THE NEWEST 2 PLAYER
VIDEO SKILL GAME

SYZYGY ENGINEERED

The Team That

‘ Oﬂ"om ATRRI CORPORATION

FEATURES

STAIKING Attract Mode

Ball Serves Automatically

Realistic Sounds of Ball

Bouneing, Striking Paddle

Simple to Operate Controln

ALL SOLID STATE TV and

Components for Lang,

Rugged Life

* ONE YEAR COMPUTER
WARRANTY

® Proven HIGH PROFITS
inLecation After Location

® Low Key Cabinet, Suitabie
for Sophisticated Locetions

® 25¢ per play

THIS GAME IS AVAILABLE FROM YOUR LOCAL DISTRIBUTOR

Maximum Dimensions:
Manufactured by

ATARI INC.
2962 SCOTT BLVD.
SANTA CLARA. CA. SHIPRING WEIGHT

5080 10 Lb.

« At cofounders Ted Dabney and
Nolan Bushnall, CFO Fred Marinci,
and engineer Alan Akcorn

 An orginal PONG cabinat

Bushnell hoped for

paddie o simpify the

while also

convincing Dabney and

L in a way that

irthey wanted fture games to Butthe

response did buld confidence in the duo, affiming the belief
they could create another game snd make a go of . Profits
from Computer Space gave the duo enough money to leave

The team set up thelr prototype unit
atalocal dive called Andly Capp's, and
S00n bar owner Bil Gatts called Alcom at

Atariwhen

own. The Office of the Callfornia noted
that their chosen name was alrsady In use, 50 the two had to

malfunction wes its popularity! Famously
PONG

p ipany. Theirthird

aterm from the.
Go, making t offcial.
A

mechanism was overflowing with quarters ¢

‘company Bally would give themthe money to hire their first
engineer, Allan Alcorn. Alcorm, who had worked with the pair
at Ampex. was frash out of school and working fulltime thers.

o buld
fullsize units—ten to put inlocations for
further testing, one for Bally, and another
to keep n thair office. The samings at each

when he was woosd

ofthe locations

He said.”

was. because

unmarrisd, and hel.
year or two anyway and Id go back to Ampex-”
Contracted to provids them with both a pinball game and

avideogame, be

flgures.
Those at Bally were desply skeptical of the
Pumbers, which were fartoo high based on

called PONG. The now-famous game began life a5 a warm-
up project for Alcorn, based o a demonstration Bushnell

air this was after Dabney
iad already fudged the numbers Jower!
Eventualy, Atari decided to manufacture the units

Saw of the first-ever the Magnavox
Odyssey. Created by Ralph Basr. the "brown box” console
played an assortment of games directly on a home television
Set. including a version of tennis that served as inspiration

themsel 1672, they
the world. The game wert on to be a bestseller for Atari and
led 10 an explosion of arcads vidso games when Imitators
qQuickly jumpedt on board. Atari would have to Innovate to

forthe project

product had proven that

this P Assoonas fuure for coin-operated video games.
‘Alcorn had somathing workable, they would move on to.a more  Things began maving quickly after hat, as the small group
presumably s experiences and
But 0 Hs related follow-ups By
actually very playable. Alcorns creative segmerting of the the end of 1974, Atar had sold $3.2 millon worth of PONG and
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'BORN AND RAISED In Oregon, CIif Spohn was
constartly drawing from an early age, sketching
i

— -IFI-
CLIFF SPOHN

‘ventually on his own. “The work was more of
Wwhat | wanted 1 do, and Steve artdirected me

through

alitle far the infial creation
n

s, . He

from San
In1976, Spohn chancad upan the artwork

nd
‘games, defining the flustration stylefor Atarrs

San Francisco.” he explained. | saw how loose
twas and how you could see the pencl fnes.

about Spohin,“He was an icon around ere. He
came up with the look. Our task was to emulate

togo.it

|
cidn'tknow my ass from fifty cents on howto

the way Atar packaging needied to look.”

do thisstuff
ot how to get that kind of wash and type of
texture”

“From that poirt o, | never stopped

notjust for s
qualty craft and execution, but also for ts
strong design sense. Powerful compositions,
and sffective use of montage llowed his work

working pop

time and thad to r T “he

lent iself mused "

well” balance, moving, with asymmetrical imagery. on
In1977, Spotin the edge” techmique on his

freslancer for Atar thiough the Palo Ato-

Atari work s “anti-painting.” where “It's really

based agency, St nd then

/AIR-SEA BATTLE * BACKGAMMON * BASKETBALL * BOWLING * BRAIN GAMES * BREAKOUT * CHAMPIONSHIP SOCCER
(CODEBREAKER * COMBAT * FOOTBALL * HOME RUN * HUMAN CANNONBALL * INDY 500 * MINIATURE GOLF * STAR SHIP
SUPER BREAKOUT * SURROUND * VIDEO CHESS * VIDEO OLYMPICS * WIZARD
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ll TO ME, DESIGNING IS STANDING ON ONE FOOT.
| ALWAYS WANT TO KEEP THE VIEWER OFF-BALANCE,
MOVING, WITH ASYMMETRICAL IMAGERY, ON THE EDGE.”

CLIFF SPOHN

wash, then use a bristied brush to pul offsome
of the color,then spray fix it 50 you dorr pull
offal the paint. But n the end, i all sbout the
composition, and that's the way I've ahways
approached everything.*

‘Spohinwas heavly influenced by llustrater
David Grove, but his work alsa referanced
paperback book covers and alburm art. He
worked as a reelance commercial lustrator,
‘even creating art for another tech startup, the
brainchid of former Atarl employee Steve Jobs.
That company, of course, was Apple Computsr.
Spohn flustrated two of the company's early
manuals. and Jobs loved the artst's work—hs
‘even had Spohn's original art hanging in his
offical For his part, Jobs tred to ure Spohn
‘away from his freelance work for Atari o & ful-
time position at Appl, including stock options.
But Spohn turned down the offer, doubtul
about the future of the fledgling computar
company.

‘Atart art director and Hustrator James Kelly
praised Spoh: “He was a fabulous lustrator
nd had a rice, relaxed, editorialway of coming.
p with mages. | saw his work on 7V Guige and
Time magazine covers—really notable placss.
Wwhere youd see the country's top ilstrators ™

Spohin eventually moved on from Atarias.
the company brought more and more of ks
llustration wark in-house. With no shortags of
clients, Spofhn continued on for decades as &
freelance llustrator for a varlsty of companes,
Inclucing Deta, Coca-Cola, Starbuchs, NFL, and
many others. His current personal work delves
more cesply Into abstract exprssionism. &




n ofihe game was created but never relsased bec
cial bution-based contraller i

v Unused cover atfor Astarolds (5200)
Artist: Bua T

TERRY HOFF

» Cover artfo Asteroids (2600)
‘st Chri Kenyon
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¥ Desler catalog loga for Centpade (2600)

USTRATION  0ATE s pe:

ACover artfor Centipede (2600)
‘Arist:Burrel Dickey

CENTIPEDE

by 8 woman, <ester mobie o Cantpede
acvartage of game.Proo v Harrasves

s . R > Interior manual art for Centipede (200}

gameplay o the crginal f nct iok e T,

‘Artis: Hiro Kimura |
onits other early consoles, ensuring that no mult-legged arthropods are safe.
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YARS’ REVENGE

Onsof the Atari 2600, Yars
the pop game Star.
Castie, Warshaw believed he couldrit do d decided
Castle The name of a
spellsd backwards o read Yar. adstalled up as part

ofan exclusive packin Yors’ Revenge comic book.

A nterior manual art fo Yars' Revenge (2600)
Artist:Hiro Kimura.

s Cover atfor Yars'Revenge (2600)

5
= At Hiro Kimure

Yars' Revenge turned out to be my very first package llustration assignment after having dane a couple of manual
ilustrations. | got the basic concept of the Yar, not as a gigantic ly, but as a chrome-plated insect shooting spitballs.
Itwas my first attempt rendering chrome surface and | recall struggling mightily with it. Perhaps the biggest reason
for itwas that | used airbrush almost exclusively for the very first time, a tool | stil wasn't skilled at then.”

HIRO KIMURA



mod joystcks ae distinguished rom

10P* at the ront of the orange compase
rose graphic, which was adeed later

DREAMS

NO DISCUSSION OF the Atarl 2600 waid be completa
withouta input device,

was designed to nestinthat Tank game. It ended up as a
standalone thing, but dicn't go with anything else fon the
2600] visualy, really. Iitialy they were going to be fhard wired,
bt 1thought f | put them on umbilicals, two people could play.
simultaneously. tried to make the boot look no-nonserise

and miltary. The only reason | put a boot on 1 was because

dust, dirt, and such. That compass rose was originally hot-
stamped In yellow, bt by the time it got nto production, to cut
costs thers ware some changss done.”

‘While McKinsey appreciates the now-iconic status of his
Joystick design, he has mixed feelings. “f | wera going to
design an XY controler, it wouldr't ook Iike what | designed. It

| would have designed it sasier to hold. But ttayed the same,
ight down to how It actuated on the inside”

Even though t's generally absent on moderm consumer
electronics, signature textures played a big part n the design
of Atari products, and the 2600 controllers and console were

i e

L A ot st vy

3 fair
typical. It was't unusualto put some kind of texture on them.
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and s st

Atariwas its

done interiors, gear shift levers. | would

—iie Super PONG, Sups

. and others. Atthe Ata
announced a new standalone game unt. Called Tank I,

aws in the mold, ke weld linss.
e iar it you ot see tht—i gets lud. The

designed with a
[

canceled late i 18777 But a crucial part of McKinsey's design
would se another Ifs. The modular joysticks specifically
madato fitinta the squared housing of Tank f woud finall be
relsased as the iconic Atari 2600 Joystick.

When asked about the Joysticks, McKinsey said, I was
always embarrassed—it wasn' the easiest controller to hold
0 your hand, with angular edges and kind of square. But it

hard- At persists in
the head-to-head amy battle arcade game, Tonk. Ostensibly  the popular imagination, and has made a distinct impression
¥ video game fans. “tve
released . then later
However, s Iived. You know, usually with products, you get ther out there

andithey go through thei e, and you move on. This thing has
alife of s own! There's this cultfallowing. Forthesa things
to/ive 50 long 1 5o unusual. That's so gratitying. | think we
were ailpretty gratified abot getiing our procucts out—going
o the trade shows, and seeing the exctement around your
products—that's really good for you. It gives you the courage
o do something slse” B

» ustration ld vith US Patent s
4124787 for the enginesring behind
the Joystick assembly




