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What to do with your collection?

Where are the major collections, 
both public and private?

What are we missing?



How are games being exhibited?

What stories can we tell about 
games that we haven’t been 

telling?
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Preserving Video Games at 
The Strong



Diverse Origins of Art Museums



"In the game business, there are several amateur, 

small operations popping up. It always amazes me how 

much interest there is in this stuff. And because of that, 

a lot of the real artifacts are getting spread thin, in 

places that aren't real museums... In some sense, I 

think the industry's doing too much, where everybody 

thinks they're a historian. And they can damage the 

field by doing that, by not really curating properly what 

they've got, by not making it available for others to look 

at. So there are places where I think it could do better.“

Al Alcorn,

GamesIndustry.biz

February 11, 2015



• Does the institution have the capacity to care 

for the collections according to best practices?

• Will the institution make the objects available 

to the public?

• Does the institution have the resources for 

long-term survival?

Standards for Video Game Collecting 
Institutions



• Collect

• Preserve

• Interpret

Three Basic Functions of a Museum





World’s Most Comprehensive Play 
Collection



Exhibits at The Strong



Game Exhibits at The Strong



International Center for the History of 
Electronic Games at The Strong



International Center for the History of 
Electronic Games at The Strong

• Established in 2009

• Preserves  and explores the history of video games 
worldwide

• More than 55,000 video games and related artifacts, 
including more than 200 arcade and pinball  games

• Extensive archival collections –

provides access to scholars (including Strong Fellows 
program)

• Interactive exhibits like 

eGameRevolution, Atari 

by Design, Boardwalk Arcade, 

Pinball Playfields



What The Strong Collects:



• Original hardware and software

What The Strong Collects:



• Records of the Production Process

What The Strong Collects:



• Media about games

What The Strong Collects:



• Items that illustrate meaning of games to 
players

What The Strong Collects:



Preserving Video Games



• Original hardware and software

• Archival materials

• Media about games

• Video capture

• Migration of data and emulation

ICHEG’s Approach to Preserving 

the History of Video Games



Case Study: Arcade Games as 
“Use-ifacts”



Restricted Collection
“The collections of electronic and mechanical 
games serve the museum’s mission through 
their display, research, and preservation, but 
also through experience of the games by 
guests and scholars as is judged appropriate 
to the interpretive goal and the item’s 
condition. Arcade games are designated on 
acquisition as either part of the General 
Collection or Restricted Collection, based on 
rarity, replaceability, redundancy, and 
historical significance. The Arcade Game 
Preservation Priority Team reviews the status 
of all games on an annual basis.”

Collections Management Policy, The Strong

Humpty Dumpty --

1947



Decisions in Artifact Preservation



Interpretation at The Strong: 
Museum Exhibits



Online Interpretation





World Video Game Hall of Fame 
Selection Criteria:

•Icon-status: the game is widely recognized and remembered.

•Longevity: the game is more than a passing fad and has enjoyed 
popularity over time.

•Geographical reach: the game meets the above criteria across 
international boundaries.

•Influence: the game has exerted significant influence on the design 
and development of other games, on other forms of entertainment, 
or on popular culture and society in general. A game may be 
inducted on the basis of this criterion without necessarily having 
met all of the first three.



Contact me: jpdyson@museumofplay.org

Visit: www.thestrong.org

Participate: www.facebook.com/icheg

How You Can Help The Strong Preserve Video 
Games:

mailto:jpdyson@museumofplay.org
http://www.thestrong.org/
http://www.facebook.com/icheg




























Melanie Swalwell

Melanie leads the “Play It Again” project, a 
game history and preservation project 
focused on digital games from 1980s New 
Zealand and Australia. 



The Popular Memory Archive

● Allows us to display some of the results of 
our research on local 1980s digital game 
titles to the wider community, in a 
combined online exhibition and discussion 
environment.

● Invites the wider community to contribute 
their perspectives so that memories, 
artefacts and information can be collected 
about this popular medium

● http://playitagainproject.org

http://playitagainproject.org/
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Alfred 

History of 
production

Alfred Milgrom, 
Director of Beam 
Software and 
Melbourne 
House Publishing

Australian Business 
Review Weekly, 1984.



Oral history interviews

Roger Keating,
Strategic 
Studies 
Group (SSG).



Developer contributions: SSG

SSG on Good Morning Australia, Aug 1985. Keating with “Reach for the Stars” source 
code, 6502 assembler, c. 1982.
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History of consumption

An early “tennis” game, May 1981. C64, Christmas 1985.



How people played

Tandy CoCo, Summer 1983/84.

“Defender”, Microbee,
Feb 1984.C64, early 1980s.

The setup:
ZX Spectrum, 
Kambrook monitor, 
National cassette 
recorder on kitset 
computer desk.



52



53



Homebrew

Andrew Bradfield and Harvey 
Kong Tin, “Laser Hawk” (Red 
Rat, 1986).

Courtesy: Kevin Philips



Homebrew to Pro: Matthew Hall



Fan involvement: Hall’s “Jewels of 
Sancara Island” lives again!



- Silicon Valley Archives

- How They Got Game

- Machinima Archives 

- Preserving Virtual Worlds

- GAMECIP: Game Metadata 
& Citation Project

Henry Lowood – History of Science & 
Technology; Film & Media Collections
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My (game-related) work

▪ Library collections 
(curation)

▪ Software and game 
preservation

▪ Archival 
documentation
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The Cabrinety
Collection (acquired 1998)



Software Preservaton: NIST project
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Software Metadata: GAMECIP
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Archiving Virtual Worlds
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Saving >> Using
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Cataloging
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Archival finding aids
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Finding the stuff
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GAMECIP: Metadata & cataloging
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EALand closes, July 2008
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Game Over – 99% Invisible podcast
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Richard Phillips-Kerr to HEL
Dec. 2013

First of all I'd like to thank you for the work you're 
doing with the How They Got Game and Preserving 
Virtual Worlds projects! I'm a visual artist currently in 
my final year of BA Sculpture, working in Edinburgh 
(UK). My practice is informed by and in response to 
video games, I'm confident that they're some of the 
most culturally significant artefacts of our time, and 
it's exciting to see them in their relative infancy. 

Your student''s footage of the last 5 minutes of EA 
land really grabbed me. At first it evoked a nervous 
laughter, then I realised the significance of capturing 
a digital apocalypse.
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Richard Phillips-Kerr

In response, I made 'RIP The Sims Online'. I mapped my 
face live onto a bust, and your student's footage onto the 
bust's suit. Through speakers I played out the soundtrack 
from your film, and assumed the role of DJ Spike. I could 
go on at length about the work but I'd be interested to 
know what you think with just that brief introduction: 
I've only really exhibited it to 'outsiders' (in terms of The 
Sims Online) so far in London and Edinburgh.

Warhammer Online is closing forever on December 18th 
and has recently gone F2P so I was going to jump in and 
document that. If there is any research I could be based in 
from overseas, I'd love to. 
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Working together
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HPS + Curator, June 2006



Done!
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lowood@stanford.edu


