
SCEA Ex. 1022 Page 1

f  

F
in

d
 a

u
th

e
n
tic

a
te

d
 c

o
u
rt d

o
c
u
m

e
n
ts

 w
ith

o
u
t w

a
te

rm
a
rk

s
 a

t d
o
c
k
e
ta

la
rm

.c
o
m

. 

https://www.docketalarm.com/


SCEA Ex. 1022 Page 2

 

 

 

 
I fer byswayne Stéte University Press, Detroit, Michigan 48201. All

rig_hés:ré§erved.' Nd perf of this book may be reproduced without formal 

" pef1i1issior1L Marmfectured in the United States of America.

 '1:é'i5'14'i3 :2-_-' 3 5 4 3 2 1
 

_ " . ‘I Librsafjr OEICII-ohgrees Cetalogingdn-Publication Data

‘Before the 'c£as1{: early video game history I edited by Mark ]. P. Wolf.
. '

'3 biblliogrephical references and index.

_ ISBN 9-7B—(j—314-3—3-’-15UeB(pbk. : alk. paper) — ISBN 975-0-31c1‘3—3722—e

'(ebooi<)' I '

_ 1'. Video games——History. 2. Video games~Sncia1aspects. I.Wolf, Mark

Gv14'69.3B44 2012
794.3-dc23

' 2012001474.

.

Typeset by Maya Rhodes

Composed in Vf/m'm:u:k Pro and Arleta

 
SCEA EX. 1022 Page 2 _  

f  

F
in

d
 a

u
th

e
n
tic

a
te

d
 c

o
u
rt d

o
c
u
m

e
n
ts

 w
ith

o
u
t w

a
te

rm
a
rk

s
 a

t d
o
c
k
e
ta

la
rm

.c
o
m

. 

https://www.docketalarm.com/


SCEA Ex. 1022 Page 3

CONTENTS

Foreword by Ed Rotberg vii

Acknowledgments xi

Introduction 1

MARK I. P. WOLF

Video Games Caught Up in History: Accessibility, Teleologicai

Distortion, and Other Methodological Issues 9

CARL THERRIEN

Vi/hat’s Victoria Got To Do with It? 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

lVlARI< I. P. WOLF

A Question of Character: Transmediation, Abstraction, and

Identification in Early Gaines Licensed from Movies 90

JESSICA ALDRED

 

SCEA Ex. 1022 Page is

f  

F
in

d
 a

u
th

e
n
tic

a
te

d
 c

o
u
rt d

o
c
u
m

e
n
ts

 w
ith

o
u
t w

a
te

rm
a
rk

s
 a

t d
o
c
k
e
ta

la
rm

.c
o
m

. 

https://www.docketalarm.com/


SCEA Ex. 1022 Page 4

w.«_.~_~m9v.=g-.;.§;:<;\.:_~.~;-1: Every Which Way But . . . : Reading the Atari Catalog 105
SHEILA C. MURPHY

One—Bit Wonders: Video Game Sound before the Crash 119
KAI21'—;N COLLINS

The Rise and Fall of Cinematronics 138
TIM SKELLY

C0lor—Cycled Space Fumes in the Pixel Particle Shoekwavez
The Technical Aesthetics 0fDefender and the Williams Arcade
Platform, 1980~82 168

BRETT CAMPER

C0in—Dr0p Capitalism: Economic Lessons from the Video Game
Arcade 189

CARLY A. KOCUREK

Early Online Gaming: BESS and MUDS 209
STACI TUCKER

Appendix A: Video Game History: Getting Things Straight 225
RALPH H. BAER

Appendix B: The Magnavox Co. V. Activision, Inc.: 1985 WL 9469
(MD. Cal. 1985) 234

Ross A. DANNENBERG

Contributors 239

Index 245

vi
Contents

SCEA Ex. 1022 Page 4.5 '

I:m£u;~;§.~;;<t<;~;;zm'e=-.t;;'e;\;;.-:
  

  

 

f  

F
in

d
 a

u
th

e
n
tic

a
te

d
 c

o
u
rt d

o
c
u
m

e
n
ts

 w
ith

o
u
t w

a
te

rm
a
rk

s
 a

t d
o
c
k
e
ta

la
rm

.c
o
m

. 

https://www.docketalarm.com/


SCEA Ex. 1022 Page 5

NlAR|( J. P. WOLF

The Video Game Industry Crash of 1977

Though the Great Video Game Industry Crash of 1983 is well known, it was

not the first time the industry experienced a crash. The crash of 1977, al-

though not as big or long—lasting, was the first to test the home video game

industry. In some ways, it was a warning to the industry and was predictive
of the Great Crash of 1983, with which it shared similar conditions: bur-

geoning commercial success encouraging high expectations, cheapened

product glutting the marketplace, tough competition forcing the slashing

of prices, and technical advances resulting in a new generation of technol-

ogy that quickly outmoded older systems and sent them into obsolescence.

Based on the patterns of other electronics industries, some foresaw the

1977 crash. To understand why it happened, we must first look at the con-

ditions that preceded it and the context in which it occurred.

EARLY RAPID GROWTH

The first coin—operated video games, Galaxy Game and Computer Space,

appeared in 1971, and the first home video game system, the Magnavox

Odyssey, and the first hit game, PONG, appeared in 1972. Video games

caught on, and by mid—1975, the Odyssey had sold Over 350,000 in three

years.‘ Seeing the Odyssey’s success, Atari followed up its arcade PONG

(1972) with a home version OEPONG in 1975, and both had a growing num~

ber of imitators. More arcade video games began appearing, and in 1975,

Magnavox further released two new home game systems, the Magnavox

Odyssey 100 (model 7010) and Magnavox Odyssey 200 (model 7020). By

81

SCEA Ex. 1o2_2 _Pa_g_e

f  

F
in

d
 a

u
th

e
n
tic

a
te

d
 c

o
u
rt d

o
c
u
m

e
n
ts

 w
ith

o
u
t w

a
te

rm
a
rk

s
 a

t d
o
c
k
e
ta

la
rm

.c
o
m

. 

https://www.docketalarm.com/


Real-Time Litigation Alerts
  Keep your litigation team up-to-date with real-time  

alerts and advanced team management tools built for  
the enterprise, all while greatly reducing PACER spend.

  Our comprehensive service means we can handle Federal, 
State, and Administrative courts across the country.

Advanced Docket Research
  With over 230 million records, Docket Alarm’s cloud-native 

docket research platform finds what other services can’t. 
Coverage includes Federal, State, plus PTAB, TTAB, ITC  
and NLRB decisions, all in one place.

  Identify arguments that have been successful in the past 
with full text, pinpoint searching. Link to case law cited  
within any court document via Fastcase.

Analytics At Your Fingertips
  Learn what happened the last time a particular judge,  

opposing counsel or company faced cases similar to yours.

  Advanced out-of-the-box PTAB and TTAB analytics are  
always at your fingertips.

Docket Alarm provides insights to develop a more  

informed litigation strategy and the peace of mind of 

knowing you’re on top of things.

Explore Litigation 
Insights

®

WHAT WILL YOU BUILD?  |  sales@docketalarm.com  |  1-866-77-FASTCASE

API
Docket Alarm offers a powerful API 
(application programming inter-
face) to developers that want to 
integrate case filings into their apps.

LAW FIRMS
Build custom dashboards for your 
attorneys and clients with live data 
direct from the court.

Automate many repetitive legal  
tasks like conflict checks, document 
management, and marketing.

FINANCIAL INSTITUTIONS
Litigation and bankruptcy checks 
for companies and debtors.

E-DISCOVERY AND  
LEGAL VENDORS
Sync your system to PACER to  
automate legal marketing.


