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A game is a system in which players engage in an
artificial conflict, defined by rules, that results a
guantifiable outcome




(2005) 71'A 190"

A game is a rule-based system
with a variable and quantifiable
outcome, where different
outcomes are assigned different
values, the player exerts effort
in order to influence the
outcome, the player feels
emotionally attached to the P
outcome, and the consequences

of the activity are negotiable




21'"2 0902 7w 1IN TaN

(Rules) n'pin
Variable, Quantifiable ) nTTAI NINWN NXRXIN
(Outcome

Valorization of ) D*21Iw 0DV |11Ian NI7Y2 NIRXIN
(Outcome

(Player Effort) |7nwn ynxn
(Player Attached to Outcome) NRXIN? VW [PNYN

NN XYUNT NN ('MMAXN D710 7Y nYSWN) NIRXIN
(Negotiable Consequences)



NiNTANA Ni‘tva

nr'n'yva nivThn NNT1ann DA ¢
NI 'R0 7Y NNTANT? O'RNN NNDQ jNan —

N7 DXP PN 7Y 21TA 150N |'Nan 1nxya 71 —
D'7NWYN D'AYNM |[*TVI O'XIN] DMy







2vUNn pnwyn Nt nn

DI'TN
n'TNn 11
N'A171100
1'0N)
INI0' DT71Y
NXIN

NINNN
NININ
N'WUUN
NMINT




DI

DI'TA 72 77nn 1voNa7'o Yan "?nrm TIM%7 vimn"a
NAI70001 1N NN 7

Nn'naxiy navnl avnn 'nyna n'linn
TA72 NITA DI'TAD 0'09N1 AWNN "7nun

701N 7722 17'va) 0722 TINNA DI'D 00NN
21N 1'AYN7 N7¢ 220001 gnwnn 7Y NimKan
(NIX1'7 DOIxa



coca-cola.mp4

n'1TN 1"

XIN D' ' DTN 71Tany nn-'y'anim 1% e
NWI YTNN 1 |9IRN

29 DNTTTAN NYONN NYINLVIA'T NNy e
.D"MXIN

NIDIN NIR? M ymMu? N GTA4 1 -
'"PNYN] 7NYYT DAl VINVI'RA WI7A7 ,DTHI70
avnn



N'A1711O0

TI72 DAIND 0N .N'AI71200 DN DNXY] AYNN '‘PRvn °
D'V 0NNV
NYVYI AwUNN '‘ZNYnNn 27N DNINNIONY NIFaAl710LY °
7T DN AYNN '‘PNYN .0NKXK 0N "IN YIN'Y
1A1711O0 NIN'OY

,NVIN 'PAYN ,NTAN NN NP'90A CNINNAIT °
TIVI NI'NX NI'X7IN'0

The evolution of video games

Video games were born nearly 50 years ago. Modern games run on
technology thousands of times more powerful than their predecessors.
&S

CRT Amusement
Device first
patented on Jan. 25

1950s 1960s

1940s

- 1961

MIT's Steve Russell
creates “Spacewar!,” the
first computer-based
video game.

41958 - :
Brookhaven
Labs 41967
ntroduces

“Tennis for

Ralph Baer im

the firs!

System —

own Box.”

-1972

The birth of the first
home game console
the Magnavex
Odyssay.

Atan Is founded and

ates the highly
popular ping pong
game “Poag.”
1970s
. 197 1975
The release of the first The first home version
arcade video game of Atari’s “Pong” is
Computer Space.” created.

1978

“Space Invaders” Is
the first video game to
asplay high scores

1980s

-1989

-1983

Nintendo reeases the
Nintendio Entertainment
System.

Nintendo populas
held video game:
release of the *Gameboy.” i

1994 :

Sony introduces the

*Playstation,” a 32-bit
hand  gaming system. p
the :

1990s

- 1996

s Nntendo B4, a 64-bit gamng s

1991 the last to use game cartridges.
‘Neverwnter Nights” is the

first Massiviey Multiplayer

Oniine Role Playing Game

10 break away from a text

only interfaces.

Sony releases the

Playstation 2, which
was the f
have OVD capabilities.

-+ 2004

“World of Warcraft” Is
released. It becomes
one of the most
played MMORPGs.

irst system to

Nintendo releases the )
5t motion-

: wil
4 2001 sensing gaming system.

Microsoft releases the Xbox
The first major console
10 use a hard disk
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