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Raised in Mountain View, Garcia went on to study 
creative writing at Emerson College. In 1999, he 
found a position at Boston’s Computer Museum, 

which began as a showroom for Digital Equipment 
Corporation. “I like to call it ‘a lobby piece that happened 
to be really big’…I loved being able to give tours. It was 
my first dive into computer history in a non-spectator 
way.”
 
Later on, Garcia moved west for the weather and the 
museum’s Moffett Field branch, which later relocated to 
the current site on Shoreline Boulevard. Drawing on his 
personal passions, Garcia’s curatorial focus encompasses 
computer graphics, music, art, video games, and personal 
computers. He binds the categories with the thread of 
popular culture. 
 
He brings his vision to Revolution, the museum’s current 
exhibition, which unravels two millennia of computing 
history. “When we’re building an exhibit, we do these 
outlines and you have to come up with the ways stories 
will flow one from another. Usually, what will happen is 
that you will write a prose piece that explains your whole 
concept, and then an exhibit content designer will break 
that into pieces. The big job of the curator after the pieces 
have been broken out is to figure out how to relate them to 
one another, but keep them separate enough so that they 
can be taken as just a chunk on their own.”

The Babbage Difference Engine #2, the Pixar Image 
Computer, an original Google server, Pong. The amount of 
material is breathtaking and can be a little overwhelming. 
However, Garcia easily navigates through them by using 
personal connections and the museum’s icons. “I give 
massive, massive, massive, props to the actual physical 
exhibit designers because the icons of each area…you 
get the entire story of the history of computing from just 
those icons. The very first icon…is an abacus and it’s from 
a restaurant in Boston [Hong Far Low Restaurant] that I 
used to go to. They were still using it when I was going 
there.”
 
On his tours, Garcia invokes the spirit of the artifacts 
with a sense of humor. “I focus on the machines, not only 
those I had a connection with, but that I knew also had a 
connection with someone who wasn’t necessarily involved 
in tech during that time. Things that have great stories like 
ENIAC, which theoretically caused a brownout in south 
Philadelphia every time they turned it on and off. The big 
joke I make about the Apollo guidance computer is that 
it’s the only machine that’s been both on the moon and 
in my car.”

Given the museum’s location, Garcia tends to find himself 
around local pioneers and luminaries like the creator of 
the Apple-1, Steve Wozniak. “I love Woz,” Garcia glows. 
“He came and we did a wonderful tour of Revolution right 
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The cutting edge of the digital age hacks through Silicon Valley so 
swiftly that to see an institution dedicated to the obsolete is curious. 
For 15 years, Computer History Museum curator Christopher J. 
Garcia has been reveling in the technological backstory people often 
take for granted.
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“The big joke I make about the 
Apollo guidance computer is that 
it’s the only machine that’s been 
both on the moon and in my car.”

when it opened. I did a lot of the heavy lifting and he gave 
the stories, and he was wonderful.”
 
Despite its heavy technical emphasis, the museum draws 
crowds as diverse as its collection. Artists, musicians, 
and writers come through on a regular basis. Writers 
in particular, Garcia notes, have fought over new 
technologies. “There were battles between writers in the 
70s over who would have the newest and hippest word 
processor. They thought that having a machine that was 
on the cutting edge would make them better able to write 
about the technology.”
 
One of author Douglas Adams’s last public appearances 
was at the museum, making a notable contribution to 
the video game collection. “He pulls out his copy of The 
Hitchhiker’s Guide to the Galaxy and hands it to me,” Garcia 
recounts. “That piece had a lot of emotional resonance for 
me, and having that resonance meant: one, I was going to 
sure as hell put it in the thing; and two, it helped to build 
a story…and everything sort of flowed around it.”

Though the Computer History Museum is filled with 
devices, it’s the narratives that breathe life into the wires, 
housings, and processors. They’re what bring people in 
from all over, particularly the revolutionaries themselves.
 
“The museum has become the meeting place for Silicon 
Valley. It is the only place in the Bay Area that I can think 
of that brings people from San Francisco, from San Jose, 
from the East Bay. They know the museum and they 
love the museum. We’re telling their stories and they’re 
recognizing that we’re telling their stories…particularly 
from the local area, we’re seeing how what we’re doing 
is impacting a broader world, a bigger world, a more 
interesting world, frankly.”
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