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(--THIS SECTION DOES NOT PRINT--) 
 

This PowerPoint template requires basic PowerPoint 

(version 2007 or newer) skills. Below is a list of 

commonly asked questions specific to this template.  

If you are using an older version of PowerPoint some 

template features may not work properly. 

 

Using the template 
 

Verifying the quality of your graphics 

Go to the VIEW menu and click on ZOOM to set your 

preferred magnification. This template is at 100% 

the size of the final poster. All text and graphics will 

be printed at 100% their size. To see what your 

poster will look like when printed, set the zoom to 

100% and evaluate the quality of all your graphics 

before you submit your poster for printing. 

 

Using the placeholders 

To add text to this template click inside a 

placeholder and type in or paste your text. To move 

a placeholder, click on it once (to select it), place 

your cursor on its frame and your cursor will change 

to this symbol:         Then, click once and drag it to 

its new location where you can resize it as needed. 

Additional placeholders can be found on the left 

side of this template. 

 

Modifying the layout 

This template has four 

different column layouts.  

Right-click your mouse 

on the background and  

click on “Layout” to see  

the layout options. 

The columns in the provided layouts are fixed and 

cannot be moved but advanced users can modify any 

layout by going to VIEW and then SLIDE MASTER. 

 

Importing text and graphics from external sources 

TEXT: Paste or type your text into a pre-existing 

placeholder or drag in a new placeholder from the 

left side of the template. Move it anywhere as 

needed. 

PHOTOS: Drag in a picture placeholder, size it first, 

click in it and insert a photo from the menu. 

TABLES: You can copy and paste a table from an 

external document onto this poster template. To 

adjust  the way the text fits within the cells of a 

table that has been pasted, right-click on the table, 

click FORMAT SHAPE  then click on TEXT BOX and 

change the INTERNAL MARGIN values to 0.25 

 

Modifying the color scheme 

To change the color scheme of this template go to 

the “Design” menu and click on “Colors”. You can 

choose from the provide color combinations or you 

can create your own. 

 

 
 

 

 

 

 

QUICK DESIGN GUIDE 
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This PowerPoint 2007 template produces a 36”x48” 

professional  poster. It will save you valuable time 

placing titles, subtitles, text, and graphics.  

 

Use it to create your presentation. Then send it to 

PosterPresentations.com for premium quality, same 

day affordable printing. 

 

We provide a series of online tutorials that will 

guide you through the poster design process and 

answer your poster production questions.  

 

View our online tutorials at: 

 http://bit.ly/Poster_creation_help  

(copy and paste the link into your web browser). 

 

For assistance and to order your printed poster call 

PosterPresentations.com at 1.866.649.3004 

 

 

Object Placeholders 

 
Use the placeholders provided below to add new 

elements to your poster: Drag a placeholder onto 

the poster area, size it, and click it to edit. 

 

Section Header placeholder 

Move this preformatted section header placeholder 

to the poster area to add another section header. 

Use section headers to separate topics or concepts 

within your presentation.  

 

 

 

Text placeholder 

Move this preformatted text placeholder to the 

poster to add a new body of text. 

 

 

 

 

Picture placeholder 

Move this graphic placeholder onto your poster, size 

it first, and then click it to add a picture to the 

poster. 
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Our presentation seeks to briefly introduce the 

topic of digital preservation of video games, 

highlighting the key goals of such efforts and 

importance to the larger field of digital 

preservation and society as a whole. It then 

focuses on the issues encountered in 

attempting to digitally preserve video games. 

This section is centered on the issues that 

stem from the complex nature of the video 

games themselves, the legal barriers to current 

and possible future efforts, and the mechanical 

difficulties in maintaining the aesthetics of the 

game experience. Lastly, it will deal with 

possible solutions to the obstacles at hand. 

This will include the steps that are currently 

being taken to overcome current difficulties, as 

well as those that could be further utilized, 

such as involving the various segments of the 

gaming community in dialogue. 
 

ABSTRACT 

Why Digital Preservation of  

Video Games is Important 
 

• Lost and Decayed Materials  

• Bit Rot 

• Folded Companies 

• Unfinished and Unpublished Games 

• Source Code and Compiling Process 

Notes 

• Obtaining Related Materials 

• Company Documents 

• Ephemeral 

• Community Created Discussion 

• Obsolescence 

• Software 

• Hardware 

• Online  Content 

• The Problem of “DLC” or “Down-

loadable Content” 

• Legal and Copyright Conflicts 

Challenges for Preserving  

Video Games 

Emulation 

• Hardware or Software 

• Provides a comparable experience to original 

game play 

• Illegal/Legal 

• Prone to preservation issues of any other 

digital content 

Migration 

• Reformatting/re-coding software  to be 

compatible with current hardware 

• Provides a comparable experience to original 

game play 

• Very complex and challenging to do 

• Can lose deeper meaning of the work 

Metadata 

• Current Practices 

• Requirements for better digital preservation 

     

 

Current Steps for Preserving  

Video Games 

 

Solutions 

Cooperation 

• Be a Part of the Conversation 

Increase Awareness 

 

(See handout for more information) 
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Cultural Heritage 

• Pop Culture Influence 

• Economic Influence 

• Developing Art Form 

• Common Medium for Interaction 

Industry History: Pong and Beyond 

• Pong – text based Adventure – MMORPG 

World of Warcraft 

Teaching Tool 

• Build on past game 

technologies/developments 

• Learn from Successful and Failed businesses 

and developers 

• Video games stretch limits of technology and 

promote new technological  advances 
 

 

Screenshot of Aubrey Maynard’s Level 78 Tauren Hunter Eaglefeather on 

World of Warcraft on 15 Oct 2012 

Screenshot of Skyrim taken by  Courtney Whitmore on 15 Oct 2012 
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