Replay

The Atari Revolution
and the Microprocessor Shakes Up Video Games




Pong's Success Leads to the
Atari Revolution




Pong

Fong had doNECEE. 'rs A w,-ion NEW BALL GAM"
successful, making Atari one

of the most innovative
businesses of the time,
increasing arcade profits, and
allowing 15 new companies to
enter the video game market

Companies were making Pong
knock - offs, as well as altered -
versions of Pong, such as
Chi cago VPingames y &
Ra mt e &K/éas Sweep, and
even AWQaadrapong and
Rebound

With this new competition,
Atari needed some new games




This wa averely
different from other tech
companies of the time, most
notably IBM



Atari’s Laid

;  Despite the laid back nature
Atari employees worked har
because they enjoyed their |

;  This environment also helpe
keep Atari ahead of the
competition, who were still
making Pong knock - offs

; Atari made Space Race where
you race through an asteroid
field, Gotcha, a maze chase with
pink odomed | oyst.l
Qwak!, a light - gun, duck hunting
game

;  Only Nutting Associates made an
original game at the time,  Missile
Radar, which would be the basis
f or A wWssile Command
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Atari’s Ja

Atari opened up Atari Japan
Tokyo in 1973, but did so wi
knowing the international tra
laws with Japan

The company was funded wi
cash and without though of lec
documents

Japands busi ne:
conspired against overseas firms,
and Japanese coin - op distributors
refused to work with Atari

In 1974, after losing $500,000,
Bushnell admitted defeat and sold

Atari Japan to Nakamura
Manufacturing, which would
become Namco in 1977, and had
exclusive rights to distribute Atari
_games in Japan for 10 years




game industry




Atari’s Near Bankruptcy and
Bounce Back




Atari Need More Mohné

Because of these bad busines
mistakes, Atari needed a ne
plan to increase profits

Atari games only played in so
many bars and arcades due to
exclusive deals made between
distributors and manufacturers

This meant Atari sold fewer
games and a serious

competitor had a better chance
of emerging

Bushnell decided to create a
bogus company that would
repackage Atari 0s
sell them to inaccessible
distributors
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secrets,
later claimed to have worked
out a deal

Kee Games had its own offices,
salespeople, and a small game
development team




Games

Most games from Kee
were Atari games tha
slightly changed, suc
a clone of Rebound

Kee Games later provi
Atari needed, T7ank,
where players move tan
mine - infested maze an
at each other

Tank became the most pop
game since Pong and sold m
than 15,000 units

With Kee Games making a lot of
money, Atari and Kee Games
officially merged, with Keenan

becoming the new president of
__Atari
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skeptice d be too
expensive

Despite the concerns, Lee, Alcorn,
and engineer Bob Brown began
working on a prototype



Making and Sel

The trio spent most of 1¢
working on a prototype,
having the best luck whe
the game was able to fit
single integrated circuit,

cutting the costs

After the Atari - Kee Ga
merger, Atari had enough
money to start selling their | <
new mini - Pong y T T

The home Pong cost $99.95,
too much for toy stores to
sell, and TV and hi - fi stores
were also disinterested

As a last resort, Atari turned
to Sears Roebuck, who
agreed to include it in their
sporting goods department
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d Atari from
the brink of bankruptcy, and
as with the original arcade
version of Pong, countless
imitators followed suit




The AY - 3- 8500, a microc
created by General Instru
allowed many companies tc
make home Pong games \
needing to design their own : e :
integrated circuit R A
The chip was so popular that | i,
only companies that ordered
early, such as Coleco and
Magnavox, could get it before
Christmas 1976

_--g----vnc;ncm---_'

A -‘.} - AL ol VL Ty ey e - -
T m : g
A ﬂ:;%& o 2R,

" te " o da ¥ LI \‘\’ ~
lk‘ e

A

By Christmas 1977 there were
more than 60 Pong- style home
consoles on sale around the
world and nearly 13 million

units had been sold in the US
_alone




The Rise of Microprocessors




