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1Atari 800 motherboard

It all started with Wikipedia.

This online encyclopedia that anyone can contribute to is a weakness of mine. I can lose 
hours reading on the site and following page links, going from an article about an old 
�����n�ã�º���N�����•�����º���N�8�u���•�«���V�N�����«�@�¬�V�8�º���á�ü�����Ô���8���•�N�@�K���N�Ý�º�����N�����•���ü�ã�@�N�����Ô���á�ü���@���N�Ý�•�N���•�8�º���Ô���8�º�n�º�8���ü���@�N�P��
The site also helped foster my passion for video games, a love affair that began when 
I was six years old and received an NES for Christmas. In Wikipedia, I found a source of 
knowledge and discovery for many systems I’d never heard of, and I wanted to know 
�����8�º�˜�•�«���V�N���•�ü�ü�����Ô���N�Ý�º���P���X���ü���n�º�³���N�Ý�º���@�ã�N�º�K���«�V�N���N�Ý�º�8�º���o�•�@���@�����º�N�Ý�ã���Õ���N�Ý�•�N���•�ü�o�•�u�@���«���N�Ý�º�8�º�³��
me about it: the photos.

There are many reasons for the often-poor photography on Wikipedia, but the most 
common is due to licensing. Wikipedia requires that photos on the site be under a free 
license, which prevents people from just grabbing copyrighted photos from around the 
web and placing them in articles. Wikipedia’s own editors have to take on the job, and 
most are ill-equipped to do so. I’d been a hobbyist photographer for years, and one day I 
decided that I’d just replace these bad photos in video game articles myself. I transitioned 
�Ô�8�������•�n�ã�³���8�º�•�³�º�8���N�����5�8���ü�ã�á�¬���¬�����N�8�ã�«�V�N���8�K���N�•�ø�ã���Õ���•���³���V�5�ü���•�³�ã���Õ���Ý�V���³�8�º�³�@�����Ô���5�Ý���N���@�����Ô���n�ã�³�º����
game hardware to gaming and console articles.

Cleaning up these console entries with quality photos became addicting, and I wanted 
to do as many as I could. After I had photographed all of the things I owned, I reached 
out to local collectors. After photographing everything they owned, I reached out to the 
world. I started a Kickstarter to help buy systems so that I could photograph them, take 
them apart, create comprehensive galleries, and share and preserve these video game 
consoles. The Kickstarter was a success and helped me raise enough money to buy many 
of the consoles that you’ll see in this book. The help and contributions from people who 
believed in my work was humbling, and I can’t thank my supporters enough.

This book is a culmination of the work that I started on Wikipedia. It is the result of 
countless hours of taking and editing photos, scouring eBay listings for rare items, and 
searching through old newspapers, magazines, and books for the stories behind the 
consoles. It’s my attempt to provide a brief look at the comprehensive history of the home 
video game market, and not just those that everyone knows, but the ones many never 
knew existed. I’ve also included a few hybrid computer-consoles, but for the most part 
excluded computers and focused on home consoles for reasons of space. From beautifully 
designed consoles to bizarre-looking controllers, and from beloved successes to massive 
failures that bankrupted companies, let’s not let this history fade away.

Introduction
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Long before Pong , the idea of using an 
elec tr onic display to provide inter active 
enter tainm ent could be seen in research 
laboratories and colleges across the US. 
One of the earliest examples comes from 
1958, when a researcher at Brookhaven 
Laboratories repurposed one of its analog 
computers and built handheld controllers 
to simulate a tennis match. Later, other 
early games such as Spacewar! (1962) 

appeared at the Massachusetts Institute 
of Technology, which required the use of 
a large and expensive com put er. Video 
games didn’t hit the main str eam until 1972 
with the release of the Magnavox Odyssey 
and the arcade hit Pong . This new form of 
entertainment fascinated young people 
and began a craze that would become a 
multibillion-dollar industry.

1st Generation

3Magnavox Odyssey 500 series motherboard
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Launch price: $99

Processor: None

Power:  6 C batteries or optional AC adapter Systems sold: 330,000+

Optional accessory: Light gun

RAM: None

Magnavox Odyssey (1972)

Planning and design for 

the Odyssey began as 

far back as 1966.

S
P

E
C

S

The Magnavox Odyssey was the world’s 
�á�8�@�N���¬�����@�V���º�8���³�º�n�ã�¬�º���N�Ý�•�N���ü�º�N���5�º���5�ü�º��
play inter active games on their television. 
Limited by the era’s primitive technology, 
the Odyssey’s games were played with 
white squares and lines that players could 
move around on a black background. The 
system’s standout game was a simple 

two-player version of tennis, which was the 
direct inspiration for Pong .  While Pong , 
not the Odyssey, would begin the video 
game craze, the system is an amazing 
achievement for its time and set the stage 
for the modern age of video games and 
consoles.
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Pack-In Accessories

Color overlays came in 

two sizes, 18” and 23”, 

and attached to the TV 

screen through static 

cling.

Magnavox compensated for the Odyssey’s 
extremely basic, freeform gameplay with 
pack-ins to enhance the experience.  Each 
system came with color screen overlays, 

six jumper cards, poker chips, play money, 
dice, and various game boards and cards. 
These items allowed for 12 different games 
to be played out of the box.



Inside the Odyssey

The Magnavox Odyssey doesn’t contain 
a single integrated circuit but is instead 
made entirely from capacitors, resistors, 
transistors, and diodes. The Odyssey’s 

object physics and onscreen graphics 
generation are handled through 
�Ï�Î�˜�³�•�V�Õ�Ý�N�º�8�¬�•�8�³�@���•�N�N�•�¬�Ý�º�³���N�����N�Ý�º�� 
system’s motherboard. 
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The jumper cards that 

were included with the 

Odyssey contained no 

game data and simply 

rewired the console for 

different game types 

when plugged in.
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Pong  creator: Allan Alcorn

Year of creation: 1972

Magnavox Odyssey series models: 8 Total Pong  models: 300+

Atari Pong  models: 8

Coleco Telstar models: 14

Pong Consoles (1975+)
S

P
E

C
S

���N�•�8�ã�|�@���á�8�@�N���5�8���³�V�¬�N���o�•�@��Pong�K���•�����V�����Ô�á�¬�ã�•�ü��
arcade cabinet adaptation of the Magnavox 
Odyssey’s electronic tennis game. Atari’s 
version greatly improved upon the original, 
adding a score tracker, sound, and more 
�8�º�á���º�³���Õ�•���º�5�ü�•�u�P��Pong became a smash 
hit in arcades, which led Atari to partner 

with Sears to bring out a home version, 
released in 1975 as the Sears Tele-Games 
Pong . The home version also became a 
huge hit, and its success led to numerous 
Pong  clones and helped to spark the rise of 
the video game industry.
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Nintendo TV-Games

The Color TV-Game 15 

offered 15 variations of 

Pong  and retailed for 

¥15,000 in 1977.

Pong  wasn’t just a phenomenon in the US; 
it also took off in Japan and Europe, where 
local companies produced their own Pong  
consoles. In Japan, one of the most popular 
Pong  systems came from the company 
Nintendo, a longtime toymaker that had 

begun branching out into video games. Its 
Color TV-Games line of systems included 
two Pong  consoles, a Breakout clone, a 
racing game, and a computer that played 
the strategy game Othello.
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The Telstar line included models with 

color graphics, light guns, and even a 

cartridge-based system.

�Á�Ý�º���Ð�Î�Î�Î���o�•�@���N�Ý�º���á�8�@�N���…�³�u�@�@�º�u���N����

offer a single-player mode for Pong .

By 1975, Magnavox had discontinued the 
original Odyssey and began producing 
a series of streamlined Odyssey systems. 
Some of these dedicated Pong  consoles 
(like the Odyssey 2000 above) used the 
General Instruments AY-3-8500, a “Pong  

on a chip” that incorporated all of the logic 
and circuits for Pong  into one integrated 
�¬�ã�8�¬�V�ã�N�P���Á�Ý�º���á�8�@�N���N�����V�@�º���N�Ý�ã�@���¬�Ý�ã�5���o�•�@���!���ü�º�¬���K��
a toymaker whose line of Telstar systems 
would become one of the best-selling 
series of Pong  consoles.

The Coleco Telstar and Odyssey Series
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The Montiverdi TV 

Sports was another 

uninspired Pong  console 

that offered a standard 

variety of Pong  game 

modes as well as light-

gun shooting.

The simplicity of the “Pong  on a chip” 
�ã���N�º�Õ�8�•�N�º�³���¬�ã�8�¬�V�ã�N�����5�º���º�³���N�Ý�º���â�����³�Õ�•�N�º�@��
for electronics manufacturers to produce 
their own Pong  consoles. Pong  was so 
popular and so easy to produce that, by 
�Ï�×�Õ�Õ�K���N�Ý�º�����•�8�ø�º�N���o�•�@���â�����³�º�³���o�ã�N�Ý�����º�•�8�ü�u��
identical systems. When consumer fatigue 

set in and the systems stopped selling, 
companies dumped their Pong  consoles 
and left the industry. The result was the 
�á�8�@�N�����•�8�ø�º�N���¬�8�•�@�Ý���•���³���N�Ý�º���º���³�����Ô���N�Ý�º��Pong 
era. Luckily, a new generation of gaming 
consoles had begun to emerge that would 
quickly revitalize the industry.

The Crash of 1977
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Technological innovations led to more 
dynamic video game experiences in the 
second generation; new microprocessors 
that ran code from ROM cartridges meant 
one console could play a theoretically 
limitless variety of games. While these 
new consoles took off in homes, people 
�•�ü�@�����â���¬�ø�º�³���N�����•�8�¬�•�³�º�@���N�����5�ü�•�u���Õ�•���º�@��
that had unmatched graphics, sound, 
and gameplay. Sales of video games and 

hardware grew tremendously in a very 
short period of time, which caused a 
gold-rush effect that brought in a multi
tude of diff erent manufacturers and 
developers to the low-entry market. This 
golden age would not last long, however; 
�N�Ý�º���ã���â�V�t�����Ô���¬�����5�º�N�ã���Õ���¬�����5�•���ã�º�@���ü�•�ã�³���N�Ý�º��
groundwork for the biggest disaster the 
video game industry has ever seen.

2nd Generation

13Atari 5200 motherboard
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RAM:���Ó�Ï�Ð���x� 

Internal storage:���Ò���J� 

Operating System:���!�V�@�N�������n�ã���V�t���«�V�ã�ü�³GPU:���à�ã�n�•���N�º���J�!�Ï�Î�Î�Î

CPU:���x�•�8�n�º�ü�ü���(�0�Ñ�Î�Î�Ó

Launch price:���Ÿ�Ò�×���b�¬�����N�8���ü�ü�º�8���@���ü�³���@�º�5�•�8�•�N�º�ü�u�c
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Steam Link (2015)

�Á�Ý�º���³�N�º�•�����!�����N�8���ü�ü�º�8���Ô�º�•�N�V�8�º�³���Ô�V�ü�ü�u��

�¬�V�@�N�����ã�•�•�«�ü�º���¬�����N�8���ü�@�K���Õ�u�8���@�¬���5�º��

�•�ã���ã���Õ�K���•���³���³�V�•�ü���N���V�¬�Ý���5�•�³�@���o�ã�N�Ý��

haptic feedback.

�•�N���«�8�ã���Õ�ã���Õ���N�Ý�º���Ý�����º���¬�����@���ü�º���º�t�5�º�8�ã�º���¬�º��
���Ô���¬���V�¬�Ý���Õ�•���ã���Õ���N�����N�Ý�º���¨�!�P���Á�Ý�º���@�N�8�º�•���ã���Õ��
�³�º�n�ã�¬�º���o���8�ø�º�³���o�ã�N�Ý���•���n�•�8�ã�º�N�u�����Ô���¬�����@���ü�º��
�¬�����N�8���ü�ü�º�8�@���•�@���o�º�ü�ü���•�@���à�•�ü�n�º�|�@�����o�����³�N�º�•����
�!�����N�8���ü�ü�º�8�K���o�Ý�ã�¬�Ý���V�@�º�³���³�V�•�ü���N���V�¬�Ý���5�•�³�@��
�•���³���•���Ý�ã�Õ�Ý���³�º�Õ�8�º�º�����Ô���¬�V�@�N�����ã�•�•�N�ã�����˜�N����
�Ý�º�ü�5���N�8�•���@�ü�•�N�º���N�Ý�º���¨�!�|�@���¬���V�¬�Ý�n�V���Ô�8�ã�º���³�ü�u��
�ø�º�u�«���•�8�³���•���³�������V�@�º���@�º�N�V�5���N�����•���¬�����N�8���ü�ü�º�8�P

�Á�Ý�º���³�N�º�•�����n�ã���ø���o�•�@���•���³�º�n�ã�¬�º���Ô�8�������à�•�ü�n�º��
�N�Ý�•�N���•�ü�ü���o�º�³���V�@�º�8�@���N�����@�N�8�º�•�����Õ�•���º�@���Ô�8������
�N�Ý�º�ã�8���¬�����5�V�N�º�8�|�@���³�N�º�•�����ü�ã�«�8�•�8�u���N�����N�Ý�º�ã�8���Á�à�P��
�³�N�º�•���K���N�Ý�º���³�ã�Õ�ã�N�•�ü���³�ã�@�N�8�ã�«�V�N�ã�������5�ü�•�N�Ô���8�����Ô���8��
�¬�����5�V�N�º�8�@�K���o�•�@���³�º�n�º�ü���5�º�³���«�u���N�Ý�º���Õ�•���º��
�5�V�«�ü�ã�@�Ý�º�8���à�•�ü�n�º���ã�����Ð�Î�Î�Ñ�˜�•���³���º�n�º���N�V�•�ü�ü�u��
�«�º�¬�•���º���N�Ý�º���o���8�ü�³�|�@���ü�•�8�Õ�º�@�N���Õ�•���ã���Õ���5�ü�•�N
�Ô���8���P���Á�Ý�º���³�N�º�•�����n�ã���ø���o�•�@���à�•�ü�n�º�|�@���•�N�N�º���5�N��
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