanted to be in videogames.

What this meant, unfortunately, was
that every man and his dog then
proceeded to bring out a Pong-style
machine. They plugged into TV sets and
frequently offered a variety of differenc
sporting games (“badminton”, “football”
etc), which usually amounted to nothing
more than Pong from a different angle.
The public soon got bored and the
electronic games market suffered its first
crash. It looked like videogames would
be nothing more than a fad.

Interest picked up again, though, in
1978 with Space Invaders. The arcade
version of the game caused a national
coin shortage in Japan, while in cartridge
form it was the launch pad for Atari's
VCS 2600 home console. A variety of
now legendary arcade games soon
followed, including Asteroids, Defender,
Missile Command, Battlezone and Frogger.
One game in particular, Pac-Man, became
such a massive hit that it spawned a host
of branded products — everything from
lunchboxes and clothing to its own (rather
poor) cartaon show. Originally called
Puck Man (which, when you think about
it, does make a lot more sense) the
game's name was changad after senior
exacutives realised that it would be all

www.esquire.co.uk € 85
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too easy to turn the title into something
that sounded a fot less family-friendly.

From here on, games’ development
would vary according to location.
Although Nintendo’s handheld Game &
Watch series, the Atari 5200 and Vectrex
all atrempted to conquer the worldwide
market, the UIC scene was rocked by a
company whase only previous claim to
fame was the production of calculators
and radios: Sinclair Research,

Released in [980, the Sinclair ZXB80's
specs were primeval by today’s standards
(blacle-and-white graphics, 1K of RAM)
but, at under £100 — £80 for a build-ic-
yourself-kit — it was a marketing triumph,
Its successor, the ZX8|, sold well in the
US and, back in the UK, it became the
first home computer available on the high
street. However, within [2 months it was
consigned to history by the ZX Spectrum.
This was a colour machine. It had (6K or
48K of RAM. It had lictle rubber buttons!
The demand was so great that, within a
month of its faunch in June 1982, the
company had a backlog of 30,000 orders,

More followed: the BBC Micro
(bought by families with videogame
phobia because all the schools had them),
the Amstrad CPC (sexy price) and
Commodare 64 (much better graphics
and sound). Kids pestered their parents
to get them one with the rather
laughable excuse that "It will help with
my homework". Of course, no one had
any intention of doing any homework on
it, but most parents didn't like splashing
out for a machine that, shock horror,
could only play nasty, violent videogames,
Their children would spend a couple of

96 € www.esquire.co.uk
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The ZX80's specs were primeval by today's standards but, at under
£100 - £80 for a build-it-yourself-kit — it was a marketing triumph

THE ONES THAT
ROCKED OUR WORLD:
Manic Miner
Chuckie Egg
Donkey Kong
Super Mario Bros
Super Mario 64
WipeOut
Populous

Sim City

Bubble Bobble
Speedball 2

N64 Rumble Paks
Doom
Bomberman (Sega
Saturn)

Tetris Nintendo
Game Boy)
Street Fighter Il
Metal Gear Solid
Defender
Robotron: 2084
Pac-Man

Dut Run

Space Harrier

EA Sports

Sonic the Hedpehog
Tekken

Amstrad CPC
Codemasters
Lara Croft
Lemmings

Snake [Nokla
phones)

Game & Watch
Sony PlayStation

days trying to print“My name is Thomas
and | am cool” in flashing colours all the
way down the screen (no doubt the
words “"GOTO 20" are still permanently
lodged somewhere in the recesses of
your brain) but they soon got bored and
decided to play et Set Willy instead.
Games were loaded by audio cassette
(anyone who had a tape-to-tape copying
machine quickly obtained playground-god
status) in a process that took roughly
forever. Even when the machine didn't
crash, you still had to endure minutes and
minutes of white noise, toloured bars
and incessant electronic whirring sounds.

A wag might comment that it soundead
like a Df set by the Aphex Twin (who,
incidentally has apparently played some
Spectrum loading tapes while DJing).
When that was finally over you might get
to play a game like Chuckie Egg or
Breakout. Everyone breathed a sigh of
relief when the floppy disc caught on.

If you got really bored, it was even
possible to program your own games,
The limitations of the system meant that
you could do the whole thing yourself —
graphics, sound and design — and still
have 2 professional product at the end of
it. A whole generation of programmers,

All Ponged out Top,
clockwise from feft:
early Atari; why it was
Number One; doesn't
look like homework
10 us; early consoles
the ZXB1, ZX Spectrum
and Commodare. Left,
the one that stanted it
all: Pong

Game On Press Pack



many of whom are now responsible for
some of the biggest game-development
companies in the world, spent their
childhoods creating quirky, playable titles
such as Manic Miner, Elite and BMX
Simulator in their bedrooms.

Codemasters, the producer of the
latter, is now one of the most respecred
videogame companies in the world, with
400 swaff and a turnover of £59m. Its
origins were markedly different, however,
as Jim Darling, Chairman and also father
of the two founders, explains: "It started
with my sons David and Richard. They
left school when they were |5 and 16 and
started advertising the games they were
making in computer magazines like Your
Sinclair and just selling them via mail order.
| wouldn't be exaggerating if | said they
wrote |2 games in two weeks, working
all night. They were racher simple games,
but that was just the beginning. | think
what started them off was that they
realised the games they could write were
better than those in the shops. ltwas
this that made them decide they wanted
to have a go atic”

MEANWHILE, ON THE OTHER SIDE of the
globe, the arrival of a plumber named
Mario was helping to make the Nintendo
Enterminment System (or NES) one of
the most popular consoles in the world.
Over here, it battled Sega's Master System
for the hearts of hardcore gamers. Away
from the confines of the arcade, games
also became more complex, as Shigeru
Miyamoto, inventor of Marie, Donkey Kong
and Zelda and widely credited as one of

. the most influential game designers ever,

98 ©@ www.esquire.co.uk
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Which Tis
eating twigéaaysemueh?
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“Mario’s trademark moustache was the product of a pixel problem — given
the tools available, it was easier to give him handlebars than lips”

THEONES THATDIONT
ROCK OUR WORLD:
Spectrum loading
times

Konix Multisystem
Nintendo Virtua Boy
Phitips CD-i

Sega MegaCD

Atari Jaguar

NEC PC Engine
Super Mario Bros
(the movie)

explains: “In the past, when we were
making games we were only concerned
with how many coins the customer would
drop — that was the primary objective in
our designs. Then, with home consoles,
we didn't have to consider that. Asa
result, | think the variety and depth of
videogames expanded very rapidly”.

Compared to their eight-bit computer
counterparts, cansoles were a strangely
different breed: there was no loading
time; you had joypads rather than sticks;
and most of the titles exuded a strange,
Japanese slickness. (Incldentally, Mario’s
trademark moustache was a product of a
pixel problem — given the rudimentary
tools available, it was easier to give him
handlebars than [ips.) Nintendo knew
they were on to a winner — the only way
you could play Super Mario Bres, was to
buy their system. It was such a great
game that lots of people did.

Sega, their main competitor, soon
realised the need for its own Maric.
However, it wasn'’t until the launch in 1990
of their Sega Megadrive (known as the
Genesis in the US), and a number of not-
quite-gocd-enough characters (Toe Jom &
Earl, anyone?), that they succeeded with
the breathtaking Sonic the Hedgehog.

As Sonic began to achieve iconic status
with consale owners, gamers also started
moving on to |6-bit machines such as the
Acari ST and the Commodore Amiga.

As with the eight-bit machines before
them, this area was a hotbed of creativicy.

Stars in their eyes
Above, clockwise from
top left: Armar Attack
gets a beating; first
attemnpts from Nintendo
and Sega; going for the
girls with Ms Pac-man;
Atari strikes back; hand-
held versions; ultimate
arcade game Space
Invaders. Below, not the
ultimate arcade game

Their superior
graphics and sound
meant that game
creation became a
collective event.
Development
teams Bullfrog
(creators of the
first“god” game,
Popuious), The
Bitmap Brothers
(Speedball 2 and the first pre-WipeQut
sexy music tie-in, Xenan 2 with Bomb
The Bass) and DMA Design (Lemmings)
flourished. But at around £400 each
these machines weren'’t cheap, and many
gamers flocked to the two main 16-bit
consoles — the Sega Megadrive and Super
Nintendo Entertainment System (SNES)
~ to lap up the best action on offer with
titles such as Street Fighter I, Super Mario
World, Madden NFL and Mortal Kombat.

In the background, there were other
developments. The Game Boy had
beaten off competition from technically
superior rivals Sega Game Gear and the
Atari Lynx to become the top handheid
console, aided largely by the infuriatingly
addictive puzzle game Tetris.

New machines came and went with
the impact of a Chesney Hawkes album —
remember Panasonic’s 3DO, Azarf’s Jaguar,
Commodore’s Amiga-based CDTYV, or
Philips's CD-i? Meanwhile, the PC became
the new computer-based smandard for
videogames, The format was originally



dismissed as suitable only for flight
simulators or yawn-o-ramas like Railroad
Tycoan, but Doom was different.
Adrenaline-pumping, violent, gory and
frightening, italso had a smart business
model. Give away the first version free,
let everyone get addicted, and then
charge for sequels. The fact that it could
also be copied across office networks,
allowing workmates to play each ather,
didn't da ic any harm either.

By now videogames were growing up.
Games like Mortal Kembat had marketing
campaigns that cost over $[0m and they
were no longer seen as being just for kids.
A whale generation had grown up playing
computer games, and now these games
were as much, if not more, a part of
their culture as movies and music, They
now had jobs, disposable incomes and
itchy thumbs. They wanted their games
sexier, funkier, darker and more adult.

100 € www.esquire.co.uk

The PlayStation changed everything: all the other machines were
Fifties bubblegum pop acts, then along came The Rolling Stones

Death disco Abave,
then we played to kill;
now we fancy
ourselves as OJs.
Below, the seminal
figures: Lara, Donkey
Kang, Pac-Man, Mario
and Sonic

Somehow Yoshi's sfand didn’t really cucit,
certainly not against what would follow.

The Sony PlayStation was the one that
changed everything. It was as if all the
other machines were Fifties bubblegum
pop acts and then along came The Rolling
Stones. Launched in 1994, its killer app
was WipeOut, a futuristic racing game.
With packaging and presentarion from
super-hot designers, The Designers
Republic, and music from the likes of The
Chemical Brothers and The Future Sound
of Londen, it was so with the zeitgeist
that you were amazed it was actually a
game rather than just a slick marketing
concept. The fact that it looked and played
like nothing else didn’t hurt either. Sega
released the Saturn, Nintendo the Né64,
but neither could compete with Sony's
savvy grip on popular culture and massive
marketing budget.

WHAT SONY DID was really not that
extraordinary — pods in clubs, lagos on
flyars — but no one had looked at games
from an adult angle before. It gave the
media, a large proportion of whom had a
youth weaned on gaming, the story they
wanted: videogames had became cool.
Tomb Raider's Lara Croft made the cover
of The Face and became synonymous with
the PlayStation brand, despite the fact that
the game was released for the Saturn first
Sony acted like it knew what it was doing
{not strictly true — if everything had gone
Sony's way then it would be sub-Sonic the

Hedgehog clone Crash Bandicoot rather
than Tomb Raider that symbolised late-
20th-century videogaming) and Sega and
Nintendo spent all the time, in the UlCac
least, playing catch-up.

Sega, after the failure of the impressive
but overlooked Dreamcast, lost a fartune
and pulled out of hardware completely.
The company is now making games for
all forrmats, which is actually a very fine
thing indeed for any gamaesplayer.
Hearing about the maney that could be
made, Microsoft has just barged its way
into the market with the Xbox, a
technically powerful if aesthetically
questionable machine. Sony is doing fine
with PlayStation2 and Nintendo is
hoping that the keen pricing on its new
GameCube will win back some fans.

With serious online gaming becoming
a mainstream possibility in the future,
none of the manufacturers really know
what will happen next. Only time will tell
which one will provide us with the
entertainment experiences, images and
sounds that wiil stay in our heads forever.
But one thing's for certain — videogames
are not going away. They can only gt
bigger, deeper and more involving. It's all
a far cry from a Horace Goes Skiing
tournament round your mate's house. €
‘Game On’, the largest-ever UK exhibition to
explore the history of computer gaming,
runs 15 May-16 September at the Barbican
Centre, Sifk Street, London EC2 (020 7638
8891; www.barbican.org.uk)

Game On
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Van Spacewar! en Pac-Man via Lara Croft en Mario tot de gamewereld van 2020

Tentoonstelling over videogames in Faxx

Game On, de verste grote fentoonsteling op het vasteland van
Lurepa over videogames, is vanaf yandaag in het Tilburgse Faxy e
zien, Noast cen historiselt overziehl verdiepl deze interactieve expo-
sitie zich in videopames uil verschillende culluren en toant ze hoe
games gemnakt worden, En natuulijk kumnen er games pespeeld
worden: mevr dan honderdlwintip gaimes zelfs!

De Tilburgse versie vin dese door
de Burblean Gullery unlwikkelde
expasitie wordl sangevuld met
materimel vam Nederlimdse spel-
ontwikkeluars, Op cu, Y00 m3 en-
tousstellingseuinite zign  twanll
aspecten vin videogaunes te zien
en (e beleven,
Het begint in (962, taen Stephen
.Russell  in het  befaamde
Massuchuselts  Ingtilule of
Tevhmolugy  (MIT)  Spacewor!
bedacht, ven witvinding die cen
ware revolulie zou onthetenen in
vndder wieer de vriietijdsbesteding.
Andere games van hel cerste wur,
in Fuxx le zien on le spelen, 2ijn
om, Compuer Spave (1971),
Pong U973, Spuce Twvaders
(1978) en Puac-AMoaa (1980),
Qok de hameeansoles vanaf 1972
tol nu zijn w zien: Atari, Sega,
Nintendu, Seny, en de GTOUU van
Philips, lnde ceateale hal bevinden
zich alle penres vin videogames,
zoals simulatie (S City 20,
nllenspel (MericfZeddie), Strategie
(Chess, Commeand & Crnguer),
actic (Honker Kooyl en sport
1Rl Mo Recdug), Qok de
helangrijkste mijlpalen in de onl-
wikkeling van de games wonlen
hier imferzocht, Iy deze puimte
Kun je meer dan denig pames spe-
len

je 4 is peviid wan do unueik-
keling van videogames: van de
ecrsle lekeningen en proclversics
1ot hien techmisehie versabiaking,

HLERBIK
TIRIRE O

Inrallers

Spriwkmikende  game-karakiers
komen natuwrlijk ook aan bod.
Hoe zug Lara Crolt cruit in hoae
jonge jaren? En hoe werd Mario
van eenvoudipe loodgicter cen
fenomeen van formam? Ok het
artwork van de pupulaire serfe
Fingl Fantasy gesies is hier o

zien.

Scclie 6 legt de linken bloot tussen
vilengames en films, inclusicl
bespeelbare versics van Star Wars,
Tron en Golden Exve. Qok zijn er
clips e zien van op games geba-
seerde films als Tomb Reider en
Super Mario Brothers,

De vrang of de gumes ecn reflectie
7ijn van de culuur, of juist hun
cigen (iu-isociole culfruar scheppen,
komt op een aparte ufdeling aan de
orde, Dut geldl ovk vour de ver-
schillen tussen de Angelsaksische
en Je Japuuse speloultuur. Zonder
geluid of muziek geen games: in
stetie Y kunnen tunes von hel eer-
ste uur, Jatere sound effects en vour
gumes  pecompnnesrde muziek
wuorden beluisterd.

In Seclie 10 kan dle besocker z{jn
:.'pcl\‘:l:lrdigix.'id meten mel die van
diverse andere gamers. De mezest
geroutineerde en bekwame spelers
wuorden beloond mel extra speeltijil.
Gume On kijkt vok noar de los-
Lomst mel aandaeht voor de laatste
ontwikkelingen in de gnmelechno-
lugie en een blil: op de gumewe-
reld van 2020, Speciaal voor kin-
deren ontwilkelde games zijn er
ook. Ze kunnen er hua lhart opha-

len met spellen gebaseerd op

pupuluire lelevisiefiguren. Deze
gumes dropen dikwijls een sterk
cduceatiel karakter, Speciaal voor
de Nederlandse editie is een auntal
Nederlandstalige games  geselec-
eed,

De lentponstelling Game On s
t/m 24 apgustus [ zien in Faxx
thoek  Tivolisteaat  /Dununl-
straat). Zie ool www.gameon-
weh.nl

LARA CRCFT iC) & (1LY CONC DESIOHS LUATED 1500 - 2002 PURLISHED BT EID0S 1IIENACTIVE LHANLD, ALY, RIGM I'l I'IEL'.CUEII wm

e smiwikketing van Lara Craft Is in Faxe te ciei op oe temtoongreiling Guate On.
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Z:TE5E0. ngames draait het
<. alleen om geweld en
z peorlog? Thinkagain. De
£ seks is namelijk ook nist
¥  teversmaden. Nesm
E54%0 . nuhstonlangs ver-
schenen Daad Or Alve Xfreme
Beach VVollsyball Daarin draait
'de plot’ rond een legertje
schaars geklede moole melden
die hun dagen
vullen met

Game On

Een mens van hael goada wil
zou dat een sportgamea noe-
men, maar in werkelijkheid is
het natuurdijk nizts meer of min-
der dan een badpakkenspeacial.
Als er dan eens effectisf geval-
leybald wordt, moet je als speler
frouwens nist zoveel uitvoeren.
De automatische piloot neamt
de measta bewegingen over,
zodat je zelf lekker kunt toekij-
ken. Een badpak kopen,
is dan weer wél esn
belangrijk onderdesl
van dz gamepay,
en daaris ook
de nodige aan-
dachtaan bs-
steed. Omje
ervants
vergewis-
sendatje
het julste
mastie
hebt ge-
kozen,
kanje
bijvoor-
beeld
checken
of da be-
langrijike li-
chaamsmon-
dingen netjes
achier het taxtiel
blijven zitten. Ge-
waoan even inzoo-
men. De hoofdperso-
nages warden
ook niet

‘N0 DHE LIVES FOREVER'.
De wapens zijn nooit veraf.

rangschikt op basis van hun
kracht en uithoudingsvermo-
gen, wel volgens hun hobby's
en lievelingsgerecht. Spijtig dat
erverder niets te beleven valt,
waardoor je wel mogt toegaven
dat het je enkel om da moole
melden te doenis.

GAMES ZIJN ALLANG
GEEN KINDERSPEL MEER.
Twintig Jaar geleden dresf Don-
ksy Kong ouders tot waanzin,
omdat de kinderen hun huis-
werk verwaarloosden en zelis
niet meer aan tafel wilden
komen ziften als het eten klaar
was. Vandaag spelen de ou-
ders gewoon mes, Da industrie
is volwassener geworden, het
deelpubliek oolc. En zo kunnen
babes uit games uitgrosten tot
culturele iconen, zonder dat
daar vesl moeilijkhedan rond
warden gemaakd. Enkel occa-
sioneel zijn er oprispingen van
protest. Zo weigerden de
grote Ametilaianse winkel-
ketens Wal-Mart en Toys
R Us am BMX Xoc¢ in hun
rekken te plaatsen,
omdat ze zich vreemnd

Tt )
genoeg niet wilden f" . Ll

vereenzelvigenmst
esn game waarin )
halfnazide
dames op een -
BMX-fiets tus- %
sen copularen- £
de honden rij-
den. Een iialiaans priester
sprak vorig jsar dan weer
schande van de ggme-uit-
voering van stripheld
Lamo Winch, die pomo-
grafische beelden
bevatte en volgens
herm daarom nist
in de winkels

den verkocht. Waarop uitgever
UbiSaoit liet waten dat da ver-
pakking van de game voorzien
was van de boodschap 'nist
geschikt voor kleine kinderen'
en dat er hoa dan ook geen en-
kela naakts mans in voorkemt.
Van de priester is sindsdien
niats meer vernomen.

LARA CROFT IS DE BEL]-
CHAMING VAN EROTIEK EN
VERLEIDING IN GAMES. De
wulpse heldin uit Tomb Raideris
sexy, sterk en verzot op avon-
tuur. De ideale viouw, zeg maar,
Met de idegle maten. Al isdaar
wel wat discussie rond. Toby
Ward, de man die jaren geleden
de cyberbabe ontwierp, maar

het Tomb Rafder-ont-
wikkelzarsteam verfict
om elders zijn dizsn-
stan aan ta bieden,
vindtdat Lara Croft te-
genwoordig te grote bor-
sten hesft. Zijn opvolgers
hebben zich te zeer Iaten lel-
den door hun honmonen,
meent Ward, die zijn gees-
teskind liever een borst-
verkigining zou zien on-
dangazn. Of hij gehoor
heeft gevonden,
kunnenwe over
enkele weken
onidekken, als
Lara Croftna
-enkele jaren
rust haar come-
back maakt in
Tomb Raider: The
Angs! Of Dark-
n=55. Een merhwazmndi-
ge comeback, want
aan het sindavande
vorige episode over-
leed het hoofdparsons-
ge. Waanmee ontwikke-
laar Core Design duidelijk
wilde maken dat het mool
was gewesast. Maartoen
kwam de Tomb Raider-iim
met Angelina Jolie in de
hoaofdrol, wereldwild een
kaskraker, en begon hat
toch wesr te kriebelan. Een
tweede film is in de maak—
Tomb Rader: Cradla OF Lita,
geregisseerd doarJan De
Bont (Twister)— en het oveslij-
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denvan Lam isintussen, in pure
Hollywoodstifl, geherinterpre-
teerd tot een ‘bljnadooderva-
ring'. Een ervaring dis haarwal
heeft getekend, met als resul-
taat dat we een 'nieuwe’ Lara
leran kennen, De sioere stoej-
poes wordt de Engel van de
Duisternis, nog steeds een
babe met ballen, maar toch an-
ders. Doomdst ze wordt be-
schuldigd van moord en digf-
stal, isze Jager én proci. De
sfeer in de zesde Tomb Raider-
game is baduidend grimmigar
dan we gewoon zijn. Volgens
Adrian Smith, mede-oprichter
van Core Design, moest erigts
veranderen om te voorkomen
dat fans een déja vu zouden
hebben. Zelfs sexy babag
kurinen 523i worden.

DEBABES N gaMES
MOETEN VAN WANTEN
WETEN, en een handvol wa-
pens kunnen gebruiken, Larm

- i Tm—

l g_lél_g_sgmanuanrdu.im.

Croft, Joanna uit Perfect Dark,
Cale Archer uit No Ong Lives
Forever, D'Arcy Stern uit Urban
Chaas, noem maar ap. Zelfs de
dames uit Xirerme Beach Voliay-
balhebhan een verleden inde
vech!isport. Ze zoeken het
strand op hij wijze van beloning,
na de havige strijd die ze heb-
ben gevaerd in de vorige afleve-
ring van Dezd Or Afve, Een
game die, zoals de titel al aan-
geeft, niet zo zomers zonnig

* aanvoelde. Ik vind het opval-

lend’, aldus Rab van Lesuwen,
‘dat games vaak sterke wiou-
wen, zeg maar machovrouwen,
portretteren.' Van Lesuwenis
algemeen directeur van het Til-
burgse Kunsicentrum enomga-
nisator van Game On, een inter-
actieve tentoansteliing over de
geschiedenis, cultuuren toe-
komst van de videogame (zie
kaderstuk). Uithangbord van de
tantoonstelling? Jawel, Lara
Croft. Dig legt een fascinerend

stukje manneliflke psyche bloot:
hif heeft liever een sterke vrouw
naast zich dan een kwetsbare
dams, niet omdzt hij overklast
wil warden, maar omndat de ver-
overing van een sterka vrouw
meer hevrediging schenkt. De
aanwezigheid van zaveel gif
power kan echler ook eenma-
nier zijin voor gameontwilde-
laars om melsjes te lokken,
meisjes die opkijken naar Lara
Crofi. Steeds meer meisjes be-
ginnan immers te gamen. En ze
tonen niet alleen interesse voor
role playing games wagrin ze
kinderen mosten opvoeden en
de tuin moeten onderhouden.
Neen, viouwelike gamers biij-
ken met name te vallen voor
vechtgames als Telden. Waar
tegenwoomdig ook minstens
één vrouwelijk personage in
verwerkt zit. Die is zonder uit-
zondering stoer én sexy, Zowe!
de vrouwelijke eigenwaarde als
da mannelijka fantasie is ermes
gediand.

.. HET VIRTUELE SEKSSYM-
BOOL IS GEEN UITVINDING
VAN DE GAME-INDUSTRIE.
In strips envooral Japanse
manga's bestaat het fenomeen
al veel tanger. In vergelijking met
wat daar te zien valt, blijven
games trouwens zeer zedig.
Fear Effect [s zowat de enige be-
kende game waarin de grens
met het ethisch aanvaardbare
waordt betast, euh, afgetast
Hana en Rain, de lesbische
hoofdpersonages van Fear EF-
fzct 2: Retro Helix, gaan door
waar Lara Croft ophoudt. Ze
worden collega's nadat de eer-
ste de tweede van de dood
redt, en jawel, van het een komt
het ander. in de handleiding bij
de game wordt Hana omschre-
venals ‘begeerd door velen,
maar slechis gebonden aan
één’. Wat verder staat dat Hana
en Hain *pastners en meer' wor-
den. ln één scene zie je ze over
<lkaar iggen 1erwil ze bladeren
in een magazine met de nazm
Big Guns. Als emtische loespe-
ling kan dat tellen. Opvallend is
overigens dat vitgever Eidos
pas koos voor delesbian angle

na het verschijnen van de eerste
Fear Effect-game, die overal po-
silieve kritizken oogstte, maar
niet het verwachte kassucces
haalde. Wat moet je doen als
éen sexy babe niet werkdt? Sim-
pel: twea sexy bahes opvoeren,
£n hoe kun je de erctische
spanning nog wat verder op-
voeren? De twee ean lisfdesre-
latie laten aangaan. En dat ter-
wijl de kogels hen rond de aren
fiuiten en ze rmketten afvuren en
vlammenwerpers bediensn.

GEWELD EN SEKS: MEER
KAN EEN GEZONDE JONGE-
MAN NIET WENSEN. Oftach?
Gameperscnages zijn digitale
creaturen, opgebouvd Uit paly-
gonen in plaats van siliconen en
duidelijlc als dusdanig herleen-
baar. Pas als da mogelijkheden
van coimputer graphics (CG) zo
gevorderd Zijn dat het verschil
tussen getekende en échie
mensen onduidelijk wordt, kan
de virluele babe méér worden
dan een virtuele baba, Dat mo-
ment is overigens nist maer ver-
al. Computer graphics zien er
steeds levensechterulf &n via
motion capturing kunnen men-
selijke bewegingen bijzonder
nauwkeurig op de computer
waorden gekopieard, MDIon
caphuring, letteriijk: het vastleg-
gen van beweging, gebeurt
door het beplakken van een ac-
teur of actrice met alleriel sen-
soren die elke beweqing verta-
lenin digitale cotrdinaten. Een
tiidravend en duur proces, al-
leen toegankelijk voar kapitaal-
krachtige ontwiklkelingshuizen,
maar dat zou snel kunnan ver-
anderen. Want zadra de datain
de compuler zitten, kunnen ze
in principe in licentie worden
werkocht aan andere ontwikke-
laars. Sommige gameontwikke-
laars bgweren dat de grenzen
tussen film en game binnen en-
kela jaren helemaal vervagen.
Fob van Leeuwen deelt die
overtuiging. ‘Het gaat nog vesl
verder: da grens tussen games
en de werkelijikhzid in het alge-
meen vervaagt. Toen ik een
GPS-systeem in de wagen liet
installeren, luidde de eerste re- »
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LARA CROFT in ‘TOMB RAIDER'.
Het prototype van de game-habe.

» actie van mijn zoon: wat leuk,
net Crand Theft Auto. Kijk, als in
de film Jurassic Park een schoaol
dinosaurussen kamt annge-
rend, weet fe: dit is trucage.

Hoe realistisch het er ook

~, uitziet, Je west dat dino's

%\ nistmeerbestaan.Als |

Tom Hanks in Zijn ?

ol van Fomrest

Gump de

hand

schudt

presi-
dent Ken-
nedy, weet
je: dit kan miat.
Want Hanks :
was in de faren 1 . AR 2
zestig een kind. s ' =Y ._'11—-?.—‘;;':?.\:3. \, \13 :
Maazr als de context : :
wé| klopt, wordt het
moeilifk om de digitale
trucage te herkennen.'

WELEVEMN IN EEN
VREEMDE WERELD
als virtuele figuren
e=n idoal of seks-
symbool kunnen
worden. Met name
in Japan hebben
enkele digitale
babes een suc-
cesvolle zzng- enfof
acleercamiére opge-
bouwd. Erzijn zelfs
digitale modellen die
ondercontract
staan bij gerepu-
teerde mode-
agentschappen
als Elita.

Wij kennen
alleande
virtuele
niewnwsleze-
res Ananova,
maareris
méer. Nu al
benaderen de
creaties van top-
designers de rezliteit
op e=n verbluffende en
somns ronduit akelige
rnanier. De Brazili-
aan Alceu M. Bap-

e

JOANHA ult
'PERFECT DARAK'.
Een pchie
femme
fatale.

Game On



Hae zag Lara Croft
eruitin haar Jonge
faren? Hoe evolueerde
Mario van eenvaudige
londgieter tof ean on-
onikoombaar feno-
meen? Hoe zl|n Grand
Theft Auioen The
Sim=1ol stand geko-
men? Zijn games cen
weersplegeling van de
eultuur waaruil ze
voarkomen of schep-
pen ze hun elgen cul-
luur? Zijn ze soclaal of
juist asaciaal, con-
siructief dan wel de-
structief? Allemaat
yragen waarng fe pen
antwoord krijot op -+
Game On, de eerste
grota terfoonstalling
pver videngames op
het Eurapesa vaste-
[and. Haast een histo-
risch averzicht over

de pntwikkeling van
games, bled! de {en-
toonstelling {nzictt in
te totstandkaming van
de digitale spelieljes
en peafl ze hezoekers
da kans om nigmve én
oude games Jc spelen.
Oude roltas ullen zich
graag lalen meevoe-
ren naar 1962, loen de
allereersie videogamn
het levenslicht zag.
Spacewarwerd nooil
echt bekend, nakome-
lingen als Pang (1971)
en Space Invaders
(1970) wel. Gams On
liep eesder In Londen
en Edinburgh, waarze
respeclievelljk 70.000
25 50,0100 bezoekers
Iokie.

tistao is de geestelijke vader
van Maya, een virtuele zangeres
van wie j2 echt nigt kan zien dat
ze Uit de computer komt. Ze
werd zowaar voorzien van klei-
ne lichamelijke imperfecties
zoals grote tanden en dikke
wenkbrauwen, omn haar zo rea-
listisch mogelijk te maken. De
digitale tovenaars zijn niet alleen
afkomstig uit Japan, de baker-
mat van de videogams én van
menga, maar zitten over da hele
wereld verspreid. Soms gaat
het om designers met meerdan
esn kwarteeuw ervaring, soms
ook om tzalenten die nog maar
een kwarteeuw oud zijn. Zoals
de Poolse Magdalena Vasters
of de Nederlandse Chantal Hefj-
nen, ock bekend als The Duich
Angel. Die laztste twee varmen
het levende bewijs dat virtuele
babes niet alleen vit de manne-
lijke geest ontstaan. Samen met
de Amerikaanse CassandraC.
Laurie, is Vasters verantwoor-
delijk voor enkele van de meest
eratisch expliciete creaties uit
de virtuele wereld.

WORDEM ZIJ DE LEVE-
RANCIERS VAM EEM NIEUW
SOORT SEKSUELE BELE-
ViNG? Het zijn mensen met
een triest liefdesleven die
zolets beleven. Want niets
vervangt het echie ouderwst-
se werk. Het moet al heel erg
mislopen met de mensheid
als de 'seks van de toekomst”
anders wordt dan de seks van
vandazag. Games kunnen, net
als het intermet, hoogstens
ee=n koud substituut |everen.
Met zllerei opties, dat wel.

Zo wardt het mogelijk om de
beeltenis van je vriend(in) of
echtgenofo)t{e} in een game te
stoppen, hem of haar in aller-
lei uitdagende poses te rote-
ren, lingerie of een strak
broekje te downloaden, hitsi-
ge fluisterwoordijes tos te voe-
gen... Nu games verbonden
kunnen warden met het inter-
net, opent zich esn hee! bor-
desl aan megelijkheden.
Maar: eigenlijk kan dat nu alle-
maal al, de technologie vormt
geen hindernis meer. Waarom

bestaat het dan nog niet?
Misschien omdat er makke
lcer manieren 2ijn om azan at
varzetje te geraken,

GAMES Z1JN ESCAPISN
Een wereld van versiding, m
niet alleen seksuele verdeiding
In dat verband Is het goed or
op te merken dat er voor elke
emitisch geladen game min-
slens vijitig met gaweld overl
den games zijn. Zoals ook in
Hollywood mag er in spelietie
land gemoord warden a8 volor
maar is seks meestal allean
impliciet asnwazig. Hesft oot
Rob van Lesuwean apgemerk
"Wie heeft het succes van be
lende telefoondiensien be-
paald? De seksindustrie. Wie
heeit gezomgd voor de door-
braak van de videocassstte?
De seksindustrie. Wie hesft d
opkomst van dvd versneld? |
seksindustrie. Dieiseraltiid e
de kippen bij om de mogedijkl
den van nisuwe technologieg
uit te baten, Entochis ze nau
welijlks aanwezig inde game-
wereld," De game-industrie
doet al jaren zijn best om gan
een positief imago t2 geven. |
is @l genoeg weerstand van o
ders en censuurbewegingen
vrezen voor de geestelijke ge
zondheid van kinderen, virtue
seks zou die weerstand alless
nag maar groter maken. £n
aangezien de ontwikkeling ve
esngame wel wat meertijd e
enemie kost dan het opnems
van amateurpomo, haken fla
we grappenmakers &f. Grote
distributewrs zoals Sonyen N
tendo controleren de markt e
hebben er alle belang bij om
een zo breed mogelijlk publiel
aan te sprekan, Wat ze trou-
wens wonderwel lukt, want d
game-industris is de laatsts
jaren groter geworden dan de
filmindustrie. De seksbaronm
houden het wellicht liever bif
film, vanwege minder viriueel
Bovendien: wat als js opgewn
den zou geraken van een gar
maar met twee handende cc
troller moet vasthoudenom v
der ie spelen? Bepazld onha
dig allemasl. ®
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Pelien pitkd oppimddird

* ¥ % Game on -ndyttely Helsingin Taidemuseossa (Tennispalatsi) on
huima aikamatka video- ja tietokonepelien maailmaan vuodesta 1962
aina nykypaivaan ja kauas tulevaisuuteen. Se tarjoaa lukuisia nikokul-
mia pelikulttuuriin ja sen taustaihin, johdattaa kavijan pelien teknologi-
aan ja muoteiluun seki valottaa pelien vaikutusta muun muassa mu-
siikkiin ja elokuvaan.

Nayttelysss on esilld myds pelien suunnitteluvaiheita ensimméisis-
td luonnospiirustuksista lopullisiin pelattaviin versioihin. Samalla
ndyttely on kuin valtava pelihalli, jossa voi pelata yli 120:t3 vanhaa ja
uutta pelid Space Warista Pongiin ja Super Mariosta Max Payneen.

Julkisuudessa pelit liitetddn usein negatiivisiin ilmidihin kuten vi-
kivaltaan ja sosiaaliseen eristdytymiseen, jopa masennukseen. Game
On -nayttelyyn liittyvd laaja oheisohjelmisto esityksineen, paneelei-
neen ja tydpajoineen pyrkii analysoimaan pelien [ipdisemas nyky-

Nayttelyn on tuottanut lontoolainen Barbican Art Galleries yhteis-
tydssa National Museums of Scotlandin kanssa. Tennispalatsin naytte-
ly on avoinna 14. joulukuuta asti aina tiistaista sunnuntaihin kello 11-
20.30. limaiset yleisdopastukset suomeksi keskiviikkoisin kello 18, lau-
antaisin ja sunnuntaisin klo 14; ruotsiksi joka kuukauden 1.ja 3. sun-
nuntai kello 13.

Tennispalatsin osoite: Salomankatu 15, Helsinki. (UP)

Videopelit esiteliaan
kulttuurisena ilmiona

LEHTIKUVA

Helsingin Taidemuseo
Tennispalaisissa voi lop-
puvuonna uppoutua video-
pelien olemukseen. Gamg
On -suurndyttely valottaa
videopelien historiaa, kult-
tuuria ja myods tulevai-
suutta.
—Maéyttely esittelee pelejd
kulttuurisena ilmidoni. Kivi-
jdlld on myds mahdollisuus
pelata itse niyttelyn peleji,
kertco museclehtori Arja
Miller. ,
Naiytiely on koottu Bri-
tanniassa. Maailmalla kier-
tévain nayttelyyn on nyt li- ! 4
sdtty wusia suomalaisia vi- Jyrki J. J. Kasvi (vihr.). samaan tapaan kuin kirjalli-
deopeleja. —Videopeleistd on tullut  suus nousi 1800-luvuila.

Tennispalatsin nayttelyssa on esilla mm. Andy Bestin ja Meija Puus-
tisen installaatio Flu IDs.

20

— Saattaa tuntua yllatta-
viltd, ettd videopeleilld on
jo 40 vuoden historia, muis-
tuttaa Game Onin kuraatto-
ri Conrad Bodman.

Nayttelyn avajaistilai-

i suudessa puhui torstaina

myds videopelien asian-
tuntija, kansanedustaja

yhi keskeisempi osa media-
ympiéristédmme ja kulttuu-
riamme. Todellisuudessa
suurin osa pelaajista on ny-
kyisin atkuisia, Kasvi muis-
tuth.

Hinen mukaansa video-
peleisti voi tulla 2000-luvun
todellinen uusi taidemuoto,

Pelit ovatnyt myos suur-
ta bisnestid. On syytd muis-
taa, etta videopelit muodos-
tavaf yhden suurimmista ja
nopeimmin kasvavista viih-
deteollisuuden aloista.

PERTTI MATTILA (STT)
Game On Tennispalatsissa
20.8.-14.12, Liput 6-3 euroa.

Game On Press Pack




EN SNABBGENOMGANG AV TV-
SPELENS FYRTIDARIGA HISTORIA
far man under en rundvand-
ring pa utstdllningen Game On
i Konstmuseet Tennispalatset
i Helsingfors.

Spelbranschen har ofta age-
rat {orsdleskanin for nya teknis-
ka innovationer som sedan
applicerats i industriella mas-
kiner. Ati den lekniska utveck-
lingen i samhdllet gatt snabbt
under de senaste decennierna
syns inle minst pd spelens este-
tiska framtoning. [ bérjan pé

@

Game Not Over

8Y PETER MARTEN

What was the first videogame you
ever tried? Chances are that you can
see it— and play it — at Game On, The
exhibition ar Helsinki’s Tennis Palace
Art Museum includes 120 games,
from the classics Pong (1972) and
Space Invaders (1978) 1o modern hits
such as Finnish-designed Max Payne.

The firse computer game was devel-
oped more than 40 years ago on a ma-
chine the size of a whole office.
Videogames became home entertain-
ment in the late '70s — you may re-
member Arari paddles, clunky controls
with a black dial and a red bution.

As pames became mare realistic
and complicated, so did the control
units. Around the corner from the
paddle-steered Atari Warlord (1981),
you'll find Nintendo's Rogue Leader
(2001), whose contrals include eight
buttons and rwo mini-joysticks - the
unit also vibrates at every explesion.

Game On

70-talet fick tva streck och en
prick duga som tennisspelare
och boll, medan det minsliga
tgat har svart aft avgéra om
miljderna i millennieskiftets
spel dr datoranimerade eller
fitmade.

Utstéllningen som &r produ-

 Spelet har just hdrjat or pixelgenerationen

olika tidsperioder och dirige-
nem uolera branschens ut-
veckling. Utstdllningen pagar
20.9-14.12 och guidning pa
svenska far man den [orsta och
den tredje sondagen varje mé-
nad klockan 13.00. @

Johan Svenlin

cerad av Barbican Art Galle-
ries i London och National
Museums of Scotland, har
ambitionen att visa den tek-
niska utvecklingen kring tv-
spel, men ocksé diskutera spe-
lens sociala paverkan. Under
70- och 80-talen forklarades allt
onti samhéllet med begreppet
‘videovald’ och tv-spelen utpe-
kades tillsammans med film-
branschen som inspirations-
kéllor till valdsdad. Utstdllning-
en vill lyfla fram de positiva
sidorna med videospel, déri-
bland stimulans och tréning i
problemldsning, stresshante-
ring och inlevelseférmaga.
Utstllningsbestkare far ill-
gang till 120 olika spel frin

In the '70s parents used 1o say
things like, “Not everyone had a TV
when I was growing up.” Now many
of their children have kids of their
own, and you may hear, “Arari pad-
dles were all we had in my day.”

Exhibition organiser Conrad Bod-
man believes Game On marks “a com-
ing of age for videogames.” He nores
thar “companies are gradually waling
up to the visual influence videogames
have had.” Games are everywhere,
right down to our mobile phones.

Don’t be surprised if a young voice
exclaims in bored disbelief, “Next
you'll tell me there weren’t any mo-
bile phones, cither, when you were
a ldd!”

Game - On

To December 14

Tennis Palace Art Museum
Helsinki
www.naidemuseo.hel fi

Pacman var en storslukare av mynt
pé B0-talel.

Super Mario (uppe t.v.) och Lar
Croft (ovan) - bada spelhjaltar
blivit filmhjaltar,

FORUM NR

PHOTO: AL KDSSOW

NA-2010

Despite its sleek lines, Computer Space (1971)
flopped, but it paved the way for arcade games.
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Lassi Kurkijarvi
£ Ari Nordman, kuvilus

Nyt sind ja
videopelihahmot
pelastatte maailman

Villi Lansi. [oline miesta odotiaa asemalla.

Viidentoista minuulin odotuksen jalkeen

juna saapuu ja Charles Bronson astuu ulos.

Huuliharppikosiajan niihneet netavit. kuka
jé8 seisomaan savun hilverya.

Qudot olennot ovat vallgittaneet ava-
ruuslaivan. Master Chief laiaa aseensa ja
katsoo ikkunan takaa. kun hirviol tuijotta-
vat tyhjaa jafdytysallasta, jossa hiin hetk
sitten nukkui. Holoa pelanneet ymmartiivat,
miksi olennot yrittivit napata Master Chie-
fin kesken unien.

Dave kiskoo irti muistipiireja yk:
laan. Avaruusseikkailn 3001
muistavat aina, kuinka HAL-tekoalyn pu-
he hiljalleen hidastun, ‘

On hahmoja, joita ei voi unohtaa.

Half-Lifen pelazjien mielesta ei koskaan
haihdu vastakkainasettelu Gordon Freema-
nin ja tummaan pukuun sonnustautuneen
miehen valilla. Toihin myohassa tullut fyy-
sikko on pelaajien oma arkipivin sankari.
Silmadlasipad joutun tahtomattaan keskelle
painajaista, kun laboraterickoe epionnis-
tuu.

B Peleillé on jo omat zinutlaatuiset keyla-
kuvansa. Videopelien hahmot ovat piirry-
neet populaarikulituurin tictoisuutzen va-
jaassa 30 vuodessa yhia teravéisti kuin elo-
kuvien parhaat roalit.

Kettera Lara Croft haastas Indiapa Jone-
sin. ovela Solid Snake paihittda James Bon-
din, eikd Marrixin Neo pirjad Deus Ex'n
JC Dentonille.

Ei sus kannata ithmetelld, etta videopelit
paasevat vihdoinkin museopn. Viikon ku-
luttua Helsingin kaupungin taid 553
Tennispalatsissa aukeaz Game On -niyttely.

Lisaa Ja
@ Game On -nd a
seuraavalla sivulla
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see lon-pate,unvraicolonel
del'arméeaméricaine, alare-
traite mais diplémé de West
Point, fait la retape pour le
prochainjeu de puarred'Ubi-
soft, Brathers of Arms... Plus
loin, des rappeurs font scin-
tiller leurs kilos de bijouxen
jouant au Def Jam Vendetta
dElectronicArts, uae simula-
tion de baston de rue impli-
quant les avatars d'authen-
Hquesvedettesdelascéne rap
américaine. 5ilecoeurleuren
dit,ils powrront aussiserrerla
patte d'un Crash Bandicoot
haut de 2 métres, reproduc-
tion d'un animal imaginaire
stard'une série i suceeschez
Vivendi Universal, ou se faire
signer un autographe par Vin
Diesel, vedette dujeutiré de
Riddick Chronicles, son pro-
chain film,
Gros sous, [ci, les journalistes
sontdesfans,lesasdu marke-
ting, des gamers hranchés ct
les stars, de petits Japonais hi-
lirescomme Miyamoto. Pour
autant, la foire d'empoigne
des quatre halls du Conven-
tionCentern'est quelafacade
hystérique et euphorigue
d'une industrie lourde qui
s'imvpose cormume le lotsir pré-
féré de plus de la moitié du
globe, A I'dtage supérieur,
dans desbureaux austéres, les
rendez-vous se succedent &
unecadence infernale. La te-
nuede riguetir n'est pluscrine
rasé-barbichette ot tee-shirt-
bapgy, comme en bas, Clest
costume-cravate pour les
hommes ettailleur-chignon
pourles femmes. Ici,onparle
pros sous, succes planptairesa
venir el commandes mas-
sives, Les visiteurs sont en
majoritéles grands distribu-
teurs de tous las pays. Cote
frangais,oncroise danslessa-
lons climalisés des éditaurs,
Jes représentanis delaFnac,
de Carrefour, d'Auchanoude
Micromania. I1s se font une
idde précisede ce qui rempli-
raleurs myons de juin Amars
de I'année suivante. Et pour
ewe a LA, cestdéja Nodl, -
BRUNOICHER

LOISIRS

Meta) Gear sofld 2, 2003 A Lille, audétour de l'expo, des héros taille réelle.

\
Rome tatal war, 2004. Au :ummandemenl des Ieguons de Cécara Lns Angelas.

LIBERATION

Un nouve qu continent culturel

Le jeu vidéo devient le fleuron d’un vaste systéme de loisirs numerigues.

ansl'universcontiniment gestatil
du jeu vidéo, les tendances sem-
blent passer i la vitesse superso-
nique de: courses de halides vir
tuels. C'est lune des marottes de
'industric:dessinerdes tendances, éla.
blirdes perspectives, donnerun nomel
uneforme future ice quiva trop vitedans
nore présent pows itre assimilé.
Depuistrenteans,cetteindustrie pour-
suitaun rythmevertigineuxunechevau-
chée vers le toujours-micux technelo-
gique et annonce souvent crever de
nouveaux aseuilsn, aussitdl périmes par
la promesse des suivants, Ces dix der-
niéres années, je monde du jeua étédse-
coud de mutations explosives, mais elles
necancernent pas que l'industriedujeus
proprement parler, ni son développe-
ment en effet massif, accompli dans le
cadrg d'une concurtence spectaculaire-
mentcruelle.
Cette industrieest, pour l'instant, mai-
tresse du jeu et des joueurs parce gu'elle
est dans une phase denrdlement. Les
joueurs sont déji des centaines de mil-

lionsautour du globe, mais on semble tris
loind‘avoir faitle plein. Devenule «loisirs
numero ] des jeunesses mondialisées
(c'est-A-dire l'activité dans laquelle les
jeunesdes paysindustrialisés et richesin-
vestissentle plusdelemps et d'argent), lc
jeuvidéasemble avoirencore unehelle
margedeprogression: si les jeunes, helas,
vielllissent, ils restent joucers avecI'age,
tandis quelesjeuncs eux-mémes jouent
de plusenplus tot elquel'dcart des pra-

ANALYSE

tiquesludiques entre filles et garcons, sur
cechapitre, tend 3 disparaitre.. Bref, les
prophetes gui prometlent un wdevenir-
jeus du mondutout entierontdequolag-
terleurs cancepts, d'autani qulaprés e jeu
sur console de salan, surPCoulejeude
poche, de nouvelles frontitres se dessi-
nent:lejeusuriamontre, le jeunomade
par réseauet téléphone, ele.

Cequel'exempledujeu permelausside
saisir,cesl aquel paintles pluslarges pans

desprogrammes vculturelsnconsommés
dansles sociélésmodemnes nppartiennent
désormaistousilaméme sphere, Le ciné-
ma.lamusique, latélévisione! le jeusont
aujourd'hui les subdivisions d'un vaste
systeme deloisirs électruniques fusionnés
parunsuppart uniqueeluniversel: fenu-
mérique. Al'intersection deces sources,
on peut ohserver aujourdhui I'émergen-
cet d'un nouveau continent culturel et
peul-étreartistique: celuide b digital pop-
culiure, selon le terme anglo-saxon en
vogue, dontlejouvidéo est naturellement
un painteardinal Cette pop-culture digi-
tale, le jew vidéa pourrait aussi en étrele
feuron puisqu'ilestI'enfant direct del'age
informatigue clqu'tl n'ajamaisexisiéque
surcesuppart numérique-la.

Sil'enen jupe parla prolifécationdesdé:
bals unjversitaires ou des expos surson
comple, le jeu vidéo n'esl plus (rés loin
d'obtenircette sorte de reconnajssance.
Méme sic'est une légitimité paradoxale:
plusle mondejove, plus dprendeonscien-
ce que ce n'est pas uniguerment pour
samuser. = OLIVIER SEGURET

Gherard Florin, directeur européen d'Electronic Arts, premier éditeur mondial:

«’Eufope va devancer le marché ameéricain»

dent européend'Electro-

nic Arts, le géant améri-
cain qui produil des titres &
succes comme Harry Poiter,
Fifa NBA, NecdforSpeed Me-
dalofHonoroules Sims. Pour
lui, 'Europe est Je fubur grand
marché dujeu vidéo.
Pendnnt longtemps, lejeu
viddo n'a pas ¢td pris au
séricux. Les choses sont-
elles entrain dechanger?
L'industriedu jevalongemps
eleassimiléeacelleduijount A
present, tautle monde acom-
prisqu'ilsagit d'un loisirades-
tination des jeunes adultes,
parfois pour les muins de
18 ans, mais certainement pas
pourles moinsdelCans Lopi-
nionachange parce que ceux

G erhard Florinestle prdsi-

qui sontnés avec le jeu ¥iddo
sonlentrésdanslavieactiveet
quecedivertissement [ajt dé-
sarmais partie de leur envi-
ronnement naturel, C'est une
question de sénérmion et
nous constalons que le jeu
gagne toujours plus de parts
dans la consommation de
biensde divertissement.
Bicn sar. il existe encore des
gens pour lesquels tenir une
manetteresle un cauchemar,
nais on voit nussi que de nou-
veaux produits comma U'Eye-
toy de Sany, par exeimple (weh-
cam qui fnsére limoge du
Joueur dons le décor d'un jeu,
ndle), créenl de npuveaux
comporiementsausein des fa-
millesou!'onjoue ensemble.
Comme au Monopoly.

QOn peut constater aussi que
TIinteractivité sedeveloppede
plusen plusdans la consom-
mationd'autres médias, com-
mela téldvision ou la niusique,
el ce, cerlainement sous 'in-
Nuence des jeux et de leur
lechnolnge.

L'entrée de nouvenux pays
dans PUEimplique I'acces
bdenouvenux marchés.
Quclleestlasiratégicdun
dditeurcomme EA?
Lannéedernidre, nous avons
ouvert quatra nouveaux bu-
reaux européens: en Polngne.
Hepuhhque lcheque, Slova-
quie et Hongrie. Tly a la une
m'lrp;l:depmgrmﬁmm:nurne
Cette marge signifie que
I'Europe pourrait devenir
unmarché plusimpartant

quecelui des Etats-Unis?
Oui, el c'esl ce giie nous vou-
lons, Pour linstant, le marché
europden est lartement domi-
né parlaGrande-Eretagne, ol
Inculture du jeuvidéa est bien
plus répanduc gutilleurs
Maizlapratique des paysqui
arrivent jusle derritre, la
France et 'AJlemaime, va s'on
rapprocher. Ce gui deviait
amenerje marché curopgeni
devancer le marché améri-
cain.Etil faudraalors bienrd-
Néchir pour savoir ol il est e
plus pertinentd'investit. Ain
queles studivsde développe-
ment puissenl s'installer en
Europe, el pas lorcément en
Amérigue du Nard ou au Ja-
puncemmeaujourd hui, =
Recuelllpar 8.1,

LUNDI 3y Mi\l 2004
ey

PAR OLIVIER WICKER

Jeu
tout puissant

Lz jeuviddoest un genre
bitard. Commelecinédma i
sesfSLbuts,!'mdustnqua
cn:nhunysonlcncunz
mtzmcmcnlhcsct::cst
precisément ce earactie
hyhride quidonne toute sa
puissance aujeu vidéo, Sans
doutc hcausedeses
origines, il alongtenps é1é
carjcaturd commeune
praliquealiénante,
réserviéeadesados
décérdbrés et /ou coupés du
monde, quand il n'était pas
accusé de fabriquer des
géndratons deseraliillers
patentiels.

Beaucoup parmi les plus
réticentsont fini par
empaignerles manettes des
consoles.Certainsadas
sonldevenusdejeunes
parents trenienaires,
assumant sans probleme
lewr goat pour tachose. Et
pendant cetemps, les
producteursde jeux ont
dérnultipliélewr affre,
s'imposant
irrémediablement dans
Tindustrie mondiaie
desloisirs (télé, DVD,
cindma).

Il manquait encore aujeu
vidéaune reconnaissance
symbolique.Clestsnns
doute le sensqu'il faut
donner al'exposition
wGame One, prisentée
actuellement i Lille. Car,
guanle veuilleunaor, le jeu
vidéose voitapposerle
sceaudelaculture nobleet
respectable, Les plus
intrnitables des jovews,
dépassédes deleur
\égiimitdunderground,
crierontsansdoutedla
récupération Les
défenseurs dubon vieux
patrimoine culturel
hurleront la déeadence,
¢ffrayés quel'on puiss I
¢éleverd un tel angune
pr‘at‘lqucqulmnﬁl‘\ca
pmwrdlshcurcscn
compagnie de créaturzs
virtuelles sortiesdelaléte
dupcréateur japonais.
Mais fien ne devraitamriter
cecycle.On peutméme en
:mamnerlrw prtfhmm‘s
tlapes: lesdeputésde
'Assemblée cssayant de
formater [également cos
pradques,des bagarres
entrelohbyistes pour
I'attribution de subventions
curopécnnes, voireun
musée purmanentottla
communaute desjoueurs
irait se recoeilliret
communivr dansun grand
élannostalgique. On stn
approche.

Game On



Museum of Science and Industry

Chicago, USA

Game On Press Pack

25



CHICAGO SUN-I'TMES

MARCH 4, 2005

MSI ‘Game’ taps into video world

BY MISHA DAVENPORT

Museum Pieces

hough he is the expert con-
Tsultant for the Museum of

Science and Industry’s lat-
est exhibit, Barry Hitchings looks
remarkably like any number of
teenagers visiting. Quiet and bor-
dering on shy, he wears a T-shirt,
jeans and a Famicom game
watch. He’s also perfected that
slightly detached, slightly aloof
look that is often typical of
teenagers. It's hard to believe
he's 30 years old and none of the
school kids around him were
alive when he played his first
video game (“Space Invaders”) 26
years ago.

While many at the museum
will freely admit to not knowing
their Mario from their Sonic,
Hitchings is a fountain of knowl-
edge, and he seems to come alive
when passionately discussing
video games.

Good thing he came as part of
a package deal with the exhibit.
“Game On: The History, Culture
and Future of Video Games”
makes its North American debut
today at the MSI. It was organ-
ized by London's Barbican Art
Galleries in collaboration with the
National Museums of Scotland
and took three years to develop.

Barbican’s managing curator
on the exhibit, Neil McConnon,
defers to Hitchings on nearly
every question, save for those
covering the artistic aspscts of

video-game design. Hitchings has
been with the exhibit since the
beginning. Even today, he is both
awestruck and giddy; his passion
for video games has taken him all
over the world. For the next six
montbhs, he'll even call Chicago
home.

“People always ask him what
his favorite game is and he al-
ways stays on the fence,” Mc-
Connon gently kids.

“There’s a lot of games I really
like. ‘Donkey Kong,’ ‘Asteroids,’
“Tetris,’ ‘Monkey Island,’ ‘Links
2004," ‘Gradius V.’ It doesn't
seem fair to pick one,” Hitchings
says.

Hitchings’ favorites are all rep-
resented in the exhibit, along
with another 125 games — all
playable. Though McConnon
says it’s never been a problem in
the past, MSI officials say staff
will be on hand to make sure no
one hogs a particular game.

“There's so much to see, peo-
ple tend to not linger at one
game for very long,” McConnon
said.

In keeping with the theme of
the show, areas of “Game On” are
divided into 17 levels. Level 1
featuring examples from the
early days of programmable
games up through the arcade age
of the early 1980s. Possibly the
most impressive example on dis-
play (if nothing else, because of
its sheer size) is the computer -
housing the first video game, -
1962’s “Spacewar.” It’s roughly

the size of five file cabinets. The
computer program used to write
this article uses substantially
more memory than the 4K used
in the game — a testament to
just how far technology has come
in 40 years.

Alongside “Spacewar” is one of
Hitchings’ personal highlights,
inventor Ralph Baer’s “Brown
Box” that was the first system
for programmable games played
through a television set. It would
later be manufactured as the
Magnavox Odyssey.

Chicago is also well-repre-
sented. Illustrations throughout
the exhibit are by Chicago pop
artist David Lee Csicsko, best
known for designing art for the
Belmont L stop and the Lake
View neighborhood’s Ann Sather
restaurant. Csicsko created a car-
toon-like “Game Family” who
guide you through the tour.

Local game publisher Midway
is also featured in Level 10 of the
exhibit along with other Chicago-
area companies like Jellyvision
(makers of the “You Don't Know
Jack” PC trivia games), High Volt-
age Software (“NBA Inside Drive
2004”) and Incredible Technolo-
gies (“Golden Tee Live, 2005").

Neil McConnon, managing curator of “Game On,” is at home among

the many video games in the exhibit. -8rIAN JACKSON/SUN-TIMES

A quarter of the exhibit is
brand new. Both McConnon and
Hitchings expect to add things to
the show during its six-month
stay.
“We'll update the upcoming
games, of course,” Hitchings says.
“But we're also looking at adding
new handhelds like the Nintendo
DS and the Sony PSP.”

“This exhibit is only as good as
it is relevant,” adds McConnon.

Even in its present state with-
out the benefit of updates,

“Game On” is gamer nirvana.
“Game On” runs through
Sept. 5 at the Museum of Sci-
ence and Industry, 57th Street
and Lake Shore Drive. Admis-
ston is $10-§14(includes general
admussion to the museum).
Through March 15, general ad-
mission to the museum is free on
Monday and Tuesday; admis-
sion to “Game On” on those days
is $5. Advanced tickets strongly
suggested. Call (773) 684-1414;
www.msichicago.org.

Game On
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ART IN ACTION

Chicago Museum Exhibit Focuses On
The Video Game

layers have long known that their

beloved video games are an art

form all their own. It appears the
scholarly world has caught on too with
the debut of a major international art ex-

A young visitor to the Chicage Museum of
Science and Industry's Game On exhibit plays
a Space Invaders cockiall game.

hibition featuring some of the most im-
portant games, from Pong and Pac-Man
to Tony Hawk Pro Skarer.

Game On, organized by Barbican Art
Gallery of London in collaboration with
the National Museums of Scotland, had
its North American debut at the Chicago
Museum of Science and Industry on
March 4. Over 130 games, including 16
classic arcade games in the original cab-
inets, 22 being emulated on PCs and a
couple of brand new ones were in the
exhibit.

“It’s 2 wonderful showcase of all the
arcade games, from Pong all the way
through home games,” said Gary Cola-
buono of Incredible Technologies,
whose Golden Tee series of games was
featured both in an exhibit about how a
video game is made and a collection of

{ games made locally in Chicago. “It real-
ly shows a slice of our popular culture.”

Game On isn’t just about being able
to play video games in a muscum.

The exhibit consists of 16 levels or
areas. each one introduced by a different
member of the “Game Family” — a
mother. father, sister and brother who

Game On

lead museum goers through an exhibit
tour. As guests move through the exhib-
it, they will discover the key creative
people who make games happen, includ-
ing graphic designers, concept artists,
3D modelers and engineers.

Level 1: Early Games is the most ar-
cade-intensive exhibit. Starting with
1962"s proto-arcade game Space War!, |
the exhibit showcases some of the most
classic coin-op video games ever creat-
ed. Games in their original cabinet in the
exhibit include:
Space Invaders
Space Invaders
(table game)

Space I[nvaders -
Part II

Space Invaders -
Part 11 (table game)
Dontey Kong
Missile Command
Asteroids

Galaga

Ms. Pac-Man

Dig Dug

Berzerk

Galaxian

Other games,
such as Burger
Time and Moon
Patrol are emulated
ona PC using
MAME, an arcade
emulation program.

“The best part of
the show was see-
ing the old games
that I saw when [
got out of college in
the *70s,” Colabuo-
no added. “Space
Invaders, Pong, Ms.
Pac-Man — seeing
the originals again
was cool.”

Level 10: Chica-

City’s role in the video game world,
starting with Midway Games publishing
arcade games in the mid-1970s, includ-
ing Space Invaders in 1978 and Pac-
Man in 1980. Guests can play games,
such as Incredible Technologies’ new
Golden Tee Live, Electronic Arts® NB4
Street Vol. 2 as well as several titles
from longtime cabinet maker and recent
game developer TLC.

“The exhibit was fantastic,” said
TLC's marketing director James Hills,
“We had our new game, Povwerball Bil-

N :
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go Style demon-
strates the Windy

Museum visitors out iry their dance moves with Dance Dance
Revolution on PlayStation 2,



A museum visitor tried out the home ver-
sion of Pong.

liards, on display and it was so popular
that a couple of quarters were dropped
into it, despite being on freeplay.”

Hills continued by saving how presti-
gious it felt being involved in such an
exhibit.

“We’'ve been a Chicago company for
about 20 years now, and here we are dt
the largest science museum in North
America,” he said. “It feels good having
Powerball Billiards next to a classic like
Pong. 1t's a new game, but hopefully
among peers.”

Game On will
be on display at
e Chicago
wluseum of
Science and In-
dustry until Sept.
5. The exhibit
will have an ad-
ditional charge

ginal Maneater game, in
§iiberglass shark replica cabi-
8E.is on display al the museumn.

P

The Poly Play cabinet on display
is one of only three of the games
known to have survived the fall of
communism in East Germany

One of the first video games, Spacewar?, was played on a PDP-1 . somewhat larger than an ar-

cade cabinet. Imagine lugging this into a bar!

of 85 per guest. Tickets can be pur-

chased online at www.msichicago. org

or by calling (773) 684-1414. To ensure

a positive experience for all ages, Game

On will not feature any mature game
content.

Golden Tee Live
is used as an exam-
ple of how an ar-

cade garne is made
from start 1o finish,

The exhibit’s next stop will be at the
Tech Museum of Innovation in San Jose,
Calif, in Fall of 2005, to be followed by
the Pacific Science Center in Seatfle in
2006.

For more information, visit the
Museum’s Web site at www.msichicago.
org or call (773) 684-1414 or (800)
GO-TO-MSI outside of the Chicago

area.

The Maona Lisa
isin a museum. So is
Donkey Kong.

Game On
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Game On

Games people played

Temporary exhibit at the Museum
of Science and Industry looks at
the art and science of video games

By GEORGE HAAS
Pop Culture Writer

Walking into the new “Game
On” exhibit at the Museum of
Science and Industry is like taking
a trip down memaory lane for video
pame fans.

In one corner, youll find familiar
consoles for “Space Invaders,”
“Missile Command” and the grand-
daddy of home games, “Pong” Along
another wall, you'l] find
'80s arcade classics, such
as “Donkey Kong,”
“Galaga,” “Dig-Dug"
“Defender” and “Ms.
Pac-Man.”

The only thing
missing from this
anywhere-in-the-
USA bar motif is the
Jjingle-jangle of quar-
ter-laden patrons
and a couple of
beer glasses stacked on
the cabinets.

Then again, no pub or
arcade we frequented ever
had a “SpaceWar!” game,
as this exhibit does.
Developed in 1962
on a $20,000 com-
puter the size of
four refrig-
erators,
the pre-
historie
game is
one of sev-
eral surprises in the show,
which opens today and
runs through Sept. 5.

As its title implies,
“Game On: The History,
Culture and Future of
Video Games” is much
morc than a collection
of games. The exhibit
consists of 17 game
levels or areas devoted to
elements of the video
game story.

And while the
125 playable ekt
games are cer- A
tain to draw A

museum visitors, there’s a lot to
learn as well.

“You never know quite what's
arpund the corner,” exhibit curator
John Beckman said. “The early
games certainly stand out, but
there also are sections devoted to
hew video games are made, tech-

nology advance-

o ments and how

£ Western game

- % design differs

;_3‘."4 ] from Eastern
LA ' design.”

| There also
are levels
o devoted to

%, children’s
s games,

_:! concep-
H tual

and
anima-
tion art,
character
design,
sound
design,
hand-held
games, how
movies and
other media
have bor-
Trowed from
video games
and the Mature of the
industry.
The consumer-fricndly
exhibit uses the illustra-
tions of Chicago artist
David Lee Csisko, who
developed a “Game
Family” of mother,
father, sister and
brother characters to
act as tour guides
through the var-
ious levels,
In Level 1,
visitors will
leurn about
the earliest
gomes,
including

Two boyhood friends, one transformed
into a hairy orange rodent, must save

the world from ecological evildoers in
the action game “Jak and Daxter.”




Included among the video games in the “Game On™ exhibit at
the Museum of Science and Industry is “SpaceWar!” developed
in 1962 on a $20,000 computer the size of four refrigerators,
which is considered the original computer game.

the aforementioned “SpaceWarl!”
and 1972's ground-bréaking “Pong,”
which quickly made its way into
the home market and spawned a
generation of bug-eyved, controller-
addicted hobbyists called gamers.

While a “Pang” console is on
hand, it's actually hooked up to a
giant screen with several other
retro games, such as “Space
Invaders” and “Missile Command,”
that can be played in simulation.

This section also includes many
of the arcade cabinet games, such
as “Donkey Kong” and “Ms. Pac-
Man,” that ate thousands upon
thousands of our quarters. You
wan’t have to pump any coins into
the machines to play them this
time around, but the exhibit does
have an additional §5 fee.

Level 2 also is heavy an the nos-
talgic side, if you like to be remind-
ed of all the money you've spent on
gaming upgrades over the years.

The Top 10 Most Wanted
Systems are contained here, a col-
lection of cutting-edge machines
(many of whieh now seem archa-
ic) that either advanced the art-
form or were so popular they
defined an era.

There also are dozens of other
early systems many will recognize.
Here you'll find examples of the
Magnavox Odyssey, Commodore
64, Atari 2600, Amiga, Jaguar, the
original Nintendo System, Saturn,
Sega CD, Gameboy and current
consales, such as Xbox, GameCube
and PlayStation 2.

Level 3 is devoted to the various
game genres, such as strategy,
action and adventure games,
alongside racing simulations, role-
playing games and puzzles.

Just how far the technology has
come is revealed in a side-by-side
pairing of “The Hitchhiker’s Guide
to the Galaxy” and one of the lat-
ter “Final Fantasy” offerings.

“Hitchhiker” is a text-based,
open-ended game that requires
hours of mind-numbing question-
and-answer prompts, while
“Final Fantasy” is a gloriously
animated role-playing game with
an elaborate story line and cine-
matic-like images.

The contrast also illustrates the
marriage of art and science, inher-
ent in the evolution of video games.

“Game On"” was developed by
London's Barbican Gallery in part-

Game On



uy L

iE 0§

.

Photos by Mat Marten/Daily Southtown

Neil McConnen, one of the organizers of the “Game On" exhibit, plays “Donkey Kong” on a
vintage arcade game machine at the Museum of Science and Industry,

nership with the National
Museums of Scotland and was
first exhibited at the art gallery in
2002, setting attendance records
for the length of its run.

It has toured venues in various
Furopean cities. The Museum of
Science and Industry opening is its
North American debut.

“This show really does reinvent
itself at every venue,” gaid Neil
McConnon, the touring exhibit
manager for the show. “We've
staged il at formal galleries and big
industrial warehouse spaces and
encourage each venue to localize
the contents for their audience.”

Chieago's setting focuses more
on the technology invelved in game
design and zlso includes a seclion
devoted Lo local contributors, such
as Incredible Technologies, the
makers of “Golden Tee.”

Game On

The popular golf simulation game
is probably in half the bars and tav-
erns in the city and has sparked
fournaments from coast to coast.

In addition to several “Golden
Tee" consoles, the exhibit showeas-
es some of the features involved
in the game design. These include
a demonstration on how trees
have evolved in the computer ani-
mation process as well as the
depiction of golfers.

Where athletes cnee consisted of
simple wire-frame “stick” figures,
the latest games employ motion-
capture technology, a sophisticated
camera technique that uses actual
golfers’ swings as models. The result
is an animated golfer who looks and
moves more like a real golfer.

In a level devoted to conceptual
art, visitars will be able to fallow sto-
ryboarding techniques and draw-

ings used to create games such as
“Tomb Raider” and “Dragon’s Lair”

The latter game was ereated by
one-time Disney animator Don
Blath (who would go on to produce
“An American Tail”), which neatly
dovetails into the section on video
gaming’s multi-media influences.

“It really is amazing to see all
the interrelated marketing involved
in games, movies, toys and a host
of products,” Bedman said.

One of the more interesting dis-
plays is a “Star Wars” console game
tied to the first movie. Gamers sat
inside a eockpit-like seat and repli-
cated Luke Skywalker's run at the
Death Star, firing away at enemy
Tie Fighters, which were littla
maore than two-dimensional elec-
tronic line drawings.

Nearby is a “Star Wars Rogue
Leader” game created for one of



John Beckman, manager of temporary exhibits at the Museuwm
of Science and Industry, points out part of an interactive dis-
play of video games in the “Game On” exhibit.

One part of the exhibit allows
visitors to follow storyboard-
ing techniques and drawings
used to create games such as
“Lara Croft: Tomb Raider.”

the newer consoles that is, shall we
say, light years ahead of iis prede-
cessor in terms of graphic detail.

More than a celebration of games
as an interactive artform, “Game
On” goes out of its way to demysti-
fy the technology while giving cred-
it to the many design artists. They
include animators such as “Dragon
Lair's” Bluth and conceptual
designers such as “SimCity's”
Qcean Quigley and Yoshitaka
Amano, whose artwork inspired the
“Final Fantasy” designers.

“I'd like people to come away

Same Omn

When: Through Sept. 5
Wheres Museum of
Science and Industry, 57th
Sireet at Lake Shore Drive,
Chicago

Howrs: 9:30 a.m. to 4 p.m.
Mondays to Saturdays, 11
a.m. to 4 p.m. Sundays.
Ticke#s: There is a $5 fee
in addition to regular muse-
um admission, which is $9
($8 for Chicago residents)
for aduits, $5 ($4.25 for
residents) for children ages
3 to 11, and $7.50 ($6.75
for residents) for seniar
citizens.

informeagion: (773)
684-1414

with a real appreciation for the
creative depth of the visual arts
that goes into these games,” said
Conrad Bodman, the original cura-
tor of the exhibit.

“BEveryone can name their
favorite actors and directors, but
no one kmows the people behind
the scenes of computer games,” he
said. “It's getting more and more
difficult to distinguish games from
films. And it's not just the art, The
narratives are also much more
sophisticated. These are people
who deserve to be recognized.”
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It's a typical night in the Temgple of Retribution. Abaut twenty-four people have gathered and a
few are “camping,” or waiting in hidden spots beside walls or along stairwells, their crosshaits
firmly planted on a frazen opponent. He's a “corpsicle,” a player who has been tageed in this
armed version of the childhoed game of the same name, and he can't play again untjl somebady
frees him fram his current slate of arrest. The campers are waiting for one of his teammates to
walk up and stand next to him, It's how Yot “uniteeze™ thase wha've been “tagged,” But there
are plenty of "nagbs™ in tonight who haven't lzarned how to play yet—willing victims, the lat,
One of them, a red-teamer, is standing motionless atop a piinth next 10 a raaring fire above the
lava pit, where a blue-teamer has spotted him from the portal room benesth the (ava bridge. I's
an easy shot. But just as the blue-teamer takes aim, another red-teamer goes sailing in a "rail-
jump™ aver the lava pit and in mid-parabola sends a beam of energy from his railgun Rashing
downward, naiting a solid headshot. It's Rayden, a legendary player in the world of "Quake |11
Team Arena” and co-leader of clan Onu. A pack of six blue-teamers starm the Red Armor raom
where the lava pil is located and Seconds later, Rayden has taken them all before they can even
draw a bead. One player makes a recording of Rayden's attack as he's shot, a short digital mavie
known as a “machinima.” . it .

"Quake,"” an online mutliplayer first-patson shnnlur'_(FPS) game developed by id saftware in
Texas, revolutionized anline gameplay. It's one of the games cited in “Game 0On: The History,
Culture and Future of Video Games,” a new exhibit at the Musdum of Scienee and Industry.
Originally devetoped by London's Barbican Gallery together With the new National Museums of
Scatland, on its way here the exhibition opened at the Tilburg Art Faundation in the Netherlands,
the Helsinki City Art Museum in Fintand and the Lille Eurapean Capital of Cultyre 2004 in France.
Al these other stops, the exhibition included many of the M-rated (equivalent to an "“R") games
that have been sanitized out of the United States version of this show. it's shame, especially
given how those omitted games help establish the histerical parzllels for the future of the media,
a future located somewhere at the nexus of video games, art and cinema.

Checkers to Chess

{U's no surprise that this exhibition has its origins in a cangerie of art galleries and museums.
Video games as we understand them today may have their visual roots in a made known as
installation arl—ga term coined in the 1960s—and with “art environments,” with which installa-
tion art has a shared history extending back inta the 19305, when the term first appeared in writ.
ings by Kandinsky and the Futurists. But "Game On® starts with a treatment of the two- men-
sional variety of video gamas, and divides up subsequent areas Intg several sections pr "levels,"
each of which encapsulate the introduction of a different genre or technological advance in the
history of the media. In “Early Arcade Games," patrons encounter many of the early staples, sech
as a wall-projection of a tabletop “Pac-Man" and arcade versions of “Asteraids," “Pang” and
“Space Invaders:" this section also includes the Milton Bradley-manufactured “'Space War” from
1983. These games, first presented as arcade machings, were the first to make the jump 1o game
cartridges when home-playable consoles entered the marketplace.

The advent of take-home cartridges marked a heak with the culturat gathering-places of
public arcades and transformed 8aming into a mostly isolated enlerprise. Video gaming has

Game On



struggled ever since against the stereolype of a lone gamer locked away in his living room for
days on end, working thraugh the levels of a “Maria Bros," or the boxing raunds in “Mike Tyson's
‘unch-Out.” In this section sits a sample of the Atarl 2600, with its faux woad-grain panel and
«V-type switch for “color or black and white TVs," a system [listed in a wall text as the “best-sell-
ing console during the early 1980's.” Alsa amang those ta first cross over from the silver screen
ta home-console gaming systems is "Raiders of the Lost Ark” {not included in this exhibition), a
game that required players to use both joysticks —one ta move his Indiana Jones character
across the screen and a second to maniputate a dropdown menu of portable items, including a
shovel, parachute and artifacts. This type of gaming helped open the door to programs whnse_
central purpose was the representation of real-life situations,

Arguably, the very first “simulation” game was invented by L.H. Canway, a British mathemati-
cian at Gonville and Caius College in England, who developed the "Game af Life” in an effart to

with cellular of the generative processes of cellular
life. A high pointin the “simulation” game genve was “The Hitchhiker's Guide to the Galaxy™ from
1984, 2 lotally text-driven life-simulation game made by Infocom for the PC, Based on the popu-
lar scignce-fiction novel by Douglas Adams, the objective of the game was to help the main char-
acter, Arthur Dent, prevent bulldozers fram demolishing his house. “The Hitchhiker's Guide™ was
modeled on games thal a seneration of kids had grown up playing, a series of totally text-based,
tabletop “paper-and-pencil” or “PnP" “role-playing games.” also known as “RPGs.” These includ-
ed the popular "Oungeons and Dragons” series of story adventures knawn as “modules.” These
“PnP" games hit a peak in popularity amang gamers with the release in1977 of the “Advanced
Dungeans and Dragons™ game system of books played using a twenty-sided die, a system which
came to be known as the d20 system. In these, a group of players are sent on a quest in which
they encaunter obstacles along the way such as dragons, arcs and an entire host of otherworldly,
often gruesome creatures (fastidiousty documented in the AD&D “Monster Manual™) that in com-
bat deplete a total number of “hit points” each player has —until they arrive at zera hit points,
when the player is treated as dead.

Inspired by DBD games. two students af Essex University, Ray Trubshaw and Richard Bartle,
crealed the first "Mulli-User Dungeon” ar MUD, in 1978, These interactive online gaming environ-
ments functioned on the same principles as “Pnp" gaming modules, themselves hased on the
“Choose Your Own Advenlure™ paperback storybooks in which readers, following a hero through
a genre-appropriate adventure, were given the option of turning to different pages in a book; the
choice of starylines affected the ultimate outcome of the novel. MUD sofiware technelogies
rapidw evolved into “multi-user dimensions™ used for various types af text-based gaming, sky-
rackeling in popularity at a time when heme computers were becaming more affordable and the
baud rate on modems was reaching 300 and then 1200, allowing for faster rates of data transfer
and thus faster game play. Gamas such as “Hitchhiker's Guide,” even though fully text-based,

nark the first moves toward a foundation for a workable graphics-based virtial "environment,”

ecades earlier, similar reinterpretations of lived space had actively revolutionized art. Kurt
Schwilter's "Merzbau,” subtitled the “Cathedral of Erotic Misery," serves as a prime case-in-
point. Built between 1919 and 1937 in mast every room of his Hanover, Germany hame,
“Merzbau” serves a5 an earliest le of "ench ™ or “filled

as a gener

pace installation,” com-
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posed of wood and plaster forms often rectilinear or biomorphic in shape, found objects and siuff
given the artist by friends. Schwitlers hoped his installation would give viewers a way to free
themselves from “life, fram all things that disturb mankind.” It was alsa away for visitors tn
“inhabit” the creative spate of the artist’s own mind, a way af viewing reality through engage-
ment with an imagined perceptual space. “Merzbau,” however, will not be seen again: it was
bambed along with the artist's home during the air raids of World War |1,

Enter the Dragon

“The Making and Marketing of Games" gives museum visitors a glimpse into the artistic sources,
design and programming of games, “Dragon’s Lair," the first American cinematic video game, was
unique in the history of the medium Ffor its use of a Laserdisc player as the source for animated
motion-picture sequences scattered throughout the game. Invented by Rich Dyer, “Dragon’s Lair”
was animated by Doa Bluth, a former animator for Disney. Having an experienced animator as
part of the design team braught Hollywand expertise to lhe manufacture of video games, with
twenty-two minutes of film-quality animation used to tell the stary of Dirk the Daring, a fumble-
bum knight en a mission to save the alluring Princess Daphne fram the clutchas of a kidnapping,
cartaonish green dragon, Sectians of the Laserdisc were accessed and played a5 determined by
player commands, though it's significant that, rather than strictly contralling Dirk, the player
merely directs him what 1o do when confranted with nearly a thousand diffarant life-and-death
situations,

Though the success of “Dragon's Lair” and the Laserdisc game market was short-lived, it
most significantly established a future crossover inits asanj | cinema. it
was a potential that remained dormant until the release of “Wolfenstein 30" in 1992. The first
titte designed by the fledgling id Software, “Wolf 30" was by Apogee Soft
a then-leading campany known for its shareware, or free, releases, “Walfenstein,” amang ane of
the most remarkable developments in the history of video games, while referenced in walf texts
and ancillary documentation on the exhibil, is not available to the general public far play.

It*s clear why. Init, the player takes the first-person perspective of a soldier who has infil-
trated and must shaot his way out of an epanymaus Nazi facility, s “3D" enviranment was creat-
ed using a new variety of graphic rendering called "ray tracing” that creates perspectival depths
against which player and opponents are buffered or limited in movement. it also included very
realistic violence: the bark of 55 commanders was often jarring, and blood splattered freely as
the soldier mowed down his Nazi enemies using pistols, rocket-launchers and high-powered
chain guns. “Wolfenstein” was credited with starting the first-person-shooter craze among
gamers that continues 1o this day. In 1993, id released a nexl-generation game called “Doom™
using similar ray-tracing software, in which the player takes on the character of a Space marine
transported to Mars alter assaulting 2 superiar officer who has commanded him ta kill innocant
civilizns, A on Mars aceid: opens a di | partal and hordes of demong
start pousing through the teleporters and turning workers into zombies.

Among the major innovations represented by the release of “Doom” was its user-expansion
technology, known as WADs (which may mean "Where's All the Data?" though nobody knows for
sure). These allow users to customize even the most mundane and detailed elements of game
play. A version of the game called “Marine Doom," designed by Lt. Scott Barnett, was even usnd
by the Uniled States Marine Carps ta train its soldiers the value of "teamwork, decision-making
and coordi (check out www.dod! com far other games used by the
Department of Defensz in its personnel training).




The popularily of "Doom™ was suspassed only by the 1996 release of its successor, also an
id Software title, called "Quake.” Picking up on the space-marine storyline of its predecessor, the
character in “Quake” has been sent on a mission inta a portal to prevent the most powerful
demans from coming through and transforming our reality into a versian of their home in Hell,
Much of the altered dimensian in which the player fights is based on the stories of H.P. Lovecraft
and the finat enemy which must be slain is the infamous “Shub-Niggurath,” alse known as “The
Black Goat of the Woods with a Thousand Young,™ a characler slalen from Lovecraft's “Cthulhu
Mythos.” “"Quake™ also toock the WAD techinoiogy introduced in “Doom™ a step further, allowing
players lo create “mods,” capable of a higher degree of customizability. Added 1o this was the
ahbility of users to play over local area netwarks or LANS (computers connected using an Ethernet
cable in an office, for instance) or the internet. internet-connecied players used a “server-client”

archilecture: by loading the main gaming saftware onto a public server, other piayers known as
“clients” could log in using a telephone connection. And, of course. another feature lhat made
“Quake” popular among gamers was the fact that the soundtrack had baen written and recorded
by Trent Reznor of then-peaking band Nine Inch Mails.

in 2000, a version ef “Quake” dedicated 1o mulliplayer first-person shoater “deathmatches™
was released called "Quake 11l Arena.” with music composed by Sonic Mayhem and Fronat Line
Assembly. In it, individual or teams of players engage in a “tag” tournament using an array of
weapons from the original game until all opposing ptayers have either been eliminated or until
the time of play hits an arbitrary limit. *Quake Wl Arena”™ presaged the coming of “massively mul-
tiplayer online games™ {or MMOGs), which would come to define huge swathes of papular
American culture and lead to the development af a mullibillion doltar video-game industry capa-
bie of rivaling the financial and cultural dominance af that dream machine known as Hollywood.

People-Powered

Mulliplayer gaming environments have evolved even further since the id Software reveolution,
and now hundreds of thousands of peaple can play online in the same game simultanecusly, One
major difference from earlier multiplayer games is the persistence of the gaming enviranment:
these games maintain themseives without human interference, never needing ta be reser. What
a player builds or “earns™ in the game environment ane day will be there when he lags in the
next. Most MMDGs were originally designed for desktop computer systems and are only now
making the transition te conscles such as the popular Playstation 2. However, much of what
makes MMOGs relevant lo the advancement of video games as an art farm has yet to evolve in
any meaningful way beyonad inctuding the highes! number of playars online a1 any given time. It's
significant that the most recent developments have accurred in a mostly single-player game
series known as “Grand Theft Auto™ (or “GTA™), lirsi released by Rackstar Narth (originally DMA
Design) in 19g7. “GTA™ allows the player an amazing amount of freedom within the game “envi-
ronment” to eilther play ar not. While “story levels™ exist that can be ptayed by taking arders
from crime-world figures that allow the player to rise through the underworld ranks and eventu-
aliy achieve criminal dominance, playars may alsa choose to roam the game environment and
neavers initiate a stary level of play at all. Added to this system. with the release of "GTA I1l,” was a
unique third-person perspective thal adapted the game to a moare typically cinematic viewpoint.
Alsp unigue about the “GTA™ series is ils usa af a lang list of name-brand vaice actors such
as, in “GTA: Vice City.” Ray Liotta, Dennis Hoppet, Gary Busey, Busl Reynolds and Debbie Harry:
in the recenlly released "GTA: San Andreas,” the list includes Samuel L. Jackson, Peter Fonda,
lames Woaods and Ice T. The “GTA" series has also licensed a wide array of American Top-s0 and
hit music for ils soundtrack. including a huge playiist that includes nastalgic litles by such bands
as Guns N" Roses and Mr. Misler.

Video games, having far surpassed the level of mainstream acceplance of installation
art. are af the cusp of 2 cultural breakthrough. Installation art failed when it fizzled in its original
utopian ideal of closing the gap between art and life, and is now mitigated by museum admis-
sion cosis and security guards. Incorporating a virtual framewark with a fully cinematic perspec-
tive similar to thal of the “GTA™ series inlo a workable massively multiplayer anline “enviran-
ment” may well hold the key to its eventual cultural legitimization as an art farm. But what
“Game On™ makes clear is that video games are resiricted by a cultural stigma that's a persistent
barrier to what many fans hope and dream video games will someday become: films that we can
walk intao, a virtual reality interchangeable with our ows. A chance 1o control the ever-present
camera Lhat transforms ours into a humiliating, gratuitous ideofogical clockwork of reality-based
cbsession with clothing choices, body weight and the endless Lrivia of a society that has lost the
ability to step outside itself.

It's a possible future that may be difficult for viewers to distinguish in “Game On,” useful as
a sufvey of various entertainment technologies. But as a reduction of the history, culture and
future of video games, it may well prove a missed apporlunity. Nol willing to taint our gaze with
the images of violence and depravity present in so many other art forms — from rap music ta the
paintings of Goya, for instance, ar the films of Kubrick to the Armageddons of our Seriptures, wa
rnay well miss our chance to grasp that which elevates our culture overall and s 2s individuals
to something better and finer than the sum of our many parts.

Game On
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DIGITAL CULTURE

EXHIBITION OF THE WEEK by Bulent Yusuf

GAME ou AT THE SCIENCE MUSEUM

LONDON SW7, £8.50 ADULTS, £6.50 CHILDREN

| UNTILZ5 FEBRUARY 2007

he half-term holidays are here
lpiu Stressed-out parents and
their hyperactive spawn will be
nockmg to the Science Museum in Lon-
don for a dose of quality edutainment and
interactive exhibits. As if by coincidence,
this is also when Game On launches, and
the museum plays host to ngmnd exhibi-
tion about games and gaming from the
past four decades. Simply put, it's a mag-
nificent tribute to an industry where tech-
nology, culture and design have intercon-
nected and evolyed to an unprecedented
degree. And you can’tafford to miss it.
Originally shown at the Barbican and
the National Museum of Scotland several
years ago, this is a veritable Aladdin’s
Cave of consoles, computers and arcade
cabinets. But rather than just gawp at
these precious artefacts through Perspex,
visitors are invited to play with them too,
with more than 120 games covering every
conceivable genre. For this revival, the
show is enhanced with new exhibits and

specmlly commissioned artwork from

| GRAND HISTORY
OF THE VIDEOGAME

street-artist.Jon Bumermnn. One af his
works is a gigantic timeline in the shape
of a gluttonous snake, which places the
development of games within a social con-
text. His colourful doodles are delightfully
weird, but educational with it.

Various gems include a big screen pro-
jection of Space Invaders, an original Star
Wars arcade cabinet, and a rare oppor-
tunity to play the licensed game of E-T.
—which infamously caused the industry
to crash in 1983 because Atari invested so
heavily in its success. Legend has it sur-
plus copies are buried in a landfill in the
Nevada desert. Elsewhere, there are pro-

~duction sketches from games like Grand

Theft Auto, Tomb Raider and :heSuper
Mario series. Also [eatured are interna-
tional oddities like Pachinko gambling
machinés from Japan and an ulera-rare
arcade cabinet from Communist-era East
Germany, the PolyPlay.

Gaming parenmwho visit Game On are
going to experience a warm fuzzy glow as
they see their children enthralled by the
same old skool classics they used to play.

‘Videogames have truly come of age, and

this is a wonderful exhibition that bnn,gs

history to life.
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The Evening Standard

Remember the
days it took all

this for a game
of shoot-em- up?

2 120 games on

-_duplm wuh q]d thvnuxim
like Pac-Man and Space
Invaders competing for
attention with the likes of

ultra-modern Lara Croft.
@ Sclence Huwnm tomorrow

ATARI \’CS TAITO TABLE TOP PLAYS‘I'ATION 3

Year: 1978 Memory: 8kilobytes Year released: 1977 Memory' 8-10kllobytes ‘Released: 17 November 2006 Cost: Bso
(equivalent to a digital watch) Cost Gn today’s money): £5 ‘Memory: 20-40gigabytes

Cost (in today's money): £129.59 Games: Space Invaders, Pac- Man.Moonquat (20- wmllﬂonkhs)ﬁamm.indudihﬂ
Games: Pang, Combat, Indy 500 and Asterolds ‘Lara Croft and Grand Theft Auto
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Herald Sun
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4 Herald Sun, Wednesday, Febary 27, 2008

i Pong (ahove) was very simple.

4 avented in 1972, all that was required of
players was to hit a little while dot between two
bats on screen. 3

Or, a5 one of those behind the game observed,
to come up with “‘something so simple that any
drunk in any bar could play.

In the more than 30 years since, v:dw games
have come o long way.

HE principle behind iconie video game
3

Wireless, intemet-connected game play, sur-
round sound and amazing graphics driven by

computing power the pioncedng developers of
Pong could only dream of, have helped mako

vidéo pames a ‘bigger money spinner -llmn" Over

Hollywood.

No one knows this more than Conrad
Bodman. The curator of the Ganse On exhibition
at the Australian Centre for the Moving Imape
(ACMI) has brought together a virtual history of
video gaming under one roof,

Appropriately for the subject matter, the
exhibition is heavily interactive.

Visitors can play a huge range of games
ranging from 1962's Spacewar! through to
classics such as Space Invaders, Pac-Man und
Tomb Raider, lurgely on their original platforms.

““Busically, it's the history of video games
from 1962 o the present day,” Bodman says.

*“The exhibition is really very interactive, We
have about 125 playable games in the gallery, so
it's focused on the experience of sumpling
gmes,”

Though Spacewar!, developed on a super

Amajor new exhibiton in Melbourne
demonstrates today’s sophistiéatéd‘
video games are far from the
maddening Pong. Grgg\Ihu_mareb;onts

computer at the renowned MIT research labs in
Boston, was the first electronic space’ pame,
Pong was the one that really started it all.

Designed by Atar co-founder Allan Alcom as

a coin-operated arcade game, ils success was
such that a home-entertainment system, the Atari
2600, was developed that allowed pcoplc 1o play
games in their lounge rooms. .~
Considered the precucsor of modcm udeo-
‘pame systems, the home-culennmmen .rév-
olution was born. ;

A procession of cansoles and. gnmns-fmm

companics such as Nintendo and Sega soon
followed, cach one more powerful then the lost.

opcdmlo pop—cullmt: icons and flap-bearersiin the

video-games war, from Nintendo's Mario o ;

Sega's flect-fooled Sonic the Hedpehog.

As home computers and game consoles
qt:adily became more powerful, a whole
gencration of kids flocked to: video arcades,
pouring pocket money into machines such ss
Space Invaders (1978) and Pac-Man (1980).

It was on the home front though that things
moved with increasing speed.

When the Nintendo 64 console went head to.

head with games upsart Sony's PlayStation
machine in 1996, 4 struggle for supremacy began
which is still being fought to this day.

Things only became more interesting when
Microsoft entered the fray in 2001 with their

online-enabled Xbox games console, taking on.

Sony’s PS2 and Nintendo’s GameCube.
As games became more sophisticated; so/did
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their capaeity to capture the public imagination.
and nttract;controversy.

Lura Croft, the central character in 1996's
Tomb Raider, attracted almost as much attention
for the size of her impossibly buoyant breasts as
forithe game's swashbuckling gameplay.

The debate aver sex and violence and its
capacity to influence younger gamers in part:
icular, reackied a climax withthe introduction of
-Grand Theft Auto ITI: Vice City in 2002.

The latest in an already successful franchise,
players found themselves free to cause trouble,
rouming un open-ended environment character-
ised by street gangs, crime and violence.

The: pame cuused a scandal when it was

revealed plnyc:s could have implied virtual sex
With 4 prostitute in the back of & rocking car,
an element that ensured the game was pulled
Trom store shelves before the offending content
was removed.

The Sims by contrast sparked an addictive cult
in' 2000, as players burnt the midnight oil
exploring the social inleractions of 4 host of
characters or “'Sims"" s they went about the
daily drudgery of life, from getting up in the
moming to finding « job and conversing with
¢ach other on sereen.

The Intest in a Jong list of violent shoot-'em-up
gumes already on the market, Max Payne
coptured pamers’ imaginations with its use of
slow-motion “‘bullet time' action sequences,

Game On Press Pack
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1Harald«Sun. Wednosday

_»spacewad, fiad humhlabeg]nnlngs lns
b iQGZatBaston sMiTiresearch labs

{ 'games ever. Space Invadars cameon
i the sceneIn1978 and captured the
lmaglnatlon (and muney) of youngsters

‘4 characterLaraCmﬂmadegames e
‘sexywhen Tomb Raider was releasedin,
1586, Itspawned seveml saquelsa‘

S GAMES BECAME MORE

SOPHISTICATED, SODID . e e A
THEIR CAPACITYTO it i i) Compn . CEVt S, e g ot 8 s vrond s M il

Ak GAS Tolr): Sstepetson sbe e ealis hics ‘and. . Welre ouly really Tooking at 45 years since.
CAPTURETHE PUBLIC - plaiog (Fial : eligeee T b m.devew Doy

urismo), to'name a*few.‘
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ATTRACT conovensY*»-' .
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That's-a spicy meat-a-ball!

Al Alcorn - one of the most important figures at Atari in its first ten years and creator of
Pong - at the opening. Look out for our interview with him next week.
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P-1 - Spacewar was made on one of these in the early 60s. Suddenly Doctor
Who's props department doesn’'t look so bad any more right?

=i

A replica PD

The show floor was lit for romance - moody, sultry and intimate. Either that or my digital
camera sucks.
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Computer Space: It's like a Morolien from SC5 mated with a Bedazzler.

Lien.co 85 Len.com

This guy actually had his eyes shut - he told us his strong connection to the force would
light his way. He didn't do very well and it was actually a little embarassing.

Oh Discs of Tron - your name may be in the mud now, but once upon a time you were a
proud and fine arcade game.
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The controls for the very first coin-operated videogame. For the public of the day this was
a long way from pick up and play.

NA-2010

Spot the difference.
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A veritable treasure trove of arcade gaming. Bless you ACMI. (Well, bless you for letting
me in with only a handful of other journos, but curse you for kicking me out halfway
through a game of Space Invaders).

Gee, | wonder why P
Donkey Kong's Japanese name was actually Donkey Dong. Again, it had to be changed.
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Ah Jumpman - whatever became of you?
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The "Wacky Tobaccy' school of cabinet design lasted for several years. Maneater - on the

right - was designed to cash in on the Jaws fervour. The manufacturers figured that people

too scared to go to the beach would come to the arcade. Sadly, the game simply made
them too scared to go to the arcade.

W IGN.COM

Poly Play - an East German coin-op from the mid to late 80s. By all accounts it was pretty
crap. Natty styling though.

Game On Press Pack
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State Library of Queensland
Brisbane, Australia
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(GGame On

Pacman
PACTANESD | 720 2000

This summer all videogame fans — and there are millions out
there — can step out from the twilight zone of their home
consoles for. something truly special. The State Library of
Queensland has secured a blockbuster interactive exhibition —
Game On — that looks back at the history of videogames from
the humblest beginnings with memorable and surprisingly
absorbing games like Space Invaders, Pac-Man and Pong to the
multi-billion dollar games industry of today.

Game On has already been thrilling audiences around the world

and now this summer Brisbane gets to enjoy the action with aver

a hundred playable games on offer for visitors to test their skills.
As well, the exhibition looks back at some of the archaeology of
game technology from rarely seen consoles, controllers and
other games collectables. There is even the very first computer
game: ‘Space War’ created by MIT researcher Steve Russell way
back in 1962 which used paper code tape - the earliest piece of
games software.

PDP-| computer

© Compueer Hisiory Mz f Barticn Ant Gaeries

p
Nintendo console
© 0 biticm Ar Gaeies |
Peter Notls

Game On

I7th November — 15th February
. State Library of Queensland

The exhibition covers eleven themes, each with examples of
games indicative of the theme or era. Those themes include:

* Early Computers and Arcade Games

From Space War to Computer Space, Space Invaders and
Asteroids, early game technology had a preoccupation with
science fiction themes.

s (Character Games

Pac-Man may have begun this trend but it was Sonic and Mario
who become two of the most significant games characters and
the benchmark games of Super Mario Brothers and Sonic The
Hedgehog.

= Children's Games

Portable options like GameBoy and Nintendo DS brought a whole
new dimension and audience to games as did children’s -
characters like Picachu. A special lounge for 3-5 year olds is
provided at the exhibition for new children's releases.

* Games Consoles

1972 saw the first games console — the Magnavox Odyssey - but in
its wake Atari, Sega, Nintendo, Sony and Microsoft would become
household names for their games consoles and amongst the most
requested items on Christmas lists.

» Multiplayer Games

The social aspect of games entered a new phase with multiplayer
online gaming made possible by the internet but this theme also
looks at the console based multiplayer options.

+ Games Culture USA & Eurpoe

Looks at how games are a reflection of social values and raises
the question of the level of violence evident in some games

« The Making and Marlketing of Games

From concept through to packaging the design process is
examined focussing on some benchmark games including Tomb
Raider, Pokemon, Max Payne and The Sims.

« Sound

From the earliest games to the sophisticated sound effects of
today’'s products, sound is a key facet of the game experience.

= Future Technology

Where to from here? Emerging technology is explored along with
recent releases such as Gran Turismo.

* Games Families

This section explores the classification of games into three key
categories of: Thought; Action; Simulation.

+ Games Culture Japan :

The distinctive influences upon japanese games including comic
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Not All Fun and Games

In addition to being able to play and experience so many iconic
games that have been milestones in the history of electronic
games, Game On also includes a host of events and debates
plus information on how to be part of the burgeoning games
industry, particularly in Brisbane, which has a thriving games
design community.

Debates include one on the benefits of playing electronic games
(Wed. 26th Nov. 6-8pm) and Wired Women (Wed. 28th Jan.
6-8pm), which reveals the female influence on the games
industry that has generally been seen as a young male domain.

PLAY YOUR WAY THROUGH

“Max Payne“‘

© Remedy Extertarmert LA 2001,

The State Library of Queensland is ensuring plenty of fun in the
exhibition program including the GAME ON PARTY (Sat 22 Nov.
6-10pm) and GAME ON NIGHTS (Friday nights 6-10pm).

There are also workshops and a forum on getting involved in the
games industry with representatives from some of Brisbane’s
leading games design companies.

Game On is at the State Library of Queensland, South |
Bank from 10am-5pm daily from Monday 17th November
until Sunday 15th February. Tickets are available either
onsite during exhibition hours, through gtix.com.au or
phone 136 246. For exhibition and event ticket prices or
more information about Game On visit
www.slg.qld.gov.au

THE HISTORY OF VIDEOGAMES

17 Nov 08 - 15 Feb 09

State Library of Queensland Cultural CEnIre'

Stanley Place, South Bank, Brisbane
wwwslq qld govuu Sy

TICKETS SALES ONSITE OR
aTIX.COM.AU, 136 246

slq:
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f the internet rumours are to be
believed, Lara Croft, the most famous
woman in the video game world, will
be showing even more skin in her next
adventure.

It's a hot issue in the video game
: - industry, which is just waking up to
i the female market even though women
have always been enthusiastic players.

It is estimated that around 40 per
cent of players on the world's biggest
online games, like World of Warcraft and The
Sims Online, are women, and the industry is
finally taking them seriously.

Nintendo’s enormously pepular Wii
console, with sales of more than 25 million
units worldwide, has succeeded in luring a
new audience by offering trivia, musical and
sporting games with a family friendly feel.

And with its handheld DS system, Nintendo
has directly reached out to women, featuring
Olivia Newton-John and Symantha Perkins in
its Australian advertisements for Brain
Training - a puzzle game.

But at the same time Nintendo takes off, the
gaming industry is feeling the impact of the
economic downturn.

Studios in Australia and overseas are
beginning to shed jobs, and Eidos, the makers
of Tomb Raider, is not immune.

Eidos sacked 80 employees at Tomb Raider
developer Crystal Dynamics and its shares
fell 25 per cent in one day after it revised
down its profit forecast, due to lower than
expected sales of Tomb Raider: Underworld.

The internet is now swirling with rumours
the next Tomb Raider game will be rated M

Game On

Published: MTWTFS-

Games
wake up to
girl power

rather than T (for teen) — meaning it will be
either sexier or bloodier.

Gamers are venting their concerns on
blogs, worried creators could exploit their
already buxom heroine Lara Croft, famously
played by Angelina Jolie in the film spin-off.

*...I’ve been a fan of the series ever since
the first title but isn't this just a sign of
desperation? How about making an awesome
game without having to pull stunts like this?"
one fan wrote.

The image of a gun-toting Croft is being
used to promote an exhibition.of video games

_at the State T.ibrarv of Queensland/called
iGamal@mar = =
““Aspartof the exhibition, women from the

industry plan a gathering to talk about how
their influence is re-shaping the gaming
wlox:ld.,_g ———

Pe; L , & senior game designer
with 2K Australia, said the options for women
gamers should increase as more women
worked in the industry.

“T guess it's easy to cater for an existing
market than to create a new market - it's easy
to make the types of games that have been
made before than to take risks and create a
new genre for a new market,” she said.

Ms Sweetser said although Nintendo had

“hit the jackpot™ when it began targeting the
female market, there was still little female
input in games development.

“Often you're not developing for (your own
demographic), you're developing for what you
perceive your target market to be and
(creating characters) who they would like to
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see,” she said.

[Hanmah Crosby/ an artist with THQ Studios
Australia, agreed that women were still
getting a man's take on women's games.

At Brisbane's THQ studios, which
employs about 100 staff, Ms Crosby is one of
only five women.

“Because there's not many women
working on games I guess we're getting a
very male take on what they think women
want to play,” she said.

Ms Crosby said *'pink games” were
another burgeoning segment of the
market, encompassing games about
dolls, puppies and shopping, and
sometimes sold on pink consoles.

They were usually designed by men
and marketed to mothers buying
games viewed as safe and friendly
for their daughters, she said.

“But girls who like to
play games have taken
things into their own
hands by playing online
games that aren't made for
women, but aren't
definitely only for men,”
she said.

Both women view Lara
Croft as an icon in the
industry and in wider pop
culture, and say they will
watch her future
appearance with interest.

Ms Crosby, a strong
advocate for female
characters in games, said
she’d learned to live with
Croft's appearance because
of her other heroic qualities.

“It's the sort of thing
women have overlooked to
this point because otherwise
you wouldn't play anything,” she
said.

“Getting women into games at all at
the moment is the first step before
anything like what they are wearing
or look like."”

Both women say “casual” games
like those offered by Nintendo are
best placed to survive the
economic downturn, because they
are cheaper to produce than “epic”
games with hours of production
behind them.

And both hope Lara Croft gets .
through this next stage with her
clothes still on,
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Queen Victoria Museum
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Launceston, Tasmania
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Get your Game On 2.0

he world’s biggest
celebration of video
games heads to
Launceston as the
opening exhibition in Queen
Victoria Museum Art
Gallery’s new touring
exhibitions gallery.

Gamers are set to converge
on the city from July 3 to
experience the world premiere
of Game On 2.0. s

It is the world’s largest and
most comprehensive
exhibition dedicated to the
history and future of games
and gaming and it will be
presented exclusively in
Australia at the Queen
Victoria Museum and Art
Gallery, Launceston.

Game On 2.0 traces the
technology behind the { 8

incredible pace of The Queen Victoria Museum Art Gallery will host the world premlere to Game On 2.0, the world’s
development in computer

Famelrrol PR ey largest exhibition dedicated to the history and future of games and gaming.

35 years and gives audiences  facility for Northern premiere of Game On 2.0 as then has toured to the US,
a thrilling hands-on Tasmanian residents,” . our first exhibition in this new Europe and Asia and has
experience to explore how Launceston City Council ' space, this clearly proven to be a smash hit
games and gaming has : Mayor Albert van Zetten said.  demonstrates . .. our capacity —amongst more than one
evolved into the massive “The addition of a new touring  to host exhibitions not only million gaming fans —
billion-dollar industry that it  exhibitions gallery to the from around Australia, but children and adults. Presented
is today. Inveresk site cements its also overseas.” as a totally interactive

“The QVMAG is a major position of one of the best The original Game On experience, the exhibition is
drawcard for people visiting — regm‘gal museum fﬂ}d art exhibition was launched at the pure fun for the dedicated
the area as well as providing a  galleries in Australia. Barbican Art Gallery in gamer and first time novice
fantastic education and art “Now with the world London in 2002, and since alike.
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Lara, rong
and Rapper
ready for
world first
at museum

By MARY MACHEN
Aris reporter

LARA Croft, Pong, Jak & Daxter,
PaRappa the Rapper — they’re
here in Launceston and ready to
play.

Tonight Launceston hosts the
world premiere of Game On 2.0,
curated by the Barbican Arts
Centre in Londom, which cele-
brates the history and future of
computer games, pinball ma-
chines and videogames.

In Launceston until October,
the $400,000 exhibition invites
everyone to play the games they
grew up with, and find out more
about the development of games
since the 1960s.

Clearly excited to have scooped
the Australian-exclusive world
premiere for this blockbuster
exhibition, QVMAG director
Patrick Filmer-Sankey said: “It is
certainly this museum’s most am-
bitious touring exhibition project

yet.
“Tt’s bigger, more expensive and

Ray Latypev and his Virtusphere at the Queen Vlctori Museum and Art Gallery in Inveresk. g

Picture: WILL SWAN

more complex than anything we
have tackled before.”

Putting the show together has
demanded the skills of an army o
installers — 16 technical crew
from the US and England as well
as dozens of local technically
savvy volunteers.

The jewel in the crown for this
exhibition and never seen before
in Australia is Virtusphere, in-
vented by Russians Nurulla
Latypov and his brother Ray, who
is in Launceston for tonight’s
opening.

Virtusphere requires users to
don a headset and enter the

“It is an immersive, virtual
reality feeling,” British exhibition
consultant Barry Hitchings ex-
plained.

“You have to push forward as
you try to keep your feet as the
sphere turns.

“It takes a while for the body to
adjust, you can feel like you are
drunk at first.”

The Virtusphere is restricted to
people over the age of 12.

Visitors can also expect to see
home consoles and personal com-
puters from the past 30 years as
well as sections devoted to sound

WHAT: Game On 2.0 exhibition

WHERE: Queen Victoria Museum
and Art Gallery, Inveresk.

WHEN: Tomorrow to Sunday,
QOctober 3. Open daily 10am-
5pm, plus late night Thursdays
until 9pm.

TICKETS: $15 adults, $12
concessions, $45 family of 4
(two adults, two children).

design and music in games and
online games.

Game On 2.0 is the sequel to
the Barbican Art Centre's Game

On, launched in 2002 and which
attracted a million visitors.

It toured to Melbourne and
Brisbane in 2008.

Mr Filmer-Sankey estimated
that Game On 2.0 would need to
attract more than 27,000 visitors
in Launceston for the gamble to
host the premiere to break even.

Travel packages to attract
mainland and New Zealand visi-
tors to the exhibition are being
offered by Virgin Blue. Mr Filmer-
Sankey was confident the show
would prove a big hit.

“What's sc amazing about
Game On 2.0 is that everyone will

find something of interest,” he
said.

“They can have a go on any of
the 130 playable games, but in the
upstairs gallery there are maga-
zines and all the original concep-
tual artwork behind the games for
people to see”

While there is an entry price to
the exhibition, all games within
the exhibition are free to play.
There will be time limits imposed
on games to ensure all visitors
have the chance to experience the
full scope of the exhibition.

After Launceston, Game On 2.0
travels to Athens.

rotating sphere.
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Young gamers take on Hawthorn's
Birchall and Williams at exhibition

By MATT MALONEY

HAWTHORN'S Grant Birchall
and Jordan Williams yesterday
found themselves playing a

different gtyle of pame against a

younger yet demanding
opposition at the Game On 2.0
exhibition at Inveresh.

Fifteen young readers of The
Examiner were given a onee-in-
g-lifetime chance to hattle the
two popular footballers at the
world gaming event through a
special promotion organised by
the newspaper and Queen
Victoria Museum and Art
Gallery.
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Before Birchall walks on to
Aurora Stadium to play his
100th game in front of a home
state crowd today, he needed to
f}wex his skill on the Nintendo

1.

Bianca Seadon, of Waverley,
came cloge to knocking him over
on a table tennis game, but lost
a lead in the late stages.

She did beat Willhams,
however.

“It was a bit weird having
Hawthorn stars at the other
end of the table, especially
when you're a Hawks fan,” Miss
Beadon said.

QVMAG media liaison officer

Belinda King aaid more than
1000 people attended the games
exhibition lagt weekend, with a
large number of attendees
getting their video game fix
once A weelk.

The Examiner’s promotions
manager, Danny Gibson, was
pleased that readers of The
Examiner could benefit from
the newspaper’s partnership
with the museum.

===} SPORT: Pages 120,
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Barry Hitchings enjoys the Game On 2.0 exhibition at the Queen Vicria Museum and Art Gallery in Launceston.
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Game on for computer
fun at exciting show

et ready to play your
G way through the history
of video games at the

international blockbuster
exhibition Game On 2.0.

Game On 2.0, an all-new
version of the world’s largest
and most comprehensive
exhibition dedicated to the
history and future of games
and gaming, is being
presented exclusively in
Australia at the Queen
Victoria Museum and Arts
Gallery i Launceston.

The original Game On has
already thrilled more than a
million players of all ages
around the world.

Now the next generation is
here, and Game On 2.0 will
only be in Launceston for a

short time before touring
Greece.

Tracking the development
of video games from the
earliest computer games to
arcade-era hits and the very
latest from today’s billion-
dollar industry, Game On 2.0
lets people get hands-on with
more than 130 playable
games, as well as rarely seen
consoles, controllers and
collectables.

Open daily through August,
the exhibition is open 10am-
5pm plus late night on
Thursdays until 9 pm.

The Phenomena Factory at
the QVMAG provides free
hands-on, minds-on,
curiosity-on science education
for children of all ages.

The centre includes more

than 30 permanent exhibits
with régularly changing
programs and displays.

Fire your own EX-1 rocket,
challenge yourselfin the
Perception Tunnel, or test
your reactions while you
touch, switch, pull and crank
your way around the factory,
actively learning about
science along the way.

The Phenomena Factory
offers a range of exciting
experiences for students and
teachers, including exclusive
educational and schocl
holiday programs, in a
flexible and fun learning
environment.

Also showing at the
QVMAG from tomorrow to
August 22 is Scinema —
Festival of Science Film.

This new science film
program will show science
films grouped into themes.

- As 2010 is the International
Year of Biodiversity, it is
expected the program will
have a strong environmental
and sustainability theme.

One disc will also show the
finalist films from the 2010 _
National Student Short Film
Competition.

Scinema films will screen
daily in the Nuala O’Flaherty
Auditorium. Admission is free
and the films are suitable for
all ages.

QVMAG will also host a
playgroup session during
Science Week and Bio Diverse
City on Sunday, August 22.
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Game over as

THREE months of button-bashing,
space-invading and rage-quitting at
Game On 2.0 has drawn to a close in
Launceston. :

The Queen Victoria Museum and
Arts Gallery's Game On 2.0
experience left town on Sunday and is
on its way to Greece after Australia’s
only showing of the latest video game
exhibition.

Museum Touring and Temporary
Exhibitions co-ordinator Alisanne

Game On 2.0 Press Pack

The Quee Victoria Museum and Art Gallery’s Alisanne Ramsden and Barbica

n’s Andy Leckie pack'up'tjae 0 ..

Picture: WiLL SWAN

exhibition heads for Greece

Ramsden said that Game On 2.0 had
been the biggest, most intensive
exhibition she’d ever done.

Ms Ramsden began working at the
museum in 1983 and has held her
current title since 2005.

She said it was a positive way to
launch the new exhibition area and

- that Game On 2.0 had brought a

completely different audience into the
museum.
“There were lots of happy families

and smiling faces — one individual
even visited the exhibition ?bout 15
times. ‘

“It was nice to see grandparents
come in with their grandchildren.
They'd sit down and play the old
games like Space Invaders while the

* kids would rush off to the flashy whiz-

bang ones . . . People now think of the
Queen Victoria Museum as a placeto |
visit in town,” she said.
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Game On 2.0! H

GAME HEYQAUTEPN EKBEON

video games 01O KOOUO
ouveXilstai! KepdioTe

TTPOOKANOEIC

Posted: [03/12/2010 - 17:49]

16 AEKEMBPIOY 2010

31 IANOYAPIOY 2011 - Fa dinvanmantivd TaEs

«TEXNOMNOAIL» e
AHMOY ABHMNAIOM

HM/NIA EVENT: [28-02-2011]
Mariore edw kai pmeite oTnv kKAfpwon yvia 3 SimAéc mpookAjozic kdbe efdopada!l

H peyahurepn BiabdpaoTmiky éxbeon pe video games oTo kéopo ouvexiletan fwg 28
O=fpouvapiou 2011

aTexvomohigy Afpou ABnvaiwv (AiBouoa «Nikog [ kargogs, MNeipaiwg 100, Mkad))
Play Your Way through the History, Culture and Future of Video Games!
To ouvapmraoTikd Tagidl oTnv 1oTopia, oTnv kouhtoUpa kal oTo péAhov Twy video games ouveyiderail!

H Sisbvoug prjpng £xbson GAME ON 2.0 mou amohapfaver maykdopia amodoyr, £xovrac non
TTpoosAkUCEl EKaTOPPUpIa ETTIOKETITES OF peyaheg oA ommwe n MeABoupvn kai To Aovdivo ripbe ko
ornv EAAGda yia mpwrn @opa mpooeAkiovrag mavw amd 20.000 emokémTee amd ohokAnpn Tnv
EAAada peoa oTov mpwro prva Asmoupyiag!

¥s guveExsia Tng swionung fvaping tne £kBeong ou TpaypatoToiffnke pe amdhutn emTuyia oTig
20 Aexepppiou, n avTaIroKpION TOU KoivoU ATav Tapamdavw amd evbouoiwdne. [ aurd kar o1
diopyavwTic amopaocioav va TaparteEivouv Trn didpkaia Tng pEXP! Kal Tig 28 @efpovapiov
2011, ﬁfvuvmg Ot aKOpa Wsplaaérapuug hfrrpf:u; me Texvohoyiac arlAa ko Twv video games va Tnv
EMOKEPTOUV KaI va amoAaloouv péoa amd Ty amoAuTn Xpovopnxaviy gaming, Ta o diaypovika
WUI}{\-’IﬁIG ¢ video gaming 1otopiac. Mnv apaheiyete va maifere To hlghllght Tou GAME ON 2.0 trou
E}(El evloumiaosl, To “Virtusphere®, éva mavid EIKEMI'EI]!; Trpm,rpmucurmun; TO OTTOI0 PETQQEPE! TOV
XpAoTn o éva epifaiiov Efw ammo Ta kaBispwpiva, KAVOVIAg ToV TTPWTayWMaTr Tou Traiyvidiou!

Tov aibika diapoppuwpive ywpo E£xouv dn emokeptei MohAa exmaibsunika 16plpara & oyohsia,
kaBw¢ Tpoogipel moikiAeg dpaoTnpidTnTeg Kan Trpoteivetran amd To YMENO kai mapaAinha mroAAég
eTaipieg £xouv eksi diopyavwos corporate events. DAol o1 emokEmmeg Exouv Tnv duvardrnra va
maifouv agTapdrnTa dwpsdv wavw amd 150 maividia amé To wapeABov, To mapdv kai To pEAAov.
Tehog piéxpr ka 24 (Bsﬁpcruapmu bexadeg Tuyepoi Ba Exouv TV sukaipia va Kspﬁlcmuu pzcrm
kKhnpwoswy apstpnra dwpa omwe Playstation 3, dwpoemrayég kan merchandising atré Toug yopryoug
¢ dopyavwong Crunch, Playstation kai Public.

H éxBeon eivan pia mapaywy ¢ Show What Events & More o ouvepyaoia pe tnv Barbican
Enterprises.

Game On 2.0
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MIRDRADTD U PLAY

Tigoves - Endbong

SCHEDULE BEST OF HEW MINDS AGENDA = AITEAIEE

Play Your Way through the History, Culture and the Future
of Video Games!

‘Eva guvapnactecd Takil otnv woTopia, oty KouATolpa Ko oTo pEAROV Twv
videa games!

H peyohdTepn Exbeon yopw ond Ta video Games oTov kbopo,
dpxeTai orrpy EAAGSa,

16 Askspfpiou 2010 - 31 lovouwapiou 2011
«Texwonohce Afpou ABnvaiwy
(AiBouoa =Nikog NkaToogs, Nopaxag 100, Mkdl))

MNowg dev &xa noifa pe nig dpeg Pac-man ora nalsd =nAeKTpovikds, Kpupd
and Toug yowveig Tou pE Tig TeheuTaleg owovopiss Tou; Nowg Sev Exa peiva
Eaypunvog aTdApwTes dpeg npoonalvTag va «<TeEpyaTions To Super Manio
Kl va Gwas T Nprykinicca Peach; AAMG kal neiog Sev £y avopwTnBe
NG PTAcOUE OTe unepaly xpova, pe special effects, video games;

Mig éxBeon BopopeTiki and dheg Tig AhAeg, ) SeBvods prpng éxBeon
“GAME ON 2", enoxENTETON Tr) ¥wpa pac, Triv Népnm 16 Acxceyfpiou arnv
«Teywdnolcs Tou Afpou ABrvaiov (Napaxog 100, Mkad)), ya va Adge GAeg
PO TIC anopies yia Ty ioTepio Kal Ty £EEMEN Tww video games, oAkd wm
va pag puios oTov ngiaed Toug Kéopo. H npwTaTunn auTn exBean
anohopfive noykdopa onodoxn, &xovrag fbn NpoocAkion EXaToPRUGHa
EMICKENTEG OF PEYAAES NoAe dnwg n MeiBodpvn, To AovBive, To DidTA, To
Teh ARIB, To Fwaye, To EAgivia ka To Edipfodpyo.

H "GAME ON 2.0” dev gival pia anhry éxBeon yio video games, akdd évo
nepneTeide Sio- Spoomicd nonvidi yio dAn TNV oxoydved. O EMoKenTEs
£youv T SuvaTéThTa va Souv KOl va ywwpigouy TNV IDToa TWY ma
SnuoguAn video games and Tig opxgEg Tou 60 £wg ofjpEpa, O UNoACYIOTES
kil kovedAeg (Atar, Nintende, Sony, Microsoft, Sega), va ouwbigouv To
xBeg pE To ofpepo ko va pdBouv i TEAEUTOlES, TEXVOAoyis EEEMEDIC.

Ze afkd Sopoppopive yupo, nou Bo Bupils enoxéc nepoopsvuw
BekasTiiw, video nongviio, o Npdyovo TV UNEPOUXPOVIIV ONPENVDY
video games, énwe Pac-man, Pong, Space Invaders, Super Mano kai noAld
dhha khaowd Tou eidouc, emaTpigouy atn Spdon yia va purfjgouy Ta Naidid
g £vav Kdouo MydTepo wippakd, alhd ko va Eunviioouy TIC PviUES Twwv
peyaAUTEROV.

H éxBean, dpwe, Sev anotehcivan pdvo and nanvidia Tou napeABovrog, I
SispopeTmd yopo Ba nopoumalovral SnpogiAn nanvidia dnwe To
"Uncharted 2%, “Jack and Daxter” wa “Lara Croft” omg TeAsuTOIEG TOUG
exbooac, kobog ko veo, wngeokd nangvidia pe Texvohoyieg ongAg, dnwg
SROVIKT NPaYPOTKATATA Kol TEXVehoyia 30 yia va T ovakaAlyouy NpaTol
ol emoxEnTeg TG ExBeang.

ZE QUTT] TIV KaTTyopia avikel Ko 7o "Virtusphere™, nou anoTeAs To
highlight Tng éxBeong "GAME ON 2.0". Na npwTn @opd arnv EALGSo Ba
NOpoUMBOTE £via nonvidl EKovIK’G NEayPaTIKATITAE, TO onoio PeTapdpa
Tov yprioTn ot éva nepifdAhov £Ew ond To kaBiepwpéva, KivovTag Tov
NpwTaywwviorr Tou napwificd! Npdkamal yio pio Tepdomno nAcomer] opaipa
EMOVIKIG NpaypaTKdTnTog Nave o pio eiled] kuldpewn nhatpdppa, nou
KivEITOI 3600, avaAoya Pe TRV -:urm:lﬂwm Kal TR uomry Kivnan Tou
naikTn. O ¥phoms, mn-pnnu‘rnucpopu. emidyn To nangvide nou Bdhe va
naiEe, popd Ta alikd, colpuaTta, TEXVoAoyIKA NponyuEva yualid Kan
yiveral pEpog g escovidi npaypaTiéTnTag. EuvBudiovTag TV kopupaia
Texvohoyia virtual reality - dposa pe ouTh now xpn@ponoelnd yYIa T
oxnaifcuor Toug o eifiscés Suvdpog - pe v dvrovn Spdon ko TV ayovia,
© naikTng ficve pio sunepia dAAnS Somaonc!

H peydhn éxnAnfn dpc PpiokeTal oto yeyovdg én OAOT o eioxénTeg Ba
éyouv T SuvardThTa vo naifouy ae 150 nanovida Trg éxBeong AQPEAN!!

NEWSLETTER  GALLERIES
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OMSI'S GAMEOMN EXHIBIT SPEED-RUNMNS
Qﬁ; THE EVOLUTION OF VIDEOGAMES ﬁ?

MAYEBE A DECRADE RAGO,mostpeople could get away
with scoffing at the concept of videogames as an artistic medium. Times
have changed—but for the stubborn holdouts who still haven't embraced
all that gaming can offer, OMS| and the British arts organization the Barbi-
can (along with Barry Hitchings, one of the biggest nerds in Great Britain)
offer GameOn 2.0, a rolling roadshow with joysticks. Currently residing at
OMS|, the expansive but focused GameOn exhibit is a comprehensive—

NERD DO WELL
During the final days of the 1970s, all four-year-old Barry
Hitchings wanted was an Atari 2600. He didn't get one. In-
stead, his parents brought home a “close-enough” copycat
console; fortunately for his parents, Barry was a little British
boy closer in temperament to Charlie Bucket than Veruca
Salt. “It looked quite nice!” Hitchings remembers. “It had

all the versions of the games | wanted. It had cool-looking -

cartridges. | was happy!”

That early fascination—not just with the games, but ev-
erything about that knock-off console—pushed Hitchings
through an eight-bit adolescence and into an adulthood of
managing videogame stores in London and fact-checking
Guinness Book gaming records. By 2002, Hitchings had
grown up to be an amiable, shaggy-headed quiet suc-
cess, complete with the sort of slouch professional nerds
get after years of hunching over a handheld in deep con-
centration.

Meanwhile, arts organization the Barbican had just har-
nessed geek fervor to great results with their “The Art of
Star Wars” exhibit. For their next venture into geekdom,
they sent a representative into Barry’s store to audition him
without his knowledge. After a single question about vi-
deogames spawned a two-hour discussion, Hitchings was

offered a dream job he didn'’t even know existed: Exhibition

Consultant to the Barbican’s videogame exhibit, GameOn.

Nine years later, GameOn is in its second iteration,
GameOn 2.0, and Barry finally has an Atari 2600—along
with every other console, handheld, and stand-up cabinet
that's ever mattered in the short history of street fighting,
shooting aliens, and eating shrooms. Luckﬂy for us, he's
good at sharing his toys.

. BY BOBBY 'FATEBOY ROBERTS
9 e

WELCOME TO THE HOLODECK

Kristi Falkowski, a senior educator at dMSI, peppered
her first run-through of GameOn 2.0 with halting, excited
nervousness, occasionally checking with Hitchings to see

if she'd gotten details just right. “The staff are so excited

about this exhibit,” Falkowski says. “It's the most they've
been able to geek out since Star Wars was here! |n fact,
OMSI reached out to the Barbican to host GameOn 2.0,
not the other way around.

Which begs an important question: Just a few minutes

_ away from OMSI, Ground Kontrol is open dally, doesn’t

cost 12 bucks to enter, and they let you drink beer and eat
nachos while you hop barrels and chomp pellets. And the

Retro Gaming Expo has been invading area ballrooms ev-
ery year for the past five years, detonating megaton bombs

of pixilated and wood-paneled nostalgia. What's going to
convince Portlanders to give GameOn 2.0 a look when
there's so much retro gaming already available?

Right up front, there are a /ot of classics in this exhibit

that most people have never seen outside of pictures on
the internet: From Space War, to an almost-pristine Pong
cabinet, to 10-player Bomberman, almost every influential
step in gaming's progression is on display and playable.

In fact, the exhibit is sort of laid out according to the level
progression present in most viq!eogémes, complete with an
end boss—a $70,000 walk-in Death Star called “The Vir-

tusphere” that's been hyperbolically declared by Discovery
Channel ‘the closest thing we have to a working Holodeck” .

and more importantly, playable—history of videogames.

It sounds a little exclusive until you realize that, after 30-plus years of
gaming evolution, from pachinko to the Wiito Farmuville, the “gamer” clas-
sification includes damn near everybody. GameOn 2.0 wants gamers of
all types to walk through a living history that shows how the industry has
transformed not only itself, but also the people who play its games. But

I'm getting ahead of myself. Quick, let's go back to the '70s for a second.

littered with Easter eggs and unlockables. Sure, you could

- _he says, “but [it] shows how games have always progres-

GAMEORNM 2.0
“ AT OMs] Bt
1945 SE WATER
9:30 AM-7 PM
THROUGH SEPTEMBER 18
$9-12
OMSI.EDU~GAME-ON

Like most good gaming experiences, GameOn 2.0 is

just speed-run the damn thing, only stopping to play games
you already know, but that's Jike getting your hands on a
Zelda game and never even /ooking for a secret dungeon.
Protip: You're doing it wrong. Slow. down and look around
for a second, keeping an eye out for things like corcept art
and paintings of a variety of gaming A-listers: Sonic, Lara
Croft, the many monsters of Pokemon.

PaRappa the Rapper, an early PIayStatnon game in
which a paper-cutout dog learns to rap—and one of the fore-
runners of the rhythm-action genre that'd go on to spawn
Guitar Hero and Rock Band—occupies what | thought was
a strangely large amount of space, but Hitchings calls it a
perfect example of his intent. “PaRappa is very underrated?

sively updated themselves through a combination of music
and art”

That art is what elevates the exhibit beyond just a live-
action Xbox Live Game Room. There are cels from the
Don Bluth-animated game Dragon’s Lair, original paintingé
by Ubisoft artist Pascal Blanche, and the cdup de grace:
Sketches by Nintendo’s Shigeru Miyamoto, in which the
godfather of videogames uses pencil and graph paper to
turn a cartoony drawing of someone called “Jumpman” into

the now-iconic Mario.
2y i : CONTINUED ON PAGE ‘lsbm
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ﬁ- 4 CONTINUED FROM PAGE 11

THE SCIERNCE OF

: AMNGRY BIRDS

It's still OMSI, so that means there's science to be taught—
via a real-life version of Angry Birds. “We're going to be us-
ing a catapult to launch plush birds at pigs,” says Falkowski.
“Using blocks and platforms, kids—and adult kids, too—will
be able to build their own levels, record the launch, and
study the angles and trajectories they'll need to win

What won't you see? A celebration of gamers them-
selves. Developers, designers, and artists get their share
of informative plaques and decorative sconces, but there
isn't a section for people like King of Kong's Donkey Kong
record-setters Billy Mitchell or Steve Wiebe.

“That'd be sort of like the Oscars having an award for
best key grip,’ says Hitchings. “Professional gamers come
and go, and are forgotten almost as soon as they're known.
It's the games that are important, and it's the games we
want to focus on?

But competition still flares up on the floor. Says Hitch-
ings, “Sometimes, parents will show their kids games from
their era, and the kid will pick it up, and the kid will play

it=simply because he wants to win, he wants to beat his fa-

ther. And then the father will try to even the score by going
over to the Wii or something like that—and he'll lose there,
too. It's pretty fun to watch’ s

As | left the exhibition, high-score competitions were
already breaking out amongst OMSI employees. Fifty-
year-old men and 20«somethihg women were tear-assing
around the show floor, snatching up controllers, jostling
each other, and trash talking. | walked past a girl openly
gawping at a display containing every single handheld
console ever, a couple guys having a derisive laugh at the
expense of the movie poster for Super Mario Bros. (star-
ring Dennis Hopper as King Koopal), and an older woman
striking the pose of a seasoned art critic whilst beholding a
painting of Nathan Drake from Uncharted.

In other words? It's an experience that's almost as fun

and thought-provoking as the games contained within. &
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MORE than just a GAME.
@ ¥

OMSI Invites You to Game On 2.0

By Jonathan Liu August 22, 2011 | 8:30 am | Categories: Places, Toys and Technology

SUBSCRIBE ** SECTIONS BLOGS * REVIEWS

i

My daughter meets Png.

Attention, video gamers: you need to get to Portland, Oregon, before September 18th.

Why? OMSI (Oregon Museum of Science and Industry) is currently hosting the Game On 2.0
exhibit, a fantastic hands-on display of video game history, from Pong to tennis on the PS3 Move.
OMSI granted me a day pass to wander through the museum, and it is definitely worth checking
out.

I'll share a few of the highlights here. | apologize for the low quality of the photos — I lost my
camera on my recent move and had to use my cell phone, plus the exhibit was fairly dark (as befits
a showcase of arcade games).

When you first enter the exhibit, you’re greeted by a display of some very early game machines,
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including Computer Space (the commercial version of Spacewar) in its weird sparkly futuristic
cabinet. Sadly, you can’t play this one, but there’s a whole lot more in the exhibit that you do get to
play.

There are a few pinball machines near the entrance, too. And, of course, there’s Pong, which gets
a place of honor right up front. The display is projected onto the wall, with the controls mounted on
a little stand.

A young girl checks out the Atari 2600.

Nearby is a display of various console machines: the Atari 2600 and the short-lived Atari Jaguar,
various incarnations of Nintendo and Sega machines, some handhelds, and a cabinet running
MAME that randomly jumps to an arcade game like Dig Dug or Anteater. Some of the machines
are just on display with a few cartridges or CDs, but a good deal of them are set up so you can play
the games. Combat, anyone?

There’s a section grouped by types of games: a wall of shooters, a wall of fighting games, and so
on. The adventure games section starts with, appropriately enough, Adventure, before moving to
The Legend of Zelda and then later versions of Zelda and others. You can play Prince of Persia on
a Sega Genesis or try your hand at Animal Crossing.

There’s a small section of indie games and a larger one on international games. | rolled around in
Katamari Damacy and tried out an on-rails shooter called Sin & Punishment 2, among others.

Early sketch of Jumpman, aka Mario.

One of the really cool things about the exhibit is the inclusion of some video game artwork. There’s
not a ton of it, but what they do have is pretty cool. They’ve got some early concept sketches of
Jumpman, aka Mario, from 1979 by Shigeru Miyamoto, plus the story of why he was named Mario
instead of Jumpman. (It has to do with a dispute with Nintendo’s landlord.) Also really cool were
some animation cells and pencil sketches from Don Bluth’s Dragon’s Lair.

Game On 2.0
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Artwork from Don Bluth's Dragon's Lair.

There’s a multiplayer games section, with an old Gauntlet cabinet, a Super Smash Bros. game, a
four-screen Halo Reach setup, and even 10-player Bomberman on the Sega Saturn. Oh, and
there’s one PC set up for World of Warcraft. But not a lot of people were lined up for that one while
| was there — | suppose if you're really wanting to play WoW you’re not going to stand up at a PC
in a science museum all day.

Ok, we just need 9 more players to sign in for Bomberman.

There’s a kids’ games section, with low seats in front of a few screens, plus a big table with some
classic handheld electronics toys: | saw a Speak ‘n’ Spell and a few others that | recognized, plus
several | didn’t. One piece of the exhibit that the OMSI staff told me was a favorite was a big plastic
dome showcasing a whole lot of old handheld devices. My wife pointed out Merlin, saying she’d
spent countless hours playing with it. | recognized Demon Driver, and a little LED football device,
plus Blip. Oh, and plenty of Tamagotchis. These were just for display, not to play with, but
apparently it draws a big crowd, usually parents showing their kids what they played with when they
were younger. | suppose in 20 years maybe they’ll include the ThinkGeek iCADE.

A display of handheld devices.
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A few more sections round out the exhibit: a small section of movie-related games (Tron, of course) with
games based on movies or games that inspired movies. Then a section of classic arcade games: Galaga,
Pac-Man, and so on. Simulation games included Rock Band, a Tony Hawk skateboarding game, and
Trauma Unit for the Wii. The last section was about the latest in technology: 3D games and
motion-controlled games, like the PS3 Move and Xbox Kinect. Finally, there was the VirtuSphere, a huge
plastic sphere paired with VR goggles and a gun controller.

(e

¥
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The near-sighted soldier prepares to blast some aliens in the VirtuSphere.

They open up a hatch and help you climb into the sphere (no small feat, since you’ve got goggles over
your eyes) and then hand you the gun and close it up. As you turn your head, the screen shows various
parts of the landscape, and it matches up really well to the movement. Pull the trigger on the gun, and you
shoot (though the gun is just a simple trigger button and doesn’t have its own motion tracking). When you
walk, the sphere rotates like a giant three-dimensional treadmill, allowing you to walk through the
landscape. However, it's a bit disorienting to walk, because the landscape is flat on-screen and you'’re
essentially walking uphill in any direction. Also, you have to get a little bit up the hill before the sphere
starts rolling, and you want to be careful not to go too fast or your feet will spin back and you can fall on
your face. My biggest problem is that you can’t wear the goggles over glasses, so | was walking around
almost blind. | could see blobby shapes and shot at them, but | really didn’t get the full experience. Later, |
watched the monitor as somebody else played and | could see what | should have been seeing.

Oh, and one more thing: for the kids, they also work in some additional lessons on the side with activities.
To talk about physics and video games, they had a small group of kids flinging plush birds at stacked-up
cardboard bricks and foam pigs. Yep, that’s right: Aggravated Avians.

If you love video games and you're anywhere near Portland, the Game On 2.0 exhibit is definitely worth
your time. Even though it’s a relatively small exhibit, walking through it and examining the various
machines and games displayed felt like a tiny version of Archaide from Ready Player One. I've only
mentioned a fraction of the games they have on display. Think about how quickly you could burn through
$12 at the arcade — you could pay your admission ($9 for kids) and then just play free video games all
day. That’s not even mentioning all the other cool stuff at OMSI. Currently there’s a Narnia exhibit (mostly
props and things from the movies) which is an additional $2, plus the IMAX theater and all the fun science
museum things to play with. We spent about five hours there and could easily have been there longer if we
didn’t need to get the kids to swim lessons.

Plus, as geeky parents, this is stuff you’ll want to share with your kids. Sure, they may not thrill to a single
dimension of movement in Pong, but there’s a lot of stuff they’ll probably love, and even if you've got a
huge collection of old video game machines I'm sure there’s stuff you don’t have at home. Short of building
your own arcade cabinet like GeekDad Jim Kelly or visiting the eGameRevolution exhibit at the National
Museum of Play in Rochester, NY, Game On 2.0 is the best way to experience a piece of gaming history.
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From Space Invaders to the cutting
edge

A

For some, the synthesised melodies that loop around and around on the Mario Bros. theme tune trigger
instant trips down memory lane, back to the halcyon days of primary colours, 2D graphics and simple
point-and-shoot strategies. Maybe you were more of a Sonic fan; or was it those pesky Pokémon you
preferred? — gotta catch’em all. Or quite possibly, the very idea of these repetitive sounds and garish
images is already raising your hackles, and you’re muttering about blaming video games for social ills and
turning young brains to mush.

But love them or loathe them, you can’t deny their persuasive pull and pop cultural value, and one man with
his finger firmly on the joypad of relevance is André Sturm, the director of Sdo Paulo’s Museu da Imagem e
do Som (MIS), who has worked hard to bring ‘Game On’ — the touring exhibition of all things video-game
related — to Brazil. “‘When | first started work as the director here, | knew | wanted to do two things: an
exhibition featuring music videos and one about video games,’ he says — and so the negotiations began.

Originally held at the Barbican, London, way back in 2002, ‘Game On’ is all about discovering — or
rediscovering — games old and new, and looking to the future for what’s in store. ‘I think Game On will be
great for showing people how games have changed over the years, and to help people see games as
realisations of human intellect and creativity,” says Sturm.

And despite ill feeling in some quarters towards gaming, things are starting to change. According to Antonio
Amorim, VP of communications of Brazil's Game Developers Association, there are 35 million Brazilian
video game players today, and a lot of them — around 50 per cent — are casual gamers who play on either
flash websites or social networks. “The games market used to be a niche. Now, everybody’s playing,’ he
says.

While more people might be playing, many still don’t know there’s more to gaming than just Farmville or
Angry Birds, or the mindless monotony of pressing buttons over and over again. The amazing graphics and
intricate storytelling in games like L.A. Noire or Deus Exgive the lie to that stereotype; and ‘Game On’is an
excellent chance, for those so inclined, to learn a little about the history and future of video games by doing
what gamers do best — playing. More than 90 per cent of the exhibits are hands-on, from Pong, one of the
first games invented, to the Nintendo Wii, and of course, the classics like Space Invaders and old pinball and
arcade machines. It would be game over not to give them all a try.

By Ana Cecilia de Paula
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Utstiliingen viser utvikiingen av dataspill fra 1962 til i dag. Sjekk ut denne museumsmodelien, PDP-1 fra ticllig 60-tall. roto: PrEssEFoTO

Kinoen blir spillehall

» En gang var planen a gjere den
gamle kinoen til kunsthall. Tre
maneder i var blir den spillehall for
det eldste og nyeste innen

dataspill.

SANDNES

«Game On — Den ultimate ut-
forskning av historien, kulturen
og fremtiden til dataspill» he-
ter utstillingen, som har turnert
verden rundt siden 2002.

Fra 25. februar til 9. juni blir
Kinokinos saler omgjort til
spillehaller for den spilleglade
og den spillegale, for engsteli-
ge foreldre, for forskere, leere-
re, elever og dem som er mer
historisk interessert i de gam-
le, gode spillemaskinene. Hvem
husker for eksempel Commo-
dore 64 fra 19827 Noen hus-
ker denne museumsgjenstan-
den, og de har sjansen til gjen-
syn under utstillingen. Et annet
sted blir det ke for 4 prove det
aller nyeste.

Bygges om

Til Game On blir den gamle ki~
nosalen bygget om. Amfigulvet
blir dekket av flatt gulv, de gam-
le veggene skal skjules av nye.
Om et par uker kommer fire
trailere med utstyr som det tar
13 mann 14 dager 4 3 pé plass.
{Jtstillingen har et budsjett pd
3.5 millioner kroner.

-Blir gulvet i kinosalen vse-
rende til andre utstillinger?

—Nei, det har vi bare leid for
denne ene utstillingen, sier
daglig leder av Kinokino Ran-
di @gleend. Hun er forngyd

‘med den gamle salen slik den

er, uten stoler og med et gulv i
trapper nedover mot scenen.
~Vibruker salen bade til film-
festival og til utstillinger, Den
fungerer som en fleksibel fler-
brukshall, slér hun fast,

125 spillbare spill skal vises
under utstillingen Game On,
men ett av poengene er ogsa &
vise prosessen fra design til fer-
dig spill, for eksempel til Grand
Theft Auto, Pokémon, The
Sims, Final Fantasy og Tomb
Raider.

Utstillingen har flere seksjo-
ner med ulike aspekter av spill-
kultur og teknologi. Den har
ogsa et eget omrdde for barn og
familier.

- Utstillingen er produsert av
Barbican Art Gallery i London.
Mer enn en million mennesker
har besgkt den pa ulike steder
siden 2002, sier @gleend.

1 tillegg til & prove de ulike
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spillene, er dataspill og leering
en viktig del av prosjektet.

Laerere inviteres

-Regjeringen gnsker at data-
spill skal inn som pedagogisk
verktey pé skolen, s8 vi vil in-
vitere leerere til & fa vite mer
om hvilke muligheter spillene
gir. Foreldre vil bli invitert til
et opplysende foredrag om hva
ulike spill inneholder, vi vil vise
noe av forskningen rundt data-
spill som gjeres i Norge, og vi
vil reise aktuelle speirsmél som
for eksempel: Kan en bli volde-
lig av & spille dataspill? Hvermn
er ansvarlig for de handlingene

en gjor i den virtuelle verden,
sier @gleend.

Andre tema blir dataspill og
kunst, hvor en belyser dataspil-
lenes visuelle estetikk og kunst
som baserer seg pa spilltekno-
logi. Videre dataspill og film
der en ser pa koblinger mellom
de to mediene, béde gjennom
spillbare spill og i filmplakater.

Andre temaer i utstillingen
Game On er karakterspill, spill-

konsoller, online spill, spiltkul- .

tur i USA og Europa, framtidig
teknologi, japansk spillkultur,
dataspill i industrien, dataspill
og etikk, lag ditt eget dataspill.
HELENE ANDREASSEN

'Daglig lader av Kinokino, Randi @gleend, il

for Game On,

P
ingunn Sira Myhre. FOTO: HELENE ANDREASSEN

Ifelge politiet kjerer mange
gjennom Lensmannsgaten for
&slippe & sta | keen inn mot
krysset ved Austritt skole

og toppen av Austrittbakken.

AUSTRATT
Sniking kostet
4200 kroner

I lgpet av 40 minutter tors-
dag rakk politiet 4 stoppe
seks bilfgrere som trosset
gjennomkjeringsforbudet

i Lensmannsgaten mellom
Austrittveien og Austritt-
bakken. De seks ble alle ser-
vert forelegg pa 4200 kroner.
~Vikunne stoppet flere, men
hadde rett og slett ikke kapa-
sitet. Vi kommer utvilsomt
til & ha kontroller mot gjen-
nomkjering i Lensmannsga-
ta igjen, sier politiforstebet-
jent Sigmund Ostritt etter
torsdagens morgenkontroll
fra klokken 07.00.

GJESDAL

Ny E 39: Vil skine

Limagarden
Hensynet til stoy og nermil-
joet pa Bollestad og rundt
Limagarden gjer at rddman-
nen i Gjesdal ser ut til 4 fore-
trekke en bru over Limavat-
net som er hayere, men som
gar lenger gst enn brualter-
nativet som Statens vegve-
sen har anbefalt for ny E 30.
Plan- og gkonomiutvalget
vedtar torsdag 4 sende kom-
munedelplanen for den 14
kilometer lange veistreknin-
gen ut pé hering, I Gjesdal
har lokalpolitikerne gnsket
en ny vei utenom sentrum,
men med kryss sé neert opp-
til Algérd at tettstedet likevel
ikke skal bli hektet av euro-
paveien. Det har de ftt med
vegvesenets forslag. P4 Fig-
gjo har reaksjonene veert
sterke. Flere frykter at byg-
da vilblirasert av en gedigen
trafikkmaskin og en firefelt-
svei over markene pa Nedre
Haland.

SANDNES
Trygdebedrager

Ved. & ikke melde fra om
alle timene han faktisk job-
bet mottok sandnesman-
nen i over ett r til sammen
156.690 dagpengekroner
som han ikke hadde rett pa.
Mannen i 40-4rene har inn-
remmet trygdebedrageri og
et si stort belgp ville nor-
malt ha betydd en ubetinget
fengselsstraff. Jeeren tingrett
har imidlertid domt mannen
til samfunnstraff i 45 timer,
og mener undersgkelser hos
Nav og etterforskning og pa-
talevurdering hos politiet
har tatt s8 lang tid at det ma
4 konsekvenser for straffe-
nivéet.
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handgripelig Lara Croft.

Elena Zardini fra Barbican Centre og en

En 1962-modell Computer Space flankert av
Elena Zardini og Ingunn Sira Myhre.

Gelr Petter Ressland (delvis sidull) og Lasse
@glznd transporterer en maskin inn | heisen,

1

Himmel for spillfrelste

»125 spillmaskiner fra de siste 40 arene monteres i disse dager pa Kinokino. Fra 25. februar
har du tre maneder til & utfolde deg pa dem.

SANDNES
«Game On - Den ultimate ut-
forskning av historien, kulturen
og fremtiden til dataspill» he-
ter utstillingen.

Den har turnert verden rundt
siden 2002, og er besgkt av 1,2
millioner mennesker i alle al-
drer.

1 tillegg til en rekke spill er
ett av poengene 4 vise proses-
sen fra design til ferdig spill. Ut-
stillingen har ogsa flere seksjo-
ner med ulike aspekter av spill-
kultur, 3D -~ teknologi og et eget
omréde for barn og familier.

Prosjektleder Ingunn Sira
Myhre skritter over kasser og
bobleplast og smyger seg forbi
rekker av konsoller, forbi elek-
trikere og laftemannskaper.

Fra UsA til Sandnes
Fire store containere er ankom-
met fra Portland i USA, somvar
siste stopp for Sandnes.

12 mann fra Kinokino og Bar-
bican Art Gallery i London er i
sving med beering, snekring,
kobling av elektronikk og led-
ninger. Det tar 14 dager 4 mon-

» Utstilling: Game On, utstilling
skapt av Barbican International
Enterprises i London.

» Hva: Utstillingen rommer

125 spillemaskiner, og gir direkte
erfaring med dataspillenes historie
og kultur.

» Nar: Game On vises fra 25. februar
til 9. juni pa Kinokino i Sandnes.

tere opp alt sammen. 88 kan
spillentusiaster boltre seg pd
700 kvadratmeter fram til som-
meren.

~Vi har hatt besgkende i alle
aldrer, fra dem som husker de
forste maskinene pd 60-tallet
til de aller minste i barnehage-
alder, sier Barry Hitchings fra
Barbican, som fglger utstillin-
gen fra sted til sted.

-Game On har spill fra en
rekke land, fra USA, Europa,
Japan og Korea, sier han tra-
velt opptatt med hodet inne i
en konsoll.

Det blir egne avdelinger for

tidlige datamaskiner og arca-
despill, for karakterspill, spill-
konsoller, online-spill, spillde-
sign. lys og musikk, fremtidig
teknologi, japansk spillkultur
samt for dataspill og film, for &
nevne noen.

Kinokino haper pd minst
13.000 besgkende. Daglig leder
Randi Pgleend sier flere skoler
har meldt sin ankomst, og en
egen facebookgruppe ar § sving.

Sideprogram

I tilknytning il utstillingen har

Kinokino ssit sammen et vari-

ert program med foredrag, se-

minarer, skoleformidling og
kunstprosjekter:

» Debatt om dataspill, av-
hengighet og vold, med nye
forskningsresultater og re-
presentanter fra politiet og
de som behandler spilleav-
hengige.

» Foreldre inviteres for 4 gi de
et innblikk i barnas spilluni-
vers: «Hva gjor dataspilling
med mitt barn?»

» Debatt om dataspill; kunst
eller underholdning - eller

begge deler?

» Aften for de over 18 4r,

» Direkte podcast-sendinger
ved Rad Crew.

» Mimrekvelder for de som
husker Commodore 64 og
de gamie spillene.

» Filmer som pa ulike mater
knytter seg til dataspill

» Workshop der foreldre og
barna sammen kan leere hva
som skal til for 4 lage data-
spill.

» Seminar bade for farskole-
leerere, leerere og bibliote-
karer.

» Eget skoleprosjekt med tit-
telen ”Drepte jeg virkelig
noen?”

» Studenter pa Universitetet i
Bergen vil formidle hvordan
det er & studere dataspill.

» Ny bok om spillfilosofi pre-
senteres.

» Kunstneren Bill Viola og
hans verk "Night Journey’ et
eksperimentelt videospill og
kunstprosjekt presenteres.

HELENE ANDREASSEN
helene.andreassen@aftenbladet.no
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Protesterer

mot
kirke-nei

SANDNES
Sandnes-kirken sier

- fortsatt nel til homofiit

samliv | kirkelige
stillinger. Fartein Haga
reagerer.

Aftenbladet har tidligere om-
talt kirkeverge Per @yvind
Skrede som sa opp stillingen
pé grunn av Kirkelig felles-
rads vedtak, '

Fartein Haga er kirkegjen-
ger i Hoyland og har bidratt
under gudstjenester som fri-
villig musiker.

Fellesridet justerte sine
personalregler i host, og
Haga gnsker ikke lenger 3
gjore en innsats i kirken.

I oktober vedtok Sandnes
kirkelige fellesrad: «Til stil-
linger som krever vigsling,
og stillinger som ligger neer
opp til disse i utdanning og
ansvar, skal det ved kunn-
gjoring tas inn en tekst om
at opplysninger om samlivs-. .
form vil kunne bli innhen-
tet og vektlagt. Sgkere som
lever i homofilt samliv, kan
ikke tilsettes i disse stillin-
gene.»

-Dette opplever jeg som
en innskjerping. N3 er det
bare de tekniske stillingene
som stdr igjen for homofilt
samliv. Jeg vil ikke represen-
tere en slik kirke, sier han.

-Dette er ingen innskjer-
ping, slik jeg ser det, men en
presisering at det ogsé gjel-
der stillinger som innebeerer
undervisning, sier prost og
medlem av fellesrddet, Lud-
vig Bjerkreim.

-Er det ogsd andre som
har protestert pd personal-
reglene pd den méaten Haga
gjor?

-Nei, ikke som jeg kjen-
ner til.

- Stotter du selv dette ved-
taket?

~Ja, og det var et stort fler-
tall i fellesrddet som vedtok
det, sier Bjerkreim.

Da fellesradet lyste ut stil-
linger som daglig leder i sok-
nene Riska og Hole og kirke-
musiker { Hana i 2010, sa bi-
skop Erling Pettersen til Af-
tenbladet at fellesrddet kan
fatte selvstendige vedtak:

~Prinsipielt mener jeg vi
mé holde oss til Kirkemetets
vedtak. Det ville veere ryd-
digst. Kirkemgtet har bare
omtalt vigslede stillinger.
Og de aktuelle stillingene i
Sandnes er ikke i den kate-
gorien. Samtidig mé jeg re-
spektere at Sandnes kirkeli-
ge fellesrid har valgt en an-
nen tolkning. Jeg gnsker ikke
& problematisere deres rett
til & gjore det de har gjort, og
jeg har ingen sanksjonsmu-
lighet overfor fellesridet, sa
biskopen.

HELENE ANDREASSEN
helene.andreassen@aftenbladet.no
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Kinoxing: Utstillingen
«Game On 2.0» gir
deg mulighet til &
spille 125 spill, men
ogsa til & foreta et
dypdykk i dataspille-
nes rolle i samfunnet.

KinoKino, senter for kunst og
film i Sandnes, har i perioden
25. februar til 9. juni en stor ut-
stilling. Her far publikum mu-
lighet til 4 velge mellom 125
dataspill, fra pionertiden i 1962
til utgaver med 2012-teknologi.

Samtidig legger KinoKino
opp til et omfattende program
med foredrag, seminarer, sko-
leformidling og kunstprosjek-
ter.

Debatt om avhengighet og
vold. Informasjon til foreldre.
Podcastsendinger. Filmer.

1 UFSTILLINGEN: Utstilingen «Game On»

pé Kinolno tar form. For sitter prosjektleder Ingunn Sira Myhre pa Kinokino. Bak fra venstre: Markef
der Flena Zardini fra skaperen av ulstillingen, Barbican Internationai Enterprises i London, og formidler Grethe Bekkevold pé KinoKino. .

Spillhistorie samlet

ds- og prosjektkoordinator Daniefa Arriado pé KinoKino, prosjeldie-

KinoKino kommer med stor utstilling

Workshops. Seminarer. Eget
skoleprosjekt. Presentasjon av
bok om spillfilosofi. Det er mye
som skal skje rundt selve ut-
stillingen.

—Vier opptatt av 4 lefte fram
dataspill som fenomen, bade
kulturelt, sosialt, i forhold til
leering og pedagogikk og i for-
hold til lek, sier prosjektleder
Ingunn Sira Myhre til RA.

40 érs spillhistorie

Over 700 kvadratmeter vises 40

ars spillhistorie fram.

- Jeg gleder meg til & se den
historiske utviklingen av tek-
nologien fra «Space Invaders»
fram til i dag, sier markeds- og
prosjektkoordinator Daniela
Arriado.

Det omfattende sideprogram-
met gir rom for fordypning.

Game On 2.0 Press Pack

- KinoKino far lov til 4 vaere
med og utvide og nyansere
virkningen av dataspill. Det
snakkes mye om avhengighet
og vold, vi vil se bade pa de po-
sitive sidene og med et kritisk
blikk, sier formidler Grethe
Bekkevold.

Lek og leering
Forholdet mellom lek og le-
ring, dataspill som kulturut-
trykk, i forhold til etikk og es-
tetikk og mellom lidenskap og
avhengighet er noen tema som
skal belyses.

~ Vi ser pa hvordan vi kan
bruke dataspill pa en krea-
tiv mate, til de gode sosiale
relasjonene, sier Bekkevold.

«Game On 2.0» har et eget
omrade for barn og familier.

Storsatsingen har et budsjett

pa 3,5 millioner av KinoKinos
totalbudsjett pa 9 millioner.
- Utstillingen har ogsa et

Malet er minst 13.000 bese-
kende.
«Game On 2.0» er den desidert

inntektspo- storste og
tensial, og vi Jeg gleder mest folkelige
har veert hel- ~ . satsingen som
dige oz e @ @ meg il a har veert i Ki-
e ey 56 den historiske s,
po;itge;anz- utviklingen av tek- e
arbeidspart- . - Vivil jobbe
nere, sier dag- nOIOQIen fra «SpaCe for & fa med
DglederRandi nvaders» fram til i e
Billettinn- dag. og komme i
tekter kokg satlgl Daniela Arriado kontaktt) r}r{xed
av pakker ti nye bruker-
firmaer for grupper, sier
kundepleie er blant inntje- Arriado, og peker pa at dette
ningsomradene. vil pavirke hele KinoKino-ad-

- Det har ikke vaert vanskelig
& selge dette overfor samar-
beidspartuere, sier Arriado.

ministrasjonen.

sti@rogalandsavis.no
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Ontario Science Centre
Ontario, Canada
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A row of play pods at Game On 2.0, a retrospective of interactive entertainment currently on display at the Ontario Science Centre. March 7,2013.

My eyes were wet with nostalgia within moments of walking into the Ontario Science Centre’s Game On 2.0 exhibition, a delightful
retrospective covering 50 years worth of video game history.

BurgerTime is what did it.

My mother died a few years ago, and I've since made an effort to recall and file away my favourite
moments with her. For whatever reason, I’d forgotten all about the hours we spent in front of our
oak-encased cathode-ray tube television, manipulating flat ColecoVision joysticks in an effort to

Game On 2.0
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Seeing a super-sized version of this 30-year-old
classic projected on a wall brought that memory
rushing back, as vivid as if it happened only
yesterday.

Such is the evocative power of interactive entertainment
for a generation of adults who grew up with controllers in
their hands.

(_ i
And that’s exactly what the Barbican Centre’s world-touring Game On 2.0 show — now
over a decade old and well into its second iteration (hence the “2.0" part of its moniker) —

tapsinto.

Or at least that’s what it taps into for a thirty-something lifelong gamer like me.

For younger visitors it might prove more of an educational experience.

The winding path that runs through the Science Centre’s special exhibits space at the back of Level 6 is currently crammed with more than 150
playable games that do a fine job of leading players from the origins of the medium — think: Computer Space, housed in a gorgeous, glittering
ruby arcade cabinet — all the way up to Scribblenauts: Unlimited running on a brand new Wii U.

Kids will stop and play Pitfall!, using a classic Atari joystick to make Harry leap over crocodiles and swing
across chasms on a rope, then turn the corner and see how the exploration adventure genre has evolved
with playable demos of Tomb Raider and Uncharted 2 for PlayStation 3.

They’ll give the original The Legend of Zelda for the Nintendo Entertainment System a whirl and
recognize in its pixelated presentation the basic elements of most modern RPGs, including dungeons,
monsters, secrets, stores, maps, and weapon upgrades.

They’ll try the original Mario Bros., grow frustrated by its clumsy controls — what do you mean you can’t
change direction in mid-air? How did kids of the 1980s ever manage! — and, hopefully, better appreciate
the long and gradual series of interface iterations that have led to the satisfyingly tight and intuitive
controls found in a game like Super Mario Bros. Wii U.

And they’ll see glass-enclosed displays that exhibit evidence of the evolution of the handheld game
console sitting in their pocket, starting with mini-arcade machines the size of a toaster and the first
brick-like Nintendo GameBoys and leading all the way up to Sony’s modern PlayStation Vita and

Nintendo’s stereoscopic 3DS.
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The existence of a show like Game On 2.0 at a mainstream venue like the Ontario Science Centre reflects the impact that games have
had on our culture over the last few decades and how important they have become to a wide range of ages.

And this isn’t the only exhibition of its kind.

Last year saw a trio of major international game retrospectives, including an exclusive show at the Grand Palais museum in Paris
called Game Story and a show at Melbourne’s Australian Centre for the Moving Image dubbed Game Masters.

Closer to home, The Smithsonian American Art Museum in Washington, D.C. ran an exhibit last summer called The Art of Video
Games. It featured more than 200 titles with a focus on the artistry that went into each one. You can still purchase the show’s

exemplary coffee table book in stores.

A more permanent showcase for game history can be found at The Strong educational museum in Rochester New York. Its
International Center for the History of Electronic Games houses a vast collection of video game artefacts including not just
arcade machines, consoles, and software, but also rare original concept art and design documents for some of the world’s most
famous games.

And Manhattan’s Museum of Modern Art is actively building a collection of seminal games that have helped shape the medium,
ranging from Pac-man to Portal. You can see (and play) them any time in its ongoing Applied Design exhibition space.

Game On 2.0
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But if you’re a gamer in Canada, the Ontario Science Centre’s current show is definitely your best bet for brushing up on the history of

games and calling up old childhood memories.

My pre-opening tour through the space lasted more than two hours, and it wasn’t nearly long enough.

| played some FPong, spent a few minutes examining and learning about the innards of a disassembled Commodore 64, read about the

evolution of the indie gaming scene, and watched a quartet of game design students from triOS College (a Science Centre partner that helped

bring the exhibition to Toronto) play a local area network game of Call of Duty.

I even had a chance to jump into a giant metal hamster ball, don a virtual reality headset, and go running through a three-dimensional

world with a gun in my hand, blasting swarms of evil melons. It was supposed to represent the future of the medium, though this would

be a future in which we all had homes with four-metre ceilings and a staff of helpers to assist us entering and exiting our game domes.

The rest of the time my mind was set firmly in the past, on games like Atari’s 1983 arcade smash Star
Wars. This coin-op classic put players in the flight suit of Luke Skywalker piloting his X-Wing during the
movie’s dramatic Death Star battle. It was an early, brilliantly effective experiment in simulating
three-dimensional space using vector graphics (images composed of naught but geometrical points and
lines).

Sadly, the authentic, shockingly well-preserved Starr Wars arcade cabinet on the show floor wasn’t
running properly during my visit. However, | still took a moment to take hold of its broad, wheel-like
joystick and pullits triggers. And that was all it took to bring back yet another memory of my mother, this
time with a scolding look on her face when she learned I'd spent my entire allowance at the mall arcade
shooting down virtual TIE fighters.

| left the show as | arrived, with glistening eyes.

Game On 2.0 runs March gth through September 2nd at the Ontario Science Clentre.

84

Game On 2.0 Press Pack



Museum of Popular Art
Lisbon, Portugal

85



CISION"|

ID: 40862688

Issomesto, domunde, A
Gnme Oneamaiore niis
completa hstonidos
vicleogowos, desdeas
primeiras arecidas alcis
s recentes plataformas
virtas, com peeas de
coleecionadores prividos
CUC TR0 QUSRS IVETS e
arande publicoconelee
DOSSIVETCXperimentir mals
e 120000, Desenvalvida
peloBarbican Centre,em
002, 0 Canne Ch i viajou
por s dedes paises o lol
vistialeagorapor mais de
i eilhao ele pessons,

Jse e miais dugue unii
CRPOSICIOCTITE S0
potlemas olharmas nanea
tovar, Aquiaidein ¢

e Fsamenieanversi, e
patriisso foramerinedis 11
SCCCOCS eI s
mteraelivies, alende
actividades paradels comeo
vl de e, festie
torpeios, workshops=ou
conderencias, Parague nio
T 1enindo
virtul, destacamos
alevms dasareascmgue
vinnestardivadidi g
exposicio,aber i
pubhicoate Hde Julhono
Museude Arte Populin

DU TRIO CONSCEUN Ve

Focdo i diag tenminita
tempopara lvoltar e
el s s vidas

Time Qut Lisboa

21-03-2012

Tiragem: 12500
Pais: Portugal
Period.: Semanal

Ambito: Lazer

O maiorsalaode
jogos do mundo

Sc o Paraiso existe, o dos videojogos esta em
Lisboa a partir de quinta-feira. Inés Lopes
Gongalves ja chegou ao dltimo nivel e
conta-lhe tudo sobre a Game On, a maior
exposicio de videojogos de sempre.

PRIMEIRAS ARCADAS N:i:irvi
dedicadi as nagquinas que marearin o
nascinentodaeuliuea dos videojogos,

sy vl ver [LRK) s con \:lll,\',’irh'ﬂ o,

el 1962, onzisamtigo jogo espacia |
desenvolvidoe pgadonum
computzador dogmmbo deuniasala, ¢
aprimwirazarcida, Computer Space, de
1971, alenm de jopos como Asteronds,
Lo Menron Dodeey Konge,

CONSOLAS CASEIRAS Aqjuist
conta histori dos videojosos, desde
1072 e dins e hoge, com
areuinas produzicas pela A, Sep,
Nintendo, Sony ¢ Microsalt, entre

outras, Ha 10 videojogos para
experinientar, alende poder ver de
]Jl'l {0 HII‘-\HL'I“ 1|Hl‘ll]ﬂ|( arain
veracoescoro i replicada Brown
Box, de 1968, o primeiro protonpo
desenlicdo para ser jogadanocera de
televisao, o Eunosa Atart YOS,

ESTRATEGIAS DE VENDAS Iijue 1
saber tudosobreos einco videajogos
commgiorexitodi historia: Cuend
Tleett Auber 1L el vmeont, The Stins,
My Paviee Tond) Rader

JAPAO [l e vicdeogowos sem Bilin

enJapane mpossivel. Conhieen o s

Cores: Cor
Avrea: 19,29 x 26,50 cm?

Corte: 1de 1

e MEIOr SUCessO T e e o
contributoque den paraa
ndustria, atraves da
mana, doarineedos
josnsdesimulacaoede
CHCONIros.

AMERICA E EUROPA

Janoutrairen geogralica,

figqueitsaber comoas
videojogos influenciana
cultura, odesporto, i
esIrOgi, o guerraea
cternaproblematica da
violenetn, Mas taimbem
Pocle POr s maos i nissi
com Tony Hawh's
American Wastetand ro
Leadedion Succer G, folim
Meclden Amieriecen
Foodbedll Fifer 17¢

Virtiee Tesnes 1, entre
OUlros,

PERSONAGENS ;1 Vi,
Sonie ou Super Miriosao
algumeas das estrelas miis
conhecidas desta mdustria,
Conheci s virins
|j('t'\H|'|.'Ij'_i‘lI‘-\']Hl'|-'I£['1II
parte desteimaginario bem
cornin thoi) vieidos sets
erialores,

MULTIPLAYERS A
mlernet fezeangue ojogo
onlinecnredese tenhia
formadomumdias niads
inportantes lendencias de
o Fstinzonia
iteirsmente dedicada
vlobalizaecaodos jogos e
sl vers, Pode unbicin
[rzer opostoandedocom
Werlorels (mavamtiga At
VCS) e Halo

Game On

A exposicao estano
Muscude Arte Popular a
partirde guintacate 15
de Julho. Ter Qui 10.00
18.00, Sex e Sab até as
20.00,Domale as
19.00. Bilhete: 9C,

Game On




Game On

Museu de Arte Popular

O passado e o futuro dos videojogos em Lisboa

O Museu de Arte Popular, em Lisboa,
vai transformar-se nos proximos
quatro meses numa gigantesca sala
de jogos, onde os visitantes poderao
experimentar gratuitamente as mais
famosas consolas construidas nos
Gltimos 40 anos.

A maior exposicao de videojogos

do mundo ja correu o globo e

agora vai estar patente em Lisboa,
até 15 de Julho.

Nos cerca de dois mil metros
quadrados do museu, os mais

velhos vao reconhecer algumas das
maquinas que se encontravam nas
salas de jogos e rever graficos dos
primordios dos jogos domésticos.
Mas, ali estdo também as Gltimas
novidades da industria dos
videojogos.

No total, sao mais de 120

maquinas prontas a ser jogadas
gratuitamente.

“A maior parte destas arcadas, que a
por ordem cronoldgica, ja nao se end
salas de jogos. Algumas destas maqui
cedidas para esta coleccao por
coleccionadores”, explicou a Agéncial
Parreira, director-geral da Mercado d
responsavel pela exposicdo em Portug
referindo-se a uma zona da exposicaq
primeira sala do museu.

Quando se entra na primeira sala
do Museu de Arte Popular o publico
depara-se com uma gigantesca
maquina da década de 60: a “Spa-
cewar” é o mais antigo jogo espacial desenvolvido e maiores centros de exposicao da Europa” e que este

Tiago Petinga/LUSA

jogado num computador e que agora qualquer um trabalho permite mostrar “um universo fascinante
pode experimentar. durante um periodo cronolégico muito interessante”.
Os miticos “Pong” (jogo de ténis de mesa), “Pac-Man”

ou “Asteroids” sdo outros dos jogos famosos da Negocio lucrativo

década de 70 presentes.

Tal como nas antigas salas de jogos, o som das dezenas Parreira recorda que as receitas dos videojogos ja ultrapassaram
de arcadas alinhadas em fila abafa qualquer conversa. as receitas da indUstria de cinema de Hollywood, bem como da
Na zona das “consolas caseiras” encontram-se jogos que musica. Na Europa, “as receitas actuais estimam-se em mais de
este ano celebram o 40.° aniversario. oito mil milhdes de euros” e mais de “25 mil milhdes nos Estados
As maquinas da Atari, Sega, Nintendo, Sony e Microsoft Unidos”. Sem necessidade de andar a contar moedas (todas as
deverédo chamar a atencdo dos mais velhos enquanto os maquinas estao desbloqueadas), os jogos parecem tornar-se
jogos portaveis de “Bob, o Construtor” ou do “Hey You ainda mais atractivos. Consciente da tentacédo, a organizacao

Pikachu!” deverao atrair os mais novos. colocou pequenos cartazes onde pede aos visitantes alguma
Mas também existem jogos online e uma zona contencéo na duracédo do uso das maquinas (15 minutos no
futurista onde se podem desvendar algumas das maximo).

Gltimas novidades em jogos.

A “Game On” ja esteve em mais de dez paises e foi Para os visitantes com menos de cinco anos a entrada
observada por mais de um milhdo de visitantes. Jodo  é gratuita, custando cinco euros para as criancas

Parreira espera que, em Lisboa, a exposicdo atraia entre os seis e 0s 12 anos. Os adultos pagam nove

pelo menos 60 mil visitantes. Andreia Galvao, euros mas a organizagao criou um bilhete familiar e a
directora do Museu de Arte Popular, lembra que a oportunidade de se poder regressar num outro dia ao
entidade responsavel pela exposicao, o Barbican museu por apenas Cinco euros.

Center, “é um dos



Tekniska Museet
Stockholm, Sweden
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GAMING MEWS FROM A SWEDISH PERSPECTIVE

NEWS

Game On 2.0 at Museum of Technology

Erik 15/10/2013 Events, News No Comments

| 25 OKTOBER -27 APRIL

Game On 2.0 is a successful exhibition that have attracted millions of visitor at museums and science centers all
over the world. With over 100 game to try, original sketches, rare collectors items and background stories it is the
worlds largets computer game exhibition. Next stop on the tour is the Museum of Technology in Stockholm. It opens
just in time for the autumn break in the end of october.

The first version of Game on started its world tour in 2002 and passed on million visitors after being showed at
museums and science centers in London, Melbourne, Chicago and Athens to name a few cities. Since the
summer of 2010 the updated version Game On 2.0 has been on tour and became a inevitable success on all
continents.

Game On 2.0 showcases early arcade games as Donkey Kong, Pacman and Space Invaders. New classics like The
Sims, Halo and World of Warcraft are also on display. So are top sellers like Tetris, Lemmings and Mario Kart and all
the biggest favourites in the categories fighting, racing, action, adventure, puzzel, simulators and multiplayer games.
A room for the youngest visitors with Pokémon, Bob the builder and child friendly retro games on Atari consoles.

To bring Game On 2.0 to Stockholm is a part the Museum of Technology s newly started project surrounding
collection and documentation of the computer game history. By hosting Game On 2.0 the museum hopes to find
important contacts amongst gamers and people in the business that can help find stories and objects for the
collections. Earlier this year computer game art was displayed in the exhibition “Hjarta spel” and in the future more
exhibitions and activities about the topic awaits.

The Game On 2.0 exhibition is on display from the 25th of october 2013 until the 27th of april 2014.

To read more about the Museum of Technology and the Game On 2.0 exhibition go
to http://www.tekniskamuseet.se/1/5148.html
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Game On 2.0 till Tekniska museet

Den internationella vandringsutstéliningen Game On 2.0 kommer nu till Tekniska museet i Stockholm.
Spela dig igenom 100-tals favoriter genom dataspelens historia, fran 1960-tal till nutid.

Med 6ver hundra spel man kan prova har utstallning akt runt i hela varlden och lockat stor publik. Det
finns ocksa originalskisser, sallsynta samlarprylar och bakgrundsberattelser som goér utstaliningen
levande och full med information.

Game On bérjade sin utstéllning redan 2002 pa utvalda stallen men har sedan 2010 vandrat runt hela
varlden.

Korta fakta om Game On 2.0 (taget fran Tekniska Museet)

Visas pa Tekniska museet, Museivagen 7, Stockholm fran 25 oktober 2013 till 27 april 2014 Antalet spel
som besdkaren far prova ar dver 100 stycken. Vill man spela varje spel i fem minuter racker inte ens
museets kvallséppna onsdagar till. Férutom spelen visas en enorm samling av séllsynta samlarspel fran
1960-talet till nutid. Rdkna med nagra timmar aven hér, och du har att gora i dver ett dygn!

Aldersgrans till utstalliningen finns inte, men vissa enskilda spel har tre- sju-, tolv- och sextonarsgrans.
Ytan f6r Game On 2.0 pa Tekniska museet ar 600 kvadratmeter som planerats mycket effektivt —

tidigare installationer har tagit upp till dubbelt sa stor plats!

Aldsta spelet i utstaliningen &r Egghead pinball — ett flipperspel (1961). Spelet Tennis (1972) pa

konsolen Magnavox ar det aldsta TV-spelet besdkaren kan provspela.

Mest lattspelat &r formodligen Pong, en form av tennis dér spelaren bara styr tva rérelser — upp och

ned.

Mest svarspelat ar Steel Battalion, med tva styrspakar, vaxelspak, pedaler och éver 40 knappar. Att ens fa
igang spelet &r en utmaning!

Game On 2.0
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HEM SPEL FILM TV  MUSIK BOK TAVLINGAR  RECENSIONER BETYG PODCAST + oM Type and hit enter to Search
EVENEMANG, SPEL Megazine
o - N
Game On 2.0 pa Tekniska Museet L4l
DAVID GRUNDSTROM 24 OKTOBER 2013 0

243 people like Megazine.

Game On, en enorm samling spel skapad av The Barbican Centre 2002 i Lodon som
sedan turnerat varlden 6ver for att I8ta besokare titta pd - och kanske viktigare: klamma
p& - TV-spel och arkadmaskiner frén 1962 till idag. Dess nuvarande format, Game On
2.0, har nu anlant till Tekniska Museet och kommer finnas dar fr&n och med imorgon den
25:e Oktober till den 27:e April 2014! Jag blev bjuden av Tekniska Museet att komma och
titta p8 utstallningen en dag innan 6ppning och sjalvklart tackade jag ja! (Ber p& forhand
omursakt for de skakiga mobilbilderna)

Facebook social plugin

Folj @MegazineSWE

MORE IN EVENEMANG, SPEL (1 OF 836 ARTICLES)

Ingdngen till Tekniska Museet pryds av denna fina banner J ; Spelare varlden Gver
Nar man besoker nya léander ar det mycket man

maéste tanka pa. Valutan, spraket, kulturen,

Jag kommer fram till Museet ndgon minut éver klockan 09:00 pd morgonen, méts a regler och lagar. N&got som ... —
fin banner utanfér byggnaden och néar jag kommer in visar det sig att en gammal
gymnasiekompis arbetar med utstéllningen, kul (Hej Bjorn)! Han leder mig upp till tredje Tévlingar;

véningen déar jag precis hinner med att f8 hora personalen prata lite om varfor Tekniska

Museet valt att husera utstéllningen och om Game On’s historia. Vinn en speltatuering!

Tavingen avslutas den 10/11.

Bli en del av Megzine!

Vill du vara med pa Megazine - l&s mer har!

Ground control to major To- eh jag menar Christer
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Innan vi far ge oss ut pd golvet och prova pd spelhistoria talar Tekniska Museets nya
ordférande lite om samma sak som personalen tidigare gjort. Tror jag iallafall, jag
kommer inte ihd&g mycket av vad han sa da han annars &r kand for att vara den enda
svensken som har varit i rymden. Den enda meningen jag lyckas formulera i min inre
monolog ar: "Christer maddafakking Fuglesang!”.

Christer Flippersang

Christer ger sig ut p& spelaventyr och provar pa bland annat Flipper och Tetris. Efter
detta bestammer jag mig for att titta och prova s& mycket som mojligt:

P8 Game On 2.0 finns allt frdn gamla konsoler...

Game On 2.0 Press Pack
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...till valdigt nya konsoler!

Ett rum jag fastnade lite val lange i
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Donkey Kong  &r valdigt mycket battre pa arkad &n p8 konsol, provade detta ett flertal gdnger men

visar sig att jag tyvarr inte &r King of Kong

@

Star Wars-arkadspel med flashig vectorgrafik, 15jligt roligt ocksa!

Detta och mycket, mycket mer finns alltsa att titta pd, att klamma pa och att lara sig om pa
Tekniska Museet. Jag hade 16jligt roligt och larde mig mycket jag inte redan visste om
spelhistorien under de tva timmar jag vandrade runt pa golvet. Om du &r intresserad av
TV-spel, eller intresserad av att ldra dig, sd &r detta ett perfekt tillfalle. F&r inte missas!

Game On 2.0



Varvat 1/2

Intervju: Handelsminister Ewa Bjorling gar
pa Game On 2.0

Publicerat 2 november, 2013, av Daniel Vallejo - Kategori Intervjuer ~0
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Succé-utstéliningen Game On 2.0, som nyligen landade pa Tekniska Museet i Stockholm, har inte bara
lockat till sig massvis med besdkare och journalister, utan aven representanter fran Sveriges regering. Idag
var det handelsminister Ewa Bjorling som ville supa in gamingkultur nar den ar som bast. Varvat fick aran
att prata lite med henne efter utstallningen!

Ni har nu varit pa4 Game On 2.0, vad ar era intryck fran utstallningen?

Det var fantastiskt, och framforallt att se sa valdigt manga glada manniskor pa en gang. Vuxna och barn av
alla aldrar. De tar emot ungefar 3000 bestkare om dagen, berattade de. Och det ar fortfarande ko for att fa
komma in (kl 15). Det var jatteroligt att titta pa spelutvecklingen — fran det allra forsta spelet som kom ut
-72, som min pappa kopte till mig nér jag var liten, som hette Pong.

Gor Tekniska Museet ratt i att stalla ut datorspel?

Ja verkligen, verkligen! Det har ar ju en utstélining som vandrar runt i varden. Den utstallningen ska
vara har anda till april.

Den svenska speljournalistiken har uppmarksammat ert intresse for spelindustrin, den svenska
framfor allt, vad ar syftet med detta besdk pa Game On?

Vi forsoker att framja kreativa naringar generellt och vi har ocksa satt upp en framjarkalenderdar vi valjer ut
en specifik manad for att framja och stotta olika kreativa naringar. Oftast hanger dessa ihop med ett storre
event. T.ex. hade vi gaming i juni da det var E3-méassa i Los Angeles. Allting hander inte under samma
manad, sa att saga, men det har tyckte vi anda var en spannande utstallning som vi sjalva
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Jag pratade med nagra sympatiska tjejer har pa Gamex, de studerar- och utvecklar spel vid Uppsala
Universitets Department of Game Design: Campus Gotland. Vad anser ni om den formen av skolgang
och vad det kan leda till?

Vi sager sahar, vi har en hel del utbildningar inom det har omradet. Det som ar spannande just med
gaming ar att det involverar flera andra kreativa naringar. Det ar innovativt, det ar kreativt och det ar
mycket it-teknologi. Det ar en valdigt bra kombination for att visa hur Sverige ligger i framkant nar det
galler innovativa lésningar. Och jag vet ju att de som utvecklar datorspel vander sig till flera olika
branscher. Det handlar bade om litteratur, musik, film och att de hamtar inspiration fran varandra.

Finns det nagra planer for statliga bidrag eller ekonomiska sanktioner for svenska spelféretag
som vi har sett i andra lander?

Vi ar ganska tveksamma till att peka ut en viss bransch och ge dom speciella formaner, men det finns
andra lander som tanker sa. Jag tycker snarare att vi ska se till att det ar sa enkelt och billigt som mgjligt
att driva foretag i Sverige. For det behdvs bra infrastruktur, bra utbildning, bra villkor for dyr teknik och
konkurrenskraftiga regler och skatter. Det som jag ar mest involverad i ar naturligtvis bra frihandelsavtal.
Det vill sdga dar det ar nolltullar pa det som vi saljer ut ur Sverige och importerar in till Sverige.

. - / \'z'i
T LA

Ni spelade Pong nar ni var mindre, har ni nagon annan erfarenhet av spel?

Jag har ett favoritspel som heter Mario Kart. Det fanns ocksa pa utstallningen!

Vad ar det som ar bra med det spelet som du tycker om?

Dels for att det kan vara flera stycken tillsammans som spelar och sen ar det valdigt roligt att kora bil!

Kommer ni till Gamex?
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lesta-6ver100 dataspel pa Game On 2.0

Utmana dina vanner i Pong, aterbekanta dig med bréderna Mario och Luigi, eller styr en japansk jatterobot. Nu 6ppnar vérldens storsta spelutstalinin i Stockholm.
Metro har testat.

Rekommendera 19 Tweeta <7 0

T e

Utstallningen "Game On 2.0” som nu géstar Tekniska museet i Stockholm har varit pa turné varlden
Over i elva ar. Hemligheten bakom framgangen: nastan samtliga spel gar att spela. — En stor del av

utstallningen ar att vi forsdker kora alla spel pa originalhardvaran. Vi vill aterskapa den ursprungliga
upplevelsen och hela paketet ar viktigt, skarmen du tittar pa, kontrollen du anvander, sager Patrick

Morgan, som ar pa plats fran brittiska Barbican for att se till att alla foremal ar pa plats.

P& utstéllningsgolvet trdngs gamla flipperspel med arkadklassiker som "Pong” och "Computer Space”.
Gamla konsolspel som "Mario Bros” och "Street Fighter’-serien visas pa tjock-tv-apparater, for att
kénslan ska bli ratt.

Manga féremal har hangt med sedan 70-, 80- och 90-talet, och eftersom bestkarna far testa allt
hander det att saker gar sonder.

— Allméanheten har kanske inte samma voérdnad for maskinerna som vi har. Men vi har en tekniker pa
plats som lever med utstéllningen och reparerar alla foremal som behéver repareras.

Game On 2.0
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Hur valde ni ut spelen?

— Manga gral. Har i Stockholm &r utstallningen lite mindre sa vi har inte med alla spel vi haft tidigare.
Det &r alltid svart att géra de valen, men det finns éver 100 spelbara titlar. Besdkarna kommer definitivt
hitta spel de aldrig hért talas om, och spel de glémt bort, sdger Patrick Moran.

Sa manga glober far utstaliningen

Spelen. Bade spelélskaren och den oinvigde kommer att kénna igen sig, i olika utstrackning, pa
Game On 2.0. Har finns allt fran "Pong” till "Halo”. Att den begransade ytan gjort att alla spel fran
originalutstallningen inte far plats ar lite trakigt. Men det finns méanga guldkort &nda. Betyg: 4 av 5.

Interaktivitet. Japanska "Steel Battalion”, frdn 2002, dar du styr en jatterobot, ar formodligen mest
skruvat pa utstallningen. | évrigt ar det sjalvklart en frojd att nastan allt gar att spela. Passa pa att
prova konsolerna du inte hade rad med sjalv, som Neo Geo eller Sega Wondermega. Betyg: 5 av 5.

Andra féremal. Utéver alla spel finns det sa klart en del annat att kika p4, till exempel originalskisser
fran spelutvecklare, Pokemon-konst, eller varor som salts vid sidan av spelen. Kul

kuriosa, men det kédnns mest som utfylinad.

Betyg: 2 av 5.

Helhet. Den hér kringresande spelutstallningen gastar Tekniska museet i ett halvar och det ar
forsta gangen den besodker Sverige. Hela familjen kan ha kul, liksom kompisganget som kan
utmana varandra i multiplayer-delen.

Betyg: 4 av 5.
ARON ANDERSSON
- Rekommendera 19 Tweeta < 7 0
- @ Dela
:" (http://www.addthis.com/bookmark.php?

e - v=250&username=metrose)
(HTTPS://PLUS.GOOGLE.COM/106209206979321054910?

REL=AUTHOR
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Sveriges storsta community for man
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Game on 2.0 - Varldens storsta spelutstallning

Mode

Noje

Prylar
ELike Pinit g +

Motor

Mat & Dryck

Recensioner

600 kvadratmeter fullproppade med dataspel. Den 25:e oktober 6ppnade Game On 2.0, utstéllningen dar
Tekniska Museets bestkare far testa spel fran 70-talet och framat. Det &r varldens storsta dataspelutstalining och
har lockat miljontals bes6kare pa museer och science center nar den turnerat runt om i varlden. Nu har den
internationella braksuccén "Game On 2.0" kommit till Stockholm och Tekniska Museet.

Med startskott 25 oktober kommer bestkarna bade fa titta pa och testa éver 100 spel — allt fran tidiga arkadspel
som Pacman, Space Invaders och Donkey Kong till udda japanska rariteter och nyare spel som Sims och
World of Warcraft. For att skapa en sa autentisk spelupplevelse som méjligt har skdrmarna anpassats efter de
olika spelens respektive eror. De spel som var populdra pa 70- och 80-talet pres enteras pa tjock-tv, medan
nyare spel kopplats till platta skarmar.

| i/ 1/6
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Mens World » Game on 2.0 — Varldens storsta spelutstalining blogg

Forutom den stora samlingen konsoler, handkontroller och arkadspel finns ocksa sallsynta samlarprylar,
spelmusik, historier fran spelvarldens kulisser och en avdelning med spel for de minsta. Anna
Westerling, projektledare for "Game On 2.0", tror att utstaliningen kommer att bli en nostalgiresa for flera
olika generationer. — En 70-talist kanske spelade arkadspel, medan en yngre person spelat Angry Birds.
Alla kan vara experter i sin generation, séger hon. Aldsta spelet att spela &r "Tennis” fran 1972. Mest
svarspelat ar Steel Battalion, med tva styrspakar, vaxelspak, pedaler och 6éver 40 knappar.

MARIO
000300

Fakta GAME ON 2.0

Vad: Spelutstélining p& Tekniska museet. Over 100 spel att prova, gallerier med originalskisser,
spelmusik och bakgrundsberattelser.

Nar: 25:e oktober 2013 till 27:e april 2014.

Kuriosa:

Johan Svensson
Info@mensworld.s
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Rekordstor dataspelsutstallning pa
Tekniska museet i host

| oktober kommer den internationella vandringsutstallningen Game
On 2.0 till Tekniska museet i Stockholm. Férutom chansen att
prova over 100 olika spel vill museet vacka diskussioner och
skapa reflektion kring till exempel kdnsroller och spelkultur.

Utstaliningen blir en del i Tekniska museets nyligen pabdrjade projekt kring
insamling och dokumentation av dataspelshistorien. Med éver 100 spel att
prova, originalskisser, sallsynta samlarprylar och bakgrundsberattelser ar det
ocksa varldens storsta dataspelsutstallning.

Under besoOket kan man samtidigt lara sig mer om spelutveckling, ljuddesign,
karaktarernas bakgrund, spelkultur och hur spelen marknadsférts genom tiderna.
Man uppmuntrar ocksa fragor kring konsroller, vald och hur spelandet paverkar
det verkliga livet:

Ar Lara Croft en stereotyp eller en girl power-hjélte? Blir man valdsam av
actionspel eller &r det inte varre &n ett parti schack? Ar spelen destruktiva och
fordummande eller ett satt att utveckla sociala, sprakliga och logiska férmagor?

Game ON 2.0 Visas pa Tekniska museet i Stockholm fran 25 oktober 2013 till

Game On 2.0

OM UTSTALLNINGEN

Den forsta versionen av Game On
startade sin varldsturné 2002, och
passerade en miljon besdkare efter att ha
visats pa museer och science center i
bland annat London, Melbourne, Chicago
och Aten. Sedan sommaren 2010
turnerar den uppdaterade versionen
Game On 2.0. Utstéllningen ar skapad av
kulturcentret the Barbican i London.



Vi besikte Game On-massan i vintras.

Lara Croft fran Tomb Raider méter besdkaren pa vag in till Game
On. Alla bilder i detta massiva bildspel ar fotograferade av Kristina
Sahlén.

10/11/2014 Massiv spelfrossa i Stockholm - Computer Sweden

Massiv spelfrossa i Stockholm

S Av Jonas Ryberg

Mario, Sonic, Pikachu och Samus Aran. Alla gamla hjaltar och nagra nya finns pa
plats nar spelhistorien fran och med i dag tar plats pa Tekniska museet. Men bast av allt ar att
du sjalv far chansen att visa dig pa styva linan i gamla klassiker.

Game On 2.0



Stockholm fram till i april nasta ar. Historien bdrjar med redan med
gamla japanska Pachinkomaskiner och flipperspel och gar sedan
vidare via de foérsta arkadspelen och anda fram till helt nya virtual
reality-spel i form av Oculus Rift.

Roligast ar helt klart att de flesta spelen pa utstaliningen faktiskt gar att
spela i originalversion. Producenterna bakom lagger stor vikt vid att
spelen ska spelas pa orginalhardvara och inte pa emulatorer eller nya
platta skarmar.

¥i har fatt manga donationer fran samlare, sager Patrick Moran fran
brittiska Barbican som producerat utstallningen. Hans uppgift &r ocksa
att halla maskinerna igang och se till att det finns reservdelar. Till de
manga konsoler och hemdatorer som finns representerade i
utstallningen ar det inte nagot stérre problem. Varre ar det med
arkadspel som bara producerats i fa exemplar.

Fill exempel ar det svart med vektorbildskarmar till spel som Star Wars
och Astroids i utstallningen. De har inte tillverkats p4 manga ar, sager

han

Trots det ser han ingen storre risk med att lata besdkarna spela

pa orginalmaskinerna. De verkliga rariteterna som Pong i
arkadspelsversion och ett par andra tidiga spel ar heller inte

Oppna for besdkarna.

Det ar daremot andra arkadspelsklassiker som Donkey Kong,
Track and Field och Asteroids. Det ger gott om utrymme for nya
spelare att uppleva gamla klassiker och for foraldrar att visa sina
barn var skapet ska sta i grafiskt sparsmakade masterverk som
Missile Command och Star Wars.

Trots att utstallningen innehaller mycket sa saknas vissa bredare
klassiker som till exempel MS Rgj. Samma sak galler
mobilspelsrevolutionen som nastan helt lyser med sin franvaro.
Undantaget ar Angry Birds som letat sig in i en konsolvariant. Enligt
Patrick Moran handlar det inte om ett ideologiskt stéliningstagande
utan om tekniska problem med att lata bestkarna spela den typen av
spel.

— Dessutom stjals mobilerna for mycket, sager Patrick Moran.

Samma orsak ligger féormodligen bakom att utstallningens svenska
bidrag, den skandalomsusade konsolen Gizmondo, ligger bakom
glas tillsammans med andra handhallna rariteter.

Utstallningen ar ocksa startskottet for Tekniska museets arbete
med att samla in den svenska dataspelshistorien.
Forhoppningen ar att en ny utstalining med fokus pa Sverige ska
kunna presenteras nasta ar.
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SvD KULTUR
SKISSARTAD RESA i SPELEENS VARED

Nasta Féregaende

1 november 2013 kI 09:58 Det basta med utstallningen "Game on 2.0” pa Tekniska muset ar
dess ansenliga galleri av retrospel och konsoler, tycker SvD:s Tove Bengtsson. FOTO: LARS

PEHRSONBECENSION
GAME ON 2.0

Tekniska museet, till och med 27 april 2014

Dator- och tv-spel har vuxit fran att vara nischade leksaker till ett vardagligt noje
for alla. Att spel numera angar alla, oavsett alder, liksom ar en del av var
teknologiska utveckling och kulturhistoria dr nagot som "Game on 2.0” vill
understryka. Sa heter varldens storsta spelutstéillning, som just nu gar att
besoka pa Tekniska museet i Stockholm.

Det ar en utstallining som ar indelad i dtta rum, med drygt 100 spel att
testa. "Game on 2.0” inleds med en schematisk 6verblick 6ver
spelhistoriens vagga, hur spelens 6kade inflytande forflyttade dem fran
arkadhallarna till hemmet med hemdatorer och stationira konsoler.

Det har ar utstéllningens matigaste och mest sammanhaéllna del, med en
ansenlig samling dldre elektronik som blandar lyckade klassiker och
bortglomda floppar. Vem minns numera NEC LaserActive fran 1993, mer
vilkant som Laserdisk? Namnda konsol dr inte spelbar, men sjédlva
maskinen och dess bisarrt stora skivor visas i en monter. Har trangs
ocksa ménga andra mer eller mindre vilkdnda konsoler, bland andra
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Magnavox Odyssey, som kom redan 1972, Atari 2600 fran 1977
och Nintendos Famicom fran 1983.

| vrigt ar utstillningen mer splittrad. Aven om den inledningsvis har en
kronologisk ton ar den indelad tematiskt, och kompositionen ar ofta
otydlig. Ett rum konstruerat kring spelgenrer ar synnerligen forvirrande,
dar informationsskyltar saknas och genrer som “tankespel” ar alldeles
for vaga. Andra rum forsoker kombinera barbara spel med
marknadsforing och skapande av ikoniska spelfigurer. Aven om det ir
intressant att se originalskisserna pa Mario, ar den roda traden tunn.

Det basta med "Game on 2.0” ar dess ansenliga galleri av retrospel och
konsoler. Det ar dessa delar, hemdatorerna och den uppbyggda
spelhallen, som ar mest genomtankt och intressant. Det ar latt att
forsta varfor "Pac-man” blev en sddan succé, ett enkelt spelkoncept
som fortfarande ar vansinnigt roligt.

Men den bestaende kinslan dr att "Game on 2.0” bara skrapar pa ytan.
Utstallningen saknar helt indiespel, trots att de numera ar en mycket stor
del av spelkulturen, och de nyare spelen ar alldeles for fa. Game on 2.0 ar
inte specifikt anpassad for just Sverige, men med tanke pa hur manga
lyckade exempel det finns pa nordiska spel — "Minecraft” ar bara ett av
dem — ar det trakigt att inte fler spel &n "Angry birds” och ”Alan Wake”
far ta plats. Det ar helt enkelt for lite innehall for att kunna gora en
djupdykning i spelhistorien. ’Game on 2.0” malar upp en mycket
schablonartad bild av dator- och tv-spelens virld, med fokus pa enbart de
mest valkanda varumarkena som Mario, Zelda och Sonic.

Daremot ar utstillningen varmt dekorerad, med vaggar och golv prydda
av pixelutformade textilier i olika fargmonster. Utan dessa
accentuerande farger hade utstillningen sett ratt kal ut, med undantag
for udda spelmaskiner med spejsad 70-talsdesign, som den
kobratelefonsliknande Computer space.

Trots dess vaga tematiska uppdelning och skissartade spelhistoriska
innehall, ar det anda roligt att Tekniska museet har velat satsa pa en
spelutstillning. De har skapat en varm och inkluderande atmosfar.
Spel ar nagot for alla, och det har Tekniska museet ocksa lyckats
formedla.

TOVE BENGTSSON
spel@svd.se
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INTERACTIVE VIDEO GAME EXHIBIT ARRIVES IN CHILE
THURSDAY, 28 MARCH 2013 22:03 WRITTEN BY AMELIA DUGGAN SHARE 4

‘GAME ON’ TAKES A LOOK AT THE PAST, PRESENT AND FUTURE OF THE VIDEO GAME INDUSTRY AND
OFFERS VISITORS THE CHANCE TO PLAY (50 GAMES.

Globe trotting video game exhibition “Game On” opened its doors to Chilean public in Santiago’s Costanera
Center Mall Wednesday. Originally curated for London’s Barbican Art Gallery in 2002, the show has gone on
to tour Europe, Australia, the United States and China, attracting over a million visitors worldwide.

“Game On” offers an
all encompassing look
at the history of the
video games— from
their origins in the
arcade to the age of
the internet—as well as
affiliated cultures such
as manga, anime and
cinema. Art
connoisseurs in
particular will enjoy a
collection of original
sketches and designs
for seminal games
such as Tomb Raider,

Pokemon and Grand
Photo by Amelia Duggan / The Santiago Times. Theft Auto.

The exhibit also offers the public the chance to play around 150 of the most important arcade, console
and portable electronic games of the last 40 years—from Space Invaders and Donkey Kong to Final
Fantasy and The Sims.

As well as celebrating the scientific progress and creative developments that have transformed the video
game industry over past decades, “Game On” offers visitors a glimpse into what’s in store in the world of
gaming. The Futures section features cutting edge technologies including 3D, virtual reality and interface
technology that the public are invited to try.

Game On runs March 27 to April 30. More information can be found at www.gameon.cl.

By Amelia Duggan (duggan@santiagotimes.cl)
Copyright 2013 -The Santiago Times
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La Tercera

Tendencias

Llega a Chilela

mayor

exposicion
itinerante de
videojuegos

& Game On muestra mas de 50 afios
de historia, con 120 juegos que
pueden probarse y que van desde
Space Invaders hasta la WiiU.

Axel Christiansen Z.

Fue en la década del 60, de la
mano de nombres como
Spa-cewar, Pong y Space
Inva-ders que una nueva
forma de entretenimiento
nacio para quedarse: los
videojuegos. Comenzaron
como simples figuras en

los tiempos y en su formato
original, en una muestra
totalmente interactiva
ideada por Barbican y que
promete unir la nostalgia de
las primeras consolas con la
ultima tecnologia en
videojuegos.

Formatos originales
Patrick Moran, exhibition

blanco y negro que se movian ma-nager de Barbican

de un lado a otro en la pantalla. Internatio-nal, desde hace tres

Hoy se han convertido en obras anos ha trabajado con la

cada vez mas realistas, con
presupuestos millonarios y
sofisticados controles.
Mostrar la evolucion que
esta forma de
entretenimiento ha tenido a
través del tiempo es el
objetivo de la exhibicion
Game On, la mayor
muestra itinerante del
mundo del videojuego que
llega, por primera vez, a
Chile a partir del 27 de marzo
en el Espacio 5 de Costanera
Center. La exhibicién tendra,
en un solo lugar, 120 juegos
de todos

109

muestra llevandola a gran
parte de Europa, China,

que se puedan experimentar
tal como fueron creados”,
sefialé Moran a La Tercera.
Asi, mientras clasicos
videojuegos como los Game
and Watch o la Atari Touch Me,
podran ser vistas de lejos
como objetos en exhibicion;

otras piezas de historia como

las consolas Sinclair o
Commodore, que hace

décadas dejaron de fabricarse,

po-dré ser jugadas en vivo por
lapsos de cinco minutos.

“Tenemos maquinas originales

Canada, México, Brasil y ahora de juegos como Pong, Space

Bichideie lo mas complicado
es lograr resumir mas de 50
anos de historia con una
lista de 120 juegos. La
seleccion se hace pensando
en lo mas representativo de
cadaeray en el estado de
cada juego, ya que todos los
aparatos que son parte de la
exhibicion estan en su
formato original. “No solo es
importante mostrar como se
veian en esa época, sino

Invaders y Asteroids que estan
aca tal como nuestros padres
los conocieron”, dice.

Como la exhibicion esta en
constante renovacion, Chile
sera el primer lugar donde
se incorporaran consolas
mas modernas como la Wii
Uy la PlayStation Vita.
Dentro de lo mas moderno,
Moran destaca un juego
llamado Steel Batallion,
lanzado

#e Paneles cuentan la
historia de los videojuegos.

para Xbox y que tiene la
particularidad de que usa un
control gigantesco hecho sélo
para el juego. Por 1o mismo, se
cred en pocas unidades y esta
es una de las pocas
oportunidades que hay para
probarlo sin desembolsar una
gran cantidad de dinero.

La exhibicion cuenta,
ademas, con murales con
textos que relatan la historia
de la industria desde sus
inicios.0®

#e Los juegos estan en su
formato original.

#e Imagen del hall
central de la Game On
realizada en Inglaterra.

AGENDA

LINEA DE TIEMPO

O®Pong

Este juego, conocido por ser
uno de los primeros que
enfrentd a dos jugadores un
una simulacion de tenis.

©@Atari 2600 En su
momento fue la consola
hogarefia mas popular.
Contaba con versiones caseras
de juegos famosos.

©@®Famicom A mediados de
los 80, Nin-tendo lanza su
primera consola en el
mercado japonés.

O®PlayStation

Icono de los 90, cambid los
clasicos cartuchos por CD
con mas espacio.

©@®Xbox 360

Fue la primera consola en alta
definicion lanzada para el
mercado. Es también la mas
usada parajugar en linea.

Cuando: desde el27 de marzo
(durara dos meses). Dénde:
Quinto piso del Costanera
Center, espacio 5. Valor:
Entrada desde tres mil

a 14 mil pesos (entrada VIP) en
el lugar o puntoticket.cl.

oeWwiiu

Consola lanzada a fines del
afio pasado, es la primera que
incorpora un control con
pantalla tactil.
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Tecnopolis Buenos
Aires, Argentina
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#nuncaaburric

Mas de 1 millon de personas disfrutaron del Espacio Personal Juegos en Tecnopolis:
video juegos de todos los tiempos, torneos online, conferencias de speakers
internacionales, talleres, desfiles de cosplay y shows en vivo. Una completa propuesta
de entretenimiento y conocimiento de la industria del videojuego para todas las edades.

Y NO PUEDE VENDERSE POR SEPARADO
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El pasado, el
presente y el
futuro de los
videojuegos en
un solo lugar

ESTE SUPLEMENTO FORMA PAF
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Un espacio para todos I

El Espacip Personal Juegos dio lugar a gran variedad de eventos pensados par

La plataforma Personal Juegos
redne una completa propuesta
de servicios, que incluye una

oferta de terminales

especialmente asociada a
juegos para moviles, un nuevo
plan con juegos sin cargo, el
Espacio Personal Juegos en
Tecnépolis y una campana de
comunicacioén innovadora.

112

Ere Tecnopolis fue

la sede deI Espacio Personal
Juegos el primer Festival de

deo egos reali
zado en rgeH r?a ﬁj evento de primer nivel
internacional que permitié a todos los visitan

tes conocer de cerca el maravilloso mundo
de los videojuegos: aprender sobre su
historia en la exhibicién Game On,
descubrir las ultimas tendencias, part|C|par
en torneos con impor

tantes premios, asistir a talleres, shows en
vivo, conferencias y probar de forma libre y
gratuita todos los juegos disponibles en la
exposicion.

El Espacio Personal Juegos se convirtié en
uno de los pabellones mas visitados de
Tecnodpolis 2013, con un total de mas de 1
millén de visitas. Como la mejor manera de
conocer un juego es jugandolo, el Area de
Juegos dispuso 60 PCs, 100 consolas y 20
dispositivos moviles de ultima generacion
para que los asistentes se entretengan
libremente. Funcion6 ademas como un
espacio comun para reunir las Ultimas
tendencias de la industria y acercarlas a un
publico que no estaba familiarizado el
fascinante universo y las infinitas
posibilidades
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de los juegos como fuente de
entretenimiento y medio narrativo.
Para alcanzar este objetivo el Area de

Juegos contd con videojuegos de todo tipo.

Desde las franquicias mas grandes y
reconocidas hasta pequefos titulos
independientes que dejan atras los
presupuestos millonarios para centrarse en
experiencias innovadoras con un alto valor
artistico. Hubo juegos para todas las
edades y de distinto género: Aventuras,
Baile, Pelea, Accion, Estrategia en Tiempo
Real, Juegos de Rol, Deportes, Carreras,
Game On Press Pack

)S los jugadores

s pensados para los fanaticos de los videojuegos

Cartas Intercambiables, etc.

Ademas, el Espacio Personal Juegos
incorporé la exhibicion Game On, una
muestra histérica que recorrié los
videojuegos desde sus humildes
comienzos, los clasicos, hasta las grandes
super-producciones de la actualidad. El
Espacio Personal Juegos es parte de la
plataforma de Personal asociada a Juegos.
Una completa propuesta de servicios que
incluye ademas, una oferta de terminales, el
lanzamiento de un nuevo plan con juegos
sin cargo y la campafa de comunicacion
innovadora.

Actividades ludicas

Paula Haurie, directora de venta
para Conosur en Gameloft

Desde Gameloft, la
desarrolladora de videojuegos
para todas las plataformas via
descarga digital, venimos
trabajando muy fuerte junto a
Personal, uno de nuestros
socios estratégicos en la
region, para hacerles llegar a
todos sus usuarios los mejores
videojuegos Este afio, fuimos
invitados para participar del
espacio Personal Juegos en
Tecndpolis, actividad a la cual
nos sumamos con muchas
expectativas, dada la
importancia del evento y la
llegada a un publico muy rico,
formado tanto por grandes y
chicos, estudiantes y familias,
justamente el publico al cual
apunta Gameloft. En el espacig
Personal Juegos, planteamos
actividades ludicas, y los
visitantes pudieron testear el
videojuego de carreras Asphal
7 y el atractivo Shark Dash. La
experiencia ha sido por demag
enriquecedora, ya que a traveg
de acciones simples y
entretenidas, pudimos
compartir experiencias con
visitantes de todas las edades
ademas de acercarles de una
forma divertida lo nuevo en
tecnologia. Resulta muy
gratificante poder trabajar en
conjunto con Personal en este
tipo de actividades, ya que se
trata de una empresa que ha
incentivado el consumo de los|
videojuegos en el movil y
brindando a sus usuarios
numerosos beneficios y
facilidades para que se anime
a jugar y saquen el maximo
potencial de sus Smartphones
Sin duda, seguiremos
apostando a este tipo de

general.
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¢, Te acordas de
ese juego?

El Espacio Personal Juegos fue sede de la reconocida muestra internacional
sobre la historia del videojuego

a muestra internacional Game On orga -
nizada por la Galeria de Arte Barbican de
Londres estuvo presente en 1000m2 del
Espacio Personal Juegos, con mas de 120
titulos de todos los tiempos, que tuvieron como
objetivo principal mostrar el impacto cultural
que provoca -

ron los videojuegos a lo largo de su joven
historia. La exposicion incluyo clasicos de
antafo, como el primer juego considerado de
éxito masivo: Pong de Atari, juegos arcade
como MS Pacman, Ga-laga y Donkey Kong,
este ultimo el primer juego

que introducia personajes e historia, donde el
aun desconocido Mario debia rescatar a su
novia de las manos de un mono que solia ser
su mascota. Game On se enfoca también en
quienes ingresaron al mundo del
entretenimiento a través de las consolas,
mostrando entre otras, la primera de Nintendo,
la NES (o como se la conocia por su clon
comercializado en el pais, “La Family”). Gracias
a su juego estrella Super Mario Bros, por
primera vez se dio acceso a un mundo de
diferentes plataformas.
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No solo las consolas trajeron juegos
memorables, para los que preferian un buen
desafio a las neuronas antes que la habilidad
con los controles, Game On mostré juegos de
PC de aventuras como Monkey Island o de
estrategia como StarCraft, en los cuales se
priorizaba la habilidad para el uso de tacticas yson los videojuegos.

resolucion de situaciones en base a los
recursos disponibles. Sin dejar de lado, la

tres dimensiones se hicieron mas presentes

a partir de 1994, fecha en la cual Sony

lanzo su propia consola.

El recorrido también abarcé las actuales conso
como Xbox 360 y PlayStation 3, que permitiero
vivir los videojuegos en alta definicién con
exitosos juegos como la saga Halo, Uncharted,
Gran Turismo y Forza, entre otros. Esta ultima
generacion descubrié nuevas formas de jugar
miles de personas alrededor del mundo, sin sel
jugadores habituales, se animaron a ingresar er
mundo de los videojuegos de la mano de Wii.

Game On realizé un homenaje a la industria qu
lo largo de los afios brindd distintas experienci
y intentard mantener la atencién de miles de

personas en este mundo de entretenimiento qu

Mas de 120 juegos dijeron presente en Game (
para el disfrute de los asistentes. Mediante un

explosién de juegos de accidn, a través de los disefio novedoso, la exposicidon abandond los

cuales se pudo por primera vez ver todo el
escenario desde la perspectiva del personaje,
como si se estuviera “dentro de su cabeza”,

aburridos pasillos por espacios experimentales
zonas interactivas que examinan cada aspecto
del desarrollo de un juego, desde sus procesos

como en el Doom quese recorre de esta forma creativos hasta los productos terminados.

mundos llenos de enemigos a derrotar
EtiliZamie Qiviersabaimestan presentes los
titulos que definieron la “Generacion
PlayStation”, como Ridge Racer, Final
Fantasy VIl o Tomb Raider, este ultimo
protagonizado por quien quizas sea la
heroina mas conocida del mundo de los
videojuegos, Lara Croft. Estos juegos en

Game On

Game On ademas se encargdé de
homenajear a las figuras mas emblematicas
de la industria y mostrar su evolucién a lo
largo de los afos. Todo esto sin dejar
nunca de remarcar el impacto cultural que
han tenido los videojuegos alrededor del
mundo.

Cada Gamer
es un mundo

Federico Llano - Country Sales
Manager Brazil & South Cone
Electronic Arts

Hay varios “tipos” de gamers:
esta el gamer solitario, el gamer
competitivo, el payaso, el
tramposo, el comandante, el
enojado, el casual, el retro.. y
Personal consiguio reunirlos a
todos en el Espacio Personal
Juegos. Electronic Arts eligio
participar del espacio para
demostrar sus novedades en
juegos para celulares. Mobile
continua siendo una de las
prioridades de EA a nivel
mundial, y tiene en su catalogo
tres de los mayores exitos del
me rcado: Plants vs. Zombies 2
descargado ya 40 millones de
veces, Real Racing 3 con mas
de 16 millones de carreras por
dia, y The Simpsons: Tapped
Out con mas de 5 millones de
jugadores diarios. Los gamers
nunca antes tuvieron tantas
opciones, y de hecho la
mayoria actualmente juega en
mas de una plataforma. En un
ano con todos los ojos puestos
en la nueva generacion de
consolas, smartphones y
tablets “complementaran” la
experiencia de juego como
nunca antes. No importa que
tipo de gamer seas, o con que
consola o celular juegues, EA
tiene algo para vos en el
Espacio Personal Juegos.
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Datos curiosos
acercadelos

gamers

Los jugadores de videojuegos pasan

80-% del tiempo PERDIENDO o FALLANDO
e

seguir |
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En este segmento

Unjugador de Call of Duty

pasahasta

170 horas al afio

jugando aljuego
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El gamer argentino

Las tablets y los smartphones colaboran en la transformacion del videojuego

116

en una expresion de esta época.

defllil millones de personas juegan
gos durante un promedio de
as semanales actualmente. Los
edos'¥a no son algo simple, sino que
han evo

lucionado a pasar a ser una expresion
personal, un modo de vida. Con el pasar
de los anos y el auge de las redes
sociales se ha producido un

crecimiento substancial en el tamafio
total del mercado de los videojuegos.
Existen hoy en dia segmentos que antes
eran muy pequenos, quedando
catego-rizados como nichos y que ahora
se han vuelto muy populares.

Los nifos empiezan a jugar desde
edades tan tempranas, debido a la
facilidad de acceso que proporcionan

Game On Press Pack
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ASUAL GAMES

casual games son losjuego:

Datos curiosos CANDY CRUSH

los smartphones y las tablets de sus
padres. Adicionalmente, se ha
producido un incremento en la
cantidad de adultos mayores que
juegan, especialmente las mujeres que
rondan los 45 anos de edad. Este tipo
de fendmenos, sumado a que
Argentina es uno de los paises con mas
utilizacién de las redes sociales, llevo a
que hoy en dia los juegos casuales
sean increiblemente populares en
nuestro territorio.

Los juegos casuales tienen la gran
virtud de equilibrar la proporcién de
género de los gamers. Si bien
tipicamente han sido los hombres los
que juegan mas tiempo, en juegos
como

Game On Press Pack

continuar enel juega.

Candy Crush, Farmville, Cut the Rope y
Plants vs. Zombies se ve que muchas
mas mujeres juegan también, llevando
los nimeros a algo mas balanceado.
Pero claro, los juegos sociales son sélo
una parte del espectro que consumen
los gamers. En Argentina mas de siete
millones de hogares tienen al
menosunaconsoladevideojuegos yla
plataforma mas popular sigue siendo
la PC. Ademas, aqui aparecen otros
tipos de juegos populares: juegos de
deportes como los FIFA 'y Pro
Evolu-tion Soccer, juegos de disparos
como Call of Duty y Battlefield, juegos
independientes como Minecraft y
juegos superestrella como Grand Theft
Auto.

Videojuegos made
in Argentina

Miguel Martin, Director de la
Asociacion de Desarrolladores de
Videojuegos Argentina (ADVA)

Para muchos, parecera una
utopia. Para otros, una
esperanza. En Argentina, existe
una industria desarrolladora de
videojuegos desde diez afnos.
Somos una Industria Creativa
que celebra su primera década
de vida con un importante nivel
de crecimiento. Nuestros
mayores valores agregados son
la creatividad y calidad de los
productos que desarrollamos
en el pais y exportamos al
mundo. Actualmente, la
industria argentina de
videojuegos reune a mas de 70
estudios y genera cerca de dos
mil puestos de trabajo. Durante
el ultimo ano, exportd cerca de
US$85M (ochenta y cinco
millones de ddlares). Cifras que
nos alientan a seguir trabajando
y produciendo, dia tras dia. Y
vamos por mas. Somos una
industria 100% exportadora. La
calidad de nuestros productos y
profesionales son muy bien
valorados y cotizados en
Estados Unidos, Canada,
México o Espana —por
mencionar sélo algunos.

Amamos lo que hacemos y,
en este sentido, deseamos
que nuestra industria sea
cada vez mas talentosa. La
meta es producir cada dia
mejores videojuegos made in
Argentina.
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Tiempo Argentina

+ Buenos Aires Registrate Edicion: 2 de Noviembre de

Me gusta igi T16° H63%

2 de Noviembre de 2883 | Ediciones Anteriores
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ARGENTINO 25

Seguir a @tiempoarg

Inicio > Sociedad

27.10.2013 | Edicion 2013 del World Cyber Games

[ [ ]
] mil chicos mostraron
1 '32 Me gusta 10 que Saben de
(()gna del barrio de Monserrat, en una suerte de
Twittear gparaeg-un 1al que se hara en noviembre en China. Y
ron a los ganadores de los juegos StarCraft II, Fifa 14 y Streent
F T,

) Recomendar - 32 0 AA || B ‘E‘

Por:
Roly
Villani

La tarde del sabado proponia un sol radiante y una temperatura ideal para
pasear por las plazas y parques de Buenos Aires. Sin embargo, més de dos
mil jovenes prefirieron encerrarse en el Palacio Alsina, en el barrio portefio
de Monserrat, para participar de la edicién 2013 del World Cyber Games
(WCG), algo asi como las eliminatorias para el mundial de videojuegos que
se va a desarrollar a fines de noviembre en China.

El lugar tenia la apariencia de un baile, con luces y proyecciones en los
techos y paredes, pero el condimento especial estaba en los cientos de
adolescentes que asistian con gorros o disfraces que los identificaban como
fans de uno u otro juego.

Este evento iba a servir para elegir a los mejores jugadores locales de los
cuatro juegos méas populares del momento: StarCraft II, FIFA 14 , Street
Fighter IV: Arcade Edition, y League of Legends. Sin embargo sélo se logro6
con los tres primeros juegos.

Ale del Pino (mas conocido como @aletecno en Twitter) es periodista
especializado en gaming de la radio Actitud Rock 101.9 y viene cubriendo
desde hace varios afos este evento.

"Este afio hay muchisima més gente que el afio pasado porque cada vez hay
mas gente conectada a Internet, méas gente que se interesa por el gaming,
una actividad que le resulta muy importante al pais porque el desarrollo de
software para juegos es muy redituable y de mucho valor agregado para la
exportacion", dice del Pino.

Precisamente, Buenos Aires es en estos dias un hervidero de gamers

18
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(jugadores, en ingles) porque en Tecndpolis concluia, precisamente ayer, un
evento de cuatro dias en el que se difundio la cultura del video juego
pensandola como algo més que un pasatiempo.

Con maés de 50 estudios y 1500 desarrolladores elaborando juegos para el
mercado internacional, "desarrollar videojuegos es una gran salida laboral, y es
por eso que este afio en Tecnopolis se le dala importancia que se merece, con la
idea de atraer a nuevos futuros profesionales y talentosos creadores que la
hagan crecer atin méas", dice la presentacion de las Conferencias Videojuegos
2013.

Para esto, trajeron creadores de gran prestigio como Tim Schafer (The Secret of
Monkey Island, Psychonauts, Brutal Legend, etc) y Robin Hunicke (Journey),
que vinieron a compartir sus conocimientos y experiencia personal con los
asistentes en una serie de charlas y talleres. La intervencion del disefiador
uruguayo Gonzalo Frasca, que ademas es investigador académico en el Centro
de Investigacion de Videojuegos de la Universidad de Tecnologias de la
Informacion de Copenhague, Dinamarca, quizds permita entender un poco esta
pasion y la necesidad de dejar de pensar a los juegos como una simple
diversion: "¢éCoémo preparamos las nuevas generaciones para un futuro que
cambia constantemente? —se preguntaba Frasca—. Por suerte ese problema ya
fue resuelto por la naturaleza, cuando conect6 en nuestros cerebros el placer y
el aprendizaje. Lamentablemente, lo que llevd centenares de miles de afios de
evolucion, el sistema educativo lo destruye en una década".

TRAJES, CONSOLAS Y OJOS ROJOS. Mientras el animador del evento
hacia desfilar a los que concursaban por el torneo de Cosplay (ver recuadro), los
asistentes vivaban a unos y otros més en funcion de los fanatismos por los
distintos juegos que por la verosimilitud de los trajes.

"¢PC o consola?" preguntaba el animador en una version digital del clasico
"¢Boca o River?".

Los jovenes que hoy rondan los 20 afios nacieron en hogares en los que

Internet era y sigue siendo una constante. De este modo, su acercamiento al
juego es tan natural como en otras generaciones lo fue la television o la radio.
Pero para algunos es bastante més que una pasioén.

Cuando las empresas fabricantes detectan que un chico es muy bueno jugando a
una "disciplina" como llaman a los distintos juegos, lo contratan para que dé
clinicas, haga exhibiciones o simplemente publicite las marcas. Es que, como
casi todas las tribus —como sucede con el teatro, con los deportes o con los
periodistas— el mundo de los gamers tiene sus modismos, su folclore y sus idolos
locales, que a su vez tienen sus detractores. Francisco "Patan" Sotullo es el
Fifero (jugador de Fifa 14) més reconocido de nuestro pais, porque quedd
tercero en la version 2012 del WCG en China.

"Mi primer torneo importante fue la
WCG Nacional 2005, que se disputd
en la Rural. En este torneo se jugaba
con el FIFA 2005. Pude quedarme
con él y quedar como campe6n
argentino", explic6 Patan.

Sin embargo, el crédito local perdid
ayer en la semifinal contra Nacocs, la
nueva figura en ascenso, que termin6
ganando la final de ese juego y
competira en el mundial de China.

Pese a que la final de FIFA tenia
varios pesos pesados del sector en
juego, la enorme mayoria de los
asistentes estaba esperando la final
de LoL (como llaman al League of
Legends).

Sin embargo, "por inconvenientes de conexion al servidor y de Internet", el
torneo de ese juego se vio forzado a una suspension. Los organizadores
anunciaron que el torneo concluira en otra fecha que sera acordada con los
equipos y sera transmitido en vivo. Muchos asistentes al evento se sintieron
defraudados por esta cancelacion porque, dicen, la entrada costaba 60 pesos y
era lo mas importante del evento. «

Las chicas de costume play, o jugar con las ropas
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Ultimas Noticias

Fuerte cruce entre
representantes del
oficialismo y el socialista
Hermes Binner

El socialista dijo que con Cristina en reposo, "no hay
conduccién, nadie sabe quién es el presidente". El jefe
de Gabinete, Juan Manuel Abal Medina, y los
gobernadores Daniel Scioli, Sergio Urribarri y Jorge
Capitanich, salieron a responderle.

“Es absurdo plantear
que no hay libertad
de expresion”

Jests Maria:
encuentran sin vida
al cuerpo del
remisero

lada garantizaron la
ps puestos de trabajo

El Papa realiza un
encuesta al interior
de la Iglesia sobre
matrimonio gay y
divorcio

Gioja "evoluciona
bien" y pasé 24 horas
sin respirador

Crimen atroz en
Uruguay: "Mi hija
era la préoxima
victima", dijo el
padre de la nena

Defensa de
Vandenbroele: "No
hubo un planteo
dilatorio"

Tiempo en Facebook:
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Ademas de la competencia de jugadores, en el WCG hay también
competencia de Cosplay, una contraccion de Costume Play, que en inglés
significa ejecucion o juego de trajes.

Pero para evitar malentendidos, en el reglamento del concurso, el primer
punto dice expresamente: "Se descalificara a los participantes que hagan
representaciones de personajes pornograficos o erdticos (Hentai) como
medida de seguridad por la integridad fisica de menores de edad y
participantes en general".

Las chicas se hacen los trajes ellas mismas o piden ayuda a mama, a una
costurera, a una vecina. Van a Once a elegir las telas. Mitsuki tiene 23 afios y
estudia disefio de indumentaria en la UADE. Por eso sabe donde conseguir
precio para hacerse la ropa. Eligi6 ser Miss Fortune, uno de los personajes
de League of Legends. Cuando tiene finales de la facultad se cuida un poco,
pero normalmente juega dos o tres partidas por dia que duran un promedio
de 40 minutos.

"Mi novio es muy, muy gamer y mi hermano también, asi que dije, ah
bueno, vamos a probar y me encantd". Camu tiene 17 y va al colegio en el
barrio de Devoto. Esta caracterizada como Annie, del mismo juego que
Mitsuki. Fue el primer personaje que pudo desbloquear y aprender a jugar,
dice. “Yo me cebo y digo, bueno, juego una partida més, no le hago mal a
nadie, y no me duermo hasta las tres de la mafiana, soy un desastre",
reconoce. Al lado suyo, Lala también esté caracterizada como Annie. Las
chicas se quejan de que los varones "bardean" si ellas no juegan bien y eso le
da un poco de vergiienza a algunas chicas. Por eso son mayoria los hombres
en este ambiente, dicen.

El personaje que interpreta Eliana es Le Blanc, del mismo juego. Desde el
20009, dice, que juega al "League of Legends". “La primera vez que le pedi a
mi mama que me ayudara a hacer el traje porque queria hacer Cosplay no
entendia nada, pero con el tiempo se puso re canchera", asegura. "Vine con
una amiga que me dijo que iba a venir, porque la verdad es que no conocia
mucha gente de Cosplay y me parecié una buena oportunidad para hacer
amigos", dice. De todos modos, todas reconocen que la enorme mayoria de
su entorno de amigos son gamers.

Diario Tiempo Argentino

LG

Una multitud en la Cumbre Antiimperialista de
Bolivia - Tiempo Argentino | Es tiempo de un...
10 personas recomiendan esto.

Tiempo Argentino | Es tiempo de un diario
nuevo
Victoria Patience recomienda esto.

Tie Tiempo Argentino | Es tiempo de un diario

nuevo
Marcela Eva Fernandez recomienda esto.

i Siria, imperialismo y el tiempo de la guerra de
= los gasoductos - Tiempo Argentino | Es tiempo
de...
19 personas recomiendan esto.

m Francisco Silva, el historiador maldito - Tiempo

Argentino | Es tiempo de un diario nuevo
19 personas recomiendan esto.
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Montreal Science Centre
Montreal, Canada
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Huffington Post Québec
23 February 2015

Game On: une grande exposition
sur les jeux vidéo passe 1'été au
Centre des sciences de Montréal
(PHOTOS)

Le Huffington Post Québec
Publication: 23/02/2015 11:30 EST | Mis & jour: 23/02/2015 11:34 EST

Game On sera accessible dés le 16 avril au Centre des sciences de Montréal. Cette
expo, les crganisateurs la qualifie d'«exposition la plus compléte jamais créée dédide a
I'évolution fulgurante des jeux vidéo et du gaming d’aujourd hui».

Dans cette installation concue par le Barbican ce Londres, les visiteurs seront invités
a jouer a une centaine de jeux vidéo, tout en revivant l'évolution de cette industrie
depuis les années 1960. Nombre de classiques et de grandes marques seront done au
rendez-vous.

Le spécialiste du domaine Denis Talbot agira comme porte-parocle. «Game On est unz
exposition qui permet non seulement aux plus jeunes de jouer a de grands classiques
qui ont marqué |'histoire, mais aussi aux parents de tenter de battre leur record
d'antan! La perspective de toucher et de redécouvrir ces jeux me plait beaucoup... et
que dire des nouveantés», a-t-il souligne.

Les métiers liés aux jeux vidéo seront aussi mis de 'avant. «En collaboration avee
Ubisoft, nous mettrons en valeur les divers métiers de I'industrie, afin d'inspirer et de
préparer la prochaine génération d’artisans qui continuera de faire rayonner notre
ville sur la scéne internationale», a indigqué Julie Payette, directrice du Centre des
sciences.
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Ici Radio-Canada
15 April 2015

ICI R3DIO-C3NADA @ .C3

Science et technologie
Le jeu vidéo célébré a I'exposition Game On

Le mercredi 15 avril 2015

Un apergu de I'exposition telle que présentée a Brisbane en Australie  Photo : Courtoisie
Barbican International

Longtemps déconsidéré, le jeu vidéo est de plus en plus reconnu comme une oceuvre
culturelle a part entiére. L'industrie a pourtant déclassé Hollywood depuis longtemps en

matiére de revenus dans le monde entier. Matthieu Dugal parle de la grande exposition
Game On qui s'ouvre demain au Centre des sciences de Montréal. Et pour les nostalgiques,
adeptes du « rétrogaming », il sera possitle d'y jouer a de vieux jeux.
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Canoe 15
April 2015

Denis Talbot

Denis anime M. Net depuis plus de 15 ans a MusiquePlus.
Sa baladodiffusion Radio-Talbot occupe une place de choix dans les
balados technos iTunes.

e s

I:J [r:%tpﬂfr.'canoe.cafrssffeed,."nouuelIes!techno_chroniques_denislalbotxml)

Game On: une expo sur les
jeux au Centre des Sciences

£ PARTAGER
(http: //www.addthis.com/bookmark.php)

15-04-2015 | 12h44

Comme vous le savez peut-&tre, je suis le porte-parole de I'expo Game On
(http: //www.centredessciencesdemontreal.com/expositions/game-on.html)
qui débute ce week-end au Centre des Sciences de Montréal, et qui sera
présentée tout I'été (au Vieux-Port de Mt).

Mon, il ne s'agit pas du méme truc présenté a Québec I'an dernier.
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Game On origine d'Angleterre, un événement crée par le Barbican, un haut
lieu de conférence multi disciplinaires artistiques de Londres.

L'exposition en est une interactive. Les visiteurs peuvent jouer, toucher et
explorer les jeux vidéo de 1972 a nos jours. On s'amuse!

C'est aussi le temps de constater que le graphisme de nos titres favoris des
années 70 est beaucoup plus beau dans nos souvenirs!

Au total, une centaine de créations vous attendent de Pong a Space Invader
en passant I'Oculus Rift et sa réalité augmentée. On vise un large public.

Les profits générés pendant ces happenings thématiques seront versés a la
Fondation du Centre des Sciences qui favorise les programmes et les

expositions pour le développement des vocations scientifiques et
technologiques chez les jeunes.

Yene:s me renconlrer...on va s amuser |

Suivez |'événement sur Twitter griace a ce mot-clic: #GameOnMtl
(https://twitter.com/search?g=%23GameOnMTL)
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Journal de Montreal
16 April 2015

Game On — Une exposition interactive
sur I’'histoire du jeu vidéo au Gentre
des sciences e Montreal

MIKAEL LEBELEU
v Jeudi, 16 avril 2015 17:18

MISE a JOUR Jeudi, 16 avril 2015 17:24

-
MONTREAL — Aprés avoir visité 23 villes 4 travers le monde, I'exposition Game On s’arréte enfin 4 Montréal,
au grand bonheur des amateurs de jeux vidéos, petits et grands.

L'exposition interactive de plus de 1000 m? retrace la jeune histoire du jeu vidéo, de Pong a Destiny, en passant par
Pac Man, Pokémon et Assassin's Creed, la franchise phare d'Ubisoft, qui présente I'événement. Une rare chance pour
les gamers les plus endurcis comme pour les néophytes de revisiter des classiques du jeu vidéo d’hier et
d'aujourdhui.

Accompagnés de notre stagiaire d'un jour et journaliste en herbe Iréne Bessone, de 'école secondaire Jeanne-Mance,
nous avons rencontré Julie Payette, directrice du Centre des sciences, et Denis Talbot, porte-parole de I'événement. Et
nous en avons profité pour tester quelques-uns des plus de 100 jeux vidéo de I'exposition, bien entendu!

L'exposition restera 4 Montréal jusqu’au 13 septembre 2015. Pour l'occasion, le Centre des sciences ouvrira ses portes
jusqu‘a 21h les vendredis et samedis afin de permettre 4 un plus grand nombre de visiteurs de profiter de
I'expérience.

Détails sur centredessciencesdemontreal.com.
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Yahoo Finance
16 April 2015

Montreal goes to the next level with Game On, the biggest
exhibition on video games ever staged

21 hours ago

E?I'-@]Emﬂi‘l

+ A hands-on exploration featuring over 100 playable games from yesterday to the present day
» Exhibition partner Ubisoft to include a careers section

MONTREAL, April 16, 2015 /CNW Telbec/ - Today, the Montreal Science Centre presents Game On, an interactive
exhibition on video games that has toured 29 cities worldwide to date. Opening in Montréal for the first time, Game On
examines the history of an industry that's become key in Québec. The 10,000-5q. ft. exhibition is divided into nine
separate zones that look at the design process from concept through to final product as well as the cultural influence of
video games worldwide. Above all, Game On lets visitors try their hand at over 100 games from Pong to Destiny,
including legendary franchises like Donkey Kong and Final Fantasy.

An exclusive feature of the Montréal exhibition is its careers component. In partnership with Ubisoft, a striking wall piece
over 65 feet in length will highlight various professions in the field as well as the science behind the games.

Science Centre director Julie Payette is thrilled to welcome the exhibition: "Montreal is recognized today as a global
capital in the video game industry. In presenting Game On at the Science Centre, we celebrate this success as well as
relive its history and pave the way to the future!" Ms. Payette also commented on working with Ubisoft Montreal, calling it
a privileged partnership: "Ubisoft Montreal is not just a global industry leader, it's also a company with strong roots in our
city. We are very proud to partner with Ubisoft to promote technological professions among voung people.”

"Sometimes it just takes a tiny spark to kindle an interest or fire up a passion in young people. Video games are clearly the
perfect way to spark their attention and set their dreams alight. For us, teaming up with the Science Centre and Game
Om is a unique opportunity to look at the complex science behind the production of video games and make it accessible to
the youth who will form the next generation,” said Yannis Mallat, CEO of Ubisoft Montréal & Toronto.

Game On - over 100 playable video games and an entire history to revisit, in partnership with Ubisoft. At the Montréal
Science Centre starting April 16, 2015. #GameOnMTL

An exhibition produced and operated by Barbican International Enterprises. The City of London Corporation is the
founder and principal funder of the Barbican Centre.

Exhibition continues till September 13, 2015.
New: As of May 1, the Science Centre will stay open until g9 p.m. on Fridays and Saturdays. For more
information, visit www.montrealsciencecentre.com

The Montreéal Science Czntre would like to thank its major partners TELUS, VOLVO and Hydro-Québec as well as
Uhbisoft, its partner for Game On.
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About the Moniréal Science Centre

With more than 700,000 visitors annually, the Montréal Science Centre complex is dedicated to science and technology.
It is characterized by its accessible, interactive approach and its showcasing of local innovation and expertise.

About Ubjsoft

Ubisoft is a leading creator, publisher and distributor of interactive entertainment and services, with a rich portfolio of
world-renowned brands including Assassin's Creed, Just Dance, Rayman, Far Cry, Watch Dogs and Tom Claney's video
game series. The tzams throughout Ubisoft's worldwide network of studios and business offices are committed to
delivering original and memorable gaming experiences across all popular platforms, including consoles, mobile phones,

tablets and PCs. For the 2013-14 fiscal year, Ubisoft generated sales of €1,007 million. To learn more, please wvisit
www.ubisoftgroup.com.

SOURCE Centre des sciences de Montréal

Image with caption: "Launch of the Game On exhibition at the Montréal Science Centre with Denis Talbot, Patrick Moran,
Julie Payette and Yannis Mallat. (CNW Group/Centre des sciences de Montréal)". Image available at:
http://photos.newswire.ca/images/download /20150416 _C6s57_PHOTO_EN_14282.jpg
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Geeks and Com’
16 April 2015

K GEEKSANDCOM

LEXPOSITION GAME @1 SUR EES jEUX vibEQ
ARRIVE AU CENTRE PES SCIENCES PE MONTREAL
& PARCIR PU 16 AVRE #GAMEOHMTL

par Benoit Chamontin (http://www.geeksandcom.com/author/benoit-chamontin) le 3 avril 2015 -0
(http://www.geeksandcom.com/2015/04/03/exposition-game-on-jeux-video-centre-des-sciences-montrea
l#comments)

A partir du 16 avril prochain, le Centre des Sciences de Montréal va accueillir Game On, une exposition consacrée a
I'évolution des jeux vidéo. S'il ne s’agit pas de la version 2.0, plus étoffée en terme de contenu, elle devrait malgré tout
faire plaisir aux amateurs de jeux vidéo de tout age.
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138 Imaginée par le Barbican Art Gallery de Londres et présentée pour la premiére fois en 2002, les visiteurs pourront
artagggder a plus d'une centaine de jeux vidéo et revivre redécouvrir certains classiques que cela soit sur console, borne

12

10

~arcade ou Oculus Rift. De Pong a Destiny en passant par Super Mario Bros et Resident Evil, il sera ainsi possible de
wivre I'histoire des jeux vidéo, mais également de voir ce qui s’en vient comme avec la réalité virtuelle par exemple.

3s métiers du monde des jeux vidéo seront également présentés comme l'indiquait d’ailleurs Julie Payette, directrice
1 Centre des sciences, il y a quelques mois : « En collaboration avec Ubisoft, nous mettrons en valeur les divers
étiers de l'industrie, afin d’inspirer et de préparer la prochaine génération d’artisans qui continuera de

lire rayonner notre ville sur la scéne internationale »

Horaires étendus les fins de semaine et soirées thématiques 18 ans + au profit de la Fondation
du Centre des sciences

A noter que tous les vendredis et samedis & partir du 1er mai, 'exposition Game On au Centre des Sciences de
Montréal sera ouverte jusqu’a 21h pour en profiter plus longtemps.

Par ailleurs, des soirées spéciales thématiques 18 ans et plus seront également organisées. Les profits iront a la
Fondation du Centre des Sciences qui contribue au développement de programmes et d’expositions favorisant
I'éclosion de vocations en science et technologie chez les jeunes. Ces soirées devraient particulierement plaire aux
gamers puisqu'il sera possible de se mesurer a ses amis sur I'écran IMAX TELUS a NHL 2015 ou Super Mario Kart
par exemple!

L'exposition Game On sera présentée au Centre des Sciences de Montréal du 16 avril au 13 septembre 2015. Les
billets sont déja en vente sur le site Web (http://www.centredessciencesdemontreal.com/expositions/game-on.html) et
il faudra compter 21$ pour un adulte, 18$ pour un adolescent (13 — 17 ans) et 12,50$ pour un enfant (4 — 12 ans).
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Blogue ICI ARTV
17 April 2015

BLOGUE ICI ARTV

CHAQUE JOUR EST UN SPECTACLE

A PROPOS
o

ARTS VISUELS ~ ARTS DE LA SCENE  LECTURE MUSIQUE MODE ARTDEVIVRE CINEMA TELEVISION NOS DOSSIERS

THE GAME IS ON AU CENTRE DES SCIENCES
DE MONTREAL

PARTAGER: ¥ 17 AVRIL 2015

de poilisand geukareiTe desarbicheatopddst sur |'exposition Game On du Centre des sciences

Je n'avais méme pas franchi la guérite d’entrée que déja un rire nerveux et enfantin s'emparait de
moi. Puis, j'ai poussé des Oh! et des Ah! devant le PDP-1, le premier ordinateur de la Digital
Equipment Corporation. Mes yeux se sont mis 3 briller devant le premier jeu d'arcade commercial
jamais produit : le rouge et scintillant Computer Space. J'ai laché un WOW! bien sonore devant
I'installation du jeu Pong. J'ai ri, puis j'ai ragé devant les dizaines de jeux d'arcades disponibles. En
somme, j'ai eu du gros fun.

CHOISISSEZ ICI ARTV DANS
VOTRE FORFAIT TELE

ICI ARTV a tout pour émerveiller,
" étonner et fasciner les passionnés

des arts et de la culture.

NOS COUPS DE CEUR
Certes, j'aime les jeux vidéo. Mais contrairement 3 ce que pensent mes collégues, je ne suis pas CULTURELS
une vraie de vraie geek. Oui, j'aime me divertir et passer quelques heures devant une console,
mais j'ai aussi plusieurs autres passe-temps. J'ai été la premiére surprise de voir mon excitation
montée devant le jeu d'arcade Pac-Man. Evidemment, j'avais déja joué sur I'ordinateur avec les
fleches de mon clavier et j'avais déja contrdlé le bonhomme jaune bien connu. Il s'est avéré
beaucoup trop excitant de jouer 3 ce jeu culte avec un bon vieux joystick en métal sur une vieille
Ftatkatdrémoint fort de cette exposition : Ia redécouverte des vieux jeux nous fait vivre un voyage
dans le temps extraordinaire.

Articles récents

N=SNIIY POPULAIRES

Le bonheur dans les écouteurs - 15
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chansons qui font du bien
- Par Alex Beausoleil

Balade en cinémascope dans New-York
et ses quartiers
- Par Marion Gouiry

The game is on au Centre des sciences
de Montréal

- Par Alex Beausoleil

Ca sent la coupe avec l'illustrateur
Benoit Tardif

- Par Patrick Dupuis

Les duos marquants des arts et
spectacles

- Par Katia Landry

J'ai sauté de joie devant Super Mario Kart, Parappa the Rapper 2 et The Sims. Je suis resté

perplexe devant Tempest 2000, Elevator action et Deathchase 3D. J'ai eu un véritable coup de »
coeur pour le jeu Ridge Racer et surtout 1a manette NeGcon (Avis & tous : j'en veux une!). J'ai vécu =
un important moment de nostalgie devant un Tamagoshi. J'ai eu mal au coeur en essayant

I'Oculus Rift. J'ai trippé ma vie et je n‘'exagére méme pas.

Honnétement, c'est |a place ou on veut se faire embarrer toute une nuit, voir méme une semaine.
Des heures de plaisirs pour tous amateurs de jeux vidéo, mais aussi pour n'importe
quelle personne qui aime moindrement gosser sur des pitons.

Petit conseil, allez-y durant la semaine ou trés tot le matin durant Ia fin de semaine, car il risque
d'y avoir du monde 3 la messe. On se garde les « ragequit » pour les jeux, pas pour sortir de
I'exposition! Game On sera définitivement un incontournable ce printemps et cet été!

L'exposition est présentée au Centre des sciences de Montréal du 16 avril au 13 septembre
prochain. N'y allez pas trop tard, car croyez-moi, vous y voudrez y retourner plusieurs fois!

*Avant ou aprés votre visite a I'exposition, testez vos connaissances sur l'industrie du jeu vidéo
avec |e quiz «A vos manettes!» d’'ICI EXPLORA.

MOTS CLES NTRE DES SCIENCES DE MONTREAL,EVENEMENT,EXPOSITION,JEUX VIDEO

ALEX BEAUSOLEIL (12 BILLETS)

Passionnée de culture, Alex croit, tout comme Dostoievski, que c'est I'art qui sauvera le
monde. C'est pourquoi elle prend plaisir 3 enchainer les séries télévisées les unes apreés les
autres, visionner les nouveautés cinématographiques, gaver ses oreilles de délicate musique,
voyager avec |a littérature et pitonner sur sa manette de Xbox pour se divertir. Elle est
coordonatrice au contenu pour ICI ARTV et édimestre de I'expérience simultanée de C'est
juste de la TV!
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Robot Source
19 April 2015

19 avril 2015/

Jeudi le 16 avril, j’ai eu la chance d’assister au lancement de «<Game On», l’exposition tant
attendue au Centre des Sciences de Montréal

(http://www.centredessciencesdemontreal.com/). Apres tout, Montréal est une ville

parfaite pour les jeux vidéo!
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e dédiée a l’évolution

des jeux vidéo. Présent tout au long de 'été, ’événement va attirer les foules d’adeptes de
gaming qui vont pouvoir jouer a plus de 100 jeux d’hier et aujourd’hui. 100 jeux, ce n’est

pas rien!

http://www.robotsucre.com/wp-content/uploads/2015/04/gameon-montreal-expo-1.j

Vous étes fan de Pong? Eh bien, il est |a. En fait, les classiques sont trés présents dans
’'exposition. C’est un vrai plaisir de pouvoir jouer a des jeux plus vieux que nous! Dans un
environnement sombre, ce sont les couleurs des écrans qui viennent donner vie a
Uinstallation. Vous pouvez regarder, toucher et écouter tout ce que 'expo omre; une

expérience interactive unique en son genre.
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Pt - -

http://www.robotsucre.com/wp-content/uploads/2015/04/gameon-montreal-expo-2.j

Vous me connaissez, je suis hyper émotive sur tout ce qui touche mes passions d’enfant. Et
mon enfance, c’était les jeux vidéo. Je me rappelle encore comme si c’était hier, mon
cadeau: Nintendo 64 avec Super Mario 64. Mon peére avait déja terminé le premier niveau
pour se «familiariser avec la console», en jouant tous les soirs dans le sous-sol quand j’étais
déja endormie. J’y pense, et j’ai le motton. Quels beaux souvenirs remplis de bonheur et de
découverte! L'émerveillement enfant est un sentiment tellement unique qui
malheureusement s’éteint un peu avec le temps; mais je m’y accroche, et c’est exactement
ce que 'exposition Game On m’a donné. J’ai pris mon temps entre chaque station qui
présentait un jeu dimérent, mais j’ai Ogé a un moment. Sur un écran, je vois Doom, et
’émerveillement revient. J’ai 7 ans, je suis dans la «salle d’ordi» chez mes parents, assise a
c6té de Papa Sucré qui me montre tous les trucs. Je le regarde jouer pendant des heures
sans jamais me tanner, je lui pose plein de questions. Je découvre, jaime et japprends. Je
change de station, et c’est Lemmings. Je connais la musique par coeur, et je sais comment
terminer le niveau en un rien de temps. Je continue mon exploration de Game On avec un

coeur nostalgique et une réelle paix.
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Sivous étes un grand bébé comme moi, ne manquez surtout pas l’exposition Game On au
Centre des sciences de Montréal. Vous avez jusqu’au 13 septembre!

Achetez vos billets ici

http://www.centredessciencesdemontreal.com/expositions/game-on.html).
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http://www.robotsucre.com/wp-content/uploads/2015/04/gameon-montreal-expo-6.j

(http://www.robotsucre.com/wp-content/uploads/2015/04/gameon-montreal-
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(http://www.robotsucre.com/wp-content/uploads/2015/04/gameon-montreal-expo-10.jpg)
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http://www.robotsucre.com/wp-content/uploads/2015/04/gameon-montreal-expo-ce

ntre.jpg)
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Petit Petit Gamin
20 April 2015

b 'myqaosiiidon mm@@néww@mtréaﬂ te permet de
& jouer a plus de 100 jeux vidéo

POSTE PAR PELLEPPELLEPPELLEP | 20 AVRIL 2015 | 0 COMMENTAIRES

Je ne sais pas si tu es comme moi mais je suis un grand nostalgique des jeux des années 80, 90 et début 2000. Je ne
refuse jamais une partie de Tetris, je sais ou toutes les fl(ites se cachent dans Mario Bros 3, j'adore jouer contre des
amis 3 Golden Eye au N64 et Dr Mario est mon jeu préféré sur le premier Nintendo. A partir du 16 avril, il y a
I'exposition Game On qui se déroule au Centre des sciences de Montréal et ¢a a I'air franchement cool. L'exposition a
pour but de te faire revivre I'histoire des jeux vidéo depuis leurs origines. Ca veut dire quoi ¢ca? Que tu pourras essayer
plus de 100 jeux vidéo et redécouvrir les grands classiques, de Pac Man a Destiny sans oublier Super Mario Kart. De
plus, tu vas retrouver tes personnages préférés tels que Sonic, Donkey Kong et la bande de Pokémon! Il va aussiy
avoir de I'information sur les métiers entourant ce monde, les différentes étapes de la conception d’'un jeu et la
découverte des jeux les plus populaires! L'exposition commence le 16 avril et se déroule jusqu’au 13 septembre. Si tu
es plutét un genre d’'oiseau de nuit, tu pourras profiter de I'exposition en soirée jusqu'a 21 heures, tous les vendredis
et samedis, dés le 1e mai. Tu dois absolument y faire une place dans ton été! Je pense que tout y est pour avoir du
gros fun, j'espére presque qu'il y ait un kiosque juste pour souffler dans des cassettes de Nintendo. ;)

Plus d’information: centredessciencesdemontreal.com
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Les Nerds 30
April 2015

IGS nerds n (http://wwwlesnerds.ca)

ratiques(http./www.lesnerds.ca/voyager-au-feminin-b-astuces-pratiques/) WeCanBeHeroes:unrega

Home Culture Art visuel (http://www.lesnerds.ca...

(http:/www.lesnerds.ca/) (http://www.lesnerds.ca/categories/culture/)

Tu DOIS aller a I'exposition « Game On » du Centre des
Sciences de Montréal

SHARE  (http://www.facebook.com/sharer.php?u=http:/www.lesnerds.ca/lexposition-game-on-du-centre-des-sciences-de-montreal-tu-dois-aller/&t=Tu DOIS aller a I'exposition « Game On »
du Centre des Sciences de Montréal)

(https://twitter.com/home?status=Tu DOIS aller a I'exposition « Game On » du Centre des Sciences de
Montréal+http:/www.lesnerds.ca/lexposition-game-on-du-centre-tes-sciences-de-montreal-tu-dois-aller/)
(https:/plus.google.com/share?url=http:/www.lesnerds.ca/lexposition-game-on-du-centre-des-sciences-de-montreal-tu-dois-

aller/)  (http:/pinterest.com/pin/create/button/?url=http;/www.lesnerds.ca/lexposition-game-on-du-centre-des-sciences-tde-montreal-tu-dois-aller/&media=http://www.lesnerds.ca/wp-
content/uploads/2015/04/11157938_10153352887139434_800492741_n.jpg&description=Tu DOIS aller a I'exposition « Game On » du Centre des Sciences de Montréal)
Que vous soyez amateurs de jeux vidéo ou non, la nouvelle exposition@uvous«charmera; c’est

garantil/Tusais, quands¢anedfait pas eéncoreune minute que tu es entré(e) et que tu te dis déja
«OMG!»? Quais, ce genre d’expo-la!
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Bref, c’est hier qu’était officiellement lancée I'expositiof@b®Bus avons eu droit a un panel d’invités
pgour:Foccasiom:

Denis Talbot (de feu I'émission M.Net), I'astronaute et maintenant
drPG dosstudienBrasdessoin de vilie dingentélagtsiqoe Yansiiy dsadhatités par arrivéelde cette
Sxirogieoma Montriéal aprés que celle-ci ait visité plus de 23 autres villes dans le monde.

Sur place, il est possible de jouer a plus d’'une
centaine de jeux différents sur des arcades et des
consoles (de quoi rendre nostalgique les plus
vieux gamers d’entre nous). Il est méme possible
d’essayer de la réalité augmentée avec les
lunettes Oculus (essayez le manege balancoire,
c’est MALADE et demandez de sauter en bas du
manege. Haha, OK, je suis weird...). On a méme
eu un traitement de faveur : Julie Payette nous a
montré comment jouer et gagner a Space

failli mourir sur place, no joke).

Outre le fait de pouvoir jouer pendant des heures (mais pas trop longtemps quand méme, tout le
monde veut jouer, dah!), vous en apprendrez davantage sur I'univers des jeux vidéo, les multiples
étapes de production et les métiers qui s’y rattachent.

Ne manquez surtout pas cette exposition, non seulement parce que c’est incroyablement
amusant, mais aussi parce que les jeux vidéo font partie de la culture de Montréal!

Soyez au rendez-vous, I’exposition nous amusera jusqu’au 13 septembre 2015, ce qui vous laisse
en masse de temps pour y aller 3-4 fois!
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™ CREATING A VIDEOGAME

— THE COLLECTIVE GBALIS OF A TEAM
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It'sGame On as the Life Science Centre
in Newcastle gets competitive

The latest big exhibition at the Life Science Centre in Newcastle looks at 60
years of computer gaming

OShae % Tweet @ +1 @ LinkedIn

You might think it's a misprint but it's not. Game On 2.0 is the world’s biggest
collection of playable computer games from the last 60 years. And yes, that really
is right . . . 60 years, six-zero.

Only in recent years has gaming become truly ubiquitous, with people zapping and
pinging on their mobile phones in public places, which might make you think it's
brand new. But this phenomenon hasn’t come zooming out of nowhere.

Computer gaming has now been around long enough to have a pretty rich history — as
you will see in this major international exhibition, which opens at Newcastles’ Life
Science Centre at the end of May and will remain with us for ave months.

Game On 2.0 takes an in-depth look at the people and technologies that have
revolutionised games and how we play on them.

It explores the design process, from concept to packaging, for some of the
best-known and most popular games of recent years, including Donkey Kong,
Pokémon, Space Invaders, Uncharted, World of Warcraft, Tomb Raider and the Sims.

Game On 2.0
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Visitors will be able to get closely acquainted with more than 100 playable games and
there will be a dedicated arcade games section - all free to play once you've paid for
admission — no 20ps needed here!

Imagine the sparkle in many eyes as retro lovers play on consoles from the 1970s.
Pac-Man, Defender and Donkey Kong were an important part of many people’s youthful
recreation — as important to many, in fact, as the treasured albums of much-loved bands.

Visitors to the exhibition, which replaces the very different Body Worlds exhibition of last
year, will be able to see the technology but also meet the experts.

Animators, artists, programmers and designers employed in the region’s thriving and
expanding gaming industry will be on hand at various times to provide valuable insight.

lan Simmons, director of science communications at Life, says: “How games are created is
fascinating and visitors will have the opportunity to meet some of the people involved.

“From designers showing how they create landscapes and characters for games
through to programmers showing how they build game engines or university
researchers showing how they have adapted game technologies for research
purposes, there will be the chance to see how wide-ranging the career opportunities

”»

[ 1

People enjoying themselves at the Game On exhibition which is coming to Life

Game On 2.0 is a new version of the original Game On exhibition which was created by
Londons’ Barbican in 2002 and then went on a world tour.

This new version brings it bang up to date with the very latest developments and games.
It also takes a look into the future, casting an eye over new and emerging technologies
such as Oculus Rift (coming soon, as every real gaming fan will be able to tell you).
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Life chief executive Linda Conlon, who introduced us to the dead bodies of Body Worlds last
year, is more than happy with this year’s new blockbuster.“Were’ very excited to be bringing
this world-class exhibition to Newcastle which I'm sure will appeal to all ages,” she says.

“It's a delightful retrospective, tapping into nostalgia and highlighting the role gaming plays
in our society today. Video games have become such an integral part of our lives,
changing the way we learn, play and interact. Their evolution from what was essentially a
child’s play activity through to a fully immersive experience is phenomenal. In such a short
space of time, the video gaming market has become hugely important to the UK, including
here in the North East where we have a wealth of expertise.”

Neil McConnon, head of the Barbican’s international enterprises department, added:
“Game On 2.0 celebrates games culture in all its myriad forms.

“We think it is particularly relevant that the exhibition will travel to the North East, an area
that has made an important contribution to games development.”

Companies such as Eutechnyx, Ubisoft Reéections, Mere Mortals and Double Eleven are all
serious players in the industry, supporting a burgeoning gaming ecology across the region.

The exhibition opens on May 23 at Life and runs until November 1. Find opening times
and prices at www.life.org.uk
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+How The Garbican Turned vicdeo games

e agéméwg artzc Four

The London arts institution has been touring its
groundbreaking video game exhibition for 12 years. Now
it’s heading back to the UK with some bold new ideas

‘.E Barbican’s Game 2.0 exhibition has been touring the world since 2010 - now
it’s coming to Newcastle with a new indie showcase Photograph: Barbican
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The Japan Times online/Youtube
4 March 2016

The Japan'Times

P o) 000/259

Game On exhibition at the Miraikan

The Japan Times

.] T 1274 1.404

+ Addto s Share  ees More 1 EE & o

Published on 4 Mar 2016

On Game, An Exhibition About The History Of Video Games, Comes To Japan With A Few Special
Exclusives. SUBSCRIBE TO OUR YOUTUBE CHANNEL: Hitp://Goo.Gl/mExQt7 VISIT OUR WEBSITE:
Http://Www.Japantimes.Co. Jp / LIKE US ON FACEBOOK: Hitps.//Www.Facebook.Com/thejapantimes
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Norsk Teknisk Museum
Oslo, Norway
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Game on i Oslo Oslo

Se video fra utstillingen over!

TVspill har hatt en rivende utvikling siden de ferste arkadespillene kom i 1972, via «tennisspillety,
«Pong» og arkadespillene til konsoller. Na kan du se og prave mange av dem i Oslo.

Teknisk Museum apner nemlig derene til dataspillutstillingen «Game On 2.0». Utstillingen kommer fra et
opphold i Newcastle, er produsert av Barbican International Enterprises i London, og vil bli & finne i
byen ut januar 2017.

«Game on 2.0» skapte lange kger i Stockholm i fjor. Der slapp man inn besgkende kun 50 minutter

av gangen.

— Vi hdper & unnga dette. Men det er klart vi regner med godt besak, sier museumsdirektar Hans
Weinberger. Pa museet gleder de seg til 4pningen.

— Vi far se handplukkede dataspill fra hele historien. Det er arkademaskiner til de siste
VRopplevelser (virtuell virkelighet journ.anm.), sa det blir veldig bra, sier prosjektleder Henning
Sandsdalen til Dagsavisen.

Eldre

Josefine (10), Sara (10) og Salma (10) spilte Mario Kart, et eldre spill.
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Sara og Josefine liker ogsa utstillingen.
— «Mario Kart» er gay, sier Sara.
Hensikten er at besgkende kan spille seg gjennom historien, eller bare teste det de vil.

¥i har omtrent 130 spill og alle kan spille s& mye de vil. Du kan teste alle de spillene du alltid har
gnsket, og det koster ingenting etter at du har lgst billett til museet, sier en ivrig utstillingsleder Joel
Boaz. Sara (11) og Renate (11) spilte «Out Run» sammen, et bilspill av Sega fra 1986. Dataspill
trenger ikke & veaere helt nye altsa. Men hvorfor bilspill?

— Fordi det sa veldig kult ut og jeg ville prave det fordi jeg aldri har pravd det far, sier Sara.

Portaler

deg synes det var gay, fordi nar man krasjet sa var det veldig morsomt, sier Renate som har spilt
«Sims 3» og «Donkey Kong» ogsa. Heller ikke det nye spill. Foran «Portal 2» finner Dagsavisen
Hicham (10). Han er en ivrig gamer, men har ikke spilt dette spillet for.

Be har guns som lager portaler og de gar rundt i en portal, sier en ivrig Hicham, som vanligvis

spiller Minecraft.

— Men det er borte, sier han.

Besteforeldre

Ulleysses (10) finner vi i konsentrert foran «Virtua Fighter 2».
— Uff, sier han bare.

Han har ikke tid til oss.

Ogsa voksne prgvde seg og flere av de ansatte ved museet var innom og testet ut nostalgiske spill
som «PacMan» fra 1980 og «Donkey Kong» fra 1981.

— Vi haper jo at besteforeldre kan ta med seg barnebarna hit, sa kan alle spille, sier utstillingsleder
Boaz.
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Dagsavisen
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Vis bildetekst

Vis bildetekst

] e
Vis bildetekst

FAKTA: Game on 2.0

«Game On 2.0» apner 10. mars og vil vaere pa
Teknisk Museum til 29. januar 2017,

Du kan spille seg gjennom dataspillhistorien, fra
«Pong» og legendariske klassiske arkadespill som
«Pac-man» til dagens mest populaere spill og
konsoller.

Utstillingen har begeistret besekende i alle aldre
over hele verden siden den ferste utgaven i 2002,
Siden har utstillingen blitt stadig oppgradert med
nye spill.
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Na kan du spille deg giennom
dataspillhistorien

GEIR AMUNDSEN
OPPDATERT: 09.MAR. 2016 13:18 | PUBLISERT: 09.MAR. 2016 09:45

N

P Her kan du prove de mest populzre dataspillene gjennom tidene

Over 100 legendariske spill inntar Teknisk Museum.

o Game On 2.0 heter dataspillutstillingen som
apner pa Teknisk Museum 9. mars. Her kan
de besekende spille seg gjennom
dataspillhistorien, fra Ataris Pong og
legendariske klassiske arkadespill til dagens

mest populaere spill og konsoller.

Utstillingen som er produsert av Barbican i
London, har turnert verden rundt og bestir av
over 100 spill. Her finner du blant annet en
egen avdeling med spillbare, originale
arkadespill fra 70- og 8o-tallet, inkludert Pac-
Man, Donkey Kong, Asteroids, og Space

Invaders.

« De forbudte nettadressene: Publiserer
hemmelig liste over forbudte domenenavn
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Aftenposten
2/4

FPREWVE: De besskende kan selv prave. Her fra pressevisningen.
B Teknisk Museum

Ved siden av spillene stilles det ogsa ut originalskisser til spill som Tomb

Raider og Super Mario.

Ifolge Teknisk Museum vil de besekende kunne lere om alt fra eldre spill,
spilldesign og spillproduksjon ti historiens mest betydningsfulle

arkadekonsoller, sjeldne konsoller og samleobjekter.

Vi har provekjort utstillingen — se video eversti saken av
hvordan det gikk!
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Bienal Séao
Paulo, Brazil
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2017-07-06T11:29:44-03:00  Unknown author

Mostra ‘A Era dos Games’ chega ao Brasil
em agosto com mais de 150 jogos em
exposicao

O Estado de Sao Paulo
06 Julho 2017 | 11h29

A exposicdo A Era dos Games, concebida pelo Barbican Center, de
Londres, chega ao Brasil em agosto, e os ingressos ja estdo a

venda. A mostra ocupara o Pavilhdo da Bienal, no Parque Ibirapuera em
Sao Paulo, entre 16 de agosto e 12 de novembro. Depois, segue para o
Museu Historico Nacional no Rio de Janeiro, onde ficara em cartaz de 6
de dezembro a 05 de marco de 2018. Nas duas cidades, o publico podera
interagir com mais de 150 jogos de sucesso.

As visitas a exposic¢do terdo horarios pré-agendados e serdo realizadas
em seis sessdes didrias, com 90 minutos de durac¢ao cada. Ja é

possivel adquirir ingressos antecipadamente online (clique aqui).
Vendas de ingressos na bilheteria ocorrem a partir da data de abertura,
16 de agosto.

Segundo um comunicado divulgado nesta semana, a exposi¢ao
consumiu dois anos de trabalho a um custo de um milhdo de libras. Sao
cerca de seis décadas de games escrutinadas em 13 segdes tematicas
distintas. Dentre os mais de 150 jogos selecionados, esta por exemplo
o Pong, jogo de ténis que deu inicio a Atari. Outras empresas

como Nintendo, Sega, Microsoft e Sony também estardo na mostra.

Um embrido da exposicdo atual foi apresentado no Museu da Imagem e
do Som de Sao Paulo em 2011. Batizada originalmente de Game On,
mais tarde o evento incorporou o nimero 2.0 ao titulo para dar conta
das atualizagdes tecnoldgicas surgidas ao longo do periodo em que
excursionou pelo mundo — foram 33 cidades de 25 paises e quase
quatro milhdes de pessoas. A edi¢do que desembarca agora no Brasil
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chega em versdo ampliada, com games de tltima geragdo e inclui jogos
produzidos no Pais.

Veja algumas imagens da exposicao:

LA f7
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*Todas as fotos sdao da Canivello Comunicagdo

A ERA DOS GAMES

De 16 de agosto a 12 de novembro de 2017
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Metro 1/2

NO PAVILHAO DA BIENAL, A ERA
DOS GAMES REUNE MAIS DE 150
JOGOS E TIPOS DE VIDEOGAMES

POR LAIS PAGOTO
QUARTA 16 DE AGOSTO 2017 / 08:40 HRS.

(HTTPS://WWW.FACEBOOK.COM/SHARER.PHP?U=HTTPS://WWW.METROJORNAL.COM.BR/CULTURA/2017/08

(WHATSAPP://SEND?TEXT=NO%20PAVILH%C3%A30%20DA%20BI (HTTPS://TWITTER.COM/INTENT/
ESFERA DE REALIDADE VIRTUAL E UM DOS ITENS MAIS MODERNOS DA MOSTRA/ANDRE PORTO/METRO

EM 1961, CIENTISTAS DO MIT (MASSACHUSETTS INSTITUT OF TECHNOLOGY), NOS
ESTADOS UNIDOS, DESENVOLVERAM EM UM COMPUTADOR DO TAMANHO DE QUATRO
GELADEIRAS UM PROGRAMA QUE PODE SER CONSIDERADO UM DOS PIONEIROS DOS
JOGOS ELETRONICOS NO MUNDO: O "SPACEWAR". QUASE SEIS DECADAS DEPOIS, COM
POKEMONS, SONICS, LARA CROFTS, ENTRE OUTROS PERSONAGENS, OS GAMES
CABEM NO BOLSO, E ESSA INCRIVEL LINHA DO TEMPO E CONTADA NA EXPOSICAO “A
ERA DOS GAMES", QUE ABRE NESTA QUARTA-FEIRA (16) NO PAVILHAO DA BIENAL.

SAO 150 JOGOS ESPALHADOS EM 13 SEGOES TEMATICAS DISTINTAS. E O MELHOR: E
POSSIVEL JOGAR TODOS ELES.

OAMAQEN@IQUE DEU INICIO A PRECURSORA DOS VIDEOGAMES, A ATA
DAS CINCO PRINCIPAIS MARCAS DO SEGMENTO HOJE EM DIA, AO LADO DE I
SEGA, MICROSOFT E SONY.
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SEGUNDO PESQUISAS, O BRASIL OCUPA O 11° LUGAR NO RANKING DO MERCADO DE
GAMES. LOGO, ENTUSIASTAS NAO FALTARAO NA MOSTRA, QUE SERA MUITO BEM
ORGANIZADA PARA QUE TODOS SE DIVIRTAM. SERAO SEIS TURMAS AO LONGO DO
DIA, DE NO MAXIMO 430 PESSOAS CADA, QUE ENTRARAO NO ESPAGO EXPOSITIVO E
TERAO UMA HORA E MEIA PARA JOGAR.

PARA FACILITAR, ALEM DAS SECOES TEMATICAS, E POSSIVEL ANDAR PELA MOSTRA EM
TRES PARTES: PENSAMENTO, COMO TETRIS OU PACMAN; |JOGOS DE AGAO, COMO
GAMES DE GUERRA E ESPORTES; E SIMULAGCAO, COMO THE SIMS OU LEAGUE OF
LEGENDS, A NOVA FEBRE ENTRE OS GAMERS. SE QUISER MONTAR UMA BANDA NO
RERRBAR BURN AR AF ER AAHEB B A ROS S4WRRIS BAE GO ERARH EOAYPHRIREE T
MBEFRR E RAKEQRATRAIR MUITA GENTE E A ESFERA DE REALIDADE VIRTUAL, ALEM
DA ALA

ENTRE UM JOGO E OUTRO E POSSIVEL PERCEBER CLARAMENTE A EVOLUGAO NAO sO
DOS EQUIPAMENTOS, MAS DO INVESTIMENTO NO SEGMENTO E SEUS VINCULOS, QUE
ATINGIRAM OUTRAS AREAS CULTURAIS, COMO O CINEMA.

“A ERA DOS GAMES"” PASSOU POR 33 CIDADES EM 25 PAISES E JA TEVE PARTE
DE SEU CONTEUDO APRESENTADO EM 2011 NO MUSEU DA IMAGEM E DO
SOM, NA MOSTRA “GAME ON".

SERVICO:

NO PAVILHAO DA BIENAL — 3° ANDAR (AV. PEDRO ALVARES CABRAL, S/N°, PARQUE
IBIRAPUERA; TEL.: ). ABRE NESTA QUARTA. TER. A DOM., DAS 11H AS 20H, EM SEIS
SESSOES DIARIAS. RS 40. ATE 12/11.
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Assine

Vida Real

Do PDP a realidade virtual: O melhor da exposi¢ao A Era dos Games

Nao tem problema se vocé ndo conseguir conferir os mais de 150 games em Sao Paulo. A CAPRICHO te mostra o melhor da exposigéao! o/

Por Isabella Otto
16 ago 2017, 11h50

Tudo comegou em 2002, em Londres, na Inglaterra, com uma exposi¢do chamada Game On. Ela reuniu toda a histéria dos games, desde o PDP-1,
primeiro computador Produzido pela DEC (Digital Equiment Corporation) nos anos 60, até os jogos mais moderno de realidade virtual, em um Gnico
lugar. O sucesso foi tanto que o Barbican Centre, centro de artes britanico, levou a mostra para outros paises. Nesta quarta-feira, 16, ela chega ao
Brasil com o nome A Era dos Games, mais precisamente na Bienal, no Parque do Ibirapuera, onde fica em cartaz até o dia 20 de agosto.

A exposigdo é divida em areas que mostram desde os primeiros computadores e fliperamas até os mais variados modelos de consoles, estilos de
jogos e controles disponiveis no mercado. Como € interativa, os visitantes podem testar quase tudo — algumas raridades estao bem protegidas

pakHetBinangafifidsreRtieorarArter de comportamento da CAPRICHO, conferi a exposicéo na dltima quarta-feira e conto o que mais curti nas
cinco horas em que precisei me dedicar a uma tarefa drdua: jogar videogames! (ironia detectada com sucesso)

ADVERTISING

Euja preparada para testar a Virtual Sphere e fingindo costume antes de parecer um
personagem de The Sims. (Reprodugdo/Reprodug&o)
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Assine

St s s

interessante, mas cansativa. Vai pensando que gamer ndo queima umas calorias jogando, vai!

SO U U USROS UTUS U UTUS UV UTU SOOI UTUS TP UL U OO TU RO U UTUNU ORI U S USROS U USUT

E por falar em vida fitness dos apaixonados por games, a mostra contra com uma salinha “secreta”. Dentro dela, o visitante pode se dividir entre
partidas de Just Dance e performances no Rock Band . O intuito do espago fechado é trazer mais comodidade e confianga para os visitantes mais
timidos, que, definitivamente, ndo se arriscariam no meio da galera. Nosso instrumento ~ vorito no Rock Band € a bateria cal me, Ringo Starr!). O

catalogo estéa echeado de bandas cldssicas, como The Smiths, Queen e The Beatles. fa (
r

Saudade eterna do bichinho virtual do Gugu!!! (Reprodugdo/Reprodugéo)

Outra area bastante divertida é a dedicada aos mais diferentes videogames portateis. Na exposigdo, é possivel matar a saudade dos bichinhos
virtuais e ainda se deparar com aparelhos ainda mais antigos, como esse portétil da franquia Donkey Kong:

Sim, eu fiquei com vontade de levar essa belezura para casa. (Reprodigdo/Reprodug&o)

A viagem no tempo nao para! Hoje, com centenas de op¢des de jogos online, é bastante estranho pensar que em um passado ndo tdo distante as

pessoas precisavam soprar o interior de jtas par a “limpar” os games. Calma, eu explico! E que, ao invés de vir na meméria ou em CDs, 0s jogos
eram vendidos em fitas. Elas eram de entes tamanhos, estilos e formatos, mas asda o agbaixo eram as mais tradicionais —e gram 0s

gamers do sério nos anos 90. difer fot tir muit
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Assine

Minha primeira experiéncia com as fitas foi jogando Sonic no Master System Ill Compact da
Sega. odug&o/Reprodug&o)
(Repr

um passgio dindaatitia o5 Pegdes Gatestwaidgcoatiigos) asngrpaditedexticitdanbiagos adiantis,rpaie paiaie. hegpsasis do Brasil conta ainda
com trés exclusividades: o espago dedicado aos games Just Dance e Rock Band, um segdo sé com jogos de futebol e uma drea com criagdes de
brasileiros que ganharam destaque no mercado de games.

0i? Eu ouvi The Sims? E claro que uma das franquias mais famosas de todos os tempos foi lembrada! Aliés, a parte dedicada aos grandes nomes
dos games, como Mario, Sonic e Donkey Kong, € incrivel e traz esbogos dos personagens. Na mesma drea, s6 que mais ao fundo, arcades de
corrida, luta e légica se encontram disponiveis para os visitantes. Nosso favorito entre todos é o tradicional Pac-Man.

Y |
W
7| S

Esbogos de The Sims, Donkey Kong e Mario. (Reprodugdo/Reprodug&o)

Os ingressos para a exposigdo A Era dos Games variam de RS 20 (meia) a RS 40 (inteira), e sdo vendidos online e na bilheteria da Bienal. Sdo mais
de 150 games iconicos para matar a saudade, experimentar pela primeira vez e redescobrir seu amor pelos videogames.
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Beletim Nerd
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14/11/2017 A Era dos Games: Exposicdo interativa revive os 60 anos dos jogos eletronicos - Boletim Nerd

Quemsomos  Sobre o Boletim Nerd  Contato

Boletim Nerd

Jornalismo nerd é aqui

Lifestyle Agenda A Era dos Games: Exposicdo interativa revive os 60 anos dos jogos eletronicos

A Era dos Games: Exposicdo interativa revive os 60 anos dos jogos
eletronicos

Henrique Almeida 28/08/2017 - 16:33 Agenda, Games, Lifestyle, Noticias, Tech

Sentindo saudades dos fliperamas? Tem vontade de assoprar as fitas daquele console antigo? Ou pretende deseja
conhecer as mais novas tecnologias empregadas no universo dos games? Para gamers de todas as idades e
dertayiesy sl amaiega piasi cEthi Aserabivat A Erdid 62 demesestidrdispomivey nesBisrial dedsipdariet0 (a meia-entrada
sai por RS 20), a atracdo leva os visitantes a uma incrivel experiéncia de imersdo pelos 60 anos de histéria dos jogos
eletrénicos.

| |

e =
LG e,
o 5;5 i oy

Ja pensou em jogar Pac-Man, Buck Rogers e Donkey Kong nos arcades originais? (Foto: Henrique Almeida)

Depois de passar por 20 paises e 30 cidades, a mostra A Era dos Games chega ao Brasil trazendo mais 150 jogos
interativos de diferentes periodos, estilos variados e multiplas plataformas —incluindo 20 maquinas de arcade em
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Beletim Nerd
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perfeito funcionamento. Para organizar a visitacdo, a exposicao é dividida em 14 fases, que sdo: primeiros jogos,
géneros, games mundiais, midias (cinema e som), consoles, multiplayer, personagens, games independentes,

revistas, multiplayer, futuros, games de simulacdo, making of & marketing e arcades (fliperamas).

Encontre consoles de todas as geracoes e games de diferentes géneros. (Foto: Henrique Almeida)

|deBlizatts Galm FxbdéeadBarbics d eodlizumm pedo ddibsstdeio ain@uttsrd 1h, 12h30, 14h, 15h30, 17h, 18h30),
tempo no qual é possivel curtir atragcdes como uma pista de J

, jogos de realidade vigiustl tDamees & tokei eet ok ate K gdtk BBand/

, corredor etk Sisifieee e um museu de objetos classicos. Além disso, especialmente na sua versdo brasileira, a
exposicao apresenta uma area dedicada aos populares jogos de futebol e titulos de produtoras nacionais.

Preparado especialmente para a exposicao no Brasil, o espaco Games Show conta com pista de Just Dance e

palco para jogar Rock Band. (Foto: Henrique Almeida)
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Se vocé vai conferir o pavilhdo d'A Era dos Games, muita atencao para os painéis informativos espalhados pelo
local, que contam os detalhes sobre a criagdo dos videogames, personalidades do setor segmento e das principais
ddedniptudtiotende,jdgos e consoles. Apés circular pela exposicdo, o Bé&loletim Nerd destaca Super Mario Bros, 3

:Oc Sonic the Hedgehog, para Mega Drive, Pokémon Yellow, para Game Boy, The Legend of Zelda:
Ocarina of Time, para Nintendo 64, Tomb Raider, de Playstation One, e SoulCalibur, para Dreamcast.

of T R S
Servico

Exposi¢ao A Era dos Games
dos
Quando: Até 12 de novembro, de terca a domingo, das 11h as 20h

Birdel de Sdo Paulo, Av. Pedro Alvares Cabral, s/n, Sdo Paulo/SP, Parque do Ibirapuera, Portdo 03, 3° pavimento
(acesso pela rampa externa)

Quanto: RS 40 (R$ 20 a meia-entrada)

Para informacdes sobre ingressos, acesse o site: aeradosgames.com.br
aer
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Exposicdo A Era dos Games conta os 60 anos dos jogos eletronicos

31/08/2017 (http:/, 1 ice.com.br/exposicao-a-era-dos-gar ) Deisy Rodrigues (http://! 1 ice.com.br/author/deisy-rodrigues/)

AacacpssidoBefrpabos @amessphega a S3o Paulo ocupando cerca de 2.400 n2.400 m*do PPavilhio dla Biemal no FParque dlo Mhirapuera
, promete encazgm Sidgastarp Stabgi fosmieads ligaddgggmmmm‘g@@ggo isso com muita interatividade e mais de 150 jog
150 jogos de diversos estilos para jogar divididos em 14 sessé84 sessBes
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Sdo Paulo Sem Mesmice
2/15

Camretitgpeb de deabivadaBam pBembd (aauitre de Londres, a edigdo brasileira da Er Erado Games
conta cowidist€piotiial@idtdes em BEpgailBreyras edi¢des, os jogos de futebol e a sessdo de jogos independentes que apresenta games de produtoras nacionais. A
exjrpmijsioggererpmeRe no Pavilho da Bienal até o dia 12 d 12 de movemmbro

Rio dle Janeiro, ficando em cartazno M  Musew Hiistérico Waciomal de 00 de dezmmbro a Hdde margo de 2088

Imgressmsconin hordrios mré agemdando

AssiisitdsieezposigdthEr  Era dlos Gamestém horério definido com sei  sels szes86ede 90 @0 minutos por dia que acontecem de t ter¢aaal domingo

. Os ingresso podem ser cofnh@@d2ipaRis¥® 14h 14h0®.15h 15h3D 17h 17h0@e 18h  18h3ID
(https://ingresse.com/search/name/games?utm_source=site-aeradosgames&utm_medium=cpc&utm_campaign=site-aeradosgames)ou na bilheteria, compramos na
bilheterias e 0 movimento estava tranquilo sem fila de espera, o valor do ingresso é de R Rgm@(ﬁ (imtgﬁrm»e mm@@

(mgﬁg» fique atento ao hordrios para nio perder a sessdo.
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(TR

NO - BONU

UP AND BOUN.TE SCLEOT LEWEL

Era dos Games—Cd@ontando ssis dlécada da histéria dos games

ol deigio ¢s PrimAifEra diss!Satmesos até os mais recentes langamentos, é possivel ver de perto o Com

que foi o primeiro videogame lucrativo da his@Goimeueker 8fpmee o primeiro videogame comercialmente disponivel, o P Pong
Magnavor Odlyssay que foi o primeiro console langado, todos eles em exposi¢do com pegas originais.
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Aléda detrazegritades necdesand dn mivigdsistiria dos games, a exposi¢io A Er A Fra dlos Games
Aatd, iosakmsteotaomqiesida S2ghisegin oddaenuated ieitdshalo giardes brita Hrood\jue é posiritehidgr Buyyreonttiesoniginais jogos que marcaram a

trajetéria de cada empresa.
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Séo Paulo Sem Mesmice
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Se vocé ndo é tio nostalgico, a sessdo que abrange o futuro dos games com a realidade virtual 3D, plataformas onlines e os jogos de interface digital vio chamar a sua
qmégmu@@m @qmdiﬂade virtual imersiva, s6 fique ateWMgng um numero limitado de usudrios por sessdes, por isso se cadastre com o monitores para
participar do jogo antes que as vagas esgotem, também estd disponivel uma pista de danga virtual para quem curte J

Just Dmnecee um palco com o famoso R Rockband.

Game On 2.0 Press Pack 206



Game On 2.0



Oesvidaegi jttitein dimabésaiténs dextayternalbpia mais fEiraldios@amiesndes fieanmitidor, refesitodifars e GGame Hgjao moderno P PS Wita
ig bichinho wirtual e diversas versdes dom  mini

g@mgsé uma volta na infancia de muitas geragdes.
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Séo Paulo Sem Mesmice
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14/11/2017 Exposigéo A Era dos Games conta os 60 anos dos jogos eletrdnicos

Persomagemns @jpggos que marcaram épaea na cultura dos games

rMOnigeRsibong e £ tof de fenrerarfuio adscolisipdaa asiom o primeiro Marfoilfgsonés Sh

, saindo de um cano vestido como o personagem, pra competir com o famoghifizo Abe
Mario Bros temos o descolado ourigo Son Somie o PPac Man, Link do Zgelda, Dunkey Komg até os atuais comoaL  Lara Crofft do TTomRRaidere
o Aloud Strife do FFinal Fantasy.
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Na exposigdo é possivel conferir a arte de desenvolvimento dos personagem, curiosidades e jogar com eles nos seus principais langamentos, A Er A
Rrabdos Begmes influéncia do cinema e musica na criagio dos jogos e como as produgdes cinematograficas acabaram também sofrendo influéncia dos games, uma

curiosidade é que em 2007 o mercado do jogos ultrapassou a industria cinematografica em faturamento.
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Jogos dle Arcade - PopularesFliperamas

amjpgrfeito furmiermrientnecidosai s odsagtadosg dlipejamrothmitkrs, néofiram etz diideein da exposici@ b mfguinks darisdessvintageue podem ser

jogados por mais de um jogador simultaneamente.
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Mas ndo pense que seu surgimento dos jogos de arcades é desse século, os primeiros jogos de mesa surgiram no século XVIII, vocé pode conferir o histérico P

, vai encontrar duas rarijeieay reudeddedf8®egrposto pra comprovar, se assim como eu tém uma queda pelas lindas m méquinas dle piinball
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Sdao Paulo Sem Mesmice
13/15

Games—CQultura, arte ettecmologia

Alénpdeitazés RrdBratdips dHaniesgames também enfatiza sua importancia na cultura, ndo s6 como meio de diversido mas como percursor de novas tecnologias e

enfatiza sua experiéncia estética e criativa.
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A quantidade de jogos disponibilizados para o publico é enorme, vao desde jogos antigos a modernos, a exposi¢do é tanto para o publico adulto como para criangas, um

6timo passeio para pais e filhos, fis de games e até os curiosos em conhecer mais sobre esse universo de uma forma imersiva e interativa.
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Sdao Paulo Sem Mesmice

14/11/2017 Exposigao A Era dos Games conta os 60 anos dos jogos eletronicos

A Bra dos Games-TBe6)6/08aa 12/11

Localizagfo: Bienal de S3o Paulo — Avenida Pedro Alvares Cabral, s/n — Parque Ibirapuera — Portdo 3.
Funcionamemto: Ter¢a a domingo das 11h s 20h ( sessdes as 11h00, 12h30, 14h00, 15h30, 17h00 e 18h30)

Site: http://aeradosgames.com.br (http://aeradosgames.com.br)
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Www.mojepenze.cz

mi je budete mit
Vynos od zaloZeni 10,51 % ro¢né*

(ONSEQ

JIZ OD 1994

*Pramérny rocni vynos Conseq globalniho akciového ticastnického fondu od jeho zalozeni do 31.12.2016.

Vynos dosazeny v minulosti neni spolehlivym ukazatelem budoucich vynosi.

VystavaGameOnmifido Prahy,
nabidneunikatnihry

5

Za patnactlet se objevila uz ve vic
tficeti svétovych metropolich ana
ji pres3,5 milionu lidi. Od &tvrt-kal:
zafi se vystava Game On objevi u
konkrétné vprostorach holeSovick
trz-nice. Opodrobnostech mlu-vil
denik Metro produ-cent akce Petr

Michopulos.

Bylo téikeé takovou akci dostat
do Prahy? Jak dlou-ho jste se
otosnaiili?

Nebylo to Gplné jednodu-ché.
Jednéni trvala pres rok,
protoZe poradatelBarbican
vzdy specialné schvaluje jak
mésto, do kterého vystavu

po-3le, takmisto,kde se vystava

porada. Arovnéz si peclivé
vy-bira partnery, se kterymi
bude tuto néro¢nou vystavu
délat.

Jakou oéekavate navstév-nost
vPraze?

Naposledy bylavystava
vNorsku apfislo na ni 260
ti-sic lidi. Bylo by fajn, kdyby
chodili iCe$i. Budeme radi,
kdyZ bude vic nez sto tisic
né-vstévnikad.

Jedna se opriiez historii
pocitacovych her, kdy se datuje
Jeji zaéatek? Ktery exponat je
nejstarsi?

Vzésadé jde oSedesatd léta
minulého stoleti, ztédoby tu
bude hned nékolik
historic-kych kouskd
-napfiklad

Game On Press Pack
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VSechny exponaty lze na vystavé vyzkouset.

Game Brown Box nebo Pong.
Ovsem skutecnou raritou bude
dédecek mezi pocitaci - PDP-1,
kterych je na svété uz jen
nékolik.

Za patnact let existence vy-stavy
se vhernim svété jiz mnohé
zménilo. Jak moc je praiska
varianta odlis-n od té prvni
vLondyné?

Prazskd vystava je
doplné-nao spoustu her,které
vpl-vodni nebyly.
Asamoziejmé je tu icelé sekce
budoucnos-ti, kterdobsahuje
virtudlni re-alitu. Prazskou
exhibici jsme rozsifili ohistorii
Ceského herniho primyslu
aher, spo-lupracujemes
pedagogy pfi-pravované
katedry herniho designu
FAMU.

2x GAME ON

Bude kvyzkouseni pravé
ivirtualni realita?

Na vystavénenajdetenic, co
by si neslo vyzkouset.

Bude nutné si unékterych her
aexponitii doplicet?
Nebude to treba, vcené
vstupenky bude vse,
idopro-vodny program.
V3echna zafi-zeni, az na dvé
raritni vyjim-ky, jsou funkéni
na plvodnim hardwarua kazdy
si je bude moci vyzkouset.
Jsou special-né uzpisobena
tak, aby vydr-Zela takové
mnoZstvi lidi, kte-ré je béhem
vystavy vyzkousi.
Ze kdy je nejstarsi hra, kte-ra
bude kvyzkouseni?
Zroku 1968 ajde ouniver-zalni
herni konzoli Brown

Vystava Game On

Tato expozice se od 21. zafi
objevi vholesovické trinici.

® Vicenez 150 hernich zafize-nf
bude vystaveno vhale 40,
vystavni plocha bude Cinit vice
nez 2000 m..
hry azafizeni od roku 1960 az
do soucasnosti.

o Nawebu gameonvystava.cz si

dospélé stoji 400 korun, bro déti
300. Rodinnd vstu-penka vyjde
na 1000 korun.

Petros Michopulos

Box,kterd podporovalacel-kem ho primyslu. Taky budou na
sedm her, dale Pong zroku 1972vystavé prezentace Gplnych
aComputer Spa-ce zroku 1971. hernich novinek.

Kolik bude stat vstup aproé je
nutné si mista rezervovat na
uréity cas?

Souéasti alce ma byt
ido-provodny program, co vse si
pod tim lze predstavit? Vstupenky budou kmani od
Snazili jsme se pro 250 do 400 korun, nadto je zde
navstév-nikynachystatnéconavicspecialni rodinné vstupné.

neZ je jensamotndexpozice. Pro Kapacita vystavy je omezena,
Skoly mame pfipraveny zejména oviken-dech proto
dopolednivzdélavaci bude upraven po-Cet lidi,ktefi
pro-gramzaméreny na bezpecnémohou vjednot-livych

hrani aviibec bezpe¢ny po-hyb ¢asovych slotech na vy-stavu
vkyberprostoru. Pro Siro-kou  vstoupit. Proto je dobré si
verejnost mame turnaje koupit listek vpredprodeji na
vpoditacovych hrach, specidl-ni Cas, kdy bude chtit na-vstévnik
akces prednimi ¢eskymi vystavu vidét, aby nemusel
youtubery aletsplayerynebo zbytecnédlouho Cekat nebo by
odborné prednasky osvété se na vystavu vilbec nedostal.
vi-deoher abudoucnosti herni- PAVELURBAN
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Ctyriceti lety herniho
prumyslu muzete

prosvistét od 21. zari

v HoleZovické trinici.
Za listek pro dospélého
date az 400 korun.

Leo cestuje s vystavou Game On po celém svété a stard se o chod a tdrzbu
archivniho hardwaru

PUTOVNI VYSTAVA
GAME ON V PRALE:
INTERAKTIVNI

LEKCE Z HISTORIE

219

Vystava obsahuje i skromnou Zeskou sekci, kterd nabizi rychly exkurs

| < -

do domici historie poéitacil a poéitaovych her

Lara Croft vlioni oslavila dvacaté narozeniny, instalatéru Mariovi

tahne dokonce na étyficitku. Poéitatové hry dlouhodobé dokazuji,

%e nejsou jen pomijivou zalibou pro teenagery; naopak jde

o kulturni priimysl se viim v3udy. Proto si zaslouZi i vlastni
vystavu, jez rekapituluje jejich historii od amatérskych po&atka
a# po vysokorozpo&tové blockbustery soucasnosti.

TEXT JAN SVELCH

DO PRAHY NA TRI MESICE pfi-
jizdi putovni vystava Game On,
kterou jiZ od roku 2002 zastituje
londynskd galerie Barbican. AZ

do konce prosince se navstévnici
budou moci kochat autentickym
hardwarem, véetnéarkadovych
automatii ze sedmdesatych a osm-
desatych let. Valna vétsina z vice
nez 150 exponati je plné funkeéni,
muZete tak sami posoudit, kam
spéje vyvoj potitatovych her. Libi
se vam vic jednoduchi ,,pixelova-
t4“ estetika Pac-Mana (1980) a spol.,
nebo fotorealismus modernich
hiti, jako Destiny (2014)?

Nabidka vystavenych tituli je
velkorysa a nepfehliZi ani kontro-
verzni hry, jeZ v dobé vydédni vyvo-
laly moralni paniku. Vedle neskod-
nych hti¢ek, jako Pong (1972) nebo

80 b REFLEX 39-17

FOTO HONZA MUDRA

Asteroids (1979), tak najdete i nasil-
né&j&i kousky typu Doom (1993) nebo
sérii Grand Theft Auto (1997). Snaha
o takovy reprezentativni vyfcz his-
torii si zaslouZi respekt, protoZe ne-
cenzuruje nepopiratelné milniky
herniho primyslu. Netvaiise tak,
Ze poéitadové hry jsou jen roztomi-
1é détské postavicky jako vystfi-
7ené z animovaného filmu Walta
Disneyho. Pofadatelé kviili game-
sam, jejichz existenci bychom moi-
na radéji utajili pfed nezletilymi
hraéi a hraékami, opatfili jednot-
livé tituly popisky s doporugenou
vékovou hranici a dohlédnou pry
na to, aby mély déti vstup povolen
pouze v doprovodu rodicd.

Game On hraje na nostalgickou
notu a hrdé se hlasi k odkazu pio-
nyrt herniho primyslu. Nejvétsi-

POCITACOVYCH HER

mi lakadly vystavy jsou pravé ar-
chaiclké stroje, které jednoduchost
svch her doh4néji neokoukanym
zevnéjikem. Oproti modernim
konzolim vypadaji kabinety arka-
dovych automatti i krabice starjch
potitaéi jako bizarni vize budouc-
nosti, jeZ se nikdy nenaplnily. Vi-
dét retrofuturistické tvary atkady
Computer Space (1971) na vlastni oéi
je dech berouci zazitek. Zapéleni fa-
nousci a fanynky poéitadovych her
o vétsing exponéti pravdépodobné
uz slySeli a nedozvédi se z vystavy
nic, co by si nemohli pfedist na Wi-
kipedii. Je ovem rozdil pfedstavo-
vat si étyficet let vivoje herniho
primyslu a stat v budové o plode
vice nez dvou tisic metrii étvered-
nich, kde mate viechny legendérni
hry na dosah ruky. [x]

Ze strachu pfed americkymi
mladistvymi vandaly spolecnost Nam
prejmenavala svij hit Puck Man na Pa
Man (1980), aby se vyhnula podobnos
s jednim anglickym slovem
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(Cont.)

Obfi ,minipoéitac" PDP-1 se stal na MIT domovem jedné z prvnich
pocitaZovych her Spacewar! (1962)

Virtualni realita v podéni Power Glove (1989) od Nintenda tehdy
neuspéla. Nyni vypadaji vjhledy VR perspektivnéji.

LTTING ASSOCIATES
WEVIEW. CALIF

V sekci prenosnych konzoli a détskych her miizete ¥ g Historicky prvni sériov& vyrab&ny arkadovy automat Computer
dopfat nejmladsim hrac¢im a hrackam volnost Space (1971) je na vystavé k vidéni v Eervené metalize

Arkidové automaty se v dobé& nejvétsiho rozmachu v osmdesétych
letech vyrabé&ly i v podobé koktejlovych kabinetd, na néZ jste si
snadno mohli odloZit drink

REFLEX 38-17 < 81
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8 sam 200 Denik 1

www.denik.cz

denik plus

ZABAVA ¢ KR{ZOVKA ¢ SERVIS ¢ TIPY » SPORT
Do Prahy miri unlkétnl vystava 0 hlstoru

Navstévnici vystavy SV&t8, ktera m.apuje feno-
Game On v prazskych ménl ’

[ : 1 uved] feditel Wsta Dim
Holesovicich si budou Urba. Pofadatelé navic sil-
mocl:ahﬁt na ﬁtyﬁ- buijzi[fem;uﬁ Zeskou sekci,

pro teskou expozici.
§ | Vystava nakonec dokazala

ol eskémat{gpolew \ | po celém svété pfilakat i ty,

de dalSim ze sv S ktefi poﬁtatovéhrynihdy
vych mést, kde se | ! L nehréli. Hrdiny
y avi vystava o e online her mnozi zn: ﬂ‘eba
historii herniho svéta Game z filmového plama, tfeba
On. Jejf koncept vnikl jiz Angelinu Jolie jako
e e, e ey,
Jec né: - 34 herni p: a treba
ct hemggggnm Rockstar | arkadé Stary\:ll'axs si dnes
Lucien King napad - uspo- ¢ - JETT HER. Vjraz tvafl navtévnik dokazuje, Zevystava dokaze kazdy miZe vyzkouset, jaké
. zammou’a ity nejnaro€néjsi milovniky pocitatove zabavy. jeto pﬂutovat stihatku ve

fadat vystavu pocitatovych 4
her. Svéril se nejprve teh- - vesmiru, stejné jako v sérii
dejsimu fediteli Narodniho : . g film Hvézdné valky.
muzea Skotska Siru Marku R \ w = d e
Jonesovi. Technicky naro¢né 7 i i KLASIKA I VIRTUALN{
a rozséhlé vystavy se nako- 4 L ~ X  REALITA
nec ujali kurétofi prestizni- e | = E ™ Pozoruhodné je misto, kde
ho londynského kulturnfho . ’ . se vistava kona: v jedné z
centra Barbican. Sestavili | i [ % ~ halstaré m.mce

prehlidku o historii a vyvoji

s skuteéné starych her se vystava zaméﬂlﬁ

ON je vystavou na mkamneimdwmmmwméwmw Foto: 4x archiy
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Shenzhen gets a snapshot of the gaming industry - Chinadaily.com.cn

. CHINADAILY X% =

Home / Lifestyle / People
Shenzhen gets a snapshot of the gaming industry

By Deng Zhangyu | China Daily | Updated: 2018-08-28 09:53

The future section of the show Game On features games using new technology such as virtual
reality.[Photo provided to China Daily]

An exhibition of video games is igniting the passion of Chinese game players in Shenzhen by

offering more than 150 games to explore the past, present and future of video games.

The touring show Game On, produced by the Barbican Center in London in 2002, has attracted
more than 3 million gamers in 30 countries in the past decade. And Chinese gamers are no
exception since it opened to the public on Aug 18 in Shenzhen, a city that has a booming

gaming industry.

Couples, families and groups of men gather in front of rows of consoles that occupy almost a
three-floor exhibition space, concentrating on various games that were key and influential in the

development of video gaming, such as Super Mario Bros., Street Fighter, Donkey Kong and

http://www.chinadaily.com.cn/a/201808/28/WS5b84ab14a310add14£3881c9.html[14/01/2019 16:34:30]
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Shenzhen gets a snapshot of the gaming industry - Chinadaily.com.cn

Tomb Raiders.

The show comprises 15 sections cataloging the history of more than 150 popular games, such
as Early Games, Top 10, Multiplayer and Future, turning the building into a "museum of
games", according to Patrick Moran, the exhibition manager of Barbican International

Enterprises.

The show has been well received wherever it has toured and become the most popular show

produced by the Barbican Center in terms of visitor numbers, says Moran.

On one hand, the show always updates itself with fresh content because of the fast developing

game industry, and on the other, it also features local elements in different countries.

1/3 Next
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[Photo provided to China Daily]

But for the show's debut in China there's no localization.

As of 2017, China had about 583 million gamers, with more than half being mobile game
players, according to the China Game Industry Report 2017 issued last December.

Speaking about the show, Moran says: "It's the first time we have been in China," and adds that

they are considering including Chinese games into the show in future.

In fact, Moran says they have noticed Chinese game developers such as Tencent when these

companies started to purchase their counterparts overseas several years ago.

Speaking of why the show was introduced to China, Yang Juze, the founder of the show's

http://www.chinadaily.com.cn/a/201808/28/WS5b84ab14a310add14f3881c9_2.html[14/01/2019 16:35:28]
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organizer Blooming Investment, says that games are important elements of pop culture.
Previously, Yang's company had introduced other popular shows to Shenzhen, such as the
Tokyo-based digital art team TeamLab and the digital exhibition created for the Dunhuang
Research Academy to showcase China's Buddhist art.

Speaking about his venture, Yang says: "People in China now want good content. And the

government also supports this."

As for Moran, he says that the show not only invites people to play games, but also lets them

understand the development of games from a different perspective.

For instance, the show has sections showing how games, films and music are influenced by
each other. And it has exhibits showing how a game was created and packaged into a final

product.
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By Deng Zhangyu | China Daily | Updated: 2018-08-28 09:53

The show attracts droves of gamers to Shenzhen to enjoy consoles providing more than 150
games.[Photo provided to China Daily]

For Zhou Xingwei, 31, who was at the show with his girlfriend, the first floor of the exhibition
which is full of vintage arcade machines was his favorite.

"It's so exciting to touch the buttons again," says Zhou, who says he spent a lot of time at

gaming arcades in the 1990s.

But, for Lin Canxin, 21, the pinball and arcade machines are unfamiliar because he comes from

a generation that grew up with computers.
So, the computer games on the second floor of the exhibition are his favorite section.

The college student spends three hours a day on online computer games with his roommates at

http://www.chinadaily.com.cn/a/201808/28/WS5b84ab14a310add14f3881c9_3.html[14/01/2019 16:36:00]
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school.

And he is also interested in the Future section of the show, in which technologies like virtual

reality are used.
"I believe that's the future - with gamers wearing headsets, " says Lin.

As for how he sees things progressing, Moran says that gaming trends in the West and East are
merging. Previously, people in the West were in favor of consoles and single computer games

while gamers in China and South Korean were fond of online computer games.

"But with the development of technology, gamers' tastes across the world will be almost the

same, and the devices will become smaller and wearable," adds Moran.

The show will run until Oct 14 and Moran hopes it can tour other cities in China.
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«. Share

Game On review - interactive gaming
exhibition is a thoroughly fun day out

1. 8.5.0. 01

National Museum of Scotland, Edinburgh

From Donkey Kong to Halo 3, the entirety of video game
evolution is here - and you can play almost every console
and cabinet

0 Game On at the National Museum of Scotland. Photograph: Duncan McGlynn/National Museum
of Scotland © Duncan McGlynn

alking through the doors of this exhibition, you are
immediately greeted by the PDP-10 - the gigantic mainframe
computer that was used to program SpaceWar, considered by
everyone except extreme computing history pedants to be the
first recognisable video game. Next to it, on the left, a bright yellow working
Pong arcade cabinet from 1972. Puck Man (later Pac-Man) and Space Invaders
cabinets stand side by side just beyond. These are very familiar sights to
anyone with a knowledge of gaming history, and they set the tone. If you're a
keen (or, let’s be honest, old) player then it’s highly unlikely that you’ll learn
anything new at Game On, but you will nonetheless have fun.

Game On



Beginning in 2002 at the Barbican in London, the Game On exhibition of
video game history has been touring the world for all this time, only ever
packed away entirely during the Covid-19 pandemic. It first came to
Edinburgh later that year. Twenty-two years ago | dragged my dad along to
this exhibition; this time [ will be dragging my kids and encouraging them to
have a go on the now-ancient games [ loved when | was their age. Crucially,
you can play almost everything at this exhibition, from Donkey Kong to
Guitar Hero, Farming Simulator to Soulcalibur. One section pairs each
console in gaming history with a defining game, another groups games
together by genre, and a third is devoted to multiplayer, with four-player
Halo 3 set up around a pillar. There are more than 100 games to sample and
they form a well-curated nostalgia trip, focused primarily but not entirely on
the 80s, 90s and 00s.

o Puck Man and Pac-Man at Game
On at the National Museum of
Scotland. Photograph: Mational
Museums Scotland

Game On

The exhibition has changed since 2002, and not just because games
themselves have moved on considerably. Names such as Carol Shaw - the
first woman to design a commercial video game - and Jerry Lawson, the
black engineer who invented the game cartridge, did not get the recognition
they deserved in previous decades, but now feature alongside their
inventions.
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1t also reflects a little of the country it’s touring, with frequent references to
Scottish games and gaming history. Scotland’s most famous gaming export
is, naturally, Grand Theft Auto, and Rockstar has donated a selection of
interesting memorabilia from its games, from GTA baseball bats to maps
from Red Dead Redemption 2. But other facets of Scotland’s games industry
are on display as well: last year’s brilliant A Highland Song, a game about
running away from home in the Highlands, is on display alongside other
interesting Scottish indie games Viewfinder and Pine Hearts, and thanks to
the Scottish-flavoured informational panels I now know that the Sinclair ZX
Spectrum was partly manufactured in Dundee.

For the first 40 or so years of video game history, change was driven mostly
by technology - the giant leaps from 8-bit to 16-bit, two dimensions to three,
SD to HD, offline to online. Computers and games consoles, and how quickly
and prettily they could render things on a screen, drove the evolution of the
art form, opening new creative possibilities to developers every few years,
beginning in the US with MIT coders and then spreading through Japan and
on to the rest of the world.

x Reflecting the country it's touring __. a screenshot from Scottish indie game Viewfinder,
Photograph: Sad Owl Studios

That is the version of video game history that you’ll see at Game On, with
every console in gaming history arranged lovingly in a lit cabinet, sparking
memories. | picked up the Dreamcast’s awkward controller and recalled
hurting my fingers on its triggers by playing too much Crazy Taxi; [ admired
the brave Y2K ugliness of the crystal edition original Xbox, with its
translucent plastic, and remembered the see-through green version that
lived under the TV in my teenage boyfriend’s attic bedroom. It is an
exhibition about the consoles and games that have lived in our homes, and
where they came from.

Game On Press Pack



Guardian

a/4

For the last 10 or 15 years, though, change in gaming has been driven more by
people. The pace of technological change has slowed, and instead whats
changing is who is making games and why. Different stories are being told, as
the diversity of game developers, writers and artists has increased. More
games are being made about real-life experiences, of dementia or
homelessness or grief or growing up. You won't see much of that side of
gaming here, outside the small section of relatively indie games from global
creators, and a couple of cabinets right at the end showcasing a couple of
issue-driven games (such as Gibbon: Beyond the Trees, which tells a story
about the drastic effects of deforestation on wildlife via a small family of
apes).

e e e e e e e e e mm e mmmmm e mmmmm——————— = -
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This is an altogether very conventional interactive history of video games,
but a fun and comprehensive one that rightly puts the focus on play. You
won't learn much about how these games were made, or who made them,
but you can play more than 100 of them in a fun and family friendly
environment.

Game On runs at the National Museum of Scotland from 29 June to 3
November

Game On Press Pack
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From Lemmings to Grand Theft Auto:
how Scotland revolutionised gaming

[

By Dr Geoff Belknap ¥

Game On, a new exhibition at the National Museum of Scotland,

celebrates the world of gaming and Scotland’s role as a creative force
in the industry, writes Dr Geoff Belknap

hink of Scotland’s most important exports and single malt whisky, fine
T seafood or North Sea oil and gas might come to mind. Video games can
now be added to that list and Scottish talent is at the forefront of what has
become the largest cultural industry in the world.

Game On



Shenzhen gets a snapshot of the gaming industry - Chinadaily.com.cn

Game On

For decades Scotland has been home to some of the most important names in

gaming who are creating influential titles and cutting-edge technology.
Rockstar North — the Edinburgh-based developer behind global sensation
Grand Theft Auto — is particularly well known, but in fact, there are currently
over 100 pioneering and award-winning games companies in the country,

contributing around £180 million to the Scottish economy.

Advertisement Hide fd

A new exhibition at the National Museum of Scotland celebrates this success.
Game On brings together over 100 playable games spanning 50 years of games
development. Alongside nostalgic 830s arcades and iconic characters like Sonic
the Hedgehog and Mario, there will be innovative and award-winning
independent games that demonstrate Scotland's remarkable contribution to

this global industry.
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Shenzhen gets a snapshot of the gaming industry - Chinadaily.com.cn

A screenshot from the BAFTA award-winning game Viewfinder by Dundee-based Sad Owl
Soudios

For centuries, Scottish scientists and engineers have been responsible for
discoveries and inventions that have transformed our lives and changed our
relationship with the world around us. As Keeper of Science and Technology at
National Museums Scotland I am delighted to include Scotland's revolutionary
games sector in this story.

One of the earliest home computers, the Spectrum ZX, was manufactured in
Dundee in the early 1980s. Over five million units were sold worldwide, making
it one of the best-selling and most influential computers ever made. The
popular device ignited a movement of likeminded individuals to start
experimenting with games development.

In the decades that followed the city became a hub for early games pioneers.
DMA Design, which would later become part of Rockstar Game, released the
endearing puzzle game Lemmings in 1991. It was an international hit and
helped establish Scotland as a world leader in game development. A sculpture
celebrating the game's success is installed near the firm's former office in
central Dundee.

Game On Press Pack
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The city’s Abertay University is now regarded as one of the best places in the

world to study games design. Attracting international talent, many graduates

have chosen to remain in Scotland to start their careers and set up their own

games companies. This emerging generation of developers are pushing the

boundaries of what you can do in a game, what stories you can tell and the

diversity of those stories.

270

Dundee-based Sad Owl Studio's unigue photography-based puzzler Viewfinder

was awarded best British video game at the 20th Bafta Game Awards earlier this
year. Other Scottish-made games highlighted in the exhibition include the retro
platformer Flea, which was created by LowTek, an independent company

specialising in dyslexia-friendly games, and Phogs! a puzzle-filled adventure
game, created by Bit Loom, featuring an adorable two-headed dog.

James Law, part of the creative team behind Phogs! describes the appeal of
working as a developer in Scotland: "There is a wonderful scene of smaller
teams and independent game makers. When we started Bit Loom in 2017, we
chose to stay in Dundee where we had met during our studies at Abertay
University. 4 big part of staying was the network of support in Scotland. It is

hard to imagine having our home base anywhere else.”

Released in May, Hyper Luminal's cosy adventure story Pine Hearts is the most
recent release that visitors will be able to play at the Museum. CED Stuart
Martin cites Scotland's “gaming legacy and world class games education” as

reasons for setting up the studio here.

Game On Press Pack
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Game On first came to Scotland 22 years ago. Developed by Barbican Immersive,
the National Museum of Scotland was the exhibition’s very first touring venue
in 2002, and it has since been visited by over five million people of all ages in 25

cities around the world.

In the last two decades computing technology has changed dramatically.
Consoles like the PlayStation 2, Game Cube and Xbox dominated the market in
2002. We now have virtual reality and the ability to build completely immersive
worlds. This technology has also had a wider influence and gaming has an
important role to play in all our screen industries. Innovations in animation and

special effects for TV and film are emerging from Scotland's games industry.

Today, smartphones and tablets have also helped make games more accessible,
attracting a wider range of players who might not think of themselves as
traditional gamers. Improved internet access and speed support more co-
operative and online multiplayer games than ever before, bringing friends,

families and communities together over shared virtual experiences.

While technology has helped make games more immersive, at the heart of their
success is good storytelling. The explosion of independent developers, in
Scotland and worldwide, has led to the huge breadth of experiences now
available. Players of all ages and abilities can find a world and a story that
appeals to them, and the stereotype of gamers as teenagers locked away in their
rooms is outdated, with gaming firmly established as part of mainstream

popular culture.

Game On Press Pack
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Games like Minecraft transcend age barriers and encourage almost unlimited
creative play. The popular world building game is also another surprising
Scottish success story. Created by Swedish developers Mojang for PC, it was
adapted for consoles like PlayStation and Xbox by Scotland-based 4] Studios.
Minecraft went on to sell over 300 million copies globally, becoming one of the
most popular games of all time.

Like Minecraft, games made today often feature huge, immersive worlds. They
offer players a cinematic experience; breathtaking surroundings, evocative
storytelling and characters who gradually develop and grow.

Scotland's landscapes lend themselves to this filmic storytelling, from Lara
Croft's adventures around Loch Ness in Tomb Raider and Nathan Drake’s
search for treasure in the Scottish Highlands in Uncharted, to racing luxury cars
through Edinburgh in Forza Horizon. The independent title A Highland Song
brings together not just Scottish scenery, but Scottish voices and music as well.
Flayers adventure through the spectacular Scottish Highlands, moving to the
beat of songs by multi-award-winning folk groups Talisk and Fourth Moon.

The Scottish games we've chosen to highlight in the exhibition showcase an
emerging generation of truly innovative developers. They demonstrate the role
gaming plays in our lives, and the benefits that gaming has been shown to have
beyvond simply providing entertainment. They are used in education to make
learning more effective and as a means of raising awareness of issues such as
sustainability. Gaming can also have a role to play in improving mental health
through mindfulness, helping people connect and creating communities.

It's exciting to think about what could change in the next 20 years. The future of
the games sector in Scotland will be a direct reflection of who we are as a society
and what kind of technologies we will have to tell our stories.

Dr Geoif Belknap, Keeper of Science and Technology at National Museumns
Scotland

Game On is at the National Museum of Scotland in Edinburgh from 29 June to 3
November 2024. Tickets are available to book at www.nims.ac. uk/GameOn
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Scotland’s video game pioneers to
feature in major exhibition

The exhibition is the largest of its kind in the world.

Ryan McDougall * Tuesday 30 Aprl 2024 15:37 BST @ 0 . @

[Tim lredasads’ PR (FA Arclbve)

+

Sign up in our free weekly IndyTech newsletier o
delivered straight o your inhoo

PR e — -
..,;‘.*f !.I | = | %......,_

i}ﬂ-];i}di*ﬁ#i*hl il e s b i it i, s ol i, b o i Bt By

Scotlands influential role in the world of video games will be celebrated
in a major exhibition.
The National Muscum of Scotland in Edinburgh will host Game On, the

largest showcase of its kind in the world. featuring 120 games, including
waorld famous Space Invaders and Super Mario.

One focus of the exhibition will be on the pioncering role of developers in
Scotland. from manufacturing the ZX Spectrum computer in Dundec in
the I98(0s to bocoming home to some of the world's most innovative and
influcntial game makers, including Rockstar MNorth, creators of Grand
Theft Auto.

Emenging Scottish talent such as Sad Owl Studios, whose game
Viewfinder was awarded Best British Game at the Bafta Game Awards
024, will also feature, and visitors can discover the important role
Edinburgh studio 4] plaved in making Minccraft a glohal phenomenon.
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Cotite O PReseaits Hie opportiaioy fo not ol see the coolitfon af Diden

parnes and how they oo changed ooer Eime bt also to ineeerse
youerself rvidde gaving wordds with over 10 playable games

Patrick Maran

Patrick Moran, Gamc (dn associate curator, said: “The gaming world has
had an undeniable social, cultural, and technolosical impact.

*(iamcs transcend the houndarics between art and tochnology, becomine
part of popular culture.
*(iamc OJn prescnts the epportunity to not only sce the cvolution of video

games and how they have changed over time but also to immerse yoursclt
inside gaming worlds with over 1K) playable games.

“The show features the largest plavable collection in the world, including
original arcades. hand-held consoles, and key games. including Fac-Man,
Super Mario. Tetris, Sonic the Hedgehog, Just Dance and Fifa”

He added: “The cxhibition also explores new advances in the gaming
world.

“Highly intcractive, groundhreaking and popular, Game On is cngaging
for hardcore gamers and visitors now to gaming,

*Crucially. the show is suitable for players of all ages™

s soenenne in charge of Scotlend s wationed science i feclmalomy

COlECIiNs, I exciting ta explore the country s incredilte comrrifution oo
RPN, Pt and present

(renff Beifaup

Tickets arc on sale for the exhibition, which runs from [unc 29 o
MNovembaer 3.

Czooft Belknap, keeper of scicnoe and technolomy at Mational Muscwms
Scotland. added: “It's great to welcome Came On back to the Mational
Muscum of Scotland.

“As someonc in charge of Scotland's national science and technology
collections, it's cxciting o explore the country’s incredible contribution to
gaming, past and prescnt.

*I'm delighted to bring Scoetish independent games o a new audicnce.
including The Longest Walk, a pioncering project exploring the
cxpericnee of lving with mental health issucs and Highland Song. a
brautiful adventure through the Scortish landscape.

“The exhibition has been continually updated ar cach new touring venue
since the carly 20005 and so we look forward to bringing the story of
viden gaming right up to date here in Scotland, where the industry today
15 s0 vibrant”

Tickets for (Game On are available to book at nms.acuk/Game(n
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PRESS RELEASE

World's largest interactive video
game exhibition opens in
Edinburgh this weekend

Game On
29 June to 3 November 2024
Mational Museum of Scotland, Chambers 5treet, Edinburgh

Press images are available here,
Tickets are available to book at nms.ac.uk/GameOn

The world's largest interactive exhibition of the culture and history of video
games opens at the National Museum of Scotland this weekend. Game On
brings together over 100 playable games spanning 50 years. It features iconic
characters from Space Invaders to Mario and highlights Scotland's role as a

pioneer and world leader in video game development.

Game On presents Scotland as home to some of the most innovative and
influential game makers, including Rockstar Games, creators of the Grand Theft
Auto and Red Dead Redemption series. Objects from the developer's archive
will be displayed for the first time, including limited edition merchandise and a
‘Key to Liberty City’, awarded to players who completed 100% of Grand Theft
Auto IVwithin one week of the game's release in 2008. Only 500 were ever

made.

"Scotland has played an instrumental part in the evolution of video games as a
medium,” said jennifer Kolbe, Head of Publishing at Rockstar Games. “We're
excited to help the National Museum of Scotland reveal more about the nation's

contributions to this thriving aspect of modern cufture.”
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e 19805 with Lhe manulacture of the ZX Specirum compuler 1 emerging
talent such as Sad Owl Swudios, whaose game WMewinder was awarded Besi
Grilish Garme at the Balla Game Awards 2024, Vitors will also dicaver Lhe
imponant rele Scowish studio, 4 studios played in making Mineeran a global
phenomenan,

Garne O is curated and Lowred by Barbican mmersive. The exhibilion examines
the crealive and Lechnological advances Lthat have establishad paming as a nes
art forme

Fawick Maran, Game On Assocale Curalor, sad:

“The garruing wovkd Bas had a0 wodeniabile social, calluval, and techaological
irpacl. Garrmes fravescevd the Dovmdaries benaean art and techaology,
Decarrig pavt of popalar culture, Garme Ovr grésenis the opporTuwdly 1o rol
oni see e evolention of viden games and fuse ey have changed over time bl
A5 10 wTIerss poursel nside 2arming worlds with over 100 playslie games,
The s featoves the lanpost plapalde collection i de workd, moludng origieal
arcades, frand-fiekd consoies, snd key garnes, ncluding Pac-Ran, Super Maric,
Tetris, Sovwe the Hedpehag fust Dance arvd FIFA. The exfiliioe alss expioras
riwe Addnices iy D ganog world, Highly interactive, groundbreaking and
popar, Garree O i erigaging fov hardeore gamers and wSlors fhew (0 Barimg.
Creacially, the show & sullabie for plapers of 2 ages.”

The Mational Museurn of Scotland was the exhibilion’s very sl ouring wernue n
2002, and Garme Ovr has since been visited by aver S million people of all ages in
25 cities argund the world.

D Geoll Belknap, Keeper of SCiende and Technology at Mational Museums
Seotland, said:

s grear o welcore Garme Ot back 1o the Maionag! Musewn of Scotland. As
Sorriedrhe in charge of Scorlamo’y raliovial soience snid lachnalogy coleclions, is
exciling 1o explore e cowtrys ncradilie comrilution (o gamimg, past and
prasenl. i gelpfited (o being Sroliish ndsperdent Sames 10 & iew audisnics,
miciding e Longest Wialk, 4 pioneerimg prajec! samoring [he experience off
fiaTig welfe rrigvidal fealth issues and Hiphis ! Sovig, & Deauililud adverilure
through the Sconish landseape The exlilition s been contivreaily vpdaced ar
EACl e Jouring weTiue Sivice B early 20005 and o we ok forward o
Briging the story of video gamimg fght up o dare fere i Scotland, where the
sy taday S S0 whvanil”

Ciwris var des Kuyl, Chaisman of 4) Sludies, said:

SCorlad & i dviovalaoet i the games industne e Nadiona) Muséunr of
Srotiavrd’s new exintition, Garme O, i A fanfasoe showease of Bis giomesting
Sedior and A% SiEailicarn cultural covitributions, We'ré proud’ that 4f Sludios
arlvevemenis are displaeed alongside sorme of Scolland® rmast mnovative
devafopers, I mspure L newd gevieradion of creatovs and evisure that Scotland
comlinees L gl alsave i% weigh dm the weid slage. ™

The exhibilion & organised in themalic sections, exploring hardware formats
such & handheld Lo home consoles Lo arcade machines, a8 well as wides
cultural aspests such as the links belween music, m and gaming.

A programme ol public events will support tee exhibition, induding a Mosearn
Late, felaxed viewings Tor those with sencory needs and Tamily-Tacused siities
L inspire videagaming's nest generation af orealors.

Contact Infarmation
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Review: Game On at the National Museum of
Scotland
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Celebrating video games

Dive into the exciting, colourful story of gaming’s past.

AHighland Songis a
game made in Scotland.

he National Museum of Scotland (NMS) has just that visitors “can spend hours playing everything”. games made in Scotland, such as A Highland Song,

opened an exhibition about how video This exhibition has been touring the world an adventure game set in the Scottish Highlands.
gaming has become so popular. - since 2002, but it changes at every Belknap said it brings lots of elements of Scottish

Game On looks at the main venue it goes to. culture to life, and is "a beautiful game to play”.

developments in the world of What makes Game On at Another is Viewfinder, a game where players bring
gaming from 1962 to the present the NMS special is its focus on photographs to life by placing them into the world
day. Visitors can play more the important role Scotland around them.,

than 100 games from the last has played in the video game The exhibition isn't just aimed at gamers and fans
50 years, all available on the industry. One of the earliest of video games, though. Belknap explained, “There’s

original consoles that they were
first released on. From Pac-Man to

home computers was built in the sometimes a sense that gaming is only for gamers,
19805 in the city of Dundee, and it butit really isn't.” There are many types of games to
Super Mario to Tetris, there are lots was a Scottish company that helped play, and he hopes everyone will find something that
of different games to play. Dr Geoffrey e — Minecraft become a global success. gets them interested or excited. Game On is running
Belknap, from NMS, told The Week Junior from the past. Visitors will also get to see and play at the NMS until 3 November.

-

Scottish games featured at Game On @ > 3 B 171191 41 94 11 41 1H 140181 b
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This puzzle-filled adventure is about a two-headed
dog called Red and Blue. Players can either go solo or
play with a friend to control both heads and work
together to solve challenges in three vibrant worlds.
TR R o ==

Flea!
Henry is a flea who can't stop jumping. Inthis 20
platform game, players have to collect as much
blood as they can. Fleal was originally made for a
Nintendo console that first came out in 1983.

Pine Hearts

There's lots to do at Pine Hearts Caravan Park, from
making friends to uncovering the hidden secrets of
the park. Players can help Tyke to fill in his journal
and rediscover memories of his time in the park.
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It’s more than 20 years since The Barbican’s Game On exhibition last
toured these parts. A celebration of the history and culture of video
games, it has visited 20 countries and welcomed more than two million
visitors. And now it's coming back. To press ‘start’ on our video games
special, Murray Robertson reckons a whole lot has changed in the
industry during those intervening years. And not all for the better . ..

>
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n the 1980s, the most powerful gaming hardware was confined to amusement
arcades where pocket money was casually exchanged for a couple ol minules’
playtime on a dedicated machine. It was the growth of affordable computers
(Commodore 64, ZX Spectrum) and later gaming consoles (SNES, Sega Mega
[rive) that established the hobby as something that families could enjoy at home.

According to a survey from last year, 39% of UK households have some sort of game
console. Tn the pust bwo decades, gaming hardware has become exponentially more
powerful, and we've enjoved the launches of three new generations of consoles, from
PlayStation 3 and Xbkox 360 to PlayStation 5 and Xbox Series X/8. We've also seen
Nintendo pivot from vying o produce the most powerlul console to absolutely nailing the
family/casual gamer market, most recently with the huge success of the Swiich,

T1's easy to forget that the iPhone also had a profound impact, encouraging a glut of new
gamers: Pokémon GO's much-heralded launch in 2016 attracted 232 million players. And
while VIR remains a niche proposition, the technology has come on leaps and bounds in
recent years, with a number ol reasonably affordable headsets now available, While it will
never dominate the hobby (VR isn't the future of gaming, it's just an allemative), it affers
an immersive expericnce unrivalled by traditional hardware,

But what have been the key games over the past 20 years? Since its releasc in 2011,
Minecraft has sold more than 300 million copies, making it the best-selling game of
all time. Recognising its potential, Microsoll quickly bought it up for an astonishing
$2.5bn and later released an education edition specifically for use in schools. More of a
platform than a game, MWinecrafl is ubiguitous, accessible and versatile, and soon enough
practically a whole generation will have been raised using it (o play, ereate and leam,

This year marks the 20th anniversary of HWorld Of Warcrafi, Remarkably, it's still going
strong, with its newest (ninth) expansion, The Har Fithin, due later this year. At its peak,
in 2010, the game had 12 million subscribers paying a monthly fee, although that number
has plummeted in recent years. Nevertheless, in the face of a fickle market, World Of
Wareraft's ongoing suceess is extraordinary and, in 2006, Duncan Jones directed a film
adaptation of the franchise that took 5439m at the global box office.

Other recent cultural behemoths nclude Fortnite, which has expanded from a
cartoonish battle royale to a multimedia empire that regularly teams up with other huge
brands for what the bean-counters might describe as symbictic eross-promotion, Cell Of
Dty has grown from a simple (if quietly groundbreaking) WW1IL shooter in 2003 to a
pervasive cultural sensation, with a new instalment dropping every November without
fail. It’s no coincidence that the higgest releases of the past 20 years are all “live service’
games. Even Grand Theft Auro V, which was originally released on PS3 and Xbox 360

>>
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Playing the game (main page):
Minocraft (clockwise from top lefth
Fallout 4, The Last Of Us Part 1,
World Of Warcraft: Th ar Within,
Call Of Duty: Modern Warfare I,
Dota 2, Grand Theft Auto V,
Counter-Strike 2
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Global reach: Game
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maore than a decade ago, thrives today thanks to its publisher’s decision
to focus on its multiplayer mode above all else. O course, such a vast
industry can never be without its problems and controversies. In 2004, a
risgué minigame nicknamed ‘Hot ColTee’ was discovered hidden within
the code for Grand Theff Awe: San Andreas. Developer Rockstar had
decided not to include it in the game and it was unplayable without first
midifying the files on PC. But the resultant falloul, including intervention
by the US government, had long-lasting implications for the industry, In
today’s cultural elimate, the whole debacle seems rather twee.

Some live-service games have had huge financial success thanks o
the nefarious employment of loot boxes, which offer randomised game
elements (cosmetics and equipment for twa) for real money. Considered
by many to be a form of unregulated gambling that appeals to children,
various European govemnments have stepped in lo outlaw the practice. In
2022, the UK government decided to let the industry regulate ilself.

Much more seriously, around ten yvears ago the Gamergate movement
brought to the surface a toxic deluge of misogyny. Purporting to be a
campaign promoting ¢thics in video-game journalism, it was in fact
a hate manifesto directed against female jownalists, developers and
gamers. It had a profound impact on the culture wars, with many of its
proponents later moving on to work with far-right organisations 1o help
elect Donald Trump as US president.

Now, as more women, girls and minoritics get into gaming, developers
are having o dedicale more resources on anti-toxicity measures (o
intercept and deal with racist, sexist and homophobic abuse. According
1o pumerous surveys, many of the most popular online games leature
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near-parity between the sexes, yet even today you'll rarely hear a female
wvoice speak up during play. Gaming culture has undergone a radical shift
over the past two decades, largely thanks to the internet, Where kids once
gathered in arcades, watching players over their shoulders, that socio-
cultural experience has been replaced with the likes of Esports, Twitch,
and the rise of streaming.

That said, many of the biggesl competitive pames (Connfer-Sirike 2,
Dota 2, League Of Legendy) attract hordes of fans around the world,
and last vear the Espons market was valued at $1.72bn. Given the
hobby's relatively niche reach in the 1980s/1990s, it would have seemed
unfathomable then that people could earn not just a living but a small
fortune simply by playing games while chatting over video.

Increasingly, other l'l_'lédi? are showing interest in the power of gaming
franchises. Last year's triumphant TV adaptation of The Last Of Us
was the first real indication that the tide might be tuming; over nine
episodes, it remained faithfisl to the game’s spirit while improving on its
story with an ourstanding additional plot strand. And Prime Video's take
on the Failout series brought in 65 million viewers in its first 16 days,
second only to its Lord Of The Rings spin-oft, The Rings (f Power, Once
considered a cultural outlier, gaming ix in creasingly L':'nking centre stage,
and its market value has long vastly eclipsed that of music and film. It's
been an eventful two decades since Game €Oy st came to town. ('] be
fascinating to see whal comes next

Game On, National Museum Of Scotland, g4 inburgh, Saturday 20
June-Sunday 3 November.
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