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STEVE RUSSELL and fellow Tech 
Model Railroad Club members create 
Spacewar! at MIT. Within weeks, the 
game spreads to other computer 
research centers, including 
Stanford’s AI lab (SAIL). Russell 
follows AI pioneer JOHN 
MCCARTHY to the Farm soon after.

NOLAN BUSHNELL plays 
Spacewar! as an undergrad 
at the University of Utah and 
at Stanford while working 
nearby at Ampex.

In June, Bushnell founds Atari 
with Ted Dabney. In November, a 
coin-op prototype of Pong is 
installed at a pub in Sunnyvale.

ED LOGG, MS ’72, plays 
Spacewar! on a SAIL computer.

BILL PITTS, ’68, and Hugh Tuck 
build a coin-operated computer game 
based on Spacewar! A prototype of 
the Galaxy Game is installed at 
Tresidder student union in June 1972. 
An eight-player version installed six 
months later remains there until 1979.

DON WOODS, PhD ’81, discovers 
Will Crowther's text-based Colossal 
Cave Adventure game on a SUMC 
computer and gets permission to 
expand it. Woods’s version, featuring 
elements from fantasy role-playing 
games, blazes through the ARPAnet.

TRIP HAWKINS, MBA ’78, 
founds Electronic Arts; early 
employees include RICH 
MELMON, MBA ’73, JEFF 
BURTON, ’72, MBA ’78, and 
BING GORDON, MBA ’78. 
The game publisher is 
notable for giving designers 
and programmers the 
rock-star treatment.

ERNEST ADAMS, ’82, becomes founding 
director of the Computer Game Developers’ 
Association (now International Game 
Developers’ Association).

A teenage EUGENE 
JARVIS, MBA ’86, 
plays Pong at a pizza 
parlor in Menlo Park 
and watches students 
play the Galaxy Game 
at Tresidder.

Jarvis works briefly for Atari on their first 
microprocessor pinball games. When the 
division folds, he joins pinball maker 
Williams Electronics. 

Jarvis creates Williams’s first arcade 
game, Defender. The horizontally 
scrolling shooter game beats 
Pac-Man for videogame of the year.

The microprocessor- 
and ROM-based Atari 
2600 home game 
console is released.

Logg persuades Tengen (part of 
Atari Games Corp.) to license 
Tetris and reprograms a version of 
the Russian puzzle game for the 
Nintendo Entertainment System.

Harvey creates 
There.com, a virtual 3-D 
world designed for 
online socializing.

Harvey co-founds 
IMVU, combining 
avatars with instant 
messaging.

Jarvis founds Raw Thrills. The company 
designs coin-op arcade games including 
Big Buck Safari (2008), Guitar Hero Arcade 
(2009), and Terminator Salvation (2010).

At Firaxis, Johnson is co-designer on 
the third (2001) and lead designer on 
the fourth (2005) installments of Sid 
Meier’s Civilization series of PC games.

Johnson returns to 
EA Maxis to work as 
a designer/ 
programmer on 
SimCity creator 
Will Wright’s 
god-game Spore.

The Academy of 
Interactive Arts & 
Sciences names 
Logg a recipient of 
its Pioneer Award.

Jarvis receives the 
IGDA Developers' 
Choice Lifetime 
Achievement Award.

Euclidean Crisis developed 
by Shedletsky and 
DOUGLAS WILSON, ’05, 
MS ’07, wins first prize in the 
CS department’s senior hon-
ors fair, judged by  EA, VM 
Ware, Microsoft and Yahoo.

While an intern at EA, 
SOREN JOHNSON, ’98, 
MS ’00, works on Knockout 
Kings for the PlayStation.

Hawkins and EA partner 
with LG, Matsushita, AT&T, 
MCA and Time Warner to 
form 3DO, a video game 
hardware company. Their 
flagship CD-based console 
launches in 1995 for $599. 

3DO exits the hardware business and 
publishes Meridian 59, the first 3-D 
massively multiplayer online role-
playing game (MMORG).

EA publishes Music Constru-
ction Set, created by 15-
year-old WILL HARVEY, 
’89, MS ’93, PhD ’95

“Baba Yetu,” the theme 
to Civilization IV 
composed by 
CHRISTOPHER TIN, 
’98, MA ’99, is the first 
video game music to 
win a Grammy.

TARN ADAMS, ’05, and 
his brother Zachary begin 
development on Dwarf 
Fortress. The world-
building game, rendered 
entirely in ASCII text, is 
released in 2006.

Harvey founds 
Sandcastle to develop 
reduced latency 
network technology for 
near-real-time 
interaction in online 
virtual worlds and 
multiplayer games.

Pitts and TED 
PANOFSKY, an 
engineer in the AI Lab, 
refurbish two 
two-player Galaxy 
Game consoles, driven 
by a single PDP-11. They 
are installed in the 
Gates Computer 
Science building, where 
they remain until 2000.

Logg joins Atari’s coin-op division. He 
co-creates Asteroids (1979), among the first 
games to allow Top 10 scorers to record their 
initials, and Centipede (1981), one of the earliest 
games to employ the trak-ball controller.

Rolling Stone reporter 
STEWART BRAND, ’60, 
and SAIL executive o¨cer 
LES EARNEST organize 
the “Intergalactic Spacewar 
Olympics,” the first 
competitive video gaming 
event. BRUCE 
BAUMGART, PhD ’74, 
wins the five-man 
free-for-all.

One of the first titles 
produced by Jarvis’s 
new company Vid Kidz 
is Robotron: 2084, an 
arcade shooting game 
unique for its dual 
joystick control.

Inspired by his son's love of Dungeons 
& Dragons, Logg develops Gauntlet 
for Atari, one of the first multiplayer 
dungeon-crawl arcade games.

Co-creator of the Xbox 
Seamus Blackley 
assembles a dream-team 
of Atari alums— 
including Logg—to form 
mobile game start-up 
Innovative Leisure.

After an 18-month stint at 
EA, Logg returns to Atari 
where he ports coin-op 
games for the Nintendo 64.

Hawkins founds Digital Chocolate to 
develop social network games for mobile 
devices.  Popular titles include Millionaire 
City (2010) and Zombie Lane (2011).

Hawkins is named to 
the Academy of 
Interactive Arts & 
Sciences Hall of Fame.

Marks develops the 
PlayStation Move 
motion controller wand, 
released in 2010.

Inspired by a demo of the 
PlayStation 2, RICHARD 
MARKS, MS ’91, PhD ’96, 
joins Sony Computer 
Entertainment’s R&D group 
to investigate live video 
input for gaming.

Wilson's Johann Sebastian 
Joust, a digitally enabled 
freeze-tag game designed 
for motion controllers such 
as the Move, wins the Game 
Developers' Choice 
Innovation Award.  

Marks develops the 
EyeToy camera for the 
PlayStation, which 
enables players to 
control in-game avatars 
by moving their bodies. 
It is released in 2003.

Stanford Center for Computer Music 
founding director JOHN CHOWNING, 
MA ’64, DMA ’66, pioneers digital 
implementation of frequency modulation 
(FM) to achieve realistic synthesized sound.

Computer science professor 
(and future Stanford president) 
JOHN HENNESSY  leads the 
team that develops the first MIPS 
processor—a type of reduced 
instruction set computer (RISC) 
architecture.

HENNESSY receives 
the IEEE Medal of Honor 
for pioneering the RISC 
processor architecture.Intel employee No. 12 TED HOFF, MS 

’59, PhD ’62, invents the microprocessor, 
which comes on the market in 1971 as the 
4-bit 4004 processor.

The first message 
transmitted between 
two nodes of the 
Advanced Research 
Projects Agency (ARPA) 
network is sent from 
UCLA to Stanford.

ANDY MOORER, 
PhD ’75, translates 
Chowning’s FM 
synthesis algorithm 
into hardware design. 
It is patented through 
Stanford and 
subsequently licensed 
to Yamaha, which 
commercializes it.

HENNESSY co-founds 
MIPS Computer Systems 
to commercialize his 
research. MIPS delivers 
the first RISC 
microprocessor, the 
R2000, in 1985.

Engineering professor 
JAMES CLARK and 
MARC HANNAH, MS ’78, 
PhD ’85, develop the 
Geometry Engine, a VSLI 
graphics processor. They 
found Silicon Graphics (SGI) 
with KURT AKELEY, MS 
’82, PhD ’04, TOM DAVIS, 
MS ’75, PhD ’80, HERB 
KUTA, MS ’85, and others.

Sega Genesis, the most 
famous game console to 
use Chowning’s FM 
sound (Yamaha YM2612 
chip), is released.

MIPS delivers 
the first 
commercial 
64-bit 
microprocessor, 
the R4000.

SGI acquires MIPS 
Computer Systems 
and announces a 
partnership with 
Nintendo to 
develop a low-cost, 
real-time 3-D 
graphics system for 
the Nintendo 64.

MIPS processors are 
used in PS2 and the Play-
Station Portable among 
other gaming devices. Freshman JOHN 

SHEDLETSKY III, ’05, 
MS ’06, creates a Tetris 
clone in Java for CS108.

Shedletsky joins Roblox (co-founded 
by DAVID BASZUCKI, ’85) an online 
gaming site that allows players to 
construct their own 3-D games.

Additional Research Mike Antonucci; Special thanks HenRy Lowood
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