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Platform game
The platform game (or platformer) is a video game genre 
characterized by requiring the player to jump to and from sus-
pended platforms or over obstacles (jumping puzzles). It must 
be possible to control these jumps and to fall from platforms 
or miss jumps. The most common unifying element to these 
games is a jump button; other jump mechanics include swing-
ing from extendable arms, as in Ristar or Bionic Commando, 
or bouncing from springboards or trampolines, as in Alpha 
Waves. These mechanics, even in the context of other genres, 
are commonly called platforming, a verbification of platform. 
Games where jumping is automated completely, such as The 
Legend of Zelda: Ocarina of Time, fall outside of the genre. 
The platform game (or platformer) is a video game genre 
characterized by requiring the player to jump to and from sus-
pended platforms or over obstacles (jumping puzzles). It must 
be possible to control these jumps and to fall from platforms 
or miss jumps. The most common unifying element to these 
games is a jump button; other jump mechanics include swing-
ing from extendable arms, as in Ristar or Bionic Commando, 
or bouncing from springboards or trampolines, as in Alpha 
Waves. These mechanics, even in the context of other genres, 
are commonly called platforming, a verbification of platform. 
Games where jumping is automated completely, such as The 
Legend of Zelda: Ocarina of Time, fall outside of the genre.

en.wikipedia.org/wiki/Platform_game

Strategy game
Strategy video games is a video game genre that emphasizes 
skillful thinking and planning to achieve victory. They empha-
size strategic, tactical, and sometimes logistical challenges. 
Many games also offer economic challenges and exploration. 
These games sometimes incorporate physical challenges, but 
such challenges can annoy strategically minded players. They 
are generally categorized into four sub-types, depending on 
whether the game is turn-based or real-time, and whether 
the game focuses on strategy or tactics.

en.wikipedia.org/wiki/Strategy_video_game

First-person shooter
First-person shooter (FPS) is a video game genre which cent-
ers the gameplay around gun and projectile weapon-based 
combat through the first person perspective; i.e., the player 
experiences the action through the eyes of a protagonist. 
Generally speaking, the first-person shooter shares common 
traits with other shooter games, which in turn fall under the 
heading action game. From the genre’s inception, advanced 
3D or pseudo-3D graphics elements have challenged hard-
ware development, and multiplayer gaming has been integral. 

en.wikipedia.org/wiki/First-person_shooter

Alternate reality game
An alternate reality game (ARG) is an interactive narrative 
that uses the real world as a platform, often involving multiple 
media and game elements, to tell a story that may be affected 
by participants’ ideas or actions.

The form is defined by intense player involvement with a story 
that takes place in real-time and evolves according to partici-
pants’ responses, and characters that are actively controlled 
by the game’s designers, as opposed to being controlled by 
artificial intelligence as in a computer or console video game. 
Players interact directly with characters in the game, solve 
plot-based challenges and puzzles, and often work together 
with a community to analyze the story and coordinate real-life 
and online activities. ARGs generally use multimedia, such 
as telephones, email and mail but rely on the Internet as the 
central binding medium.

en.wikipedia.org/wiki/Alternate_reality_game
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Beat ’em up
Beat ‘em up (also known as brawler) is a video game genre 
featuring melee combat between the protagonist and a large 
number of underpowered antagonists. These games typi-
cally take place in urban settings and feature crime-fighting 
and revenge-based plots, though some games may employ 
historical or fantasy themes. Traditional beat ‘em ups take 
place in scrolling, two-dimensional (2D) levels, though some 
later games feature more open three-dimensional (3D) envi-
ronments with yet larger numbers of enemies. These games 
are noted for their simple gameplay, a source of both critical 
acclaim and derision. Two-player cooperative gameplay and 
multiple player characters are also hallmarks of the genre.

The first influential beat ‘em up was 1984’s Kung-Fu Master, 
with 1986’s Renegade introducing the urban settings and 
underworld revenge themes employed extensively by later 
games. The genre then saw a period of high popularity be-
tween the release of Double Dragon in 1987, which defined 
the two-player cooperative mode central to classic beat ‘em 
ups, and 1991’s Street Fighter II, which drew gamers towards 
one-on-one fighting games. Games such as Streets of Rage 
2, Final Fight and Golden Axe are other classics to emerge 
from this period. The genre has been less popular since the 
emergence of 3D-based mass-market games, but still some 
beat ‘em ups adapted the simple formula to utilize large-scale 
3D environments.

en.wikipedia.org/wiki/Beat_%27em_up

Escape the room
Escape the room is a subgenre of adventure game, usually 
created as a browser game for the Adobe Flash platform, that 
utilizes a point-and-click style of play. The object of the game 
is to find a way to escape from a mysterious room. The room 
usually consists of a locked door, several objects to manipu-
late as well as hidden clues or secret compartments. The 
player must use the objects to interact with other items in the 
room to reveal a way to escape.

en.wikipedia.org/wiki/Escape_the_room

Card game
A card game is any game using playing cards as the primary 
device with which the game is played, be they traditional or 
game-specific. Countless card games exist, including families 
of related games (such as poker). Some games have formally 
standardized rules, while rules for others can vary by region, 
culture, and person.

Many games that are not generally placed in the family of 
card games do in fact use cards for some aspect of their 
gameplay. Similarly, some games that are placed in the card 
game genre involve a board. The distinction is that the game-
play of a card game primarily depends on the use of the cards 
by players (the board is simply a guide for scorekeeping or for 
card placement), while board games (the principal non-card 
game genre to use cards) generally focus on the players’ 
positions on the board, and use the cards for some secondary 
purpose.

en.wikipedia.org/wiki/Card_game

Massively multiplayer online 
game
A massively multiplayer online game (also called MMO and 
MMOG) is a multiplayer video game which is capable of sup-
porting hundreds or thousands of players simultaneously. 
By necessity, they are played on the Internet, and feature 
at least one persistent world. They are, however, not neces-
sarily games played on personal computers. Most of the 
newer game consoles, including the PSP, PlayStation 3, Xbox 
360, Nintendo DSi and Wii can access the Internet and may 
therefore run MMO games. Additionally, mobile devices and 
smartphones based on such operating systems as Android, 
iOS, webOS, and Windows Mobile are seeing an increase in 
the number of MMO games available.

MMOGs can enable players to cooperate and compete with 
each other on a large scale, and sometimes to interact mean-
ingfully with people around the world. They include a variety 
of gameplay types, representing many video game genres.

en.wikipedia.org/wiki/Massively_multiplayer_online_game
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Puzzle game
Puzzle video games are a genre of video games that empha-
size puzzle solving. The types of puzzles to be solved can test 
many problem solving skills including logic, strategy, pattern 
recognition, sequence solving, and word completion.

Puzzle games focus on logical and conceptual challenges, 
although occasionally the games add time-pressure or other 
action-elements. Although many action games and adventure 
games involve puzzles such as obtaining inaccessible objects, 
a true puzzle game focuses on puzzle solving as the primary 
gameplay activity. Games usually involve shapes, colors, or 
symbols, and the player must directly or indirectly manipulate 
them into a specific pattern.

en.wikipedia.org/wiki/Puzzle_video_game

Role-playing game
Role-playing video games (commonly referred to as role-
playing games or RPGs) form a loosely-defined genre of video 
games with origins in pen-and-paper role-playing games[1] 
such as Dungeons & Dragons, using much of the same ter-
minology, settings and game mechanics. The player in RPGs 
controls one character, or several adventuring party mem-
bers, fulfilling one or many quests. The major similarities with 
pen-and-paper games involve developed story-telling and nar-
rative elements, player character development, complexity, 
as well as replayability and immersion. Electronic medium re-
moves the necessity for a gamemaster and increases combat 
resolution speed. RPGs have evolved from simple text-based 
console-window games into visually rich 3D experiences.

en.wikipedia.org/wiki/Role-playing_video_game

Racing game
A racing video game is a genre of video games, either in the 
first-person or third-person perspective, in which the player 
partakes in a racing competition with any type of land, air, or 
sea vehicles. They may be based on anything from real-world 
racing leagues to entirely fantastical settings. In general, they 
can be distributed along a spectrum anywhere between hard-
core simulations, and simpler arcade racing games.

en.wikipedia.org/wiki/Racing_video_game

Simulation game
Construction and management simulation (CMS) is a type 
of simulation game in which players build, expand or man-
age fictional communities or projects with limited resources. 
Strategy games sometimes incorporate CMS aspects into 
their game economy, as players must manage resources 
while expanding their project. But pure CMS games differ 
from strategy games in that “the player’s goal is not to defeat 
an enemy, but to build something within the context of an 
ongoing process.” Games in this category are sometimes also 
called “management games”.

SimCity represents an early example of success in the genre. 
Other games in the genre range from city-building games 
like Caesar, pure business simulation games like Hollywood 
Mogul, and or true CMSs like Theme Park. Sometimes strategy 
video games such as Age of Empires combine aspects of CMSs 
with wargames.
 
CMSs are often called “simulation games” for short. Although 
games can simulate many activities from vehicles to sports, 
players usually deduce the kind of simulation from the title of 
the game.

en.wikipedia.org/wiki/
Construction_and_management_simulation
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Tower defense
Tower defense is a subgenre of real-time strategy computer 
games. The goal is to try to stop enemies from crossing the 
map by building towers which shoot at them as they pass. 
Enemies and towers usually have varied abilities and costs. 
When an enemy is defeated, the player earns money or 
points, which are used to buy or upgrade towers.

The choice and positioning of the towers is the essential strat-
egy of the game. Many games, such as Flash Element Tower 
Defense, feature enemies that run through a “maze”, which 
allows the player to strategically place towers for optimal 
effectiveness. However, some versions of the genre force 
the user to create the maze out of their own towers, such as 
Desktop Tower Defense. Some versions are a hybrid of these 
two types, with preset paths that can be modified to some 
extent by tower placement.

en.wikipedia.org/wiki/Tower_defense

Word game
Word games and puzzles are spoken or board games often 
designed to test ability with language or to explore its proper-
ties.

Word games are generally engaged as a source of entertain-
ment, but have been found to serve an educational purpose 
as well. For instance, young children can find enjoyment 
playing modestly competitive games such as Hangman, while 
naturally developing important language skills like spelling. 
Solving crossword puzzles, which requires familiarity with a 
larger vocabulary, is a pastime that mature adults have long 
credited with keeping their minds sharp.

There are popular televised word games with valuable mon-
etary prizes for the winning contestants. Many word games 
enjoy international popularity across a multitude of languag-
es, whilst some are unique to English-speakers.

en.wikipedia.org/wiki/Word_game

Shoot ’em up 
In a shoot ‘em up, the player controls a lone character, often 
a spacecraft or aircraft, shooting large numbers of enemies 
while dodging their attacks. Shoot ‘em ups call for fast reac-
tions and for the player to memorise levels and enemy attack 
patterns. Newer “bullet hell” games feature overwhelming 
numbers of enemy projectiles, the patterns of which the 
player must memorize in order to avoid.

Shoot ‘em ups encompass various types, or sub-genres. In a 
“fixed shooter” such as Space Invaders, the protagonist can 
only move across one axis and enemies attack from a single 
direction. In a “multi-directional shooter” the protagonist may 
rotate and move in any direction. By contrast, a “rail shooter” 
protagonist is viewed from behind and moves “into the 
screen”, while the player retains control over dodging. “Tube 
shooters” feature similar viewpoints, and their protagonists 
fly through abstract tubes. “Scrolling shooters” encompass 
both “horizontal shooters” and “vertical shooters” (featuring 
side-on and top-down viewpoints respectively) and in turn 
“bullet hell” games and “cute ‘em ups”. “Run and gun” games 
feature protagonists on foot, rather than spacecraft, that of-
ten have the ability to jump; they may feature either scrolling 
or multidirectional movement.

en.wikipedia.org/wiki/Shoot_%27em_up




