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Series Foreword


What might histories of games tell us not only about the games themselves but also about the people who play and design them? We think that the most interesting answers to this question will have two characteristics. First, the authors of game histories who tell us the most about games will ask big questions. For example, how do gameplay and design change? In what ways is such change inflected by societal, cultural, and other factors? How do games change when they move from one cultural or historical context to another? These kinds of questions forge connections to other areas of game studies, as well as to history, cultural studies, and technology studies.

The second characteristic we seek in “game-changing” histories is a wide-ranging mix of qualities partially described by terms such as diversity, inclusiveness, and irony. Histories with these qualities deliver interplay of intentions, users, technologies, materials, places, and markets. Asking big questions and answering them in creative and astute ways strikes us as the best way to reach the goal of not an isolated, general history of games but rather of a body of game histories that will connect game studies to scholarship in a wide array of fields. The first step, of course, is producing those histories.

Game Histories is a series of books that we hope will provide a home—or maybe a launch pad—for the growing international research community whose interest in game history rightly exceeds the celebratory and descriptive. In a line, the aim of the series is to help actualize critical historical study of games. Books in this series will exhibit acute attention to historiography and historical methodologies, while the series as a whole will encompass the wide-ranging subject matter we consider crucial for the relevance of historical game studies. We envisage an active series with output that will reshape how electronic and other kinds of games are understood, taught, and researched, as well as broaden the appeal of games for the allied fields such as history of computing, history of science and technology, design history, design culture, material culture studies, cultural and social history, media history, new media studies, and science and technology studies.

The Game Histories series will welcome but not be limited to contributions in the following areas:


	Multidisciplinary methodological and theoretical approaches to the historical study of games.

	Social and cultural histories of play, people, places, and institutions of gaming.

	Epochal and contextual studies of significant periods influential to and formative of games and game history.

	Historical biography of key actors instrumental in game design, development, technology, and industry.

	Games and legal history.

	Global political economy and the games industry (including indie games).

	Histories of technologies pertinent to the study of games.

	Histories of the intersections of games and other media, including such topics as game art, games and cinema, and games and literature.

	Game preservation, exhibition, and documentation, including the place of museums, libraries, and collectors in preparing game history.

	Material histories of game artifacts and ephemera.



Henry Lowood, Stanford University

Raiford Guins, Indiana University Bloomington
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1 A Tale of Two Systems


On April 6, 1993, First Lady of the United States Hillary Rodham Clinton flew in Air Force One from Austin, where she had delivered a talk at the University of Texas, back home to Washington, DC (figure 1.1).1 The White House photographer captured her relaxing in the plane. She was playing the Nintendo Game Boy. The series of pictures is inconclusive as to what cartridge was inserted in the machine, but internet pundits have long speculated that she was playing the insanely addictive electronic puzzle game Tetris. Such theories have been fueled by statements from the likes of Gilman Louie, whose Sphere company first imported Tetris into the US and who declared: “We even found out that Hillary Clinton loved playing Tetris on the Game Boy!”2 Regardless of whether that was the case at that very moment, Clinton did later jokingly confess to being a Game Boy addict who was “going to seek treatment,”3 and the machine, in the US and Europe, came bundled with Tetris. As an insider commented, “Tetris made Game Boy and Game Boy made Tetris.”4

[image: First Lady Hillary Clinton is sitting in a window seat on Air Force One. A glass tumbler is set on a napkin on the table in front of her. She has eyes only for the Game Boy that she is playing.]
Figure 1.1

Hillary Rodham Clinton plays an unidentified Nintendo Game Boy electronic game on her flight from Austin, Texas, to Washington, DC, on April 6, 1993. Photo credit: Ralph Alswang. William J. Clinton Presidential Library and Museum.


The irony was great. The US at the time was boasting about having just “won the Cold War.”5 A major tool for this victory had been the cross-border projection of Western culture into the Eastern bloc through media products, an international relations technique known as the “free flow theory.”6 Yet the videogame that most likely had made it aboard the US presidential plane, inner sanctum of the most powerful (and capitalist) country in the world, and into a vast number of US and Western European households was not an American product but a Soviet one. What’s more, it had been designed and coded in a state lab tightly controlled by the KGB, the dreaded secret police of the Russian dictatorship, at a time when US President Ronald Reagan referred to the Soviet Union as the “evil empire.”7 The story of the commercial success of Tetris tells of two systems radically opposed in terms of history, culture, economics, and politics. In fact, it arises out of this opposition. Western marketers made no mistake about it and capitalized on the geopolitical tension. One of the first ads for Tetris in the US (figure 1.2), stated: “The Cold War Is Over. Almost … Just when East/West tensions are beginning to ease, the Soviets have scored a direct hit on the U.S.

[image: A full-page magazine ad featuring the box for the Tetris game. The box itself represents Moscow’s Kremlin, and the name “Tetris” in the Cyrillic alphabet and the Communist hammer and sickle logo. The tagline reads: “The Cold War is Over. Almost...”]
Figure 1.2

Spectrum HoloByte ad for an Amiga port of Tetris, c.1988.


Tetris was an unlikely candidate to become the most successful videogame of all time, both in terms of the number of official copies sold and the number of ports, hacks and clones. According to its copyright holder, The Tetris Company (TTC), as of February 2025, the game had sold over 520 million copies worldwide since its release in 1985, including 425 million paid downloads and roughly 100 million cartridges and disks for almost every computer, console, and handheld platform.8 Note that these figures had not been updated by TTC since 2012, so the current total sales numbers are likely significantly higher, especially since new variants of Tetris continue to be released. These figures also do not include the countless numbers of freeware disks produced by hackers in the 1980s, of web-based derivatives in the 1990s, and, more recently, of unauthorized smartphone clones. Ian Bogost suggested that “Tetris may be the most popular videogame across all genres and categories.”9 Indeed, the statistics portal Statista, based on the official sales numbers dating back to 2012, confirms that Tetris is the best-selling videogame franchise worldwide as of November 2023 (note, however, that the Statista comparison does not include free games bundled with for-profit software, such as Solitaire or Minesweeper, which used to come with Microsoft Windows).

[image: A bar chart of sales numbers for the best-selling videogames worldwide as of November 2023, in million units. Tetris is first, at 520; Pokemon second, at 482; and Call of Duty and Grand Theft Auto, at 425 and 410, respectively. In 10th place is The Sims, at 200.]
Figure 1.3

Best-selling videogame franchises worldwide as of November 2023. Source: Statista using VGChartz data, https://www.vgchartz.com/games/games.php?console=Series.


Tetris is also a pop culture icon that has inspired designs for a wide variety of artifacts and media, including jewelry, greeting cards, lottery tickets, magnets, toys, and T-shirts; has appeared on blockbuster international television shows such as The Simpsons and The Office; is the subject of its own LEGO set; and has been featured in commercials from Honda to Jell-O.10

The original game was designed by a computer scientist named Alexey Pajitnov, coded for an antique Soviet minicomputer by Pajitnov, and ported to MS-DOS by a sixteen-year old computer whiz, Vadim Gerasimov. In TTC’s version of history, the game “was born from the imagination of computer programmer Alexey Pajitnov,” and “the resulting design was a game that used seven distinctive geometric playing pieces.”11 The implication is that Pajitnov created the shape of these pieces. But the seven shapes of the pieces used in Tetris actually preexisted the videogame. They were borrowed by Pajitnov (with no attribution whatsoever over the years) from the mathematics literature—specifically, the work of an American scientist, Solomon Golomb, dating to the early 1950s.12 Tetris was formally introduced to the West in 1987, at a time when Soviet technology exports were minimal and the Berlin Wall was still standing, precluding most physical and cultural exchanges between Eastern dictatorships and the West. Later, TTC, a US corporation, was able to not only obtain the copyright to the game, but to preclude anyone from using the very concept of an electronic puzzle game with falling pieces, as well as the shapes of the pieces themselves, as if the original designer of the chessboard had been able to prevent the manufacture by others of chessboards, or the Brothers Grimm had been able to preclude Walt Disney from making a movie involving Snow White.

So how did Tetris jump the wall to become such a blockbuster? Why does a US corporation, TTC, now own the game when it was the property of Mother Russia? Why has TTC been able to monopolize both the shape of geometric pieces that predated Tetris by at least thirty years and the very concept of an electronic puzzle game with falling pieces, both of which fly in the face of traditional concepts of copyright law? Why has TTC been able to erase Golomb and Gerasimov from history? Why and how have Soviet socialists morphed into hardcore capitalists? These questions form a puzzle that is worth exploring.

This is not the first book on Tetris, but it is the first one grounded in serious empirical research methods, including deep archival research and triangulation of interview data. There is an excellent BBC documentary, Tetris: From Russia with Love, which features original interviews of key players and as such serves as a useful oral histories repository.13 Most book accounts are journalistic, often embellished for effect, and generally unsubstantiated, including Steven L. Kent, The Ultimate History of Video Games (2001); Tristan Donovan, Replay: The History of Video Games (2010); Dan Ackerman, The Tetris Effect (2016); and Box Brown, Tetris: The Games People Play (2016). In contrast, in Game Over: How Nintendo Zapped an American Industry, Captured Your Dollars, and Enslaved Your Children (1993), a well-received book that has been reedited several times,14 David Sheff does cite sources (as does Donovan), but they remain, for the most part, other journalistic accounts rather than primary sources. With the exception of Sheff’s book, most of the “facts” that are reported have been spoon-fed to journalists by TTC over the years, without contradiction. A recent example of this process is Daniel Ichbiah, Alexey Pajitnov: L’incroyable Histoire du Créateur de Tetris (2016), a French monograph in which the author simply claims, with no critical analysis whatsoever, that it was “a fair reward” for Pajitnov to have managed to gain a monopoly over the geometrical forms involved in the game, despite the fact that they preexisted him and are not copyrightable.15 This entertaining but grossly partisan account was not only vetted but endorsed by TTC and bears the Tetris trademarks on its cover, perhaps as a reward for its non-critical approach.

These accounts tell the story of the poor Russian engineer escaping the oppressive Soviet regime with the help of his loyal American pal Henk Rogers, a crafty and charismatic businessman; providing entertainment to the world as a result of his creative efforts; moving to the US in 1991; “recovering” rights that were always his (they were not); and living happily ever after with his well-deserved millions. The story is compelling. But, the reality is much more complex, is darker, continues after 1991, and is still unfolding. There are reasons why TTC has earned a reputation as a bully in legal and developers’ circles.

Existing accounts, with the exception of Sheff’s, by and large echo one of MIT Press’s Game Histories series editors’ lament about “descriptive historical chronologies [which] still constitute large chunks of game history writing,” “the ‘great men’ narrative that plagues the history of games, design, and technology,” and the fact that “the reigning history of games, with their game-centric view, do not offer the complex social relations” from which videogames and industries emerge.16 Or, as Jaroslav Švelch pointed out, the “many books published about this industry at large … mostly written by journalists and enthusiasts … [have been] descriptive rather than interpretative, celebratory rather than critical.”17 Instead, I use a social constructivist framework here to expand our understanding of the Tetris story.

A few academics have critically explored particular aspects of Tetris, mainly from a cultural studies standpoint. For example, Ian Bogost,18 Jason Begy,19 Markku Eskelinen,20 Jesper Juul,21 Janet Murray,22 and Doris Rusch23 have engaged with Tetris as an artifact of abstraction and experiential metaphors. Here, I will broaden the scope of analysis and recast the Tetris story in its historical, cultural, geopolitical, economic, business, and legal contexts. I will also greatly expand the timeline. Most accounts end their narrative around 1991, when Pajitnov moved to the US. Several significant things happened thereafter, which I will cover. First, there were the complex ways in which Pajitnov and Rogers (through TTC) were able to snatch the rights to Tetris from the newly formed Russian Federation, a tale worthy of a spy movie in itself. Second, I look at the ways that TTC used the American legal system to monopolize both the idea of Tetris and the shape of the underlying pieces in the landmark case of Tetris Holding v. Xio Interactive (2012).24 This case has enormous implications for the casual puzzle game genre on app stores, and is all the more relevant since, as Bogost noted, “it was the creation of Tetris that opened the door to the development of [casual puzzle games] genres as viable markets.”25 Finally, to unveil new moving pieces to the Tetris story and give a fuller understanding of the rise of TTC, I will also expand the range of actors to include lawyers involved in the many Tetris-related lawsuits and reinsert actors who have been actively erased by TTC’s misleading public relations campaigns, including Golomb and Gerasimov.

Tetris is a story of contrasts. There are the contrasts between two systems: the oppressive Soviet communist dictatorship, its backward economic and legal system, and its derelict computer technology, versus the Western free-market capitalist economy, entrepreneurial spirit, and, increasingly, pro-Hollywood intellectual property regime. I explore the story of what happens when the two meet. And again, there are contrasts between the official corporate story, which Pajitnov, Rogers, and TTC, have been very successful at pushing, and a more nuanced reality, which shows a darker side to the Tetris story: a pattern of internally contradicting statements by Pajitnov, blatant misstatements of facts, some of which were testified to under oath, and a systematic erasure by TTC of important facts and characters. It’s also a story of nuances caused by the murkiness of changing times on both sides of what was called the Iron Curtain: Mikhail Gorbachev’s perestroika (1985–1991) and the rise of the oligarchs under Boris Yeltsin (1991–1999) in the East, and the worldwide rise of the free web (both as in free to use and as in free beer)26 in the 1990s. It ends with the monopolization and abuse of copyright by TTC in the US in the era of the Digital Millennium Copyright Act (DMCA), platformization, and apps.

I will sound contrarian at times, but that is because most of the existing accounts have been told from the standpoint of the winners. To construct this critical history, I have relied on existing interviews of key players and conducted original interviews with lawyers for TTC and for several parties sued by TTC. I have also unearthed court case files that include never-before-published contracts, corporate records, and testimony about the story from many key actors. These statements should not be taken as fact, but because they were made under oath, under penalty of perjury, they bear more weight than journalistic interviews. Sometimes they show internal contradictions, which I explore. Taken together, these primary source materials help build a fuller and more nuanced understanding of the Tetris story.

A quick note on spelling: Many of the names in this text had to be transliterated from the Cyrillic alphabet used in Russia to the Roman alphabet used in English, and the transliterations, made by many different people in a variety of document types, have been inconsistent.27 For example, Alexey Pajitnov’s last name is often spelled, including by himself in early days, as “Pazhitnov,” and his first name sometimes appears as “Alexei.” I have used the most common spelling, Alexey Pajitnov, for consistency, except when quoting documents that use a different spelling, for the sake of having accurate citations. Just be aware that these are not typos. Likewise, Pajitnov’s original place of business, the Computer Center of the Russian Academy of Science, is usually referred to as “CCRAS,” but the acronym will appear as “CCAS “when spelled out as such in court documents.

The remainder of the book is told chronologically from here in eight additional chapters. Chapter 2 situates Tetris as a product of its Soviet context along three angles: Russia’s top-notch mathematics research scene, the derelict state of Soviet computing, and the Soviet law-and-economy regime, which did not recognize the copyrightability of software and generally precluded private property, all infused with political terror. In chapter 3, we’ll observe how the Soviet context forced the distribution of Tetris as freeware software, a digital samizdat, and how the Tetris bricks were able to jump the Berlin Wall (metaphorically, that is) and meet up with Western capitalism, with all the mess caused by the clash of cultures. In chapter 4, Western companies battle to conquer the disputed copyright to the Soviet game, where we will observe Nintendo “bleed Atari-Tengen to death.”28

Chapters 5 and 6 will take us to the crucial historical moment when the Berlin Wall fell, creating a reshuffling of all the property cards and a massive land grab for Soviet property, including the rights to Tetris. Pajitnov and Rogers will emerge as the unlikely winners at this game over the new Russian oligarchy. But as the Soviets were becoming capitalists, the capitalists were becoming socialists and demanding free beer—the rise of the free web in the early 1990s created a new vacuum for the contestation of the Tetris rights, a clash analyzed in chapter 7. By 2008, the year that Apple’s iOS smartphone platform launched, the web was old news and represented less than a quarter of all internet traffic.29 TTC’s attention turned to something that it perceived as far more dangerous—apps. There was a lot at stake because apps unleashed a new demographic of gamers: the “common crowd,”30 made of all genders and ages, which revels in playing casual games—first and foremost puzzles, the spearhead of which has historically been Tetris. In chapter 8, we’ll analyze how TTC managed to monopolize the geometric forms that Pajitnov had borrowed without attribution from Golomb, as well as the very concept of an electronic puzzle game with falling pieces, in defiance of existing principles of copyright law. This legal discussion also opens the door for an inquiry about the nature of this game: What is Tetris, anyway? Is it the idea behind it, its rules? The shape, size, and color of its blocks? What makes Tetris so enduring? Finally, chapter 9 will analyze the questionable methods through which TTC has erased the likes of Golomb and Gerasimov from history, and replace some other missing pieces, to wrap up a fuller and more nuanced history of the puzzle.

And now, let’s parachute into gloomy Moscow, 1985.
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2 A Product of Soviet Times



Wildfires?

In 1985, “a PC version of Tetris was introduced and spread like wildfire through Moscow.”1 Or so the story goes, told by the winners of the Tetris Wars, Henk Rogers and Alexey Pajitnov, also known collectively as “The Tetris Company (TTC)”. TTC has become a master of revisionist history. War winners tend to embellish things the same way that nations invent their histories after the fact. We’ll come back to this point toward the end of this story. Suffice to say that the 1985 Moscow fire was at best a very small brush fire. This fact doesn’t take anything away from the creators’ accomplishments; rather, it is the result of the “inept and sluggish” state of Soviet computing.2 It takes trees for a forest to burn. In this case, it would have taken a vibrant consumer electronics industry, such as the one that existed at the time in Western Europe, North America, and Japan, for Tetris to be passed around on cassettes and floppy disks with any order of magnitude. But unfortunately for the Soviet populace, there were no microcomputers in Moscow in 1985, save for a few reserved for Communist Party elites. Game consoles, such as the Magnavox Odyssey, the Atari VCS (also known as the Atari 2600), or the Nintendo Famicom, had never even been heard of, even as a concept. Microcomputers themselves were in the same boat. As BYTE magazine noted in late 1984, “The average Soviet citizen would be startled to hear about personal computers. A computer? In the


At the Lab



[image: Screenshot of the original MS-DOS port of Tetris. The pieces do not show delineations between each of the four squares that compose a piece. The pieces are each in different colors. The side text, with instructions, statistics, and score, is in English.]






But Where Are the PCs?!






[image: A drawing of a mock military parade. A poster of Vladimir Lenin is above, watching over officials and several Communist flags. A crowd attends the parade. Instead of military equipment, various parts of the AGAT (keyboard, tower, and screen) are parading.]









Russia, Mathematics, and Puzzles









[image: 12 pentominoes, each of a different color, are neatly arranged in a small wooden box.]






But having the 12 pentomino pieces rotating in real time seemed too complicated, so I scaled it down to tetrominoes, of which there are seven.



—Alexey Pajitnov, interviewed in Hoad, Tetris


[image: This scan of a 1959 Scientific American book shows the five tetrominoes.]





[image: A collage of six Soviet postage stamps representing various aspects of the Soviet space conquest, including astronauts in training, walking to a spaceship in space gear, and the views inside various modules.]












USSR and Computers: A Story of Friction







Personal Computers Are Not Part of the Plan, Comrade



[image: Technical drawing of an Electronika 60 computer, including mainframe, keyboard, cathode ray tube monitor, and an enormous printer.]





Soviet Limitations Get Built into the Design of Tetris


[image: An emulation of the original version of Tetris. All graphics are rendered exclusively using dashes, brackets, angle brackets, periods, and exclamation points. The side text, with instructions and score, is in the Cyrillic alphabet.]








Computing: A Politically Dangerous Activity








Tetris as a Politically Safe Computing Project


[image: Two tapes containing computer software. Each has a list of programs contained in the tape. All text shown is in the Cyrillic alphabet.]






There Is No Venture Capital in Sovietland
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		Figure 1.2 Spectrum HoloByte ad for an Amiga port of Tetris, c.1988.



		Figure 1.3 Best-selling videogame franchises worldwide as of November 2023. Source: Statista using VGChartz data, https://www.vgchartz.com/games/games.php?console=Series.



		Figure 2.1 Tetris version 3.12, original design by Alexey Pajitnov, design and code by Vadim Gerasimov. Photo credit: Screenshot by Vadim Gerasimov, Tetris Story.



		Figure 2.2 BYTE magazine mocks the USSR’s attempt to conquer the world’s microcomputer scene by making the Agat and its case, “finished in patriotic red,” part of a mock military parade under the watchful eye of Vladimir Lenin. Source: Bores (1984, 134–135), illustration by Robert Tinney.



		Figure 2.3 A wooden set of pentominoes similar to one that Pajitnov might have owned, offered for sale as a new item on eBay. Source: eBay screenshot.



		Figure 2.4 The Tetris pieces were disclosed in the mathematics literature by Solomon Golomb as early as 1953, and subsequently were popularized here in Scientific American in 1959: notice, in the left column of the right page, the five core tetrominoes: the straight Tetromino, the square Tetromino, the T-Tetromino, and the flippable L- and Skew tetrominoes. Source: Gardner (1959, 124–125).



		Figure 2.5 A series of USSR stamps from 1980–1981, celebrating Soviet space exploration. Photo credit: Author’s collection.



		Figure 2.6 An Electronika 60, a clone of an American DEC PDP-11—not quite a household appliance indeed. Source: Первый компьютер—“Электроника-60,” Воспоминания старого радиолюбителя, July 30, 2010, archived on the Internet Archive’s Wayback Machine, https://web.archive.org/web/20100730023737/http://avr.nikolaew.org/komp1.htm.



		Figure 2.7 Screenshot of a 2019 emulated version of Electronika 60 Tetris. As in the original, all the gameplay is rendered using text symbols such as periods and brackets. Source: Electronika 60 Game: Tetris (1984) (Old Classic Retro Gaming, 2019), https://www.youtube.com/watch?v=omXjhq7DqQY. Note that other emulations exist. In particular, in 2024, Digital Eclipse released Tetris Forever, under license from The Tetris Company. The screenshot shown here is not from that release.



		Figure 2.8 The BK-0010 was eventually sold with tapes full of software. Tetris (Тетрис) is the first program on tape 1, side 1. Screen capture from an eBay offer, 2013.



		Figure 3.1 A Tetris clone running on an Apogee BK-1 emulator. Source: LaunchBox, https://gamesdb.launchbox-app.com/games/images/80523-Tetris.



		Figure 3.2 A clone of Tetris, “VERY POPULAR GAME,” for the BK-0010, made available on YouTube by the Account Retro shortplays. Source: https://www.youtube.com/watch?v=aooUEt1xX_8, last visited November 23. 2024. Another video of what appears to be the same game on the same machine, made available by account petsasjim1, is available at https://www.youtube.com/watch?v=_Ymcyruzrak.



		Figure 3.3 Pentis, a 1988 derivative of Tetris for the BK-0010. Source: https://sisenis-1193.appspot.com/BK/bk.htm.



		Figure 3.4 Participants in the 2011 Chaos Constructions computer festival face off in a BK-0010 Tetris battle royale. Source: https://www.youtube.com/watch?v=eJCO07tJL24.



		Figure 3.5 Ernest Yale’s 1990 Double Blocks for DOS.



		Figure 3.6 Back of the packaging for Spectrum Holobyte’s Commodore 64 port of Tetris. Notice at the bottom left the chain of copyright licenses, from ELORG to Andromeda to Mirrorsoft and Sphere/Spectrum Holobyte. Author’s collection. Gift of Jesse Witt.



		Figure 3.7 President Ronald Reagan and First Lady Nancy Reagan, with Soviet General Secretary Mikhail Gorbachev and his wife, Raisa Gorbachev (left to right), attending a dinner at the Soviet embassy in Washington, DC, December 9, 1987. Source: Reagan White House Photographs, https://catalog.archives.gov/id/75855905.



		Figure 3.8 A 1984 Elorg marketing brochure in Russian and English for the AGAT. Source: Elorg, AGAT Soviet Apple II Clone Brochure (1984), https://archive.org/details/AGATSovietAppleIICloneBrochure/mode/2up.



		Figure 3.9 The first page of the Elorg-NOA license agreement for the Tetris console rights. Source: Elorg–Nintendo of America Agreement, March 22, 1989, Blue Planet Software, Inc. v. Games Intern., LLC, 334 F. Supp. 2d 425 (S.D.N.Y. 2004), exhibit 23–4.



		Figure 3.10 Top: The original Famicom cartridge, listing the chain of contract from Elorg to Tengen to Bullet-Proof Software (BPS). Bottom: The revised label, cutting Tengen out. Photo credit: Author’s collection.



		Figure 4.1 Left: The back of the Tengen’s Tetris box prominently displays the Tengen Seal of Quality, a direct jab to Nintendo’s Seal of Quality. Right: Nintendo’s own NES Tetris, featuring its Seal of Quality at the bottom-right corner, used to differentiate official from unlicensed NES cartridges. Source: eBay screenshot.



		Figure 4.2 Screenshot of the opening page of Tengen’s Tetris. At the bottom of the screen are the copyright notices, presented to draw a direct link between Elorg and Tengen. “Academysoft” refers to the fact that Elorg was selling software created at the Soviet Academy of Science, where Pajitnov worked. Source: Screenshot of Tengen’s Tetris, 1989.



		Figure 4.3 Excerpt of Nintendo’s NES lock-out chip patent, showing a video monitor, a data processing unit, and a disk reader. Note that the shape of the data processing unit is still that of the Famicom, but the patent is for the US NES market. Source: U.S. Patent No. 4,799,635 (filed December 23, 1985, issued January 24, 1989).



		Figure 4.4 The Famicom Network System modem, keypad, and the Japan Racing Association betting cartridge. Source: Author’s collection.



		Figure 4.5 An ad for a PC joystick in Compute! (December 1986, 37).



		Figure 4.6 Screenshot of a sealed Tengen’s Tetris NES cartridge offered for sale on eBay for just shy of $25,000, as of November 18, 2023.



		Figure 4.7 Left, a bootleg cartridge featuring a reverse engineered lock-out chip and 405 NES games, including Ed Logg’s version of Tetris, but not Nintendo’s official version. Right, a recalled Tengen’s Tetris. Photo credit: Author’s collection



		Figure 5.1 Cover of Time, March 25, 1985, featuring Mikhail Gorbachev.



		Figure 5.2 The alleged chain of title, as charted by Belikov. Source: Nikolai Belikov, letter to Mr. Kondo, ARIKA CO., LTD., October 16, 2003, Blue Planet Software, Inc. v. Games Intern., LLC, 334 F. Based on Supp. 2d 425 (S.D.N.Y. 2004), exhibit 19.



		Figure 5.3 The first assignment, dated November 15, 1996, that would eventually trickle down to Elorg Company LLC, in Delaware. Source: Assignment of Registered Trademarks, November 15, 1996, Blue Planet Software, Inc. v. Games Intern., LLC, 334 F. Supp. 2d 425 (S.D.N.Y. 2004), exhibit 20-1.



		Figure 5.4 The 1989 affirmation by Pajitnov in the original Russian. Source: Statement of the Author and Developer of the Tetris Game, March 22, 1989, Blue Planet Software, Inc. v. Games Intern., LLC, 334 F. Supp. 2d 425 (S.D.N.Y. 2004), exhibit 23-1. The official English translation also appears as exhibit 23-1.



		Figure 5.5 Assignment of the merchandising rights to Tetris from the Computer Center to Elorg, drafted in English using Anglo-Saxon legal jargon. Source: Assignment Agreement between the Computer Center and Elorg, October 16, 1989, Blue Planet Software, Inc. v. Games Intern., LLC, 334 F. Supp. 2d 425 (S.D.N.Y. 2004), exhibit 23-7.



		Figure 5.6 A letter sent by Belikov to a prospective Tetris licensee. Source: Nikolai Belikov, letter to Mr. Kondo, ARIKA CO., LTD., October 16, 2003, Blue Planet Software, Inc. v. Games Intern., LLC, 334 F. Supp. 2d 425 (S.D.N.Y. 2004), exhibit 19.



		Figure 6.1 Another assignment agreement from Pajitnov, dated March 11, 1990, which did not include a ten-year limit. Source: Affirmation of Game “TETRIS,” by Mr. Pazhitnov A.L., March 11, 1990, Blue Planet Software, Inc. v. Games Intern., LLC, 334 F. Supp. 2d 425 (S.D.N.Y. 2004), exhibit 19, exhibit 23-7.



		Figure 7.1 Alphatris 3.0 was published in 2000, two years after Rogers first went after Mace Software. Source: Screenshot from https://alphatris.software.informer.com.



		Figure 7.2 The cease-and-desist email received by Song Li from LeBoeuf, Lamb, Greene, & MacRae. Reformated from Song Li’s archived website, https://web.archive.org/web/19981203141558/http://www.cs.umbc.edu/~sli2/Tetris/.



		Figure 7.3 Excerpt of the DMCA takedown notice sent by TTC’s lawyers to Google, listing the alleged infringers. Source: Droid Gamers screenshot from https://www.droidgamers.com/news/Tetris-clones-yanked-off-market/.



		Figure 8.1 Left: Namco’s Pac-Man. Right: Williams’ Jawbreaker. Screenshots from Mobygames.



		Figure 8.2 Left: Space Invaders. Right: Galaxian. Screenshots from Mobygames.



		Figure 8.3 Left: The box cover art for KC Munchkin makes a clear visual reference to the Pac-Man ghosts and gobblers. Right: KC Munchkin screenshot. Screenshots from Mobygames.



		Figure 8.4 One of the Dr. Mario visuals selected by Judge Wolfson. Source: U.S. Patent No. 5,265,888, figure 10(c), reproduced in Tetris Holding, LLC v. Xio Interactive, Inc., 863 F.Supp.2d 394 (D.N.J. 2012). Note that this image is not set perfectly horizontally in the patent itself.



		Figure 8.5 Screenshots of Tetris and Mino selected by Judge Wolfson. Source: The published opinion from Tetris Holding, LLC v. Xio Interactive, Inc., 863 F.Supp.2d 394 (D.N.J. 2012).



		Figure 8.6 An excerpt from the Compendium of U.S. Copyright Office Practices § 906.1 (3d ed. 2021).



		Figure 8.7 Mirrorsoft’s Tetris for Atari ST (1987).



		Figure 8.8 A table from an article in Discrete Mathematics showing individually delineated squares within the tetrominoes. Source: D. Hugh Redelmeier, “Counting Polyominoes: Yet Another Attack,” Discrete Mathematics 36 (1981), 193.



		Figure 9.1 Welcome screen of Version 3.12 of Tetris. Photo credit: Vadim Gerasimov.



		Figure 9.2 Copyright notice for the first Famicom release of Tetris. Notice the Gerasimov credit for “original design and program” at the very bottom. Screenshot generated by the author using an original cartridge (pictured in figure 3.10, top) and a Hyperkin Retron HD virtual console, displayed on a 49-inch 4K screen in the original 4:3 aspect ratio.



		Figure 9.3 Copyright notice for the second Famicom release. The Gerasimov credit has disappeared, and Pajitnov is now credited for the “original concept, design and program.” Screenshot generated by the author using an original cartridge (pictured in figure 3.10, bottom) and a Hyperkin Retron HD virtual console, displayed on a 49-inch 4K screen in the original 4:3 aspect ratio.



		Figure 9.3 Copyright notice for the second Famicom release. The Gerasimov credit has disappeared, and Pajitnov is now credited for the “original concept, design and program.” Screenshot generated by the author using an original cartridge (pictured in figure 3.10, bottom) and a Hyperkin Retron HD virtual console, displayed on a 49-inch 4K screen in the original 4:3 aspect ratio.



		Figure 9.4 Larry D. Nichols’s US patent for a cube puzzle that anticipated Rubik’s. Source: U.S. Patent No. 3,655,201.
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Polyominoes

'HE TERM “polyomino” was introduced by Solomon W.

Golomb, senior research mathematician in the Jet Propul-
sion Laboratory of the California Institute of Technology.
In his article “Checker Boards and Polyominoes” (pub-
lished in the American Mathematical Monthly in 1954 when
Golomb was a 22-year-old graduate student at Harvard) he
defined a polyomino as a “simply connected” set of squares.
By this is meant a set of squares joined along their edges.
A chess player might say, Golomb adds, that they are “rook-
wise connected,” because a rook could travel from any
square to any other square in a finite number of moves.
Figure 66 shows a monomino and all varieties of polyomi-
noes with two, three and four connected squares.

There is only one type of domino, two trominoes and five
tetrominoes. When we turn to the pentominoes (five squares)
the number jumps to twelve. These are shown in Figure 67.
Asymmetrical pieces, which have a different shape when
“turned over,” are considered as single types. In all the
polyomino recreations to be taken up in this chapter, asym-
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FIG. 67.
The twelve pentominoes. (above)

FIG. 66.

SKEW TETROMINO Gorts

Seloias e

metrical pieces may be placed in either of their two mirror-
image forms.
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