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If you click on a link and make a purchase we may receive a small commission. Read our editorial policy. A list of every supported Xbox game, from Alan Wake to Zuma, on Xbox One and Xbox Series. Xbox backwards compatibility of Xbox 360 games was Microsoft's big surprise back at E3 2015, and since debuting the feature later that year, the
publisher rolled out new releases on a month-by-month basis. Though Microsoft wound down its original Xbox and Xbox 360 back compatible efforts in mid-2019 in favour of Xbox One support for Xbox Series X - which also supports a range of improvements - there was one final update in November 2021 as part of Xbox's 20th anniversary
celebrations, adding another 76 games and adding additional enhancements to existing ones. While both downloadable and disc-based Xbox 360 and original Xbox games work on Xbox One and Xbox Series X, only selected games are supported on a case-by-case basis. From fan-favourite Xbox Live Arcade games to some of the biggest Xbox 360
exclusives such as Gears of War 3 and Halo: Reach, the roster represents a wide selection of some of Xbox's greatest hits. On this page: Xbox Series X Backwards Compatibility Tested - And The Performance Is Extreme Watch on YouTube In November 2021 as part of Xbox's 20th anniversary celebrations, Xbox added another 70 games to its
backwards compatible roster - and introduced additional enhancements to existing ones. First, let's go through the existing games given FPS Boost when played on Xbox Series X or S: Alan Wake Dragon Age: Origins Dead Space 2, 3 Fallout 3 Fallout: New Vegas Elder Scrolls IV: Oblivion Gears of War franchise Sonic Generations Here are the 18 new
original Xbox backwards compatible games: Dead or Alive 3 Disney's Chicken Little Gladius Gunvalkyrie Manhunt Max Payne Max Payne 2: The Fall of Max Payne Oddworld: Munch's Oddysee Otogi: Myth of Demons Otogi 2: Immortal Warriors Red Dead Revolver Secret Weapons Over Normandy Star Wars Jedi Knight II: Jedi Outcast Star Wars
Starfighter: Special Edition Star Wars Episode III Revenge of the Sith Star Wars The Clone Wars TimeSplitters 2 TimeSplitters: Future Perfect Here are the 58 new Xbox 360 backwards compatible games: 50 Cent: Blood on the Sand Aces of the Galaxy Advent Rising Adventure Time: The Secret of the Nameless Kingdom Are You Smarter Than a 5th
Grader? Make the Grade Avatar: The Last Airbender - The Burning Earth Bankshot Billiards 2 Beautiful Katamari Binary Domain Black College Football Xperience: Doug Williams Ed Cloning Clyde Conan Darwinia+ Dead or Alive Ultimate Dead or Alive 4 Death by Cube Disney Universe Elements of Destruction FEAR FEAR 2: Project Origin FEAR 3
FEAR Files The First Templar Islands of Wakfu Lego Lord of the Rings Max Payne 3 Mini Ninjas Mortal Kombat Mortal Kombat vs DC Universe MX vs ATV Alive MX vs ATV Untamed Nier Novadrome Onechanbara: Bikini Samurai Squad The Outfit Outpost Kaloki X Quake Arena Arcade RAW - Realms of Ancient War Resident Evil: Operation Raccoon
City Ridge Racer 6 Rio Risen Risen 2: Dark Waters Rock of Ages Sacred 2: Fallen Angel Scramble Screwjumper! Skate 2 SpongeBob SquarePants Underpants Slam! SpongeBob's Truth or Square Switchball Thrillville Thrillville: Off the Rails Time Pilot Toy Story Mania Vandal Hearts: Flames of Judgment Viva Pinata: Party Animals Warlords Here is
every backwards compatible Xbox 360 game playable on Xbox One, Xbox Series X and Xbox Series S: 0 day Attack on Earth 3D Ultra Minigolf 50 Cent: Blood on the Sand A Kingdom for Keflings A World of Keflings Ace Combat 6: Fires of Liberation Aces of the Galaxy Advent Rising Adventure Time: The Secret of the Nameless Kingdom Aegis Wing
Age of Booty AirMech Alan Wake (offers FPS Boost on Xbox Series X / S) Alan Wake's American Nightmare (Tested by Digital Foundry) Alaskan Adventures Alice: Madness Returns Alien Hominid HD Aliens vs Predator Altered Beast Anomaly Warzone Earth Aqua Are You Smarter Than a 5th Grader? Make the Grade Army of Two Assassin's Creed
(Xbox One X enhanced) Assassin's Creed II (Tested by Digital Foundry) Assassin's Creed 3 Assassin's Creed 4 Black Flag Assassin's Creed Brotherhood Assassin's Creed Liberation HD Assassin's Creed Revelations Assassin's Creed Rogue Assault Heroes 2 Asteroids and Deluxe Astropop Asura's Wrath Avatar: The Last Airbender - The Burning Earth
Axel and Pixel Babel Rising Band of Bugs (May 4) Banjo Kazooie (Xbox One X enhanced) Banjo Kazooie: Nuts and Bolts (Xbox One X enhanced) Banjo Tooie (Xbox One X enhanced) Bankshot Billiards 2 Batman: Arkham Origins - disc only BattleBlock Theater Battlefield 1943 Battlefield 2: Modern Combat Battlefield 3 - disc only Battlefield: Bad
Company Battlefield: Bad Company 2 Battlestations Pacific Bayonetta (Tested by Digital Foundry) Beautiful Katamari Bejeweled 2 Bejeweled 3 Bellator: MMA Onslaught Beyond Good and Evil HD Binary Domain BioShock BioShock 2 BioShock Infinite Black College Football Xperience: Doug Williams Ed Blazing Angels Blood Knights Blood of the
Werewolf Bloodforge BloodRayne: Betrayal Blue Dragon Bomberman Battlefest Boom Boom Rocket Borderlands 2 Borderlands Bound by Flame Braid (Tested by Digital Foundry) Brain Challenge Brave: The Video Game Brothers In Arms: Hell's Highway Brutal Legend Bullet Soul -Infinite Burst- Bullet Soul Bully Burnout Paradise Burnout Revenge
Cabela's Hunting Expeditions Cabela's Survival: Shadows of Katmai Calbela's Dangerous Hunts 2013 Call of Duty 2 (Tested by Digital Foundry) Call of Duty 3 Call of Duty 4: Modern Warfare Call of Duty: Advanced Warfare Call of Duty: Black Ops (Tested by Digital Foundry) Call of Duty: Black Ops 2 Call of Duty: Modern Warfare 2 Call of Duty:
Modern Warfare 3 Call of Duty: Ghosts Call of Duty: World at War Call of Juarez Gunslinger Capcom Arcade Cabinet Carcassonne Cars 2: The Video Game Cars: Mater-National Castle Crashers Castle of Illusion Starring Mickey Mouse Castlestorm Castlevania: Harmony of Despair Castlevania: Lords of Shadow - Mirror of Fate HD Castlevania: Lords
of Shadow 2 Castlevania: Lords of Shadow Castlevania: Symphony of the Night Catherine Centipede and Millipede Child of Eden Civilization Revolution Cloning Clyde Comic Jumper Comix Zone Command and Conquer 3 Kane's Wrath Command and Conquer 3 Tiberium wars Command and Conquer Red Alert 3 Commander's Challenge Command and
Congquer Red Alert 3 Commanders: Attack Conan Condemned: Criminal Origins (Tested by Digital Foundry) Contra Costume Quest 2 Costume Quest Counter-Strike: GO Crackdown (Xbox One X enhanced) Crackdown 2 Crazy Taxi Crysis 2 Crysis 3 Crysis Crystal Defenders Crystal Quest Dante's Inferno Dark Souls (Tested by Digital Foundry) Dark
Void Darksiders (Xbox One X enhanced) Darksiders 2 Darwinia+ Daytona USA Dead or Alive 4 Dead or Alive Ultimate Dead Rising 2: Case West Dead Rising 2: Case Zero Dead Space Dead Space 2 (offers FPS Boost on Xbox Series X / S) Dead Space 3 (offers FPS Boost on Xbox Series X / S) Dead Space Ignition Deadfall Adventures Deadliest Warrior:
Legends Deadliest Warrior: The Game Deadly Premonition Death by Cube DeathSpank: Thongs of Virtue Defense Grid Deus Ex: Human Revolution Dig Dug Dirt 3 Dirt Showdown Discs of Tron Disney Bolt Disney Universe Divinity 2: The Dragon Knight Saga Domino Master Doom Doom II Doom 3 BFG Edition Doritos Crash Course Double Dragon
Neon Dragon Age 2 Dragon Age: Origins (offers FPS Boost on Xbox Series X / S) Driver San Francisco Duck Tales: Remastered Duke Nukem Forever Duke Nukem: Manhattan Project Dungeon Siege III Earth Defense Force 2017 Earth Defense Force 2025 Earth Defense Force: Insect Armageddon Earthworm Jim HD Eat Lead Elder Scrolls IV: Oblivion
(offers FPS Boost on Xbox Series X / S) Elements of Destruction Enchanted Arms Enslaved: Odyssey to the West Epic Mickey 2: The Power of Two Escape Dead Island F1 2014 Fable Anniversary (Xbox One X enhanced) Fable Heroes Fable II (Xbox One X enhanced) Fable II Pub Games Fable III Faery: Legends of Avalon Fallout 3 (offers FPS Boost on
Xbox Series X / S) Fallout: New Vegas (offers FPS Boost on Xbox Series X / S) Far Cry Classic Far Cry 2 Far Cry 3 Far Cry Instincts Predator FEAR 2: Project Origin FEAR 3 FEAR Files FEAR Feeding Frenzy 2 Feeding Frenzy Fight Night Champion Fighting Vipers Final Fantasy XIII (Xbox One X enhanced) Final Fantasy XIII-2 (Xbox One X enhanced)
Final Fight: Double Impact Flashback Forza Horizon (Xbox One X enhanced) Foul Play Fret Nice Frogger 2 Frogger From Dust Frontlines: Fuel of War Fuel Galaga Legions DX Galaga Legions Galaga Garou: Mark of the Wolves Gatling Gears Gears of War (offers FPS Boost on Xbox Series X / S) Gears of War 2 (offers FPS Boost on Xbox Series X / S)
Gears of War 3 (offers FPS Boost on Xbox Series X / S) Gears of War: Judgment (offers FPS Boost on Xbox Series X / S) Geometry Wars: Retro Evolved Geometry Wars: Retro Evolved 2 Geometry Wars 3: Dimensions Evolved Ghost Recon Advanced Warfighter 2 Ghost Recon Advanced Warfighter Ghost Recon Future Soldier Ghostbusters: Sanctum of
Slime Ghostbusters Gin Rummy Girl Fight Go! Go! Break Steady Goat Simulator Golden Axe Golf: Tee It Up! Grand Theft Auto: San Andreas Grand Theft Auto IV Greg Hastings Paintball 2 GRID 2 GRID Autosport Gripshift Guardian Heroes Gunstar Heroes Guwange Gyromancer GYRUSS Half-Minute Hero - Super Mega Neo Climax Halo: Combat
Evolved Anniversary (Disc Only) Halo 3 (Xbox One X enhanced) Halo 3: ODST Halo: Reach (Tested by Digital Foundry) Halo 4 Halo Wars Halo: Spartan Assault Hard Corps: Uprising Hardwood Backgammon Hardwood Hearts Hardwood Spades Harms Way Heavy Weapon Hexic 2 Hexic HD Hitman HD Pack Hitman: Blood Money Hydro Thunder
(Tested by Digital Foundry) Hydrophobia I Am Alive Ikaruga ilomilo Infinite Undiscovery Insanely Twisted Shadow Planet Interpol Iron Brigade Islands of Wakfu Jeremy McGrath's Offroad Jet Set Radio Jetpac Refuelled Jewel Quest Joe Danger 2: The Movie Joe Danger Joust Joy Ride Turbo Just Cause 2 Just Cause Kameo: Elements of Power (Xbox One
X enhanced) Kane and Lynch 2 King Kong: The Official Game of the Movie King of Fighters 2012 Unlimited Match King of Fighters 98 Ultimate Match King of Fighters Sky Stage King of Fighters XIII Kingdoms of Amalur: Reckoning Lara Croft and the Guardian of Light Lazy Raiders Left 4 Dead Left 4 Dead 2 LEGO Batman LEGO Batman 2: DC Super
Heroes LEGO Indiana Jones 2 Lego Lord of the Rings LEGO Pirates of the Caribbean: The Video Game LEGO Star Wars: The Complete Saga LEGO Star Wars II: The Original Trilogy LEGO Star Wars 3: The Clone Wars Lightning Returns: Final Fantasy XIII (Xbox One X enhanced) Lode Runner Lost Odyssey Lost Planet Lost Planet 2 Lost Planet 3 Lost
Planet Colonies Lumines Live! Luxor 2 Arcade Madballs Babo: Invasion Mafia II Magic 2012 Magic 2013 Magic 2014 - Duels of the Planeswalkers Magic: The Gathering Marathon: Durandal Marlow Briggs and the Mask of the Death Mars: War Logs Mass Effect (Tested by Digital Foundry) Mass Effect 2 Mass Effect 3 Matt Hazard: Blood Bath and
Beyond Max Payne 3 Medal of Honor: Airborne Meet the Robinsons Metal Gear Solid Peace Walker HD Edition Metal Gear Rising: Revengeance Metal Slug 3 Metal Slug XX Midnight Club LA Midway Arcade Origins Might and Magic Clash of Heroes Mini Ninjas Mirror's Edge (Xbox One X enhanced) Missile Command Monaco: What's Yours is Mine
Monday Night Combat Monkey Island: SE Monkey Island 2: SE Monopoly Deal Monopoly Plus Moon Diver Mortal Kombat vs DC Universe Mortal Kombat Motocross Madness Ms. Splosion Man MS.PAC-MAN Mutant Blobs Attack Mutant Storm Empire Mutant Storm Reloaded MX vs ATV Alive MX vs ATV Untamed MX vs. ATV Reflex N+ (Tested by
Digital Foundry) NBA Jam: On Fire Edition NeoGeo Battle Coliseum Nier NiGHTS into Dreams Nin2-Jump Ninja Gaiden 2 (Xbox One X enhanced) Ninja Gaiden 3: Razor's Edge Novadrome Onechanbara: Bikini Samurai Squad Operation Flashpoint: Dragon Rising Operation Flashpoint: Red River Orcs Must Die! Outland Outpost Kaloki X Overlord 2
Overlord PAC-MAN CE DX+ Pac-Man Championship Edition Pac-Man Museum Pac-Man Peggle 2 Peggle Perfect Dark (Xbox One X enhanced) Perfect Dark Zero (Xbox One X enhanced) Persona 4 Arena Phantasy Star II Phantom Breaker: Battle Grounds Pinball FX Plants vs. Zombies Poker Smash Port Royale 3 Pirates and Merchants Portal 2 (Xbox
One X enhanced) Portal: Still Alive Prey Prince of Persia (2008) Prince of Persia The Forgotten Sands Prince of Persia Pure Putty Squad Puzzle Quest Puzzle Quest 2 Puzzle Quest Galactrix Puzzlegeddon Quake Arena Arcade Quantum Conundrum R-Type Dimensions R.U.S.E. Radiant Silvergun Raiden IV Rainbow Six Vegas 2 Rainbow Six Vegas
(Tested by Digital Foundry) Raskulls RAW - Realms of Ancient War Rayman 3 HD Rayman Legends Rayman Origins Rayman Raving Rabbids Red Dead Redemption (Xbox One X enhanced) Red Faction: Armageddon Resident Evil Code: Veronica X Resident Evil: Operation Raccoon City Ridge Racer 6 Rio Risen 2: Dark Waters Risen RoboBlitz Rock of
Ages Rockstar Games Presents Table Tennis Rumble Roses XX Runner 2: Future Legend of Rhythm Alien Sacred 2: Fallen Angel Sacred 3 Sacred Citadel Saints Row 2 Saints Row: The Third Saints Row IV Saints Row: Gat Out of Hell Saints Row Sam and Max Beyond Time and Space3 Sam and Max Save the World Samurai Shodown II Scarygirl
Scramble Scrap Metal ScreamRide Screwjumper! Sega Bass Fishing Sega Vintage Collection: Alex Kidd and Co. Sega Vintage Collection: Monster World Sega Vintage Collection: Streets of Rage Sega Vintage Collection: ToeJam and Earl Sensible World of Soccer Shadow Assault Tenchu Shadow Complex (Tested by Digital Foundry) Shadows of the
Damned Shinobi Silent Hill: HD Collection Silent Hill Homecoming Silent Hill: Downpour Sine Mora Skate Skate 2 Skate 3 (Xbox One X enhanced) Skullgirls Slender: The Arrival Small Arms Sniper Elite V2 Soltrio Solitaire Sonic Adventure Sonic Adventure 2 Sonic and All-Stars Racing Transformed Sonic and Knuckles Sonic CD Sonic Generations
(offers FPS Boost on Xbox Series X / S) Sonic the Fighters Sonic The Hedgehog Sonic The Hedgehog 2 Sonic The Hedgehog 3 Sonic The Hedgehog 4: Episode 1 Sonic The Hedgehog 4: Episode 2 Sonic Unleashed Soul Caliber II HD Soul Caliber South Park: The Stick of Truth Space Giraffe Space Invaders Infinity Gene Spec Ops: The Line Spelunky
Splinter Cell Blacklist (Xbox One X enhanced) Splinter Cell Conviction (Xbox One X enhanced) Splinter Cell Double Agent (Xbox One X enhanced) Split / Second Splosion Man SpongeBob SquarePants Underpants Slam! SpongeBob's Truth or Square SSX Stacking Star Ocean: The Last Hope Star Wars: The Force Unleashed (Xbox One X enhanced) Star
Wars: The Force Unleashed II Steinsgate (Japan only) Strania Street Fighter 4 Super Contra (September 14th) Super Meat Boy Super Puzzle Fighter II Turbo Super Street Fighter IV Arcade Edition Supreme Commander 2 Switchball Syberia Syndicate Tecmo Bowl Throwback Tekken 6 Tekken Tag Tournament 2 Texas Hold'em The Bureau: XCOM
Declassified The Cave The Darkness 2 The Darkness The First Templar The Maw The Misadventures of PB Winterbottom The Orange Box The Outfit The Splatters The Walking Dead: Michonne (August 29th) The Walking Dead: Season One (August 29th) The Walking Dead: Season Two (August 29th) Thrillville: Off the Rails Thrillville Ticket to Ride
Time Pilot TimeShift Tom Clancy's EndWar Tom Clancy's H.A.W.X. Tomb Raider Anniversary Tomb Raider Legend Tomb Raider Underworld Too Human Torchlight Tour de France 2009 Tower Bloxx Deluxe Toy Soldiers Cold War Toy Soldiers Toy Story 3 Toy Story Mania Toybox Turbos Trials Evolution Trials HD (Tested by Digital Foundry)
Triggerheart Exelica Trine 2 Tron: Evolution Tropico 4 Ugly Americans: Apocalypsegeddon Unbound Saga Undertow Unreal Tournament III Vandal Hearts: Flames of Judgment Vanquish Virtua Fighter 2 Virtua Fighter 5: Final Showdown Virtual On: OT Virtual-On (Japan only) Viva Pifiata (Xbox One X enhanced) Viva Pinata: Party Animals Viva Pifnata:
Trouble in Paradise (Xbox One X enhanced) Warlords Witcher 2: Assassins of Kings (Xbox One X enhanced) Wolf of the Battlefield: Commando 3 Wolfenstein 3D XCOM: Enemy Unknown XCOM: Enemy Within Yosumin! Live Zone of the Enders HD Zuma's Revenge! Zuma First introduced on October 24th 2017, here is every Xbox original game
backwards compatible on Xbox One and Xbox Series: Armed and Dangerous Blinx: The Time Sweeper Bloodrayne 2 Breakdown Conker: Live and Reloaded Crimson Skies Dead or Alive 3 Dead to Rights Destroy All Humans! Disney's Chicken Little Full Spectrum Warrior Fusion Frenzy Gladius Grabbed by the Ghoulies Gunvalkyrie Hunter: The
Reckoning Indiana Jones and the Emperor's Tomb Jade Empire King of Fighters: Neowave Manhunt Max Payne Max Payne 2: The Fall of Max Payne Mercenaries: Playground of Destruction MX Unleashed Ninja Gaiden Black Oddworld: Munch's Oddysee Otogi 2: Immortal Warriors Otogi: Myth of Demons Panzer Dragoon Orta Panzer Elite Action:
Fields of Glory Pirates! Prince of Persia: The Sands of Time Psychonauts Red Dead Revolver Red Faction 2 Secret Weapons Over Normandy Sphinx and the Cursed Mummy SSX 3 Star Wars Battlefront II Star Wars Battlefront Star Wars Episode III Revenge of the Sith Star Wars Jedi Knight: Jedi Academy Star Wars Jedi Knight II: Jedi Outcast Star
Wars Jedi Starfighter Star Wars Knights of the Old Republic II: The Sith Lords Star Wars Starfighter: Special Edition Star Wars The Clone Wars Star Wars Republic Commando Star Wars: Knights of the Old Republic The Elder Scrolls III: Morrowind TimeSplitters 2 TimeSplitters: Future Perfect Tom Clancy's Splinter Cell Chaos Theory Tom Clancy's
Splinter Cell Double Agent Tom Clancy's Splinter Cell Pandora Tomorrow Tom Clancy's Splinter Cell Unreal Championship 2: The Liandri Conflict As well as the above lists of supported Xbox One and original Xbox games, the Xbox Series consoles also offers backwards compatibility to Xbox One games and peripherals (including the Xbox Elite
Controller and Xbox Adaptive Controller) in what Microsoft describes as "our most powerful and compatible console ever". In a blog post in July 2020, Microsoft said: "It's our intent for all Xbox One games that do not require Kinect to play on Xbox Series X at the launch of the console." Backwards compatible supported games on Xbox Series will
benefit from several system-wide features: Backwards compatible games will run natively on Xbox Series X hardware, offering potentially higher framerates and resolutions, plus "significant reductions" in load times using the SSD. In early Digital Foundry tests, it offers "up to double the performance in the most demanding games". "Select titles" can
have framerate doubled, going from 30fps to 60fps, or 60fps to 120fps. HDR will be supported across backwards compatible games thanks to a "reconstruction technique", even going back to original Xbox and Xbox 360 games. All titles will support Quick Resume, a system-wide feature which allows you to stop progress of multiple games and
continue playing them later. Xbox Series S will offer Xbox One S-level backwards compatibility, whereas the Xbox Series X will offer Xbox One X-level backwards compatibility. In a nutshell, this means X will run up to 4K, whereas the S will run up to 1440p - just like other Xbox Series games. Xbox Series S will also introduce "improved texture
filtering, higher and more consistent frame rates, faster load times and Auto HDR", according to Microsoft. As well as broad backwards compatibility support for Xbox One games, select Xbox One games will also see specific Xbox Series versions for free as part of the Xbox Smart Delivery system. In November 2021, as part of Xbox's 20th anniversary
celebrations, over 70 new titles were added from the original Xbox and Xbox 360. These were confirmed to be the last backwards compatible games to be introduced on later Xbox consoles "due to licensing, legal and technical constraints". DF Direct: Xbox Series S Reaction - The Low-Cost Next Generation Console We Need? Watch on YouTube The
experience varies from game to game. According to Digital Foundry's report, all titles receive some baseline improvements - such as the elimination of screen tear "completely on every title" - through to any disc access operations tending to "have less of an impact on performance", meaning Mass Effect's elevator load times and Fallout 3's hitches are
reduced. However, while less demanding games such as Braid and N+ perform flawlessly, the more CPU-heavy titles do struggle, with Halo: Reach and Gears of War: Judgement singled out as games that suffer in the emulation process. Xbox One Backward Compatibility: Every Major Game Tested Watch on YouTube In terms of features, Xbox 360
backwards compatibility on Xbox One supports: Digital and disc-based games at no additional cost Support for existing saves (through the Cloud), DLC, Achievement progress, and the original dashboard Multiplayer between those playing on Xbox 360 and Xbox One Select Xbox One system features, including Game DVR, Windows 10 streaming and
screenshots Many Xbox 360 games are also currently available on Microsoft's Netflix-style Xbox Game Pass subscription service. See 20 more Banjo-Kazooie Xbox 360 Banjo-Kazooie: Nuts & Bolts Xbox 360 Banjo-Tooie Xbox 360 Blue Dragon Xbox 360 Call of Duty: Black Ops PS3, Xbox 360, Nintendo Wii, PC, Nintendo DS Forza Horizon Xbox 360
Gears of War Xbox 360, PC Gears of War 2 Xbox 360 Gears of War 3 Xbox 360 Gears of War: Judgment Xbox 360 Halo Wars Xbox 360 Halo: Reach Xbox 360 Kameo: Elements of Power Xbox 360 Lost Odyssey Xbox 360 Perfect Dark Xbox Series X/S, Xbox 360, PC Perfect Dark Zero Xbox 360 Red Dead Redemption PS4, PS3, Xbox 360, Nintendo Switch
Viva Pinata Xbox 360, PC Viva Pifiata: Trouble in Paradise Xbox 360 Related topics Hardware Horror Racing Retro Shooter Xbox 360 Xbox One Xbox Series X/S American video game company Lucasfilm GamesFormerlyLucasArts Entertainment Company, LLC (1990-2021)Company typeSubsidiaryIndustryVideo gamesFoundedMay 1, 1982; 43 years
ago (1982-05-01)FounderGeorge LucasHeadquartersSan Francisco, California, USArea servedWorldwideKey peopleDouglas Reilly (vice president, games)Number of employees10 (201 3)ParentLucasfilmWebsitelucasfilm.com/what-we-do/games/Footnotes / references[1] Lucasfilm Games (known as LucasArts between 1990 and 2021) is an American
video game licensor, former video game developer and publisher, and a subsidiary of Lucasfilm.[2] It was founded in May 1982 by George Lucas as a video game development group alongside his film company; as part of a larger 1990 reorganization of the Lucasfilm divisions, the video game development division was grouped and rebranded as part of
LucasArts. LucasArts became known for its line of adventure games based on its SCUMM engine in the 1990s, including Maniac Mansion, the Monkey Island series, and several Indiana Jones titles. A number of influential game developers were alumni of LucasArts from this period, including Brian Moriarty, Tim Schafer, Ron Gilbert, and Dave
Grossman. Later, as Lucasfilm regained control over its licensing over the Star Wars franchise, LucasArts produced numerous action-based Star Wars titles in the late 1990s and early 2000s, while dropping adventure game development due to waning interest in the genre. Lucasfilm was wholly acquired by The Walt Disney Company in December
2012, and by April 2013, Disney had announced the shuttering of LucasArts in all but name, keeping the division around to handle licensing of Lucasfilm properties to third-party developers, primarily Electronic Arts (EA), and having any in-house development transferred to Disney Interactive Studios. Disney has, since 2021, revitalized the Lucasfilm
Games brand as the licenser of all Lucasfilm-related properties. In 1979, George Lucas wanted to explore other areas of entertainment and created the Lucasfilm Computer Division in 1979, which included a department for computer games (the Games Group) and another for graphics. The graphics department was spun off into its own corporation in
1982, ultimately becoming Pixar.[3] The Lucasfilm Games Group originally cooperated with Atari, Inc., which helped fund the video game group's founding,[4] to produce video games. Though the group had spun out of Lucasfilm, the video game development license for Lucasfilm's Star Wars was held by Atari at the time, forcing the group to start
with original concepts; Ron Gilbert, one of the group's first employees, believed that if the Lucasfilm Games Group had the rights for Star Wars from the start, they would have never branched into any new intellectual property.[5] The first products from the Games Group were Ballblazer and Rescue on Fractalus!, developed in 1984[6] for the Atari
5200 console and Atari 8-bit computers. Beta versions of both games were leaked to pirate bulletin boards exactly one week after Atari had received unprotected copies for a marketing review, and were in wide circulation over a year before the original release date. Planned to be released in the 3rd quarter of 1984 under the Atari/Lucasfilm label,[7]
[8]1[9]1[10]1[11] the games were delayed when Warner Communications sold the assets of the consumer division of Atari, Inc. to Jack Tramiel in July of that year, and were ultimately picked up by publisher Epyx[12] and released by May 1985.[13] Lucasfilm's next two games were Koronis Rift and The Eidolon. Their first games were only developed by
Lucasfilm, and a publisher would distribute the games. Atari published their games for Atari systems, Activision and Epyx would do their computer publishing. Maniac Mansion was the first game to be published and developed by Lucasfilm Games.[14] The early charter of Lucasfilm Games was to make experimental, innovative, and technologically
advanced video games.[15] Habitat, an early online role-playing game and one of the first to support a graphical front-end, was one such title.[5] It was only released as a beta test in 1986 by Quantum Link, an online service for the Commodore 64. Quantum Link could not provide the bandwidth at the time to support the game, so the full Habitat was
never released outside of the beta test. However, Lucasfilm Games recouped the cost of development by releasing a sized-down version called Club Caribe in 1988. Lucasfilm later licensed the software to Fujitsu, who released it in Japan as Fujitsu Habitat in 1990. Fujitsu later licensed Habitat for world-wide distribution, and released an updated
version called WorldsAway in 1995.[16] The latest iteration of Habitat is still called WorldsAway, which can be found at MetroWorlds.[17][18] Initially, the Games Group worked from Lucas' Skywalker Ranch near Nicasio, California. In 1990, in a reorganization of the Lucas companies, the Games Division of Lucasfilm became part of the newly created
LucasArts Entertainment Company, which also comprised Industrial Light & Magic and Skywalker Sound.[19] Later ILM and Skywalker Sound were consolidated in Lucas Digital Ltd. and LucasArts became the official name of the former Games Division. During this, the division had moved out of Skywalker Ranch to near-by offices in San Rafael,
California.[5] Also in 1990, LucasArts started to publish The Adventurer, their own gaming magazine where one could read about their upcoming games and interviews with the developers. The final issue was published in 1996. In the same year, Lucas Learning was created as a subsidiary of LucasArts, providing educational software for classrooms.
[20] Main article: iMUSE iMUSE (Interactive MUsic Streaming Engine) is an interactive music system used in a number of LucasArts video games. It synchronizes music with the visual action in the game, and transitions from one musical theme to another. iMUSE was developed in the early 1990s by composers Michael Land and Peter McConnell
while working at LucasArts.[21][22][23][24][25] The iMUSE system is patented by LucasArts,[26] and was added to the SCUMM game engine in 1991. The first game to use iMUSE was Monkey Island 2: LeChuck's Revenge[21] and it has been used in all LucasArts adventure games since. It has also been used for some non-adventure LucasArts titles,
including Star Wars: X-Wing (DOS version), Star Wars: TIE Fighter (DOS version), and Star Wars: Dark Forces. Lucasfilm Games also released several side-scrollers during the Lucasarts era, focusing primarily on run and gun gameplay. A trilogy of games under the name of Super Star Wars for the SNES, with each game based on each of the three
films from the Star Wars original trilogy: Super Star Wars (1992), Super Star Wars: The Empire Strikes Back (1993) and Super Star Wars: Return of the Jedi (1994). An Indiana Jones game based on the first three films of the franchise titled Indiana Jones' Greatest Adventures (1994)[27] was developed alongside Factor 5, the first of many joint
collaborations between the two studios.[28] They also released some games not based on their existing IPs. Zombies Ate My Neighbors (1993) and its sequel Ghoul Patrol (1994) were overhead run and gun side-scrollers inspired by classic 1950s Horror B-movies. A spiritual successor called Herc's Adventures was released in 1997 and was inspired by
Greek mythology. Metal Warriors (1995), a side-scroller inspired by mecha anime, and Big Sky Trooper were also developed using the same engine as Zombies Ate My Neighbors.[29] Though these games sold poorly, they later garnered a cult following and are now considered to be Cult Classics from the 16-Bit era.[30] Main article: LucasArts
adventure games The first adventure game developed by Lucasfilm Games was Labyrinth in 1986, based on the Lucasfilm movie of the same name. The 1987 title Maniac Mansion introduced SCUMM, the scripting language behind most of the company's later adventure offerings. The adventures released in the following years, such as Zak McKracken
and the Alien Mindbenders in 1988, Indiana Jones and the Last Crusade: The Graphic Adventure in 1989, and the 1990 titles Loom and The Secret of Monkey Island helped Lucasfilm Games build a reputation as one of the leading developers in the genre. The original five adventure games created with SCUMM were released in a compilation titled
LucasArts Classic Adventures in 1992.[31] LucasArts was often referred to as one of the two big names in the field, competing with Sierra On-line as a developer of high quality adventures. The first half of the 1990s was the heyday for the company's adventure fame, with classic titles such as Monkey Island 2: LeChuck's Revenge in 1991, Indiana
Jones and the Fate of Atlantis in 1992, Maniac Mansion: Day of the Tentacle and Sam & Max Hit the Road in 1993, and the 1995 titles Full Throttle and The Dig. In the latter half of the decade, the popularity of adventure games faded and the costs associated with game development increased as high-resolution art and C.D.-quality audio became
standard fare. The PC market wanted titles that would show off expensive new graphics cards to best effect, a change replicated in the home console market as the 3D capabilities of the PlayStation, Sega Saturn and Nintendo 64 dictated the nature of the majority of games produced for those platforms. The adventure genre failed to find popularity
with the masses of new gamers. Despite their declining popularity, LucasArts still continued to release adventure titles. In 1997, The Curse of Monkey Island, the last LucasArts adventure game to retain traditional two-dimensional graphics and point-and-click interface, was released. This was followed by Grim Fandango in 1998, LucasArts' first
attempt to convert a 2D adventure to a 3D environment. The highly stylised visuals, outstanding soundtrack,[32][33][34] superb voice acting and sophisticated writing earned Grim Fandango many plaudits, including GameSpot's Game of the Year award.[35] Escape from Monkey Island (2000), the fourth installment in the Monkey Island series,
featured the same control scheme as Grim Fandango, and was generally well received. It is the last original adventure game the company has released. Two sequels to existing franchises, Full Throttle: Hell on Wheels and Sam & Max: Freelance Police, were announced to be in development but these projects were cancelled, in 2003 and 2004
respectively, before the games were finished. When the rights to the Sam & Max franchise expired in 2005, the creator of Sam & Max, Steve Purcell, regained ownership. He then licensed Sam & Max to Telltale Games to be developed into an episodic game. Telltale Games was made up primarily of former LucasArts employees who had worked on the
Sam & Max sequel and were let go after the project was canceled.[36] LucasArts halted adventure game development for the next five years, focusing instead on their Star Wars games. They remained silent and did not rerelease their old games on digital distribution platforms, as other studios were doing at the time. However, in 2002, the company
pledged that at least 50% of its releases would have nothing to do with Star Wars.[37] It was not until 2009 that they returned to the genre. On June 1, 2009, LucasArts announced both The Secret of Monkey Island Special Edition, a high-definition remake of the original game with revised graphics, music and voice work, and Tales of Monkey Island, a
new episodic installment in the Monkey Island series that was developed by Telltale Games. Then, on July 6, 2009, they announced that they would be rereleasing a number of their classic games, including Indiana Jones and the Fate of Atlantis and LOOM, on Steam. The rereleases were, for the first time, native versions built for Microsoft Windows.
This was the first time in many years that the studio had offered any support for its classic adventure titles. The second game in the Monkey Island series also received a high-definition remake, entitled Monkey Island 2: LeChuck's Revenge Special Edition in 2010. Both Monkey Island special edition games were released in a compilation, Monkey
Island Special Edition Collection, exclusively in Europe in 2011. The release of the unofficial SCUMM virtual machine, ScummVM, has led to something of a resurgence for LucasArts adventure games among present-day gamers. Using ScummVM, legacy adventure titles can easily be run on modern computers and even more unusual platforms such as
video game consoles, mobile phones and PDAs. In the late 1980s and early 1990s, Lucasfilm Games developed a series of military vehicle simulation games, the first of which were the naval simulations PHM Pegasus in 1986 and Strike Fleet in 1987.[38] These two titles were published by Electronic Arts for a variety of computer platforms, including
IBM PC compatibles, Commodore 64 and Apple II. In 1988, Battlehawks 1942 launched a trilogy of World War II air combat simulations, giving the player a chance to fly as an American or Japanese pilot in the Pacific Theater. Battlehawks 1942 was followed by Their Finest Hour: The Battle of Britain in 1989, recreating the battle between the
Luftwaffe and RAF for Britain's air supremacy. The trilogy ended with Secret Weapons of the Luftwaffe in 1991, in which the player could choose to fly on either the American or German side. The trilogy was lauded for its historical accuracy and detailed supplementary material—Secret Weapons of the Luftwaffe, for instance, was accompanied by a
224-page historical manual. The World War II trilogy was released with cover art by illustrator Marc Ericksen, in a compilation titled Air Combat Classics in 1994.[39] The World War II trilogy was created by a team led by Lawrence Holland, a game designer who later founded Totally Games. Totally Games would continue to develop games almost
exclusively to LucasArts for a decade, with the most noted outcome of the symbiosis being the X-Wing series. They were also responsible for LucasArts' 2003 return to the aerial battles of World War II with Secret Weapons Over Normandy, a title released on PlayStation 2, Xbox and PC In 1996, LucasArts released Afterlife, a simulator in which
players build their own Heaven and Hell, with several jokes and puns (such as a prison in Hell called San Quentin Tarantino). Even though LucasArts had created games based on other Lucasfilm properties before (Labyrinth, Indiana Jones), they did not use the Star Wars license until the early 1990s, as it had been held by Broderbund before reverting
to Lucasfilm in 1992.[40][41] The first in-house development was the space combat simulator X-Wing, developed by Larry Holland's independent team, which went on to spawn a successful series. The CD-ROM-only Star Wars game Rebel Assault became one of the biggest successes of the company and was considered a killer app for CD-ROM drives
in the early 1990s. After the unprecedented success of id Software's Doom, the PC gaming market shifted towards production of three-dimensional first person shooters. LucasArts contributed to this trend with the 1995 release of Star Wars: Dark Forces, a first person shooter that successfully transplanted the Doom formula to a Star Wars setting.
The Dark Forces Strategy guide claims that development was well underway before Doom was released and that the game was pushed back once Doom hit shelves so that it could be polished. The game was well received and spawned a new franchise: the Jedi Knight games. This began with the sequel to Dark Forces, Jedi Knight: Dark Forces II
released in 1997; this game reflected the changing face of PC gaming, being one of the first games to appreciably benefit when used in conjunction with a dedicated 3D graphics card like 3dfx's Voodoo range. The game received an expansion pack, Mysteries of the Sith, in 1998 and a full sequel in 2002 with Star Wars Jedi Knight II: Jedi Outcast.
2003's Star Wars Jedi Knight: Jedi Academy can be seen as a spin-off from the series, but was less well received by reviewers, who complained that the franchise was becoming formulaic. Apart from Star Wars-themed 3D shooters, LucasArts also created the western-themed game Outlaws in 1997 and Armed and Dangerous (in collaboration with
Planet Moon Studios) in 2003. In 2000, Simon Jeffery became the LucasArts president. He was president of LucasArts until 2003 and some successful Star Wars games released during his management like Star Wars Jedi Knight 2: Jedi Outcast, Star Wars Rogue Squadron 2, Knights of the Old Republic, Star Wars Jedi Academy and Star Wars Galaxies.
Development of some other successful Star Wars Games began during his management, like Star Wars Republic Commando and Star Wars Battlefront. In April 2000, LucasArts signed a two-year international distribution deal with Activision for over 45 territories across the world including the United Kingdom.[42] The company previously signed a
two-year deal with Activision for distribution in select European territories in April 1998.[43] The deal was extended in May 2003[44] and renewed again in March 2009.[45] In 2002, LucasArts recognized that the over-reliance on Star Wars was reducing the quality of its output, and announced that future releases would be at least 50% non-Star
Wars-related.[46] However, many[vague] of the original titles were either unsuccessful or even cancelled before release, and since then LucasArts again had mainly Star Wars titles in production. Also in 2002, LucasArts released a compilation CD filled with music from their past games. The album is titled The Best of LucasArts Original Soundtracks
and features music from the Monkey Island series, Grim Fandango, Outlaws, and The Dig. 2003 saw the fruitful collaboration of LucasArts and BioWare on the well reviewed role-playing game, Knights of the Old Republic. Combining modern 3D graphics with high-quality storytelling and a sophisticated role-playing game system, this game
reinvigorated the Star Wars franchise. Its 2004 sequel Knights of the Old Republic II: The Sith Lords continued in the same vein, but LucasArts was criticized for forcing the developer Obsidian Entertainment to release the sequel unfinished,[47] resulting in a significant amount of cut content, a disappointing ending and numerous bugs. 2003 also saw
the release of Gladius, a gladiator Tactical RPG that was positively received but sold poorly and was even rated as one of the "best Xbox games most people never played" by Official Xbox Magazine.[48] In 2003, LucasArts and the Star Wars franchise also branched out in a new direction—the world of the MMORPG, with the creation of Star Wars
Galaxies. After a successful launch, the first expansion, Jump to Lightspeed, was released in 2004. The new expansion featured the addition of real-time space combat. This was continued in Rage of the Wookiees, an additional expansion which added an additional planet for users to explore. Also, a new expansion, Trials of Obi-Wan was released on
November 1, 2005, consisting of several new missions focusing on the Episode 3 planet, Mustafar. While Star Wars Galaxies still retained a devoted following, it also alienated many players.[citation needed] Star Wars Galaxies chose to ignore the timeline established in the original films, during which the game is set, and also allowed players to play
as Jedi characters. The game also underwent several major redesigns, which were received with mixed reactions by players.[citation needed] In April 2004, Jim Ward, V.P. of marketing, online and global distributions at Lucasfilm, was appointed president of LucasArts.[49] Ward performed a top-to-bottom audit of LucasArts infrastructure, describing
the company's state as "quite a mess."[50] In 2003, LucasArts had reportedly grossed just over $100,000,000 according to N.P.D., primarily from its Star Wars titles — significantly less than the grosses from the year's top single titles such as Halo.[49] Ward produced a five-year investment plan to refit the company.[51] Previous Star Wars games had
been produced by external developers such as Raven Software, BioWare and Obsidian; Ward now prioritized making LucasArts' internal game development work effectively and adapt to the evolving game industry. Star Wars: Battlefront, Star Wars: Republic Commando, and Star Wars: Episode III survived cuts that closed down other in-development
games and reduced staff from about 450 to 190 employees.[50] Ward also canceled Star Wars Rogue Squadron Trilogy which was 50% completed and it was going to be released on the Xbox in 2004.[52] Factor 5 was going to develop a Rogue Squadron game titled Rogue Squadron: X-Wing vs Tie Fighter for the Xbox 360 but it was canceled by
LucasArts.[52] After Factor 5's exclusivity with Sony ended they decided to release Rogue Squadron Trilogy for the Wii, but it was eventually cancelled as well.[52] In 2004, LucasArts released Star Wars: Battlefront, based on the same formula as the popular Battlefield series of games. It ended up becoming the best-selling Star Wars game of all time
to that point, aided by a marketing tie-in with the original trilogy D.V.D. release.[53] Its sequel, Star Wars: Battlefront II, was released on November 1, 2005, and featured new locales such as Episode III planets Mustafar, Mygeeto, etc., in addition to space combat, playable Jedi, and new special units like Bothan spies and Imperial officers. In this
same year, the second "Knights of the Old Republic" game was in production. LucasArts told Obsidian Entertainment that the project needed to be finished by that year's holiday season. Obsidian was forced to cut huge amounts of content from the game, resulting in a rushed, unfinished Knights of the Old Republic II. In March 2005, LucasArts
published Lego Star Wars: The Video Game, the first game in the popular Lego video game franchise by Traveller's Tales. It was based on the Star Wars prequel trilogy.[54] In May 2005, LucasArts released Revenge of the Sith, a third person action game based on the film. Also in 2005, LucasArts released Star Wars: Republic Commando, and one of
their few non-Star Wars games, Mercenaries, developed by Pandemic Studios. On February 16, 2006, LucasArts released Star Wars: Empire at War, a real-time strategy game developed by Petroglyph. September 12, 2006, saw the release of Lego Star Wars II: The Original Trilogy, the sequel to the popular Lego Star Wars: The Video Game. Lego Star
Wars 11, once again developed by Traveller's Tales and published by LucasArts, follows the same basic format as the first game, but, as the name indicates, covers the original Star Wars trilogy. A game titled Traxion was announced. Traxion was a rhythm game which was under development for the PlayStation Portable by British developer Kuju
Entertainment, scheduled to be released in Q4 2006 by LucasArts, but was instead cancelled in January 2007. The game was to feature a number of minigames, and would support imported songs from the player's own mp3 library as well as the game's bundled collection. In May 2007, LucasArts announced Fracture and stated that "new intellectual
properties serve a vital role to the growth of LucasArts". Mercenaries: Playground of Destruction was labelled the number one new IP in 2005 and Thrillville the number one new children's IP in 2006.[55] Fracture was released on October 7, 2008, to average reviews.[56] Mercenaries: Playground of Destruction was released on January 11, 2005, to
critical and commercial success which led to a sequel, Mercenaries 2: World in Flames. Thrillville was released on November 21, 2006, and Thrillville: Off the Rails was released on October 16, 2007. On September 16, 2008, Star Wars: The Force Unleashed was released to mixed reviews,[57] though it quickly became the fastest-selling Star Wars
game of all time.[58] The rapid scaling down of internal projects at LucasArts was also reflected in its handling of games developed by external developers. During the tenure of Ward, Free Radical was contracted to produce Star Wars: Battlefront III, which had been in production for 2 years. Free Radical co-founder Steve Ellis described how working
with LucasArts evolved from being "the best relationship we'd ever had with a publisher"[59] to withholding money for 6 months and abusing the independent developer's position to withhold the full project cancellation fee—this was a major event which contributed towards Free Radical entering administration.[59][60] Ward left the company in early
February 2008, for personal reasons. He was replaced by Howard Roffman as interim president. Darrell Rodriguez, who came from Electronic Arts, took Roffman's place in April 2008.[61] About a month prior to release of Star Wars: The Force Unleashed II, LucasArts scaled down the internal development studio.[62] The aforementioned game
received a mediocre score from some media outlets such as IGN, GameSpot and GameTrailers.[63][64]1[65] After release, minor adjustment in staffing resulted in even more layoffs.[66] The successor to Star Wars: Knights of the Old Republic II: The Sith Lords, in the form of the MMORPG Star Wars: The Old Republic, was announced on October 21,
2008, at an invitation-only press event.[67] developed by BioWare.[68] It was released in December 2011. They also published Star Wars: The Clone Wars - Republic Heroes in 2009 for all current systems.[69] The game is a tie-in to The Clone Wars television series and was released on October 6, 2009, receiving generally negative reviews.[70]
During television network G4's coverage of the 2006 E3 Convention, a LucasArts executive was asked about the return of popular franchises such as Monkey Island. The executive responded that the company was currently focusing on new franchises, and that LucasArts may return to the "classic franchises" in 2015, though it was unclear as to
whether the date was put forwards as an actual projection, or hyperbole.[71] This turned out to be hyperbole, as LucasArts and Telltale Games announced new adventure games in a joint press release in 2009. The games announced were Tales of Monkey Island, which was to be developed by Telltale, and a LucasArts-developed enhanced remake of
the 1990 title The Secret of Monkey Island, with the intent of bringing the old game to a new audience.[72] According to LucasArts, this announcement was "just the start of LucasArts' new mission to revitalize its deep portfolio of beloved gaming franchises". Following the success of this, LucasArts released the sequel, Monkey Island 2 - Special
Edition in the summer of 2010.[72] The company began experiencing turnovers in layoffs in 2010. Rodriguez left in May after just two years on the job. A Lucasfilm board of Directors and a game industry veteran, Jerry Bowerman, filled in during the transition.[73][74] Rodriguez was ultimately replaced in June by Paul Meegan, formerly of Gears of
War developer Epic Games. In July 2010, Haden Blackman, who served as creative director on the original Star Wars: The Force Unleashed, LucasArts' most successful internally produced title of recent years, and the sequel, unexpectedly left. However, the company scored a surprise coup in August 2010 when Clint Hocking, a high-profile game
director from Ubisoft, announced that he would be joining LucasArts. His tenure at LucasArts was short lived however, as Hocking left LucasArts in June 2012 before the game he was working on was released.[75] In September 2010, a third of the employees at LucasArts were laid off.[76] In March 2011, LucasArts published a sequel to the popular
Lego Star Wars series, Lego Star Wars III: The Clone Wars, based on the Clone Wars animated series, once again developed by Traveller's Tales. Sony Online Entertainment announced in June 2011 that Star Wars Galaxies would be shutting down at the end of 2011.[77] Its services were terminated on December 15, 2011.[78] Another canceled title of
Lucasarts was a Darth Maul game which was going to be developed by the same company which made the Wii version of The Force Unleashed I1.[79] On April 26, 2011, LucasArts announced that it had acquired a license from Epic Games to develop a number of future titles using the Unreal Engine 3 for a number of platforms.[80] Star Wars 1313, a
proposed action-adventure about Boba Fett navigating Coruscant's subterranean underworld,[81] was confirmed to use the Unreal Engine 3.[a] However, the game was cancelled as a result of the closure of the development arm of LucasArts.[83] In April 2012, LucasArts published Kinect Star Wars, developed by Terminal Reality, for the Xbox 360. It
was poorly reviewed by critics, receiving an aggregated score of 53.32% on GameRankings[84] and 55/100 on Metacritic.[85] In August 2012, Meegan, who replaced Rodriguez as president in 2010, also left his position at LucasArts after just two years on the job. Kevin Parker and Gio Corsi were named to co-lead the studio until the studio would
choose a permanent president, with the former as interim head of business operations and the latter as interim head of studio production.[86] The last game released through LucasArts as a subsidiary of an independent Lucasfilm was Angry Birds Star Wars, a game that gave the Angry Birds characters costumes and abilities based on the original Star
Wars trilogy. It was released on November 8, 2012, before the Disney acquisition of Lucasfilm was finalized.[87] The game was developed and published by Rovio Entertainment, and licensed by LucasArts.[88] The Walt Disney Company acquired Lucasfilm and its subsidiaries, including LucasArts, on December 21, 2012 following regulatory approval
in a deal for $4.05 billion. At the time, there were no plans for any downsizing of Lucasfilm divisions, and a LucasArts representative said that "for the time being, all projects are business as usual".[89][90][91] In the months that followed, LucasArts was believed to be working on three untitled games: an open-world RPG,[92] an FPS, and an aerial
combat game.[93][94] This included cancelling Star Wars games already in development such as Star Wars 1313, First Assault and Star Wars: The Force Unleashed III to put more focus on Star Wars: Episode VII - The Force Awakens.[95] On April 3, 2013, Lucasfilm announced that it was shuttering its video game development practice and laying off
most of the LucasArts staff. Any further game development would be handled by Disney Interactive Studios or licensed to third-party developers.[96] A skeleton staff of fewer than ten employees remained at LucasArts to function as a video game licensor.[1][97][98][96] Disney indicated that the new business model would "[minimize] the company's
risk while achieving a broad portfolio of quality Star Wars games."[99] Around 150 staff members lost their jobs as a result of the closure.[100] The layoffs at LucasArts also resulted in layoffs at fellow visual effects subsidiary Industrial Light & Magic; as many of LucasArts' employees also worked for ILM, the company was left overstaffed.[101]
Electronic Arts became one of the major third-party publishers for Star Wars games through an exclusive multi-year license, while Disney Interactive Studios would handle development for the casual gaming market of "mobile, social, tablet and online game categories".[102] On January 11, 2021, Lucasfilm announced that it was reestablishing the
Lucasfilm Games brand for all future gaming titles from Lucasfilm, though it would remain solely as a licensor of Lucasfilm properties.[103] Later that week, it was announced that MachineGames was developing a game based upon the Indiana Jones franchise with Todd Howard serving as an executive producer and Bethesda publishing the game, and
that Massive Entertainment was developing an open world Star Wars game with Julian Gerighty serving as creative director and Ubisoft publishing the game. It was also revealed that EA was still in development on several games based upon the Star Wars franchise.[104][105] In September 2021, it was announced that a remake of Knights of the Old
Republic was in development. The game is being developed by Aspyr for Windows and PlayStation 5, for which it will serve as a timed console-exclusive.[106] In December 2021, Star Wars Eclipse was announced at The Game Awards 2021; it is an action-adventure game in the early stages of development by Quantic Dream. The game will feature
multiple playable characters with branching narratives. It is set in the Star Wars universe and is part of the High Republic multimedia project, which places the events of the game 200 years before the original Star Wars trilogy.[107][108] In January 2022, it was announced that Respawn Entertainment would be developing multiple Star Wars games,
including a Star Wars Jedi: Fallen Order sequel, entitled Star Wars Jedi: Survivor, alongside FPS and Strategy video games.[109] In April 2022, it was announced that Lucasfilm Games would be co-publishing Return to Monkey Island alongside Devolver Digital, a sequel to LeChuck's Revenge with series creator Ron Gilbert returning to develop the
game with his company Terrible Toybox.[110] That same month, it was announced that Skydance New Media would be collaborating with Lucasfilm Games to make a game based in the Star Wars universe, with Amy Hennig leading the project.[111] In June 2023, it was revealed that the Indiana Jones game from MachineGames and Bethesda
Softworks would release for Windows and Xbox Series X/S as a console-exclusive. In August 2024, the new open-world action-adventure game Star Wars Outlaws was released in cooperation with Massive Entertainment and Ubisoft. The original "Gold Guy" LucasArts logo (1992-2005)The simplified and modernized “Gold Guy” LucasArts logo (2005-
2013) The original Lucasfilm Games logo was based upon the existing Lucasfilm movie logo, with a number of variations on it being used. This logo was later brought back when the Lucasfilm Games branding was revived in 2021. The long-lived LucasArts logo, affectionately known as the "Gold Guy", was introduced in 1990 and first used within
Monkey Island 2: LeChuck's Revenge (the first game shipped under the LucasArts name). The logo consisted of a crude gold-colored figure inspired by an Ancestral Puebloan petroglyph, standing on a purple letter "L" inscribed with the company name. The figure had its hands up in the air, as if a sun were rising from behind him. It was also said to
resemble an eye, with the rays of the sun as eyelashes. The logo was revised in late 2005, losing the letter "L" pedestal and introducing a more rounded version of the gold-colored figure.[5] The last game to feature the original "Gold Guy" was Star Wars: Episode III - Revenge of the Sith, while the new logo was first seen in Star Wars: Battlefront II. In
the games, the figure sometimes does an action like throw a lightsaber or cast Force Lightning. In 1998, LucasArts approached Finnish game developer Remedy Entertainment, citing that their logo was copied from the top portion of the LucasArts logo, and threatened legal action.[112] Remedy was by that time already in the process of redesigning
their logo, so they complied by taking their old logo offline from their website, and introducing their new logo a little later. Main article: Jedi (game engine) The LucasArts Archives are a series of CD-ROM personal computer game re-releases and compilations from publisher LucasArts. The LucasArts Archives Vol. I (1995)[113] Indiana Jones and the
Fate of Atlantis Maniac Mansion: Day of the Tentacle Sam & Max Hit the Road Star Wars Screen Entertainment desktop utility Star Wars: Rebel Assault (3 level demo) LucasArts Super Sampler disc featuring demos of Full Throttle, Star Wars: Dark Forces, Star Wars: Rebel Assault II: The Hidden Empire, and Star Wars: TIE Fighter Collector's Edition
CD-ROM. The LucasArts Macintosh Archives Vol. I (1996)[114] Indiana Jones and the Fate of Atlantis Maniac Mansion: Day of the Tentacle Sam & Max Hit the Road Star Wars: Rebel Assault Star Wars: Dark Forces (3 level demo) LucasArts Super Sampler disc featuring demos of Full Throttle, Star Wars: X-Wing, Star Wars: Rebel Assault II: The
Hidden Empire, The Dig, and Mortimer and the Riddles of the Medallion. The LucasArts Archives Vol. II: The Star Wars Collection (1996)[115] was released as part of Lucasfilm's promotion of the then-upcoming expanded theatrical re-releases of the original Star Wars trilogy. The Star Wars Collection contained: Star Wars: Rebel Assault Star Wars:
Rebel Assault II: The Hidden Empire Star Wars: TIE Fighter Collector's Edition CD-ROM Star Wars: Dark Forces (demo) Star Wars: Making Magic (Multimedia CD-ROM featuring a behind-the-scenes look at the new versions of the Star Wars films) The LucasArts Archives Vol. III (1997)[116] Afterlife The Dig Full Throttle Monkey Island Madness (a
compilation disc of The Secret of Monkey Island and Monkey Island 2: LeChuck's Revenge) Star Wars: Dark Forces LucasArts Super Sampler 2 disc featuring demos of The Curse of Monkey Island, Indiana Jones and His Desktop Adventures, Outlaws, Star Wars Jedi Knight: Dark Forces II, Star Wars: X-Wing vs. TIE Fighter, and Star Wars: Yoda
Stories. The LucasArts Archives Vol. IV: The Star Wars Collection II (1998)[117] Star Wars: Dark Forces Star Wars: TIE Fighter Collector's Edition CD-ROM Star Wars: X-Wing Collector's Edition CD-ROM Star Wars: Yoda Stories Star Wars: Making Magic (same as from the first Star Wars Collection) Demo disc of Star Wars Jedi Knight: Dark Forces II,



Star Wars: Jedi Knight: Mysteries of the Sith, and Star Wars: X-Wing vs. TIE Fighter. Later games published under the LucasArts Archives brand were budget-priced reissues of individual games, except for Monkey Island Archives, which was a compilation of The Secret of Monkey Island, Monkey Island 2: LeChuck's Revenge, and The Curse of
Monkey Island, released with The Curse of Monkey Island's box art. Many of the games that were released in these Archive collections are not directly compatible with modern operating systems, but can still be played using the ScummVM software. The LucasArts Macintosh Archives Vol. I was the top-selling Macintosh game for March, April, and
May 1997, selling over 15,000 units over those three months.[118] Ex-LucasArts developers have founded numerous San Francisco game development studios such as Double Fine Productions (2000), Telltale Games (2004), MunkyFun (2008), Dynamighty (2011), SoMa Play (2013), and Fifth Journey (2015) playing a significant role in the continued
development of computer games in the Bay Area. At the 2014 Electronic Entertainment Expo, Sony Computer Entertainment announced Grim Fandango Remastered, developed by Double Fine Productions as a console exclusive for PlayStation platforms.[119] It was released in 2015 for PlayStation 4, PlayStation Vita, Microsoft Windows, OS X, Linux,
Android, and i0S.[120][121] During Sony's new PlayStation Experience convention in 2014, another remaster by Double Fine, Day of the Tentacle Remastered, was announced.[122] It was released in March 2016 for PlayStation 4, PlayStation Vita, Microsoft Windows, OS X, and Linux.[122][123] At the 2015 PlayStation Experience, another
remastered game by Double Fine was announced, Full Throttle Remastered. It was released in April 2017 for PlayStation 4, PlayStation Vita, Microsoft Windows, OS X, and Linux.[124] List of LucasArts games List of Star Wars games Footnotes ©~ In September 2013, Lucasfilm chief technology strategy officer Kim Libreri demonstrated a video of
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California, U.S.ProductsVoodoo Graphics seriesWebsite3dfx.com at the Wayback Machine (archived February 1, 2001) 3dfx Interactive, Inc. was an American computer hardware company headquartered in San Jose, California, founded in 1994, that specialized in the manufacturing of 3D graphics processing units, and later, video cards. It was a
pioneer in the field from the mid 1990s to 2000. The company's original product was the Voodoo Graphics, an add-in card that implemented hardware acceleration of 3D graphics. The hardware accelerated only 3D rendering, relying on the PC's current video card for 2D support. Despite this limitation, the Voodoo Graphics product and its follow-up,
Voodoo2, were popular. It became standard for 3D games to offer support for the company's Glide API. Renewed interest in 3D gaming led to the success of the company's products and by the second half of the 1990s products combining a 2D output with 3D performance were appearing. This was accelerated by the introduction of Microsoft's
Direct3D, which provided a single high-performance API that could be implemented on these cards, seriously eroding the value of Glide. While 3dfx continued to offer high-performance options, the value proposition was no longer compelling. In the late 1990s 3dfx had an infringement lawsuit which combined with lower sales in the latter years led
Nvidia to acquire 3dfx for their engineers, which they acquired around one hundred of. Most of the company's assets were acquired by Nvidia Corporation on December 15, 2000,[3] mostly for intellectual property rights. The acquisition was accounted for as a purchase by Nvidia and was completed by the first quarter of their fiscal year of 2002. 3dfx
ceased supporting their products on February 15, 2001, and filed for bankruptcy on October 15, 2002.[2] The company was founded on August 24, 1994, as 3D/fx, Inc.[1] Ross Smith, Gary Tarolli and Scott Sellers, all former employees of Silicon Graphics Inc. They were soon joined by Gordie Campbell of TechFarm.[4][5] 3dfx released its first product,
the Voodoo Graphics 3D chip, to manufacturing on November 6, 1995. The chip is a VGA 3D accelerator that features rendering methods such as point-sampled texture mapping, Z- and double buffering, Gouraud shading, subpixel correction, alpha compositing, and anti-aliasing. Alongside the chip came 3dfx's Glide API, designed to take full
advantage of the Voodoo Graphics' features.[6] The company stated that Glide's creation was because it found that no existing APIs at the time could fully utilize the chip's capabilities. DirectX 3.0 was deemed to be lacking, and OpenGL was regarded as suitable only for CAD/CAM workstations.[7] The first graphics card to use the chip was Orchid
Technology's Righteous 3D, released on October 7, 1996.[8] The company manufactured only the chips and some reference boards, and initially did not sell any product to consumers; rather, it acted as an OEM supplier for graphics card companies, which designed, manufactured, marketed, and sold their own graphics cards including the Voodoo
chipset.[9] 3dfx gained initial fame in the arcade market. The first arcade machine that 3dfx Voodoo Graphics hardware was used in was a 1996 baseball game featuring a bat controller with motion sensing technology called ICE Home Run Derby. Later that year it was featured in more popular titles, such as Atari's San Francisco Rush and Wayne
Gretzky's 3D Hockey.[9][10] 3dfx also developed MiniGL after id Software's John Carmack released a 1997 version of Quake that used the OpenGL API. The MiniGL translated OpenGL commands into Glide, and gave 3dfx the advantage as the sole consumer chip company to deliver a functional graphics library driver until 1998.[11] The Diamond
Monster 3D was the most popular graphics card using the Voodoo Graphics chipset.[12] A die shot of the Voodoo Graphics texture mapping chip Towards the end of 1995, the cost of DRAM dropped significantly and 3dfx was able to enter the consumer PC hardware market with aggressive pricing compared to the few previous 3D graphics solutions
for computers.[13] Prior to affordable 3D hardware, games such as Doom and Quake had compelled video game players to move from their 80386s to 80486s, and then to the Pentium.[14] By the end of 1997, the Voodoo Graphics was by far the most widely adopted 3D accelerator among both consumers and software developers.[15] The Voodoo's
primary competition was from PowerVR and Rendition. PowerVR produced a similar 3D-only add-on card with capable 3D support, although it was not comparable to Voodoo Graphics in either image quality or performance. 3dfx saw intense competition in the market from cards that offered the combination of 2D and 3D acceleration. While these
cards, such as the Nvidia NV1, Matrox Mystique, S3 ViRGE, Vérité V1000, and ATI 3D Rage, offered inferior 3D acceleration in terms of image quality, performance, or both, their lower cost and simplicity often appealed to OEM system builders. In 1997, 3dfx was working with entertainment company Sega to develop a new video game console
hardware platform. Sega solicited two competing designs: a unit code-named "Katana", developed in Japan using NEC and Imagination Technologies (then VideoLogic) technology,[16][171[18][19] and "Blackbelt", a system designed in the United States using 3dfx technology.[18][20] However, on July 22, 1997, 3dfx announced that Sega was
terminating the development contract.[21] Sega chose to use NEC's PowerVR chipset for its game console,[22] though it still planned to purchase the rights to 3dfx's technology in order to prevent competitors from acquiring it.[23] 3dfx said Sega has still not given a reason as to why it terminated the contract or why it chose NEC's accelerator
chipset over 3dfx's. According to Dale Ford, senior analyst at Dataquest, a market research firm based in San Jose, California, a number of factors could have influenced Sega's decision to move to NEC, including NEC's proven track record of supplying chipsets for the Nintendo 64 and the demonstrated ability to be able to handle a major influx of
capacity if the company decided to ramp up production on a moment's notice.[citation needed] "This is a highly competitive market with price wars happening all the time and it would appear that after evaluating a number of choices—and the ramifications each choice brings—Sega went with a decision that it thought was best for the company's
longevity," said Mr. Ford.[citation needed] "Sega has to make a significant move to stay competitive and they need to make it soon. Now whether this move is to roll out another home console platform or move strictly to the PC gaming space is unknown."[citation needed] Sega quickly quashed 3dfx's "Blackbelt" and used the NEC-based "Katana" as
the model for the product that would be marketed and sold as the Dreamcast. 3dfx sued Sega for breach of contract, accusing Sega of starting the deal in bad faith in order to take 3dfx technology.[24][16] The case was settled out of court.[16] In early 1998, 3dfx embarked on a new development project. The Rampage development project was new
technology for use in a new graphics card that would take approximately two years to develop, and would supposedly be several years ahead of the competition once it debuted. The company hired hardware and software teams in Austin, Texas, to develop 2D and 3D Windows device drivers for Rampage in the summer of 1998. The hardware team in
Austin initially focused on Rampage, but then worked on transform and lighting (T&L) engines and on MPEG decoder technology.[25][26] Further information: STB Systems 3dfx announced in January 1999 that their Banshee cards had sold about one million units.[27][clarification needed] While Nvidia had yet to launch a product in the add-in board
market that sold as well as 3dfx's Voodoo line, the company was gaining steady ground in the OEM market. The Nvidia RIVA TNT was a similar, highly integrated product that had two major advantages in greater 3D speed and 32-bit 3D color support. 3dfx, by contrast, had very limited OEM sales, as the Banshee was adopted only in small numbers by
OEMs.[28] 3dfx executed a major strategy change just prior to the launch of Voodoo3 by purchasing STB Systems for US $141 million on December 14, 1998.[29] STB Systems was one of the larger graphics card manufacturers at the time; the intent was for 3dfx to start manufacturing, marketing, and selling its own graphics cards, rather than
functioning only as an OEM supplier. Purchase of STB was intended to give 3dfx access to that company's considerable OEM resources and sales channels, but the intended benefits of the acquisition never materialized. The two corporations were vastly different entities, with different cultures and structures, and they never integrated smoothly.[30]
STB prior to the 3dfx acquisition also approached Nvidia as a potential partner to acquire the company. At the time, STB was Nvidia's largest customer and was only minimally engaged with 3dfx. 3dfx management mistakenly believed that acquiring STB would ensure OEM design wins with their products and that product limitations would be
overcome with STB's knowledge in supporting the OEM sales/design win cycles. Nvidia decided not to acquire STB and to continue to support many brands of graphics board manufacturers. After STB was acquired by 3dfx, Nvidia focused on being a virtual graphics card manufacturer for the OEMs and strengthened its position in selling finished
reference designs ready for market to the OEMs. STB's manufacturing facility in Juarez, Mexico was not able to compete from either a cost or quality point of view when compared to the burgeoning original design manufacturers (ODMs) and Contract electronic manufacturers (CEMs) that were delivering solutions in Asia for Nvidia. Prior to the STB
merger finalizing, some of 3dfx's OEMs warned the company that any product from Juarez will not be deemed fit to ship with their systems, however 3dfx management believed these problems could be addressed over time. Those customers generally became Nvidia customers and no longer chose to ship 3dfx products.[citation needed] The
acquisition of STB was one of the main contributors to 3dfx's downfall; the Voodoo 3 became the first 3dfx card to be developed in-house rather than by third-party manufacturers, which were a significant source of revenue for the company. These third-party manufacturers turned into competitors and began sourcing graphics chips from Nvidia.[31]
This also further alienated 3dfx's remaining OEM customers, as they had a single source for 3dfx products and could not choose an OEM to provide cost flexibility. With the purchase of STB, 3dfx created two cards targeting the low-end market, the Velocity 100, which has 8 MB of SDRAM, and the Velocity 200, which has 16 MB of SGRAM. The cards
both used a chipset based on the Voodoo3 2000, and it was claimed that they were "underclocked".[32] However, it was revealed by testing that the Velocity 100 chipset has the same clock speed as a typical Voodoo3 2000—at 143 MHz—and that, while one of its two TMUs is disabled in OpenGL and Glide applications for memory management, it can
be re-enabled to increase those applications' performance, and AnandTech found no side effects of enabling the component.[33] As 3dfx focused more on the retail graphics card space, further inroads into the OEM space were limited. A significant requirement of the OEM business was the ability to consistently produce new products on the six-month
product refresh cycle the computer manufacturers required; 3dfx did not have the methodology nor the mindset to focus on this business model. In the end, 3dfx opted to be a retail distribution company manufacturing their own branded products.[citation needed] This section needs additional citations for verification. Please help improve this article
by adding citations to reliable sources in this section. Unsourced material may be challenged and removed. (August 2024) (Learn how and when to remove this message) The company's final product was code-named Napalm.[34] Originally, this was just a Voodoo3 modified to support newer technologies and higher clock speeds, with performance
estimated to be around the level of the RIVA TNT2. However, Napalm was delayed, and in the meantime Nvidia brought out their landmark GeForce 256 chip, which shifted even more of the computational work from the CPU to the graphics chip. Napalm would have been unable to compete with the GeForce, so it was redesigned to support multiple
chip configurations, like the Voodoo2 had.[citation needed] The end-product was named VSA-100,[35] with VSA standing for Voodoo Scalable Architecture.[34] 3dfx was finally able to have a product that could defeat the GeForce.[36] However, by the time the VSA-100 based cards made it to the market, the GeForce 2 and ATI Radeon cards had
arrived and were offering higher performance for the same price.[36] The only real advantage the Voodoo 5 5500 had over the GeForce 2 GTS or Radeon was its superior spatial anti-aliasing implementation, and the fact that, relative to its peers, it did not suffer such a large performance hit when anti-aliasing was enabled.[37][38] 3dfx was fully
aware of the Voodoo 5's speed deficiency, so they touted it as quality over speed, which was a reversal of the Voodoo 3 marketing which emphasized raw performance over features. 5500 sales were respectable but volumes were not at a level to keep 3dfx afloat.[citation needed] "GigaPixel" redirects here. For the unit of resolution, see Gigapixel. On
March 28, 2000, 3dfx bought GigaPixel for US$186 million, in order to help launch its Rampage product to market quicker.[39][40] GigaPixel had previously almost won the contract to build Microsoft's Xbox console, but lost out to Nvidia.[41] However, in late 2000,[3][42] not long after the launch of the Voodoo 4,[42] several of 3dfx's creditors
decided to initiate bankruptcy proceedings. 3dfx, as a whole, would have had virtually no chance of successfully contesting these proceedings, and instead opted to sell its assets to Nvidia, effectively ceasing to exist as a company. The resolution and legality of those arrangements (with respect to the purchase, 3dfx's creditors and its bankruptcy
proceedings)[3][42] took over a decade to resolve in the federal courts. Specifically, the trustee of 3dfx's bankruptcy estate challenged 3dfx's sale of its assets to Nvidia as an allegedly fraudulent conveyance. On November 6, 2014, in an unpublished memorandum order, the U.S. Court of Appeals for the Ninth Circuit affirmed the "district court's
judgment affirming the bankruptcy court's determination that [Nvidia] did not pay less than fair market value for assets purchased from 3dfx shortly before 3dfx filed for bankruptcy".[42] A majority of the engineering and design team working on Rampage/Sage who remained with the transition, were requested and remained in house to work on what
became the GeForce FX series. Others accepted employment with ATI to bring their knowledge to the creation of the X series of video cards and the development of Crossfire, their own version of SLI.[citation needed] The prototype Spectre 1000 cards were delivered to software developers mere days before declaring insolvency. The software team
developed both device drivers and a binary-compatible soft emulation of the Rampage function set. Thus, there were working Windows NT device drivers within a few days of the power on of the Rampage system on the 2nd week of December, 2000.[citation needed] At the time of Nvidia's acquisition, 3dfx had already been developing the successors
to Spectre. "Fear", based on a next-generation Rampage called Fusion, and Sage2. "Mojo" would combine both into a single die, implement tiled rendering, and showcase some advanced technologies from the GigaPixel acquisition.[43] The unreleased Spectre 1000 card, based on Rampage, would eventually be leaked and tested. Performance
indicated that it would have struggled to compete with Nvidia's already-released GeForce 256, though the proposed Spectre 2000 and Spectre 3000 cards, which featured a combination of Rampage and Sage units, would have led the market until late 2002, with Nvidia's GeForce 4 series.[44] After Nvidia acquired 3dfx's intellectual property, they
announced that they would not provide technical support for 3dfx products.[26] As of 2019, drivers and support are still offered by community websites.[citation needed] However, while functional, the drivers do not carry a manufacturer's backing and are considered beta software. For a limited time, Nvidia offered a program under which 3dfx
owners could trade in their cards for Nvidia cards of similar performance.[45] On December 15, 2000, 3dfx apologized to the customers with a final press release.[46] In 2003, the source code for 3dfx drivers leaked,[47] resulting in fan-made, updated drivers and further support.[citation needed] Although 1997 was marked by analysts as a turning
point for 3dfx due to the marketing led by the new CEO Greg Ballard, there was criticism of Ballard's understanding of R&D in the graphics industry. Single-card 2D/3D solutions were taking over the market, and although Ballard saw the need and attempted to direct the company there with the Voodoo Banshee and the Voodoo3, both of these cost
the company millions in sales and lost market share while diverting vital resources from the Rampage project.[14] Then 3dfx released word in early 1999 that the still-competitive Voodoo2 would support only OpenGL and Glide under Microsoft's Windows 2000 operating system, and not Direct3D. Many games were transitioning to Direct3D at this
point, and the announcement caused many PC gamers - the core demographic of 3dfx's market - to switch to Nvidia or ATI offerings for their new machines. Ballard resigned shortly after, in January 2000.[48] A typical Voodoo Graphics PCI expansion card consisted of a DAC, a frame buffer processor and a texture mapping unit, along with 4 MB of
EDO DRAM. The RAM and graphics processors operated at 50 MHz. It provided only 3D acceleration and as such the computer also needed a traditional video controller for conventional 2D software.[15] A pass-through VGA cable daisy-chained the video controller to the Voodoo, which was itself connected to the monitor. The method used to engage
the Voodoo's output circuitry varied between cards, with some using mechanical relays while others utilized purely solid-state components. The mechanical relays emitted an audible "clicking" sound when they engaged and disengaged.[citation needed] Intergraph Intense3D Voodoo In August 1997, 3dfx released the Voodoo Rush chipset, combining a
Voodoo chip with a 2D chip that lay on the same circuit board, eliminating the need for a separate VGA card. Most cards were built with an Alliance Semiconductor AT25/AT3D 2D component, but there were some built with a Macronix chip and there were initial plans to partner with Trident but no such boards were ever marketed.[49] The Rush had
the same specifications as Voodoo Graphics, but did not perform as well because the Rush chipset had to share memory bandwidth with the CRTC of the 2D chip. Furthermore, the Rush chipset was not directly present on the PCI bus but had to be programmed through linked registers of the 2D chip. Like the Voodoo Graphics, there was no interrupt
mechanism, so the driver had to poll the Rush in order to determine whether a command had completed or not; the indirection through the 2D component added significant overhead here and tended to back up traffic on the PCI interface. The typical performance hit was around 10% compared to Voodoo Graphics, and even worse in windowed mode.
Later, Rush boards were released by Hercules featuring 8 MiB VRAM and a 10% higher clock speed, in an attempt to close this performance gap.[citation needed] Some manufacturers bundled a PC version of Atari Games' racing game San Francisco Rush, the arcade version of which utilised a slightly upgraded Voodoo Graphics chipset with an extra
texture mapping unit and additional texture memory.[50] The Voodoo Rush was 3dfx's first commercial failure. Sales were very poor, and the cards were discontinued within a year.[51][52] Main article: Voodoo2 STB Systems Blackmagic 3D in SLI The 3dfx Voodoo2, the successor to the Voodoo Graphics chipset released in March 1998, was
architecturally similar, but the basic board configuration added a second texturing unit, allowing two textures to be drawn in a single pass.[53] The Voodoo2 required three chips and a separate VGA graphics card, whereas new competing 3D products, such as the ATI Rage Pro, Nvidia RIVA 128, and Rendition Verite 2200, were single-chip products.
Despite some shortcomings, such as the card's dithered 16-bit 3D color rendering and 800x600 resolution limitations, no other manufacturers' products could match the smooth framerates that the Voodoo2 produced. It was a landmark (and expensive) achievement in PC 3D-graphics. Its excellent performance, and the mindshare gained from the
original Voodoo Graphics, resulted in its success. Many users even preferred Voodoo2's dedicated purpose, because they were free to use the quality 2D card of their choice as a result. Some 2D/3D combined solutions at the time offered quite sub-par 2D quality and speed.[13][53][541[55] The Voodoo2 introduced Scan-Line Interleave (SLI), in which
two Voodoo2 boards were connected together, each drawing half the scan lines of the screen.[13] SLI increased the maximum resolution supported to 1024 x768. Because of the high cost and inconvenience of using three separate graphics cards (two Voodoo2 SLI plus the general purpose 2D graphics adapter), the Voodoo2 SLI scheme had minimal
effect on total market share and was not a financial success.[13][53] SLI capability was not offered in subsequent 3dfx board designs,[citation needed] although the technology would be later used to link the VSA-100 chips on the Voodoo 5.[56][57] The arrival of the Nvidia RIVA TNT with integrated 2D/3D chipset would offer minor challenge to the
Voodoo2's supremacy months later.[55][58][59][60] Creative 3D Blaster Banshee AGP Near the end of 1998, 3dfx released the Voodoo Banshee, which featured a lower price achieved through higher component integration, and a more complete feature-set including 2D acceleration, to target the mainstream consumer market. A single-chip solution,
the Banshee was a combination of a 2D video card and partial (only one texture mapping unit) Voodoo2 3D hardware. Due to the missing second TMU, in 3D scenes which used multiple textures per polygon, the Voodoo2 was significantly faster. However, in scenes dominated by single-textured polygons, the Banshee could match or exceed the
Voodoo?2 due to its higher clock speed and resulting greater pixel fillrate. Banshee's 2D acceleration was the first such hardware from 3dfx and it was very capable. It rivaled the fastest 2D cores from Matrox, Nvidia, and ATI. It consisted of a 128-bit 2D GUI engine and a 128-bit VESA VBE 3.0 VGA core. The graphics chip capably accelerated
DirectDraw and supported all of the Windows Graphics Device Interface (GDI) in hardware, with all 256 raster operations and tertiary functions, and hardware polygon acceleration. The 2D core achieved near-theoretical maximum performance with a null driver test in Windows NT.[61][62] Voodoo Banshee supports MPEG?2 video acceleration.[63]
Main article: Voodoo3 The Voodoo 3 was hyped as the graphics card that would make 3dfx the undisputed leader, but the actual product was below expectations. Though it was still the fastest as it edged the RIVA TNT2 by a small margin, the Voodoo3 lacked 32-bit color and large texture support. Though at that time few games supported large
textures and 32-bit color, and those that did generally were too demanding to be run at playable framerates, the features "32-bit color support" and "2048x2048 textures" were much more impressive on paper than 16-bit color and 256x256 texture support.[64] The Voodoo3 sold relatively well,[65] but was disappointing compared to the first two
models and 3dfx lost the market leadership to Nvidia.[31] As 3dfx attempted to counter the TNT2 threat, it was surprised by Nvidia's GeForce 256. The GeForce was a single-chip processor with integrated transform, lighting, triangle setup/clipping (hardware T&L), and rendering engines, giving it a significant performance advantage over the
Voodoo3. The 3dfx Voodoo3 2000 PCI was the highest-performance 2D/3D card available for the Apple Macintosh at the time of its release, though support from 3dfx was labeled as 'beta’ and required a firmware reflash.[66] As game developers switched to DirectX and OpenGL, which respectively had become the industry standard and were
becoming increasingly popular, 3dfx released its Glide API under the General Public License on December 6, 1999.[67][68][7] Main article: Voodoo 5 The Voodoo 5 5000, which had 32 MB of VRAM to the 5500's 64 MB, was never launched.[69] The only other member of the Voodoo 5 line, the Voodoo 4 4500, was as much of a disaster as Voodoo Rush,
because it had performance well short of its value-oriented peers combined with a late launch. Voodoo 4 was beaten in almost all areas by the GeForce 2 MX—a low-cost board sold mostly as an OEM part for computer manufacturers—and the Radeon VE.[70] One unusual trait of the Voodoo 4 and 5 was that the Macintosh versions of these cards had
both VGA and DVI output jacks, whereas the PC versions had only the VGA connector. Also, the Mac versions of the Voodoo 4 and 5 had a weakness in that they did not support hardware-based MPEG2 decode acceleration, which hindered the playback of DVDs on a Mac equipped with a Voodoo graphics card.[citation needed] The Voodoo 5 6000
never made it to market, due to a severe bug resulting in data corruption on the AGP bus on certain boards, and was limited to AGP 2x. It was thus incompatible with the new Pentium 4 motherboards. Only a few more than one thousand units of the graphics card were ever produced.[71] Later tests proved that the Voodoo 5 6000 outperformed not
only the GeForce 2 GTS and ATI Radeon 7200, but also the faster GeForce 2 Ultra and Radeon 7500. In some cases it was shown to compete well with the GeForce 3, trading performance places with the card on various tests.[72][73] However, the prohibitively high production cost of the card, particularly the 4 chip setup, external power supply and
128 MB of VRAM (which would have made it the first consumer card with that amount of memory), would have likely hampered its competitiveness.[71] Model Launch Code name VGA1 Fab (nm) Bus interface Memory (MB) Core clock (MHz) Memory clock (MHz) Core config2 Fillrate Memory Direct3D support MOperations/s MPixels/s MTexels/s
MVertices/s Bandwidth (GB/s) Bus type Bus width (bit) Voodoo Graphics October 7, 1996 SST1 add-on 500 PCI 4, 6, 8 50 50 1:1 50 50 50 0 0.8 EDO 128 3.0 Voodoo Rush April 1997 SST96 v 500 PCI 4, 6, 8 50 50 1:1 50 50 50 0 0.4 EDO 64 3.0 Voodoo2 March 1, 1998 SST2 add-on 350 PCI 8, 12 90 90 2:1 90 90 180 0 2.16 EDO 192 5.0 Voodoo
Banshee June 22, 1998 Banshee v 350 AGP, PCI 8, 16 100 100 1:1 100 100 100 0 1.6 SDR 128 6.0 Velocity 100 July 26, 1999 Avenger v 250 AGP 2x 8 143 143 2:1 143 143 286 0 2.288 SDR 128 6.0 Velocity 200 Never released Avenger v 250 AGP 2x 16 143 143 2:1 143 143 286 0 2.288 SDR 128 6.0 Voodoo3 1000 March 1999 Avenger v 250 AGP 2x
8,16 125,143 125, 143 2:1 125 125 250 0 2, 2.288 SDR 128 6.0 Voodoo3 2000 April 7, 1999 Avenger v 250 AGP 2x, PCI 16 143 143 2:1 143 143 286 0 2.288 SDR 128 6.0 Voodoo3 3000 April 7, 1999 Avenger v 250 AGP 2x, PCI 16 166 166 2:1 166 166 333 0 2.66 SDR 128 6.0 Voodoo3 3500 TVsi April 7, 1999 Avenger v 250 AGP 2x 16 166 166 2:1
166 166 333 0 2.66 SDR 128 6.0 Voodoo3 3500 TV June 1999 Avenger v 250 AGP 2x 16 183 183 2:1 183 183 366 0 2.928 SDR 128 6.0 Voodoo3 3500 TV SE June 1999 Avenger v 250 AGP 2x 16 200 200 2:1 200 200 400 0 3.19 SDR 128 6.0 Voodoo4 4000 Never released VSA-100 v 250 AGP 4x, PCI 16 166 166 2:2 332 332 332 0 2.656 SDR 128 6.0
Voodoo4-2 4000 Never released VSA-101 v 180 AGP 16??2:2???0? SDR 128 6.0 Voodoo4-2 4200 Never released VSA-101 v 180 AGP, PCI 16, 32 143 143 2:2 143 143 ? 0 ? DDR 64 6.0 Voodoo4-2 4200 Never released VSA-101 v 180 PCI 32 166 166 2:2 166 166 ? 0 ? DDR 64 6.0 Voodoo4 4500 October 13, 2000 VSA-100 v 250 AGP 2x[74]1/4x,[74]
PCI 32 166 166 2:2 332 332 332 0 2.656 SDR 128 6.0 Voodoo4 4800 Never released VSA-100 v 250 AGP 4x, PCI 64 166 166 2:2 333 333 333 0 2.656 SDR 128 6.0 Voodoo5 5000 Never released VSA-100 x2 v 250 AGP 4x, PCI 32 166 166 2:2 x2 664 664 664 0 2.656 SDR 128 6.0 Voodoo5 5500 June 22, 2000 VSA-100 x2 v 250 AGP 2x,[74] PCI 64 166
166 2:2 x2 664 664 664 0 5.33 SDR 128 6.0 Voodoo5 6000 Never released VSA-100 x4 v 250 AGP 4x, PCI 128 166 166 2:2 x4 1328 1328 1328 0 10.66 SDR 256 6.0 Spectre 1000 Never released Rampage v 180 AGP 4x 64 200 400 4:4 800 800 800 0 6.4 DDR 128 7.0 Spectre 2000 Never released Rampage + Sage v 180 AGP 4x 64 200 400 4:4 800 800
800 0 6.4 DDR 128 7.0 Spectre 3000 Never released Rampage x2 + Sage v 180 AGP 4x 128 200 400 4:4 x2 1600 1600 1600 0 12.8 DDR 256 7.0 1 VGA: Whether the card included a built-in VGA subsystem and ran as a standalone graphics card 2 Texture mapping units:render output units - 3Dfx Velocity cards only have 1 working TMU enabled on
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multiplayer and in-game marketplaces that were available on the Original Xbox, will not be available. However, offline multiplayer scenarios such as co-op, party scenarios (multiple controller on one console), and system-link are supported if they were supported on the Original Xbox. With system-link (if game supports the feature), you can play with
others across Original Xbox, Xbox 360, Xbox One, Xbox One S, Xbox One X, Xbox Series X, and Xbox Series S consoles. There are no Xbox achievements for Original Xbox games because this functionality was not available on the Original Xbox at that time of its release. Lastly, game saves will not transfer to Xbox One or Xbox Series X|S but once
created on Xbox One or Xbox Series X|S, the game saves can transfer to other Xbox One or Xbox Series X|S consoles through the cloud.



