
Atari 2600: 
Workshop 
The O.G. Game Console....well... one of them...
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External
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External Appearance
Original VCS 2600 - ’Vader’

Atari 2600 Jr. 2800 - same thing
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Attack of the clones
Coleco Gemini Funvision

Rinco Dactar & Dactar II
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Controls
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Controls
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Controls

Joyboard (Amiga) Foot Craz (Exus)
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Controls
Influenced future controls like the Wii 
Fit Balance Board & the NES Power Pad
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Controls
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http://www.youtube.com/watch?v=SzggDCCCF1A


Internal
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04 - Internal
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04 - Internal
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RIOT 
(6532)

TIA
Television 
Interface 
Adapter

CPU
6507 
(6502 
compatible)
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Software
Development
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NO
OPERATING 
SYSTEM
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... 
how do you 

dev?
...
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https://codeburst.io/an-introduction-to-6502-asse
mbly-and-low-level-programming-7c11fa6b9cb9

https://en.wikibooks.org/wiki/6502_Assembly

https://www.youtube.com/watch?v=PxZGoiWvA4A

https://skilldrick.github.io/easy6502/

https://github.com/LukeMcCann/Atari_Assembly
Projects
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https://github.com/LukeMcCann/Atari_AssemblyProjects


05 - Software Development

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


05 - Software Development

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


I/O PC SP X Y
A

MEMORY

PC - Program counter 
which line of code is being executed right now

P

N
V
|
B
D
I
C

ALU
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LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

https://skilldrick.github.io/easy6502/
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LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

LOAD Hex value 01 into 
the ‘A’ register

LOAD Hex value 05 into 
the ‘A’ register

LOAD Hex value 08 into 
the ‘A’ register

https://skilldrick.github.io/easy6502/
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LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

STORE the value in the 
‘A’ register at memory 
location 0200

STORE the value in the 
‘A’ register at memory 
location 0201

STORE the value in the 
‘A’ register at memory 
location 0202

https://skilldrick.github.io/easy6502/
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LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


LDA #$01
STA $0200
LDA #$05
STA $0201
LDA #$08
STA $0202

Memory Locations: $0200 to 
$05ff

$00 to $0f represent 16 different 
colours 
($00 is black and $01 is white),

$0200

$05ff

$0201 $0202

05 - Software Development

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


WHY?
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No... 
really..

WHY?
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6502 
was 

used in 
lots of 
systems
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6502 
was 

used in 
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systems

05 - Software Development

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


6502 
was 

used in 
lots of 
systems

05 - Software Development

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


6502 
was 

used in 
lots of 
systems

05 - Software Development

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


BYO-Atari 
2600 Game
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Assembly is 
simple but 
confusing!
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Luckily...
We have a 
saviour
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https://github.com/batari-Basic/batari-Basic

https://www.randomterrain.com/atari-2600-me
mories-batari-basic-commands.html

https://alienbill.com/2600/basic/home.html

https://stella-emu.github.io/
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https://stella-emu.github.io/


Even more lucky...
We have a 

Development 
Environment 
available
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Install if 
you don’t 
have it

https://code.visualstudio.com/

A

ACTION
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06 - BYO-Atari 2600 Game ACTION
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Create a 
new empty 
folder 

somewhere

And open the folder in 
VS-Code
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Ctrl-Shift-P

Look for ‘ads’ select 
Open the Welcome Page
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Ctrl-Shift-P

Look for ‘ads’ select 
Open the Welcome Page
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Create a new 
file ending 
with “.bas”

Write this code 
-->
Compile & Run 
(Press F5)
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Create a new 
file ending 
with “.bas”

Write this code 
-->
Compile & Run 
(Press F5)
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Colors!

https://www.randomterrain.com/atar
i-2600-memories-tia-color-charts.ht
ml#ntsc_pal_color_conversion

Interactive tool:
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Let’s make a sprite!

Set Color before Drawing 
(like a paint program, select color then 
draw)

Atari Sprites max: 8x192 px
Pixels are binary (on/off)

2 Player Sprites only 
player0 and player1

0 0 0 0 0 0 0 0

0 0 0 0 0 0 0 0

0 1 1 0 0 1 1 0

0 1 0 0 0 0 1 0
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Set BG colour
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Create your own 
sprite!

Set Player0 colour
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Set Player0 x-pos

Set Player0 y-pos
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ACTIONS:

Create your own Sprite

- what happens if you make 
too many columns?

- How big can you make a 
sprite?

- Can you find the origin of 
the (x,y) coordinates of 
the player?  

- Test by placing it at 
various locations
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