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The ATARI7800 ProSystem
The System that Grows with You.

Advanced ProSystem
Graphics

The ATARI 7800 ProSystem features
more colors, more motion, more
action-packed game sequences and
more game playing options than ever
before. Games come to life with 256
exciting colors and up to 64 indepen-
dently rnoving characters at one time
Shadow graphics create a realistic 3-D
effect to pull you right into the fun.
You'll see the difference immediately
when you plug in the cbnsole and play
any new ProSystem game. For an idea
of the superior performance of this
new machine, compare these game

screens:

POLE POSITION CLOSE-UP

ATARI 2600 ATARI 7800 ProSystem

In action, the difference is unbeliev-
able! You've never seen home video
games this sensational before!

New Pro-Line
precision game
controllers

Designed to fit in the palm of your
hand, two ATARI PRO-LINE controllers
give you arcade-like control over the
action at split-second speeds. These
self-centering controllers are engi-
neered for precise game control and
extraordinary reliability. A two-button
fire option lets you control two inde-
pendent functions in many ProSystem
games, for true-to-arcade response.
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And—the Atari 7800 ProSystem is
compatible with all Atari 2600 game
controllers.

Sleek, high-tech
design

Combines function with fun in the
clean, compact game console and
controllers.

Learning and
laughter for
preschoolers
. The ATARI 7800
ProSystem is fully
compatible with
all ATARI 2600 VCS

children’s games
s and the child-size
Kid’s Controller. Kids will enjoy inter-
acting with characters from their favor-
ite movies and television shows, while
and the

learning colors, numbers
alphabet and improving
hand-eye coordination.
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Expandable to a

home computer

The ATARI 7800 ProSystem is engi-
neered for expandability. When you're
ready, the optional Computer Key-
board turns the ATARI 7800 ProSystem
into a home computer. You can learn
programming and word processing,
play educational games and use other
special software programs. The ATARI
7800 ProSystem Computer Keyboard
will accept ATARI XL series accesso-
ries, such as printers and program
recorders, to make a versatile home
computer for the entire family.

Atari Service
where and when

you need it!

There are over 1200 ATARI SERVICE
CENTERS nationwide to help you keep
your ATARI 7800 ProSystem in
perfect running condition. And
if you're ever in need of tech-
nical assistance, we put our
expertise on the line! Call
our Customer Service
number tollfree: 800
538-8543. In Calif-
ornia, call 800-
672-1404.

Hundreds of games

to choose from

Play all your favorite ATARI 2600 VCS
games. An exclusive electronic design
makes all ATARI 2600 cartridges and
controllers compatible with the ATARI
7800 ProSystemn—with no expensive,
add-on adapter to buy! "

Plus—dazzling new ATARI 7800
ProSystem games are available now,
so you can build an expanding library
of spectacular ProSystem Graphics
software. In addition to the games
shown on the front of this carton—
POLE POSITION Il, Lucasfilm’s RES-
CUE ON FRACTALUS™ and DESERT
FALCON™ —all specially designed for
the ATARI 7800 ProSystem—you can
choose from these extraordinary Pro-
System Graphics games, with many
more new titles coming soon:
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1. Engineered and designed by Namco Ltd - manufactured under
license by Atari, Inc ™ and Namco 1982

2 Trademark of Lucasfilm Ltd Atari, Inc , Authorized user

3 Trademark of Bally Midway Mig Co sublicensed to Atari, Inc by
Namco-North America. Inc

l Exclusive—Available Only for the 7800 ProSystem
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MIT 1978

Doug Macrae

Kevin Curran




Pinball and video games

at MIT dorms
Pioneer Star Castle
Playboy Rip Off
Paragon Battlezone
Fire One Missile Command

...and more



steroids

alaxian
ac-Man
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Increase Profits With
Super Galaxian Kit

Renew Excitement With

ASTEROIDS
SPEED UP KIT

KIT FEATURES:

Galaxian
® |[ncreases number of diving creatures

issile Command ? st

’reaUreﬁ ﬂ@hr path
ASTEROIDS

el D tO 6 30664 iINncrements

¢ 4 different time aelay settings

Lo ) c - - . all T ¢
¢ Easy installation, only one IC to remove



March 1981

General Computer Corp.



Super Missile Attack

enhancement kit for Atari Missile Command

developed March—May 981, first sale May

total sales ~1,000 units for profit ~$250,000
July: Atari sues GCC for $15M

October: Atari drops lawsuit
GCC signs Atari development agreement



Crazy Otto

enhancement kit for Midway Pac-Man

developed June—October |98
(while the Atari lawsuit was ongoing)

October: give demo to Midway
sigh Midway license agreement



Name Changes!

Crazy Otto
Super Pac-Man
MIN - Tel MFTy

Pac-VWoman

Ms. Pac-Man



February 1982

Projects being worked on include:

Fireman music driver
for Tl sound chip
Food Fight
character
Molecular Magic development
(Quantum) system

All are coin-op projects...



February 3-4 March 4

Ray Kassar Manny Gerard

and Manny Gerard and Skip Paul
visit GCC visit GCC



Meanwhile...

what’s going on at Atari/




In Februarv 1982, when another group of VCS
programmers threatened to leave, Kassar pan-
icked. If they quit, Atan would have had no VCS
programmers left. ““Kassar was desperate. He
was running scared,”” Kaplan says. He responsed
by throwing monev at the designers. Salanes

were increased and a hastily-created bonus plan
was instituted.

“What Went Wrong at Atari”
San Jose Mercury News
November 6, 1983



Early April 1982

Kevin gets a phone call



Spring 1982
Work begins on VCS carts

Combat || Centipede
Phoenix Rubik’s Cube
Vanguard Ms. Pac-Man

Galaxian others...
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Summary of June 17, 1982 Meeting

Attending: Kevin Curran John Mracek Tom Westburg
John Tylko Art Ng Claudia Newcorn
Mark Ackerman Glenn Parker
Tom Calderwood Dave Payne

Bill Hofmann Chris Rode
Patty Goodson Jim Salem

Roy Groth Keith Sawyer

Kevin Curran opened the meeting by presenting the central tenet of General
Computer Corporation: that of looking towards and developing for the future.
The goal of these meetings are to provide an open forum for unrefined ideas,
suggestions, aspirations, information, etc., in a casual and informal atmosphere.

Although the company is product oriented with specific goals in mind and its
bottom line is the consumer market, it is essential that we not lose sight of the
larger picture and should consider investing time in research. GCC has the
ability to actively change and affect the future. One has a great sense of pride
when they see Ms. Pac-Man in a cinema or arcade and know that they were
involved in the production of that game. Now, the company needs to look
beyond the day-to-day production and create long-term goals.

After participants had introduced themselves, Kevin presented a brief overview
of GCC and its current relationship with Warner Communications/Atari. He
emphasized that our central function is to develop and provide ideas by applying
our talents to computer aided entertainment. Mr. Mannv Gerard DPrecident ~f



June |7, 1982

After participants had introduced themselves, Kevin presented a brief overview

of GCC and its current relationship with Warner Communications/Atari. He
emphasized that our central function is to develop and provide ideas by applying
our talents to computer aided entertainment. Mr. Manny Gerard, President of

Warner Communications, states that we "can shape the future by inventing it."

Mr. Gerard looks to us to "climb up and down the corporate ladder, becoming
Involved in all aspects of Atari, not just videogames." He perceives GCC as

providing a supplement for Atari's in-house engineering.

The following provides a summary of the ideas/suggestions presented during the
remainder of the meeting. Initials of the speaker follow in parentheses.

I.  Design new entertainment base units to replace the current VCS units. (KS)




September 1982

Delivered to Atari

Combat || Centipede
Phoenix Atari's Cube
Vanguard proposal for VCS

Extended RAM
Qix Cartridge



Proposal for a Video Cartridge System
Extended RAM Cartridge

Tom Westberg and Alan Hodgkinson

General Computer Company
September 15, 1982
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VLSI design at GCC 1982—-1983

October |8: meeting with VTl in Cambridge
design class begins at VTl

~]

November: more meetings with VTl
VLSI Technology, Inc.

January 3: design class begins at GCC
January: acquire VAX | 1/750 to runVTI tools



SPRING
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Life after PAM

Prepared by
Steve Golson

December 7, 1982
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SPRING

Prepared by

Kevin G. Curran
Steve Golson
Scott Griffith

Art Ng
Chris Rode
Tom Westberg

January 12, 1983

The information contained herein is confidential to General Computer Company

and should not be disclosed or discussed with anyone to whom the document was

not issued.




March 1983

TIA+

Pre-Spring Fling



March 1983
Pre-Spring Fling ideas

“build a TIA with more players™
add a scanline buffer

add a double scanline buffer
“just put a TIA on the board”

design a whole new graphics+sound chip...



Code names



TIA

Television Interface Adapter



Tia Maria







GCC codename: Maria

VTl codename: Ginger



Maria

internal double-buffered line RAM
DMA with display list

sound

same color phase shifter as TIA

same color sync as TIA



3600 System

completely 2600 compatible

more RAM
64k addressable

all address pins and R/WV available on cart

better graphics+sound from Maria
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April 18, 1983
Gary Boone status report to VTl
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April—-june 1983

Maria chip

Maria T TL breadboard
3600 game system
many game carts

3600 Home Computer



Maria part number?



Ma'ria' part number?




.Ma'ria: part number?
SR - GCC 170




July 1983

Maria tapes out July 4
Parts back late July

Success!
(one missing depletion implant)



One small problem...
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It has become apparent that the current Maria architecture
requires too much cpu time to allow effective use of its display
capabilities. You can put a lot on the screen but there's no time to move it.
Solutions to this problem have ranged from doubling the cpu clock (which
would have required 120 nsec ROMs-- too fast to be economical today)
to adding a second processor to the system board (which would
require a much larger cartridge bus). An alternative to this is to
modify the Maria chip architecture to remove some of the processor's
burden. To be practical (without completely re-designing the Maria
chip) we need to keep any changes small and localized. The following
changes have been proposed:

1) The processor should not have to set up the Maria chip on
each scan line. With Maria I the cpu spends most of its time either
waiting (WSYN) or acting as a simple counter for vertical position.
Maria II should be able to load its own display list pointers from a
display list list. As before, we cannot have a unique display list for
each scan line, so a given display list must be repeated throughout
each line of a 'zone'. The offset register must be incremented at
the end of each line of dma. Once the offset register reaches zero
a new display list must be fetched (otherwise, the previous

display list will be repeated). There seem to be two ways to go with

the display lists; make them all linked together or have a second ol B ksk
list of list pointers. Although the first method is simpler in Q‘S* S’
hardware, we have chosen the list of lists to simplify the software ? t> -

overhead involved.



Features of this system:

- The display will remain onscreen, even if you halt the

emulator processor.

- Available cpu time is greatly increased: Assuming a minimum

15-cycle kernel on each of 192 scanlines, and the rest of on-screen time
dedicated to dma, available cycles increase by at least 25%. In general,
the increase will be much greater than this, since most scanline

dma's do not require 390 7M cycles.
uI I 983 - Kernels go away, except for dli handlers.
}y' - A reasonable Computer add-on is possible for very little

cost. Essentially, the current dumb keyboard work still applies,
Maria 2

while a RAM-I/O expander cart could make it very useable.

Negative features:

- The Loader still lives, at least for some games.

- Many zeroes are still wasted in char ROM.

— Flexibility is all but dead. You can't do a whole lot more
than we envision today. (Actually the flexibility in Maria I may
have been a myth; there wasn't enough cpu time to use it.)

— Relative to split-bus systems, a lot of cpu time is still

lost to dma.
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GCC 1702 / Maria 2

tapeout to V11|
September 17, 1983

parts back
September 28, 1983



3600 System



This document contains confidential, proprietary information of the |
GENERAL COMPUTER COMPANY (GENERAL) which 'may.r.xot be i
copied, disclosed or used except as expressly authorized in writing by }\/) cO,.ewj,;/

GENERAL

INTRODUCTION

The 3600 1is
with a new graphics
cartridges will run
cartridges designed
take advantage of a

OVERVIEW OF 3600

CONFIDENTIAL

3600 SOFTWARE GUIDE
revised 10/19/83

a product which combines the ATARI 2600 hardware
chip called MARIA. The entire 2600 library of

on the 3600 as they do on the 2600, but new

to access the improved hardware will be able to
large number of improvements.

Ignoring the 2600 environment, which is identical to the ATARI
2600, the 3600 environment is characterized by the following:

(2) 6116"S - &K bytes of RAM.

6532

TIA

- I/0.
- sounds, some input ports.

Expanded cartridge slot.

SALLY(6502)- microprocessor running at 1.79 MHz.
MARIA - all video.

Additionally, there is a protection circuit which verifies

that each cartridge has the correct encrypted data before enabling
3600 mode. Encryption will be covered in another document, but see

Appendix 1, 3600 Memory Map, for information about reserving space for

encryption.

6116's
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3600 enclosure and controllers
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3600 Graphics



34 cyc (1.78 MHz) 80 cyc (1.78 Mhz)

136 ecye (7. 16 MHzZ) 320 eye (7.16 MHz)
68 Pixels 160 Pixels
£
T

AS

245 192

"4—HBLANK

14 228 Pixels i
456 cycles (@7.16 MHz)
114 cycles (@1.78 MHz)




A Guided Tour of Maria II \E

o
Tom Westberg 4“‘(

Purpose of Maria 11

The Maria 11 graphics controller chip is intended mainly for generating a
raster-scan video display suitable for a personal computer or video game
image. It has several other functions in a microprocessor-based system,

intended to reduce overall chip count and aid in compatibility with a
previous video game system, the Atari 2600.
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This Guided Tour will be broken up into two major parts: the first section
will discuss the chip as a graphics controller, while the second section will
address the system-related features of the chip. Throughout this
description, it will be assumed that the reader is familiar with raster-scan

video and at least some methods of generating computer images on a raster
display.
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The Maria Il chip operates fundamentally by transferring blocks of data
from the microprocessor's memory space into an internal staging memory
(the line ram) and then synchronously sending out the contents of this
internal memory as pixel data. The final output of the chip is in a form
which is easily converted to an NTSC (or PAL) video signal. The video
functions of the chip may be divided into four blocks: The symc circuit
provides the overall horizontal and vertical video timing. It also provides
-~ some timing signals to the dma circvit. The dma circuit handles the
= kS ,;7 transfer of memory blocks from the microprocessor's memory space into
s B . the internal staging memory, the line ram. The line ram is used to build
a single scanline image of the video display, prior to its output. The output
section includes color ram and a color phase shifter circuit.
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3600 High Score Cartridge
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3600 Home Computer



3600 Computer Project Proposal

Alan Hodgkinson
August 3, 1983

The 3600 Computer Product Line

The 3600 Computer is an add on keyboard for the 3600 Video Game Player.
Figure 1 shows the complete product line.

The 3600 Computer would probably be sold with a single application cartridge
(thrown in for 'free'). All software should include prerecorded 'interesting'
software (perhaps on cassette or wafer tape). The idea is that a cartridge the
consumer buys is immediately useful. Thus the system will be 'fun' right away,
without the user having to expend any effort typing in programs or data.

The RAM memory in the keyboard unit will have a battery backup and will
remember whatever the user was doing when he shuts it off. This non-volatile
RAM eliminates the need for the low end user to buy a mass storage device. A
wafer tape drive will be available for mass storage, or if the user wants to save
money and still store data, he can use his own cassette tape machine.

The word processing package will be available with two optional printers: a

letter quality printer and an inexpensive dot matrix printer (which might be
used with the computer language cartridges).

Software to be offered with the 3600 Computer:
80 Column word processor
The Game Designer
BASIC
LOGO
FORTH

Adventure



November 1983

Atari considering TIA/Maria combo chip
name may be 2600GC, initial price $109

Atari still planning to support 5200
and have it be the “superior” machine

“they REALLY like the 3600”

word is leaking out to press



December 1983

Atari in-house name: 9000  Mini-Gumby scheduled

| | complete 2/15/84
plan to build Centipede

into encryption ROM 3600 adapter for 5200
final silicon on Maria 2B

(2,25, 2A, 2B) 3600 Trakball

PAl Maria starts 3600 Home Computer:

Keyboard, Game Designer,
videodisc interface Word Processor
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January |984

Munitions Control Board

Centipede + encryption ROM released
BallBlaster for 7800 starts (Topsy Turvy)
Mini-Gumby TTL breadboard working

/800 ProSystem official name
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360 GAME STANDARDS

The followindg documents the user interface and coding standards we are usind
for the 3600, This is meant both to rrovide 3 guide to srogram develorment
and 3s 3 check list for finmished carts. Flease comsare these 3da3inst any
existing dames., Some of these standards are chandgedy and theve surercede
rrevious standasrds. Note that these standards mae be waived on 3 case-bu-case
Dasis to maintain corvright louwslty or for dames with excertionzal reauiremente<
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~ s h ) (T ‘r
! USER INTERFACE e
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;/62;99 should rFrower-ur disrlaving a3 TITLE rzde. Game sa3rameters should be

G sindle =~laver and DEFAULT DIFFICULTY. After sbout 20 secondsy the dame shoulcd

I'I" g0 1nto the HI SCORE disrlawg. After thisy AUTO-FLAY is started, From then or

a e the game alternates between TITLE easesr HI SCORE disrplszus snd AUTO-FLAY. Thics
is czlled the IDNLE SEQUENCE., \

t/I/.l.l) Title Fade

Stan da ds The TITLE FAGE should contain seriffye drarhics including the dame title and
logn, The ATARI corgright MUST arrear in the form!

() ATARI 1984
or
corsridgnt ATARI 1984
Some =Hames m32 3150 require 3 coruright messade for the licensor. The names
GCC» Generzsl Comruters etc should NOT arrear anuwhere on the disprlay.

1+1:2) Hi Score Disslavu

All Zames should be made comeatable with the Hi Score Cart. When doing the

s HI SCORE disrlags the dame should cucle through each rossible dgame difficulty
@ﬁ{or ortion dgiving about 5 seconds of disrlavw for the high scores for each.

These should g0 from low difficultye to hidgh., The time ezsch 1is disrlased can

vary derending on how many hi score tables exist.

If there is no Hi Score Cart epludded iny the HI SCORE disrlay is burassed.
Flesse refer to the Hi Score Cart documentstionm for imrlementztion detsils.




February 1984

Atari increases production from 50k to 200k
1984 production one million consoles
2 to 3 million over next 3 years

design of Anna VLSI chip begins
for 7800 Keyboard Computer



April 1984

security ROM finished, no Centipede

security + Pole Position || ROM developed

High Score Cart accepted as official Atari product
Lucasfilm Games: Ballblazer, Rescue Mission

Maria2C (internal pullup in wrong place)



April 1984
/800 Keyboard Computer

new interface through joystick
no need for Anna custom VLSI chip
2 prototypes built in 26 hours

uses standard Atari peripherals
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1984 Summer CES



MEMORANDUM

T0: CES people
FROM: Doug

RE: CES

DATE: May 25, 1984

e e —_—

On Sunday, June 3, Atari will be officially introducing the 7800 ProSystem at
the summer Consumer Electronic Show in Chicago. The entire system will be
shown with stations showing the following projects:

Ms Pacman Pole Position Centipede

3D Asteroids Joust Dig Dug

Desert Falcon Robotron Galaga

Xevious Food Fight Ball Blazer
Rescue on Fractalus Track and Field high Score Cart
5200 Adapter Basic Atari Lab

Text Editor Typing Tutor Terminal

In addition 2600 Jr Pacman, 2600 Track and Field, and 5200 Jr Pacman will be
shown.



o Wear your Atari badge while on duty.

o If asked, you may say that you work for a design group that is
affiliated with Atari. If pressed, you may say that you don't work in
California. Don't go beyond this though; refer persistent questions to
the Atari staff.

o If you are asked if GCC designed the 7800, say that it was done jointly
with Atari. Be vague about who did what (even though we did it all).

o Atari reorganization and layoffs: No comment. Refer to Atari.

—

o Encryption: this is a little sticky since Ataril hasn't really
announced encryption. Say that you don't know anything about it, even
whether it exists or not.o Availability and Pricing:

Base unit: July $149 retail
Keyboard: Fourth quarter Under $100
H5C ¢ Fourth quarter Not yet determined

Int'1: Third quarter Not set; varies among countries



ATARI DISFLAYS ACVANCED 7800 PRCSYSTEM VILDEO GAME

CHICAGO (wne 3, 1984) — Atari Inc. tcday displayed the 7800 ProSystem,
a pcwerful video game ccnsole that boasts the most advanced color graphics of
any home ccaputer or video game cwrrently available. The versatile ProSystem,

which plays a new line cof software as well as all game cartridges cesigned fcr

the ATARI 2600 Vicdeo Computer System, can be expanded into an introductory
carputer with the addition of an cpticnal full-strcke keyboard.

TO maximize its extracrdinary graphics capabilities— made possible bv a
custcm semiconductor chip nicknamed "Maria" — Atari showed 13 specially
Cesicned cames for the 7800 ProSystem. The recently anncunced
ATART/LUCASFIIM* titles are featured cn the ProSystem, as well as an original
Rme, five exclusive arcade hits never before available for any hcme system
ard five arcade favorites with enhanced graphics.



To transrorm the 7800 ProSystem into an intrcductcry hcme ccmputer, the
owner can attach an cptiocnal full-stroke professicnal keybocard to the system.
The 7800 Camputer Keybcard is compatible with virtually all Atari Beme
Ccoputer peripherals. A line of selected camputer software, including word

processing arxd creative learning and perscnal develcrment titles are scheduled
to ba available cn the system. The Computer Keyboard will cperate with 4K of

Rarndca Access Memory (RAM) expandable to 20K, anfple memory for the novice.

"We bellieve the 7800 ProSystem represents the state of the art for video
ares, " said David Ruckert, executive vice president of Atari. "The 7800
PrcSystem 1s a ccmplete system that will grow with ccnsumers through the
1980's."

A srckesperson frem Toys-R-Us, one of the leading consumer electrcnics
retailers in the United States, said, "There are still many crpertunities for
new entries into the video game market that use new technology to create
innovative products. ™



The 7800 ProSystem also features new Praline Controllers. The
controllers, smaller and more streamlined than earlier mcdels, have a

self-centering joystick ard irdererdent firlng buttensg easy-to-use for both

right and left handers. In additicn, all Joysticks and ccntrollers for the
2600 VCS are camratible with the 7800 ProSystan,

A new Hi-Socore cartridge provides at-home came enthuslasts with a feature
that has fueled friendly arcade rivalries for years: the abili‘:y to reccrd

top scares. By inserting the special Hi-Score cartridge, players for the
first time can reccrd high scores achieved in Up to 65 cames.

In additicn to an almost limitless coler Palette and eye-pcrping
resoluticn, the 7800 ProSystem can display more tkan 100 video characters
simultanecusly — a tremendous advance cver campetitive hcme systers,

Lesigned by Atari's software engineers, the \nicue transistor circuitry in the

"Maria" chip creates arcade-like grapnhics that previcusly required a circuit
c:oard 10 ‘times larcer to orcduce.,
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What could possibly go wrong?



July 1, 1984

Jack Tramiel



TIME
July 16, 1984

A New Pac-Man

‘ Jack Tramiel gobbles Atari

f all Silicon Valley’s microchipped

wonder companies, Atari was one of
the earliest and most colorful. It gave
birth to the video-game industry and
churned out amusements like Pong, As-
teroids and the home version of Pac-Man.
It saw its sales explode from $30 million
in 1976 to a peak of $2 billion 1n 1982. It
spun off famous employee alumni, like
Steven Jobs, co-founder and chairman of
Apple Computer. Physically, it spread to
49 buildings around Sunnyvale, Calif. But
its fall came even faster, as a fickle public
cooled to 1ts video games. Losses hit $539
million last year. Not even TV commer-
cials featuring M*A*S*H Superstar
Alan Alda could revive Atari. Last week
Warner Communications, which has

. owned Atari since 1976, gave up on turn-

Ing the company around and sold it. The
principal buyer and new boss: Jack Tra-
miel, 56, a blunt, balding executive whose
adage 1s “"Business 1s war.”

Tramiel, the former president of |

Commodore International, who built it
into the leading home-computer manu-
facturer, will pay no cash for Atari but
will pick up $240 million of the company’s
debts. He will also get rights to buy 1 mil-
lion Warner shares at $22 each, about
equal to last week’s price. Warner, wnich
evidently believes that Tramiel can suc-
ceed where 1t failed, will hold onto a 32%
stake in Atari.

Tramiel moved swiftly and ruthlessly
after arriving at Atari’s headquarters in a
two-tone Rolls-Royce. As industry ex-
perts saw 1t, he intended to dismantle
Atari, regarding it as a start-up operation.

Economy & Business

The boss at Sunnyvale: “Business is war”’
Unleashing a mighty flood of pink slips.

complete, undisputed authority.” The
new chairman’s blitz would make Atari
“leaner and meaner,” said Vice President
Bruce Entin. “The guy was in command.
He was kind of like a general.”

A Polish immigrant and survivor of
the Auschwitz concentration camp, Tra-
miel has amassed a fortune estimated at
$100 million. He did it mainly by nurtur-
ing a typewriter business he founded 26
ears ago into giant Commodore Interna-

ATVE "W N3A3ZLS

NOSIVIT/VHWYD




Jack Tramiel’s plans for Atari
as of July 1984

build 100,000 7800 for Christmas 1984
retail for $50 (we planned for $150)

carts retail for $10-%$15 (half of original plan)

cost-reduced 2600 for $40



/800 R.I.P
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/800 R.I.P.?



TOPS IN TOYLAND

— — e — — —— — . — — - -— ._..-—_-.‘

. Action set (Nintendo)
. Pictionary (Games Gang)

. Power Set (Nintendo)

. Kitchen Center (Fisher-Price)
. Control Deck (Nintendo)

. Li'l Miss Makeup Doll (Mattel)
. Tape Recorder (Fisher-Price)

. Micro Machines (Lewis GalooDb)
. Pee Wee Herman Talking Doll
(Matchbox)

. 7800 Video Game System (Atari)‘

USN&WR—Basic data: NPD Research, Playthings magazine




Products designed by GCC for
Atari 2600, 5200 & /800 Consoles
Atari 400/800 Computers

Asteroids, AtariVideo Cube, Ballblazer, Battlezone, Berzerk,
Centipede, Combat I, Desert Falcon, Dig Dug, Food Fight,
Galaga, Galaxian, Joust, Jr. Pac-Man, Jungle Hunt, Kangaroo,

Millipede, Moon Patrol, Ms. Pac-Man, Phoenix, Pole Position,

Pole Position 1], Qix, RealSports Tennis, Rescue on Fractalus,
Robotron 2084, Track & Field,Vanguard, Xevious






