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Introduction

From its founding in the early 1980s to its status as a global leader in gaming today,
Electronic Arts (EA) has forged a path defined by both creativity and controversy,
innovation and adaptation. As one of the longest-running and most influential
companies in the video game industry, EA’s story is inextricably linked with the
evolution of digital entertainment itself. Through decades of technological upheaval,
shifting consumer tastes, and industry transformation, Electronic Arts has repeatedly
reinvented itself—sometimes by necessity, sometimes by vision, and always in pursuit
of staying at the forefront of interactive storytelling.

Electronic Arts emerged in 1982, born from Trip Hawkins’ conviction that software was
an art form deserving of recognition and respect. In an era when video games were
still finding their cultural and economic footing, EA stood apart by celebrating its
creative talent, experimenting with new platforms, and pioneering concepts that
would shape the industry. From highlighting “software artists” on game covers to
fostering partnerships with inventive developers, EA’s early moves helped set new
standards and expectations for what interactive entertainment could be.

As the company matured, it navigated the turbulent waters of rapid growth,
technological change, and an increasingly competitive marketplace. The 1990 IPO
marked a turning point, providing the capital to pursue aggressive expansion. EA’s
string of high-profile acquisitions brought beloved franchises like The Sims, Mass
Effect, and Command & Conquer into its portfolio, even as such moves drew criticism
for their effects on the acquired studios’ cultures and creative independence.
Meanwhile, EA Sports redefined sports gaming and created franchises that became
household names the world over.

EA’s evolution has not been without missteps and controversy. The company has
faced consumer backlash for practices such as aggressive microtransactions, “crunch”
work culture, and the handling of popular franchises. Episodes like the backlash over
loot boxes and the “Worst Company in America” award reflect a complex legacy—one
marked by both extraordinary commercial success and enduring debate about
corporate responsibility and creative autonomy.

Today, EA is a multifaceted global organization, structured around two core divisions
and employing thousands worldwide. It continues to adapt to a rapidly changing
industry landscape, investing in cutting-edge technologies like Al-driven sports
analytics, fostering online communities, and making major bets on live service models
and mobile expansion. With digital revenue now outpacing traditional game sales and
new strategic partnerships reshaping its approach to sports and entertainment, the
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company stands on the cusp of a new era.

This book chronicles the full arc of Electronic Arts: from its founding ideals to its
present challenges and achievements, through breakthrough franchises, bold
experiments, contentious practices, and visionary transformations. It is the story of an

American company that helped define an industry—and, in many ways, how the
industry defined it in return.
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CHAPTER ONE: Origins of a Vision: Trip Hawkins and
the Birth of Electronic Arts

The story of Electronic Arts begins not in a garage, but in the fertile ground of Silicon
Valley in the early 1980s, a time when personal computers were rapidly transforming
from niche enthusiast tools into burgeoning mainstream phenomena. At the heart of
this transformative period was Trip Hawkins, a visionary with a distinct perspective on
the future of interactive entertainment. Hawkins, then a Director of Marketing and
Strategy at Apple Computer, had been nurturing an idea since his days at Stanford
University in the late 1970s: a company dedicated to publishing computer games,
treating software not merely as code, but as an art form.

Hawkins had arrived at Apple in 1978, when the company was still a relatively small
outfit with around fifty employees. By 1982, Apple had grown significantly, having
gone public and become a Fortune 500 company with over a thousand employees.
Yet, even within the dynamic environment of Apple, Hawkins saw an even larger,
untapped potential in the burgeoning home computer market—a market he believed
games would significantly propel.

In February 1982, the wheels were set in motion. Hawkins secured approximately $2
million in venture capital from prominent firms such as Sequoia Capital and Kleiner
Perkins Caufield & Byers. With this crucial initial funding in hand, he departed from
Apple to establish his new venture.

The company’s initial, rather uninspired, name was "Amazin' Software." This moniker,
however, quickly met with disapproval from early employees who found it lacking. A
rebranding was clearly in order, and after some brainstorming and consideration of
names like "Electronic Artists" and "SoftArt," the name "Electronic Arts" was settled
upon in November 1982. Hawkins envisioned a company that would elevate software
creators to the status of "software artists," a concept that would become a
cornerstone of EA's early philosophy. This approach was not just about idealism; it also
presented a clever way to reduce costs associated with packaging, by prominently
featuring developer names on game covers, much like musicians were credited on
album sleeves.

Electronic Arts officially incorporated on May 27, 1982, with Hawkins investing an
estimated $200,000 of his own money. For over seven months, he meticulously
refined his business plan, often working from spare office space provided by Sequoia
Capital. With the aid of Rich Melmon, his first employee and a former marketing
colleague from Apple, Hawkins drafted the original plan on an Apple Il computer in
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August 1982. The company started with a modest team of 11 people and
approximately $5 million in private investor capital. By November 1982, the small
team had moved into a new office in San Mateo, California.

EA's inaugural products shipped in May 1983, a pivotal moment for the nascent
company. These early releases included titles for the Atari 800, such as Pinball
Construction Set and Archon. These games were considered trailblazing for their
advanced graphics and innovative gameplay mechanics. EA quickly established a
reputation for producing high-quality, inventive, and enjoyable games across a variety
of platforms, including the Commodore 64, Atari 800, and IBM PC. Notable early
successes also included Seven Cities of Gold, M.U.L.E., and The Bard's Tale. A key
factor in EA's initial triumphs was its strong emphasis on cultivating robust
relationships with developers, treating them as integral partners in the creative
process.

The company demonstrated remarkable flexibility in adapting to market shifts. For
example, when the market for games shifted from the Atari 800 to the Commodore
system shortly after EA's first product launch, EA quickly adjusted, shipping six more
games for the Commodore 64 in October 1983. This adaptability, including producing
multiple versions of programs for different systems, became a hallmark of EA's early
operations. In 1984, their Skyfox computer game for the Apple Il became a bestseller.

EA's commitment to innovation extended to its development techniques, including an
"Artist Work Station" for efficient software design and multi-platform adaptation, and
new ways to combine computer animation with live-action video. By 1986, Electronic
Arts had ascended to become the leading supplier of entertainment software in the
United States. This was a significant achievement, though Hawkins recognized that the
personal computer game market was still limited compared to the burgeoning console
market.

A truly significant development in EA's trajectory came in 1988 with the launch of its
highly successful EA Sports brand. This pioneering venture into realistic sports
simulations began with John Madden Football. This franchise would go on to become
an enormous revenue driver for the company, and its creation was reportedly
influenced by Hawkins' personal obsession with simulating sports games.

As the decade drew to a close, the video game industry was rapidly expanding, with
console game cartridges proving particularly lucrative due to the widespread
ownership of televisions. Recognizing this shift, EA began producing console games for
the Nintendo Entertainment System in 1990, after previously licensing its computer
games to other console publishers. Also in 1990, EA began developing games for
Sega's Genesis, shipping its first titles for the platform in June of that year. These early
Sega Genesis games, particularly EA's sports titles, contributed significantly to the
console's success, with a quarter of EA's 1990 sales coming from Genesis games.
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On March 26, 1990, Electronic Arts made a significant leap by going public on the
NASDAQ stock exchange under the ticker symbol "ERTS," raising $84 million for future
expansion and acquisitions. The stock opened at a split-adjusted price of $0.52. Sales
for that year reached $63.5 million, with net income rising to $4 million.

In 1991, Trip Hawkins, seeking to pursue development on next-generation console
hardware, appointed Larry Probst as the new CEO of Electronic Arts. Probst had joined
EA in 1984 as Vice President of Sales and had steadily risen through the ranks,
becoming President in 1990. Hawkins's ambition to innovate in hardware led him to
establish The 3DO Company in partnership with several other companies, including

EA. The 3DO Interactive Multiplayer, released in 1993, aimed to set a new standard for
video game consoles with its advanced sound and graphics capabilities. While Hawkins
remained chairman of EA's board, his focus shifted to this new hardware venture.
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