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Game Genres:

Games are often classified into genres, which purport to define 

games in terms of having a common style or set of characteristics, 

e.g. as defined in terms of perspective, gameplay, interaction, 

objective, etc. 
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However, the classification of games is not always consistent 

and can be somewhat arbitrary. Does this really matter?

For some food for thought read 

Wittgensteinôs Philosophical Investigations 

http://en.wikipedia.org/wiki/Philosophical_Investigations



Adventure Games

Typically the player is the protagonist of a story and in 

order to progress must solve puzzles. The puzzles can 

often involve manipulating and interacting with in-game 

objects, characters, etc.

Text-based adventures and graphical adventures are 

two notable sub-genres.

Examples:

ÅZork

ÅKingôs Quest 

ÅGrim Fandango 

ÅFahrenheit
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You can play the original Zork at:

http://thcnet.net/error/index.php



Action Games

A number of other action-oriented genres can be 

broadly classified as belonging to this genre. 

Action games are typified by fast-paced events 

and movement which often have to be performed 

reflexively. 

Games such as Pong and Space Invaders

initially defined the genre.
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Action-adventure Games

Action-adventure games can be described in terms of a 

blend of the characteristics associated with both 

adventure and action games, i.e. often involving both 

exploration and puzzle solving alongside fast-paced 

action sequences.

Adventure on Atari 2600 can be considered as initially 

defining this genre. 

Other notable (more recent) examples include:

ÅLegend of Zelda

ÅJak 3

ÅMetroid Prime 2
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Platform Games aka Platformers 

This genre often requires the protagonist to run and 

jump between surfaces (i.e. platforms) whilst avoiding 

game objects and the detrimental effects of gravity.

Traditionally, platform games were side-on 2D in 

perspective and very popular on earlier gaming 

platforms.

The genre has declined in popularity in recent years, 

although some titles have successfully redefined the 

genre to include 3D environments. 

ÅPitfall! 

ÅSuper Mario Bros

ÅSonic the Hedgehog 

ÅSuper Mario 64

ÅTomb Raider

ÅPrince of Persia
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Fighting Games

In fighting games the player typically fights 

other players or the computer in some form of 

one-on-one combat.

Notable classics include:

ÅDouble Dragon

ÅMortal Kombat

ÅStreet Fighter

More recent renditions include:

ÅVirtua Fighter

ÅTekken
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First-Person Shooter (FPS) Games

Action games where the player is ñbehind the 

eyesò of the game character in a first-person 

perspective. Although a number of FPS games 

also support third-person views.

Most FPSs are fast-paced and typically require 

actions to be performed reflexively.

Notable examples include:

ÅWolfenstein 3D 

ÅDOOM

ÅHalf-Life

ÅFar Cry

ÅF.E.A.R.
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Real-Time Strategy (RTS) Games

RTS games typically defined a number of goals 

around resource collection, base and unit 

construction and engagement in combat with 

other players or computer opponents who also 

share similar goals.

Emphasis is often placed upon managing 

logistics, resources and production.

Notable examples include:

ÅDune 2

ÅCommand and Conquer

ÅWarcraft

ÅAge of Empires

.
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