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B
oard games remain timeless,
despite the popularity of video
games and mobile gaming. Ask

any person about a favorite game they
may have played, and it’s likely some
traditional board games will be at or
near the top of the list.
Some may be interested to find out
which games were the most popular
the year they were born or garnered
their fair share of devotees during
their childhood. Here’s a look at
popular games throughout the
seventies, eighties and nineties,
courtesy of researchers with Popular
Mechanics. 
• 1974: Connect Four combined the
strategies of Tic Tac Toe and checkers
into this strategic game.
• 1975: Pay Day involved getting
through a calendar month paying bills
and other expenses. It’s basically
balancing the budget in game form.
• 1976: Whosit? had players trying to
guess their opponent’s secret identity.
• 1977: Electronic Battleship added
noises to the regular game of trying to
sink battleships to make play more
exciting.
• 1978: Simon required players to
improve their pace in this heart-
racing memory game.
• 1979: Guess Who was another game
of figuring out a person’s identity by
asking questions.
• 1980: Can’t Stop had players rolling
pairs to see how long their luck would
last.
• 1981: Trivial Pursuit became the
most well-known of trivia games.
• 1982: Sequence combined a card
game with a board game and included
up to 12 players for big game nights.
• 1983: Topple asked players to stack
colored pieces high on the board
without having the tower topple.

• 1984: Balderdash was all about
having players bluff their way through
definitions of words and more.
• 1985: Pictionary required players to
channel their inner artists to draw the
words on the cards so teammates
could guess.
• 1986: Fireball Island involved moving
around the board to retrieve a giant
ruby from the top of a mountain.
• 1987: Jenga was another stacking
game but instead of piling pieces on
top, it involved removing pieces
without toppling the tower.
• 1988: Mall Madness came out during
the height of the shopping mall boom.
Players used a credit card to buy
everything on their shopping lists.
• 1989: Taboo forced players to try to
describe the word on the card
without using the forbidden words
listed below.
• 1990: Crocodile Dentist required
players try to pull out crocodile teeth
without triggering the jaws to snap
shut.
• 1991: Atmosfear incorporated an
interactive component through use of
a VHS tape. The Gatekeeper popped
up on screen to keep the game
unexpected.
• 1992: Terrace appeared as a prop on
“Star Trek: The Next Generation” and
then gained popularity in real life.
• 1993: 13 Dead End Drive required
players to escape from a booby-
trapped house.
• 1994: Pylos involved being the player
to place the last marble at the top of
the pyramid.
Those wondering about the most
popular game in 2023 may want to
pick up Hegemony: Lead Your Class to
Victory. Hegemony is centered on
various “classes” of people and how to
make alliances and political
maneuvers to advance.

Popular board games
through the years

2

FOR PRESENTATION



NAME SPONSOR

3

FOR PRESENTATION



NAME SPONSOR

4

FOR PRESENTATION



5

FOR PRESENTATION



6

T
he worldwide gaming market is a multi-billion dollar industry. Statista reports that revenue from video
games was estimated at almost $347 billion US in 2022, and the mobile gaming market generated an
estimated $248 billion US of that total. While digital games like “Call of Duty” and “The Legend of Zelda”

series are commonplace today, that wasn’t always the case. Video games are a relatively recent invention. The
American Physics Society says that in October 1958, physicist William Higinbotham, who was part of the
Brookhaven National Laboratory’s Instrumentation group, invented what is believed to be the first video game.
His game mimicked tennis play and was called “Tennis for Two.” Higinbotham was not a game designer by trade;
he specialized in nuclear arms control. Higinbotham never patented his creation, and it was bought by Sanders
Associates. Sanders Associates received the first patent for a video game in 1964. That was eventually bought by
the gaming company Magnavox, which began producing video game systems in the early 1970s. The company’s
Magnavox Odyssey console was the first ever video game system, says The Computer Museum of America. The
Museum of Play cites “Pong” from Atari as the first video game to garner wide attention. Pong arrived in 1972
and first appeared in arcade machines. The home version was introduced in 1975. Much like Higinbotham’s
“Tennis for Two” years earlier, Pong was a simple tennis-like game.

The origins of video games
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Getting the entire family
together can take a little effort.
There is no shortage of activities

that pull family members apart most
days of the week, from work
obligations to sports practices to
school events. The United Kingdom-
based media provider Independent
reported in 2023 on a study of 2,000
parents with children at home. The
study found families are only
spending six hours a week together,
which is less than an hour each day.
Furthermore, they only eat meals as
a household four days out of seven. 
Eking out more time for family may
be as easy as scheduling activities
that everyone can rally behind.
Family game nights give everyone an
excuse to gather at least once a
week. These tips can make family
game night a can’t-miss activity. 
• Start with simple games and
branch out. The first step to a
successful family game night is
choosing the right game to engage
all participants. This can be
challenging when there are young
children, teenagers, middle-aged
adults, and even seniors
participating. Visit an independently
owned toy and games store and pick
the brain of the proprietor. He or she
will likely have some suggestions to
get you started. As participants
become more comfortable, you can
branch out with games.
• Make it a recurring event. Set a
firm day of the week for the game
night. This way participants will
block out that date and time and
make every attempt to attend. Treat
game night like any other important
appointment.
• Consider games with movement.
Game night doesn’t have to mean
sitting around a board game, which

young children who have trouble
sitting still may characterize as a
“bored” game. Games that get people
moving, whether it’s charades,
drawing games or a game such as
Twister™ can be more engaging.
Game night also can take activities
to a golf driving range or an arcade.
• Gather for the right reasons. Game
night should focus on having the
entire family together laughing and
competing in a good-natured way. It
should not be a strict competition
where winning is the only goal. Avoid
the potential for sore losers who can
sour game nights in a flash by letting
everyone know that fun is the
foremost priority of the night.
• Offer prizes. Encourage
participation with the lure of prizes
at the end. Prizes will not just go to
the overall winner. There can be
humorous awards, such as the player
who messed up trivia questions the
most, or the one who rolled
matching pairs of the dice most
frequently. You can customize the
winning categories depending on the
game played so everyone gets a
fighting chance at a prize. Keep
awards simple, like candy bars or
other appealing treats.
• Identify a “game master.” Every
game night should feature a game
master who presides over the rules
of the game. The rules can be the
ones strictly off of the information
sheet, or the ones you customize for
your own fun. The game master’s job
is to make sure the rules are
enforced, but also to determine
when it’s alright to let things slide.
Family game nights are a vital way to
bring everyone together at least
once a week in a manner that is
entertaining and fosters solid family
relationships.

Raise the stakes
of family game night
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