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Why are we talking about games?

“Play is to the 21st century what steam was to the 
19th century” - Power that can be harnessed for 
social and economic benefits.

Julian Dibbell, 
Play Money



M&S Lectures Series

The Enabling Role of New Technology

“The power of the Xerox copier did not lie 
in its capability to replace carbon paper 
and other existing copying technologies, 
but in its ability to perform services 
beyond the reach of these technologies. 
The 914 [copier] created a market for 
convenience copies that had previously 
not existed.”

This is the power of game technologies. 
They create or enable a new need and 
then satisfy it.

(Hammer & Champy, 1993)
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Past Games

• Mortal Combat
• Castle Wolfenstein
• SimEarth
• Quake 2
• Command & Conquer
• The Sims Online
• Diablo II
• Unreal Tournament 2003

Quake 2

Diablo II

SimEarth Wolfenstein

Mortal Kombat

UT2003

C & C

Sims Online

Far Cry
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Your Games

• What games do you play or have you played?
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What are these games?
DARWARS Iraqi Lang Trainer

Americas Army

IEWTPT Tactical Questioning

Full Spectrum Warrior

AMBUSH!
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Robot Analogy:
Movie Robots
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Industrial Robots



M&S Lectures Series

First Interactive Computer Game

MIT, Spacewar! 1961 Not ATARI
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1970 Serious Games Definition

“Reduced to its formal essence, a game is an activity among two or more 
independent decision-makers seeking to achieve their objectives in some limiting 
context. A more conventional definition would say that a game is a context with 
rules among adversaries trying to win objectives. 

“We are concerned with serious games in the sense that these games have an 
explicit and carefully thought-out educational purpose and are not intended to be 
played primarily for amusement.”

Abt, C. (1970). Serious Games. New York: The Viking Press.
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2005 Serious Games Definition

Game: “a physical or mental contest, played according to specific rules, with 
the goal of amusing or rewarding the participant.”

Video Game: “a mental contest, played with a computer according to certain 
rules for amusement, recreation, or winning a stake.”

Serious Game: “a mental contest, played with a computer in accordance 
with specific rules that uses entertainment to further government or corporate 
training, education, health, public policy, and strategic communication 
objectives.”

Zyda, M. (September 2005). “From visual simulation to virtual reality to 
games”. IEEE Computer. 
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Game Play Technologies

Physical
Models AI

Network Persist
ence

3D
Engine GUI

Game 
Tech
Core
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Pre-Game Technologies

World Building Tools

Behavior Scripting
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Post-Game Technologies

Player & Team Stats

AAR

Game Recording
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The Long Tail

Local Markets
• Physical products, delivery, and stocking 
• Requires concentration into the “Top 

100” products.

Global Markets
• Digital products, instant delivery, and 

free stocking 
• Allows diversification into the “Top 

100,000” products.

Anderson, C. (2006). The Long Tail: Why the future of business is selling less of more. Hyperion Books.
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The Long Tail of Digital Music
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Medical
Logistics

Intelligence

$1M project

Signal/IT
Linguist

Interrogation

$100K project

Ethics
Culture

Engine Repair

$10K project

Trigger Pullers
Combat Missions
Life Threatening

$50M project

Simulation’s Long Tail
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How Close is the Military Gaming Future?

“Silicon Valley is littered with the corpses of companies who mistook a clear 
view for a short distance.

“One of the secrets in my business is that everything changes slower than 
people imagine. Change only seems fast because people overlook the 
antecedents. Most ideas take 20 years to become overnight successes.”

Paul Saffo. (July 16, 2007). “The Future Really is Now”. ComputerWorld.
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