early wideo game history

P

'a N

!

ELDITED BY HABR J.F. WOLF

IPR2019-01134
Sony EX1020 Page 1




® 2012 by Wayne State University Press, Detrolt, Michigan 48201, Al
rlghts reserved N part of this book may be reproduced without formal

permlssmn Manufactured in the United States of America.

54321

16 15 14 13 12 .

e L;?Jrary of Congress Catalogmg in-Publication Data

5 .Before the crash early video game history / edited by Mark J. P. Wolf.

'Includes blbhographlcal rveferences and index.
B " TSBN 978-0-8143-3450-8 (pbk.  alk. paper) — ISBN 978-0-8143-3722-6
o .(ét:m.ok') e
: 1. Vid.é.o.'games-—History. 2. Video games—Sacial aspects. [ Welf, Mark
LR
T GV1469.3B44 2012
794.8--dc23
| 2012001474

Typeset by Maya Rhodes
Conposed in Warneck Pro and Meta

IPR2019-01134

Sony EX1020 Page 2



CONTENTS

Foreword by Ed Rotberg vii

Acknowledgments xi

Introduction 1
MARK ]. P. WoLF

Video Games Caught Up in History: Accessibility, Teleological
Distortion, and Other Methodological Issues 9

CARL THERRIEN

What's Victoria Got To Do with [t? Toward an Archaeology of
Domestic Video Gaming 30

ERKKI HUHTAMO

Ball-and-Paddle Consoles 53

LEONARD HERMAN

Channel F for Forgotten: The Fairchild Video Entertainment
System 60

ZACH WHALEN

The Video Game Industry Crash of 1977 81
Mark]. P WoLr

A Question of Character: Transmediation, Abstraction, and
Identification in Early Games Licensed from Movies 90

TessicA ALDRED

Sony

IPR2019-01134
EX1020 Page 3



Every Which Way But . . . : Reading the Atari Catalog 105
SHEILA C. MURPHY

One-Bit Wonders: Video Game Sound before the Crash 119
KARrReN CoLLINS

The Rise and Fal] of Cinematronics 138
TiM SKELLY

Color-Cycled Space Fumes in the Pixel Particle Shockwave:
The Technical Aesthetics of Defender and the Williams Arcade
Platform, 198082 168

BRETT CAMPER

Coin-Drop Capitalism: Economic Lessons from the Video Game
Arcade 189

CarLy A. Kocurex

Early Online Gaming: BBSs and MUDs 209
STact TUCKER

Appendix A: Video Game History: Getting Things Straight 228§
RALpH H. BaEr

Appendix B: The Magnavox Co. v. Activision, Inc,: 1985 WL 9469
(N.D. Cal. 1985) 234
Ross A. DANNENBERG

Contributors 239

Index 245

vi Contents

IPR2019-01134
Sony EX1020 Page 4



to the ways in which users respond to media, redefine their uses, and con-
tribute meanings that refonate within media culture at large. The public
surface of game culture is produced by massive identity machineries oper-
ated by software and hardware manufacturers with the willing support of
advertisers and popular media outlets. Gamers and enthusiasts add their
share as well, circulating information, opinions, and rumors on countless
online forums (including “independent” blog sites covertly funded by the
media industry). A media archaeology of gaming penetrates beyond this
uneven, reflective, and multipatterned surface, looking for symptoms of
neglected and suppressed developments behind it. While illuminating the
past, media-archaeological excavations also help us question the received
truths of contemporary culture.

BAcCK To THE FUTURE, OR PRE-POSITIONING
THE VIDEO GAME CONSOLE

In 1978, Magnavox, the American television manufacturer that had rein-
vented itself as a pioneer of domestic video gaming, released Odyssey?, an-
other descendent of its legendary flagship product, the Odyssey (1972). A
magazine advertisement promoting the Odyssey?, shows a grinning father
and smiling daughter staring intensely at each other, clutching joysticks be-
tween their fingers (Fig. 2.1).® Both are shown in profile, the console and
TV-screen game display between them, facing the reader—we are obvi-
ously invited to place ourselves within the picture via identification. The
projectile shot by the father’s avatar is bouncing from a tree—a miss/—
whereas the daughter’s avatar is about to make a direct hit at the “father fig-
ure”—bang! The ad presents Odyssey? as a way of bonding—family mem-
bers, sexes, and generations—but in a playfully subversive and mischievous
way. Reversing prevailing social norms, the daughter may humiliate her fa-
ther without being punished, as long as it happens within the virtual world
of the game.

The text presents the console as the “ultimate gift” (probably from the
father to the family). The slogan at the bottom sums up Magnavox’s mis-
sion: “We make staying home fun.” For the media archaeclogist, this is not
the whole story or even the full sentence. Its unstated cultural subtext could
be formulated as follows: “so that children will never leave their parents,
and will stay away from bars, game arcades, and other bad influences.” Un-
derlying the slogan is the implicit suggestion that without the system, stay-
ing at home is #ot fun. The “transgression” of social norms the ad hints at
serves this purpose: the Odyssey?, connected with the domestic television
set, provides the daughter a harmless way of releasing whatever pressures

32 Erkii Huhtamo
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The program-
mable camputer
video game sys-
tem. Odyssey? has
a sophisficated 49
character alpha-
numeric keyboard,

Over 30 games
to play. Odyssey?
offers a wide variely
of arcade, sports and
educational games.

!
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GIVE THE ULTIMAT
COMPUTER VIDEO GAME.

3-game car-
tridge and hand
controls included.
Odyssey? gives you
more than other video
games. Odyssey?
The ultimate game.
The ultimate gift. From
the ariginator...
Magnavox.

Dial 800-447-
4700 toll free for
store nearest you.
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Fig. 2.2. Magnavox Qdyssey™ advertisement. From www.retroist.com/2009/04/15/magnavox-odys-
sey-2-ad-from-1980.
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