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Launch price: Sears Tele-Games Pong, $98.95

Processor: “Pong on a chip” variants

Colors: 2 to 8, depending on chipset Total Pong models: 300+

RAM: N/A

Systems sold: 5+ million (est.), all models

1975Pong Consoles

Atari’s first product was Pong, an unofficial 
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 
refined gameplay. Pong became a smash 
hit in arcades and bars, 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 
United States; 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 
Nintendo, a longtime toymaker that had 

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



20

The 2000 was the first Odyssey to 
offer a single-player mode for Pong.

The Telstar line included models with 
color graphics, light guns, and even a 
cartridge-based system.

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 
circuit. The first to use this chip was Coleco, 
a toymaker whose line of Telstar systems 
would become one of the best-selling 
series of Pong consoles.

The Odyssey and Coleco Telstar Series
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The Montiverdi TV 
Sports was just one of 
the many uninspired 
Pong consoles that 
offered multiple Pong 
game modes as well as 
light-gun shooting.

The simplicity of the “Pong on a chip” 
integrated circuit opened the floodgates 
for electronics manufacturers to produce 
their own Pong consoles. Pong was so 
popular and so easy to produce that, by 
1977, the market was flooded with nearly 
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 
first market crash and the end of the 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 
also flocked to arcades to play games 
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 different manufacturers and 
developers to the low-entry market. This 
golden age would not last long, however; 
the influx of competing companies laid the 
groundwork for the biggest disaster the 
video game industry has ever seen.

Second Generation

23Fairchild Channel F System II motherboard (above), APF MP1000 motherboard (opposite)


