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&lt;p&gt;Some of the earliest video games were two-player games, including early
sports games (such as 1958&#39;s Tennis For Two and 1972&#39;s Pong), early sho
oter games such as Spacewar! (1962)[1] and early racing video games such as Astr
0 Race (1973).[2] The first examples of multiplayer real-time games were develop

ed on the PLATO system about 1973. Multi-user games developed on this system inc
luded 1973&#39;s Empire and 1974&#39;s Spasim; the latter was an early first-per
son shooter. Other early video games included turn-based multiplayer modes, popu
lar in tabletop arcade machines. In such games, play is alternated at some point
(often after the loss of a life). All players&#39; scores are often displayed o

nscreen so players can see their relative standing. Danielle Bunten Berry create

d some of the first multiplayer video games, such as her debut, Wheeler Dealers

(1978) and her most notable work, M.U.L.E. (1983).&lt;/p&gt;
&lt;p&gt;Gauntlet (1985) and Quartet (1986) introduced co-operative 4-player gam

ing to the arcades. The games had broader consoles to allow for four sets of con

trols.&lt;/p&gt;
&lt;p&gt;Networked [ edit ]&lt;/p&gt;
&lt;p&gt; The first large-scale serial sessions using a single computer|[citation

needed] were STAR (based on Star Trek), OCEAN (a battle using ships, submarines ) Tj T* BT /F1 1.
;S CAVE (based on Dungeons &amp; Dragons), created by Christopher Caldwell (with) T} T* BT /F1 1

the University of New Hampshire&#39;s DECsystem-1090. The university&#39;s compu

ter system had hundreds of terminals, connected (via serial lines) through clust

er PDP-11s for student, teacher, and staff access. The games had a program runni

ng on each terminal (for each player), sharing a segment of shared memory (known) Tj T* BT /F1 12

nd the university often banned them because of their RAM use. STAR was based on
1974&#39;s single-user, turn-oriented BASIC program STAR, written by Michael O&#

39;Shaughnessy at UNH.&It;/p&gt;
&lt;p&gt; These types of asynchronous multiplayer games waned with the widespread

availability of the Internet which allowed players to play against each other s
imultaneously, but remains an option in many strategy-related games, such as the
Civilization series. Coordination of turns are subsequently managed by one comp
uter or a centralized server. Further, many mobile games are based on sporadic p
lay and use social interactions with other players, lacking direct player versus
player game modes but allowing players to influence other players&#39; games, c
oordinated through central game servers, another facet of asynchronous play.[13]



