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Ever since my first Nintendo Entertainment System (NES), I've enjoyed the fun 
simplicity of its graphics. 
 
Although the protagonists were just groupings of pixels, often as small as 40x20 in 
stature and width, they managed to elicit a strong emotional response far greater 
than the dots penciled in on graphing paper (and then later, coded and painted, 
digitally). 
 

These games weren't HD. 
There was no CGI rendering or 3D graphics. 

 
Just pixels, square wave music notes and two interaction buttons on the controller. 
 
And yet, with ease, you would fully lose yourself in the lore of the game universe. 
 

Our hearts would thump during a boss battle. 
Our frontal lobe would light up when finally getting a line in Tetris. 
Our knuckles would turn white gripping the controller, which we'd toss in 
frustration, perhaps a bit too often. 

 
 
And then, we'd go to sleep and dream, still playing in the worlds within. 
 
 
These simple pixel sprites of the early 1980s sparked a revolution, which over the 
course of 35+ years, established itself as the most consumed form of paid 
entertainment on the planet. 
 

More than books. 
More than television. 
More than music. 
More than movies. 

 
Video Games are consumed more than any of those, combined. 

 



 
While the games have evolved exponentially in terms of technology over the 
decades, one common core element keeps being revisited and revered as if it were 
somehow the medium in its most refined and purified form: 2D sprites painted with 
pixels. 
 
The Indie Gaming movement, whether trying to tap into the nostalgia factor of it's 
now mostly 30s demographic, or doing so out of lacking the resources to do 
convincing 3D graphics, has spurred a pixel gaming revolution, which is thriving 
today. 
 
Undertale, Shovel Knight, Fez, Super Meat Boy, or even Super Mario Maker...these 
aren't just artsy games that a niche market are enjoying. 
 
These are games that are selling millions of copies and attracting young players for 
whom these games are their first encounters with pixel-based sprites, perhaps 
starting another wave which could span another 35 years. 
 
 
The sprites may have gotten bigger, now being rasterized in HD and on 4K 
displays...but if you refine them down to their lowest common denominator, they're 
still built of pixels containing one colour, with a 1x1 dimension. 
 
So with today, November 11, 2016, being the release date of the NES Classic Mini 
system...a compact version of the original Nintendo Entertainment System, which 
despite the included 30 games being exactly the same as they were some 30+ 
years ago (and like the original NES, is attracting a mass hysteria and lineups at 
stores in hopes of getting one)...it just goes to show that bigger in gaming is not 
always better, and sometimes the most fun can be had with games at their most 
refined and shortest stature. 
 
 
So today, I'm introducing a project I've been working on the past couple of 
years...taking 35+ years of playable 2D sprite pixel gaming characters, choosing 
one to represent each year, and then refining them to their most simplistic form, 
where each colour "dot" is only 1x1 pixel ratio in dimension, and then arranging 
them on a police lineup, so you can see how that despite video games having 
exponentially evolved...the sprite heights remain the same. 
 

 
Enjoy! 
 



Branden Bratuhin 
 

Click the thumbnail below to view the Sprite Heights! Line-up poster in its full 
resolution: 
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