
Atari 2600: 
Workshop 
The O.G. Game Console....well... one of them...
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Who am I?



My Favorites



Retro Game Dev @ 

http://www.youtube.com/watch?v=lN3oedWeR_c


The Retro Room



The Retro Room 
(Goals)



Atari
Workshop

ReAnimate Summer School



04 - Internal

Goals:
Explore

Game History 
through 

Development
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We are going to:

● Play some old Games!
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We are going to:

● Play some old Games!
● Explore the Hardware
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We are going to:

● Play some old Games!
● Explore the Hardware
● Play with Code

○ Don’t Worry!
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We are going to:

● Play some old Games!
● Explore the Hardware
● Play with Code

○ Don’t Worry!

● Develop a working 
game for the 
Atari 2600!
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But 
First
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Context
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1975-
1977

01 - Context
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1975    1977

01 - Context
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“Stella” Prototype - 1975
Joe Decuir, Steve Mayer, Ron Milner
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01 - Context

#
#
#
#
#
#
#
#
#
#
#
#


The Atari VCS - 1977
aka “The Heavy Sixer”

$199 USD
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The Atari VCS - 1977
aka “The Heavy Sixer”

$930 USD today
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12-15M units sold

$1350 CAD today
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01 - Context
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Pac-Man
1980 Aracde

HUGE 
SUCCESS

Highest 
grossing 
game in 
1980

$1B USD

-> 

$3.5B USD 
today 
($5B CAD)

100,000 cabinet sales
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1981 - Atari
Licensed for $1M

By Todd Frye in 6 
months

Made a good royalty 
deal:

$0.10 per cartridge 
manufactured

Expected a huge 
success

Manufactured 12M 
carts
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$25.75 per cart

Sold > 8M copies life

Critical reception 
bad

Huge hit (to reputation)
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1982 - Stephen 
Spielberg

Cultural Phenomenon

Atari wanted to 
cash in

License: ~$25M USD

01 - Context

#
#
#
#
#
#
#
#
#
#
#
#


Developer: 
Howard Scott 
Warshaw
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1982 - rushed development 
(5.5wks)

Produced 5M copies...sold ~1.5M

Another huge financial loss 
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New Mexico Landfill - Buried 1983 (found 2014)
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01 - Context

NEXT
1. Play some games

2. Develop our First 
Atari ‘Game’
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Intro/Context/Play

ATARI WORKSHOP SCHEDULE

01

03

02
DEV: first Atari ‘game’!

● Sprites/Animations
● Movement
● Collisions

04 ● The Playfield

9am-10am

11:15-
12:30

10am-11am

COFFEE BREAK!!!!!

TUESDAY



ATARI WORKSHOP SCHEDULE
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05
● Audio (Sound Effects)
● Audio (Music)
● Sprite Colors
● Designing your game
● Dev Session
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9am-10am

11:15-
12:30

10am-11am

COFFEE BREAK!!!!!

WEDNESDAY

● FINISHING TOUCHES
● SHOWCASE YOUR GAME


