
The Atari Revolution  

and the Microprocessor Shakes Up Video Games  





} Pong had done quite 
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 
Chicago Coinõs TV Pingame , 
Ramtekõs Clean Sweep , and 
even Atariõs Quadrapong  and 
Rebound  

} With this new competition, 
Atari needed some new games  



} To encourage innovation, 
Bushnell wrote a company 
manifesto that gave the 
company a social atmosphere 
and emphasized fun  

} Atariõs new model included a 
lack of fixed working hours, an 
anything - goes dress code, and 
company parties with beer  

} Most managers were in their late 
20s and early 30s, and most 
employees were in their early 
20s  

} This work ethic was severely 
different from other tech 
companies of the time, most 
notably IBM  



} Despite the laid back nature, 
Atari employees worked hard 
because they enjoyed their job  

} This environment also helped 
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 òdomeó joysticks, and 
Qwak!, a light - gun, duck hunting 
game  

} Only Nutting Associates made an 
original game at the time, Missile 
Radar, which would be the basis 
for Atariõs Missile Command  



} In 1974, Atari created 
Gran Trak  10 , the first 
driving game  

}The game had a birdõs eye 
view of a racetrack that 
the player raced around 
with a steering wheel, 
accelerator, and brake  

}It was Atariõs best selling 
game since Pong, but an 
accounting error caused 
Atari to lose money each 
time a unit was sold  



} Atari opened up Atari Japan in 
Tokyo in 1973, but did so without 
knowing the international trade 
laws with Japan  

} The company was funded with 
cash and without though of legal 
documents  

} Japanõs business culture openly 
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  



} Taito wanted to become the Atari 
of Japan, and after making Pong 
clones Elepong  and Soccer, they 
started to explore new concepts  

} In 1974, Soccer designer Tomohiro 
Nishikado  created the companyõs 
first truly original game: Speed Run 

} Speed Run was similar to Gran Trak  
10 , but instead of fitting the whole 
track on the screen, the car stayed 
at the bottom of the screen, could 
only move left and right, and 
accelerated past other cars  

} The game was popular in both 
Japan and the US, where it was 
released as Wheels, and marked 
Japanõs start into the international 
game industry  





} Because of these bad business 
mistakes, Atari needed a new 
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 Atariõs games and 
sell them to inaccessible 
distributors  



} Bushnell created Kee Games, 
named after his friend Joe 
Keenan who agree to head up 
the fake company  

} Atari leaked a story that Atari 
employees left to form their 
own company  

} Atari also spread rumors that 
they were going to sue Kee 
Games for theft of trade 
secrets, then a couple months 
later claimed to have worked 
out a deal  

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



} Most games from Kee Games 
were Atari games that were 
slightly changed, such as Spike, 
a clone of Rebound  

} Kee Games later provided the hit 
Atari needed, Tank , a game 
where players move tanks in a 
mine - infested maze and shoot 
at each other  

} Tank  became the most popular 
game since Pong and sold more 
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  



} Atari engineer Harold Lee wanted 
to make a home version of Pong, 
improving on the design of the 
Odyssey by using integrated 
circuits  

} When the Odyssey was released in 
the late 1960s, integrated circuits 
were far too expensive, but Lee 
believed they would soon be 
affordable enough to be used on 
home consoles  

} Lee and Alcorn went to Bushnell to 
start the project, but Bushnell was 
skeptical, believing it would be too 
expensive  

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



} The trio spent most of 1974 
working on a prototype, 
having the best luck when 
the game was able to fit on a 
single integrated circuit, 
cutting the costs  

} After the Atari - Kee Games 
merger, Atari had enough 
money to start selling their 
new mini - Pong 

} 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  
 



} Sears stocked the home Pong 
in 900 stores with the deal that 
it would be called Sears Tele -
Games Pong and that Atari 
couldnõt release their own 
version for a year  

} During the Christmas of 1975, 
Sears sold 150,000 units of the 
game, with customers going 
crazy over the idea of playing 
Pong at home  

} This success pulled Atari from 
the brink of bankruptcy, and 
as with the original arcade 
version of Pong, countless 
imitators followed suit  



} The AY- 3- 8500, a microchip 
created by General Instruments, 
allowed many companies to 
make home Pong games without 
needing to design their own 
integrated circuit  

} The chip was so popular that 
only companies that ordered 
early, such as Coleco and 
Magnavox, could get it before 
Christmas 1976  

} 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  




