
Proceedings of DiGRA Australia 2024 

© 2024 Authors & Digital Games Research Association DiGRA. Personal and educational classroom 
use of this paper is allowed, commercial use requires specific permission from the author.  

Preserving and Emulating Australian Made 
Videogames of the 1990s 

 
 

Helen Stuckey 
RMIT University 

Melbourne, Victoria, Australia 
helen.stuckey@rmit.edu.au 

 
Cynde Moya 

Swinburne University of Technology 
Melbourne, Victoria, Australia 

cmoya@swin.edu.au 
 

Melanie Swalwell 
Swinburne University of Technology 

Melbourne, Victoria, Australia 
mswalwell@swin.edu.au 

 
Denise de Vries 

Swinburne University of Technology 
Melbourne, Victoria, Australia 

 dbdevries@swin.edu.au  
 

Keywords 
Emulation-as-a-Service Infrastructure, EaaSI, software preservation, emulation, disk 
imaging, Australia  

INTRODUCTION 
This presentation reflects on our experience disk imaging and emulating a selection of 
Australian videogames in the “Play It Again: Preserving Australian video game 
history of the 1990s” project. This three-year project was funded by the Australian 
Research Council as a Linkage Project. The project is a collaboration with two 
Partner Organisations, ACMI (the Australian Centre for the Moving Image) and 
AARNet (Australia’s Academic and Research Network). In the project, we have 
sought to document, preserve, and exhibit the history of Australian made videogames 
of the 1990s. The preservation aspect of the project has two major parts. The first part 
is to create digital images from the physical media carrying the game software. The 
second part is using Emulation-as-a-Service Infrastructure (EaaSI) and other open-
source emulators to make the games playable again. In this presentation, we discuss 
successes, difficulties, and limitations we have encountered in preserving and 
emulating the curated selection of 50 game titles and the implications for access and 
exhibition. 

The project has played a significant role in testing and developing the potential of a 
local infrastructure, The Australian Emulation Network (Swalwell.2022). Among 
other things, the implementation of an Australian EaaSI makes it possible to share 
configured environments of playable software with our partner, ACMI, and to make 
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games playable in a browser on the open web (rights permitting) or in a museum 
intranet setting (Rechert et al. 2017). There are however currently some limitations to 
the EaaSI platform in emulating videogames. In this presentation we will examine 
some of these issues including the difficulties that software preservationist Dr Cynde 
Moya encountered emulating driving games. Running into the same problem PC 
gamers faced back then as each game has different requirements for the configuration 
and performance of the PC, particularly the requirements for sound cards and 
graphics cards, which now also require their own emulators.  

In conclusion we will reflect on the use of EaaSI by galleries and researchers and how 
the preservation journey can deepen our historical understanding of these games 
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