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by Jeff Marchiafava on Jan 31, 2014 at 11:02 AM

"Innovative" has always been an overused buzzword in

the video game industry, to the point where the term
has lost all meaning. Lately however, gamers have
become fond of using innovation - or the lack thereof -
as a convenient excuse to condemn series and genres

they simply don't like.

Scroll through the comments on a story discussing
virtually any popular franchise or sequel, and inevitably
someone will cite the absence of innovation as a reason
for hating it. Usually, this argument is presented as
being incontrovertible, a self-evident assertion of the
game's lack of value. As far as pointless Internet
arguments go, it's pretty effective and damning - unless
you actually stop and think about it for more than five

seconds.
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'Pushed to the limit': could 2021 be the
worst year ever for video games?

Millions bought new consoles in 2020. But with the pandemic
ruining big releases, there's a shortage of games to play on them

o

O Signs at Oxford Circus underground station, in London, last November promote the UK launch
of PlayStation 5. Photograph: Matt Crossick/PA

ince the pandemic began, the video games industry has been

booming. Last year was a bumper year, with most of the world’s

population forced inside by lockdowns and looking for safe ways to

have fun and socialise, and new games consoles such as PlayStation
5and Xbox Series X/S launching in November. UK consumers spent more on
games last year than ever before; Roblox, a gaming platform popular with
children and teens, saw an 85% uptick in players and shares in the company
recently rose 60%, increasing its value to $47bn. Last year’s games were
great, too, from lockdown saviour Animal Crossing: New Horizons to the
provocative horror game The Last of Us II and the knockabout multiplayer
caper Fall Guys.

But 2021, so far, is depressingly devoid of exciting gaming experiences. Since
new PlayStation and Xbox consoles were launched last November, there has
been almost nothing new to play on them - and due to supply issues, many
thousands of people still haven’t been able to even buy one. Usually March is
when the first big games of the year start to appear, but this time there’s been
very little.
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Bored with modern gaming's lack of
innovation? You have no-one to
blame but yourself (because games
are doing fine)

By David Houghton published july 11, 2012

David Cage thinks gaming creativity is in trouble. He is so, so wrong
000060 Q) commenTs

So Heavy Rain creator David Cage has been rattling on about the state of
creativity in video games again. He seems to think that the abundance of
identikit FPS means that gaming is in danger. | find my palm meeting my face at
painfully high speed, with an almost sexual level of attraction. My face now
stings. But even more resounding than the painful reverberation of flesh upon
increasingly-pink flesh is the unmistakeable sound of a man missing the point by
a good 180 degrees. Because the fact is that games are creatively healthier than
they have ever been, and you have no-one to blame but yourself if you can't see
that.

Rather than witnessing a medium in creative stagnation, it strikes me that what
Cage is doing here is the equivalent of eating at McDonald's every day and then
complaining that all food is terrible and worldwide obesity is inevitable. Or to put
it another way, using the more culturally ingrained example of a better-
established medium, a person who frequents the cinema weekly but only
watches the big shiny Hollywood blockbusters has no right to say that film is
dying just because he hasn't seen anything decent lately.
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How the Video Game
Industry Is Changing

By ANDREW BEATTIE Updated October 31,2021

Video games have been around for decades, providing
entertainment for children and adults alike. They have evolved
significantly from the early days of computer games and the first
versions of Nintendo and Atari. The days of pixelated screens and
limited sounds are a distant memory as video games have become
more lifelike than ever. As technology continues to improve, so do
video games.

Video game creation has become increasingly complex, and the
cost of creating a game to run on one of the major consoles has
risen with this greater complexity. It was once unthinkable to sink
millions into development costs, but games today can cost tens
and even hundreds of millions. This has pushed game
development into Hollywood movie territory in terms of
production and marketing costs.

The video game sector is immensely large. In fact, it is larger than
the movie and music industries combined, and it is only growing.
Though it doesn't get the same attention that the movie and
music industry does, there are over two billion gamers across the
world. That is 26% of the world's population.

It's no surprise that companies want a piece of the pie. In 2020, the
gaming industry generated $155 billion in revenue, By 2025,
analysts predict the industry will generate more than $260 billion
in revenue. ! As such, tech companies are looking to get involved
in this revenue stream. Tech giants such as Google (GOOGL), Meta
(META), formerly Facebook, and Apple (AAPL), have all made plans
to enter the video game industry.





