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The Newsletter of the Early Television Foundation 

 Greetings Early Television Fans, 

     This is Volume 2, Number 6 of the Early Television 
Foundation Newsletter. The June Zoom meeting 
will be on Saturday, June 28 at 8 PM .  Steve 
McVoy began the May meeting with notes about the 
past Convention. 110 members attended and many 
filled out the survey. Steve said that all of the next 
convention will be at the held at the Museum . 
Changes will be made in the seating including chang-
ing the orientation of the room. Improvements to the 
setup for presentations and the PA system are 
planned.  Changes to the silent auction are also be-
ing studied. 

This years fall swap meet will 
take place on October 18. Also 
that afternoon the winning 
sweepstakes number will be 
drawn. There will be three priz-
es. The big DuMont Royal Sov-
ereign, RCA CTC 5 and the   
FADA model 930   
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 Member Paul Kupersmith sent us a 
letter. He said that as copyrights have 
expired for some of the early Sam’s 
Photofacts, there are now more early 
ones available, all free on-line.  
 

    Here is the link and thanks Paul.    
 
   hƩps://archive.org/search?query=photofact  

  We are always looking for: 
 

 LeƩers from members 

 Tech Tips from service expe-
riences 

 My first TV (family stories?) 

 My favorite TV (and why) 

 Stories of working in the 
business. 

 ArƟcles that can be added 
in whole or in parts. 

 Biographies  of members 



 
Any organizaƟon, like the ETF can 
only be as good as its volunteers.  
 
This year the ETF was supported  
      by some of the best. 
 
So now a special thanks to  some 
          Special Volunteers              
                                                       
                                                                                                             
Bob Dobush - he has been really acƟve at the museum. He handles the 
annual fire inspecƟon, picks up and delivers for us at no charge, helps 
with arranging the warehouse, and many other things. 
 

Blake Hinkle - arranged the Predicta display, makes frequent trips to 
the museum to help, is really helpful at the convenƟon. 
 

MaƩhew D'Asaro - arranged the vintage game display, helpful at the 
convenƟon, helped re-organize our workshop and tools. 
 

Dan Jones - arranged the mini color TV display, helped re-organize our 
workshop and tools. 
 

Bob Andersen - did the workshop at the convenƟon. Spent many hours 
restoring the Garod console set, and then donated it to the museum.  
 

Dave Abramson - for his work as aucƟoneer and MC at the convenƟon 
 
  and also many thanks to the presenters and many others volunteers    
       and of course where would we all be without Steve and Larry. 
 



During the Zoom meeting, Steve mentioned that an artist took away some 
unwanted old TVs from the Museum for his artistic work. It brought back a 

few memories of an old British 
TV series called “The Secret Life 
of Machines”. At the end of the 
episode about televisions, they 
created an artistic display of old 
TVs and then set a match to it. 
This and other episodes can be 
found on YouTube.  



 

    GOING…...GOING…...GONE 



Early History of Computer and Video Games 

As early as 1950, computer scientists couldn’t resist the urge to 
see if a main-frame computer of the day could play games. One 
such game was called “Bertie the Brain”, and it was used to play 
tic tac toe. Another was called “Nim”. Nim is played starting with 
piles or rows of objects. Players take turns taking any number of 
objects from one of three piles. While not very action-packed or 
exciting it did pave the way for 
“Tennis for Two”, created by 
William Higinbotham in 1958 
which used an analog comput-
er and an oscilloscope. Come 
to think of it, Tennis for two 
on an oscilloscope does not 
sound that action-packed ei-
ther.  

But in 1961, “Spacewar!” was 
developed for a mainframe 
computer at MIT. It allowed 
two players to simulate a 
space combat fight on the 
mainframe’s point plotting 
display. As MIT graduates, and some who did not graduate but did 
move on, spread the game to other mainframes, the system 
gained in popularity. But it remained esoteric to the rest of the 
world until computer languages of BASIC and C were more widely 
adopted and were more accessible than FORTRAN and COBOL.   

 



Early Computer Games 

        SPACEWAR! 

 

 

While most games were creat-
ed on hardware of limited 
graphic ability, one computer 
able to host more impressive 
games was 

the PLATO system which was developed at 
the University of Illinois. Intended as an edu-
cational computer, the system connected 
hundreds (not millions) of users all over the 
United States via remote terminals that fea-
tured high-quality plasma displays.  

But none of these systems were available 
for home use.  Some did see increased popularity in arcade 
game format as these types of games were slowly but surely 
pushing out the electro-mechanical pinball games, but even 
those were not workable for a regular home environment. Al-
most every home already had a television so the key would be 
to design a game and a system that could play through the al-
ready purchased set.  

   PLATO TERMINAL 



The real breakthrough in home video game play came with the 
introduction of The Magnavox Odessey in the early 1970’s. 

Then things really started falling into place. Nolan Bushnell, in-
spired by the table 
tennis game on the 
Odyssey, hired Allan 
Alcorn to develop an 
arcade version of the 
game, this time using 
discrete transistor–
transistor logic (TTL) 
electronic circuitry. 
“Pong” was released 
in 1972.  

 

                  

 

Capitalism took over and 
we soon were awash in 
clone “Pong” games for 
home use while the origi-
nal creators fought it out 
with lawyers and the 
courts as to who owned 
what.  

. 



       HOME VIDEO GAMES TAKE OFF 

Meanwhile, arcade video games caught on fast in Japan due to 
the many partnerships American electronic companies had with 
them and after releasing 
Pong clones in 1973, 
through a partnership with 
Atari, Taito and Sega re-
leased newer games like 
Gun Fight” in 1975.                         
The Magnavox Odyssey 
never caught on with the 
public, due largely to the 
limited functionality of its 
primitive discrete electronic 
component technology but by mid-1975, large-scale integration 
(LSI) microchips had become inexpensive enough to be incorpo-
rated into a consumer product.  In 1975, Magnavox reduced the 
part count of the Odyssey using a three-chip set created by Tex-
as Instruments and released two new systems that only played 
ball-and-paddle games, the Magnavox Odyssey 100 and Mag-
navox Odyssey 200. Atari, meanwhile, entered the consumer 
market that same year with the single-chip Home Pong system. 
The following year, General Instrument released a "Pong-on-a-
chip" LSI and made it available at a low price to any interested 
company. Toy company Coleco Industries used this chip to create 
the million-selling Telstar console model series (1976–77).           
      Next was the Intellivision System from Matel and the race 
for one-upmanship was on.  



 

    
    
              Now the final part of                

      Pictures by Radio for the Home 

When Radio Pictures were sent by AM Radio to The Crosley “Reado”  
things could often go wrong, like when a passing  thunderstorm could    
   send the printer into hyper drive thus stretching things out. 
























