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ATari 600
HNorkshop

The 0.G. Game Console....well... one of them...
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External
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External Appearance
Original VC5S 2600 — "'Ygder”’

Atari 2600 Jr.

External
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Attack of the clones

Coleco Geminli Funvision

e —

ﬂéﬁ+ariﬁ Dactar II

02 — External
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ContTrols
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ContTrols

Keyboard
Controller

Controls
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ContTrols

Joyboard {(Amigal Foot Crazxz (Exus)

Controls
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Controls

Influenced ftuture controls like the Hi1
Fit Balance Board & the HES Power Pad

PO\\;E? PAD i

03 — Controls
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Controls

03 — Controls
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Controls

*_f - 7 LN

SPITFIRE ATTACK"

Controls
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Controls

03 — Controls
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http://www.youtube.com/watch?v=SzggDCCCF1A

o+ I

IntTernal
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04

)\\ATAR\' 2600

Internal
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04 — Internal
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game progrom’™ gome progrom'™

ASTEROIDS™ STREET RRCER™

Use with Joystick Controflers Use with Paddle Controllers

gome progral

OuTLAW

Use with Joystick Controllers.

game program™
PRC-MAN'

Use with Joystick Controliers

game program™

MISSILe COMMAND"™

Usi wih Joystick Controllers

game program'™

COMBAT

Use with Joystik Controllers

game program™
- DEFENDER

Use with Joystick Controlers

game program'™

NIGHT DRIVER®

Use with Poddle Conrollers

game progrom™
STAR AAIDERS”

4*”

gameprogram”™

X260

Use with Joystick Controllers

ATARI™

AevEon

SKY JINKS

Internal
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e -ﬁ

ATARI 2600 BANKSWITCH PCB FRONT ATARI 2600 BANKSWITCH PCB BACK

OdSI-88MIZ4LY ¥
L0E0 12wy

L 3333334313243

002
DPEILZINN
900681 A

.

Pee @ e

04 — Internal
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RIOT

(6532
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,,.".1.‘1"."’!-‘('1.1-"1!1!:!!!'!-1 = . e 5 ’
2 AMI 8H29MEN 5 al = L HLE N A
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;%@v%ﬁw Sl e ARy Television
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04 — Internal
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O

Data (8 wires)

Internal

A6

A5

A4

A3 I~
03532
Al

A©

RAM and Timers

» S

A5
A4
A3
a  TIA
A1
Ao

Graphics and Sound

Switches and
Joysticks

Cartridge
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SotTTware

DevelopmenT
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OFPERATIMNG
SYSTEM
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MU

UOFERAT IMG
Yo TEM
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MU

UOFPERAT IMG
SYS TEM
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how do gyou

dev?

05 - Software Development
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i, EECEEEEEAEE e, | https://skilldrick.github.io/easy6502/

|||||||
||||||||||

L e il L i I3 https://codeburst.io/an-introduction-to-6502-asse -
mbly-and-low-level-programming-7c11fa6b9cb9

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

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

https://www.youtube.com/watch?v=PxZGoi\WvA4A

05 - Software Development
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#
https://codeburst.io/an-introduction-to-6502-assembly-and-low-level-programming-7c11fa6b9cb9
https://codeburst.io/an-introduction-to-6502-assembly-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_AssemblyProjects
https://github.com/LukeMcCann/Atari_AssemblyProjects

05 - Software Development
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MEMORY

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

05 - Software Development
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https://skilldrick.qithub.io/easy6502/

05 - Software Development
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https://skilldrick.github.io/easy6502/

LOAD Hex valuese 01 into
o7 the "A* register

7’

HE01 4 -
HO200

HE05

HOF01 ‘~.\LDHD Hex wvalue 035 into
HHEOs tThe "A' register

HO20

\
\
\

‘Y LDAD Hex value 08
tThe "A’ register

https://skilldrick.qithub.io/easy6502/

05 - Software Development
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https://skilldrick.github.io/easy6502/

STORE the value in the

HEo1 ’__'ﬁ’ register at memory
& O PO ) Y location 9200 -

HE05
S0201
V\

HHO5

$“E“E» Y. STORE the walue in the

\ N"AY register at memoryg
\ location 0201

\ -
\
\

\ STORE the wvalue in the

el : : \"A* register at memory
https://skilldrick.github.io/easy6502/ -
4 location 0202

05 - Software Development
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https://skilldrick.github.io/easy6502/

COLDA
STA
= LDA
STA
—LDA
STA

H0200
H$E05
S0201
HE 05
H0202

$OEG1£§DEGE

Memory Locations: $6200 to
$es5ff

S00 to Sof represent 16 different
colours
(S00 is black and $01 is white),

$O05FF

05 - Software Development
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COLDA
STA
LDA
STA
LDA
STA

H0200
H$E05
S0201
HE 05
H0202

$OEG1£§DEGE

Memory Locations: $6200 to
$es5ff

S00 to Sof represent 16 different
colours
(S00 is black and $01 is white),

$O05FF

05 - Software Development
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$OEG1£§DEGE

LDA

COSTA H0200
LDA HHEO05
STA $0201
LDA HHEO05%
STA H0202

Memory Locations: $6200 to
$es5ff

S00 to Sof represent 16 different
colours
(S00 is black and $01 is white),

$O05FF

05 - Software Development
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LDEA
8 TA
LDEA
SThA
LDEA
SThA

H$E01
H0200
H$E05
S0201
HE 05
H0202

$OEG1£§DEGE

0200

Memory Locations: $6200 to

$O5ff

S00 to Sof represent 16 different

colours

(S00 is black and $01 is white),

$O05FF

05 - Software Development
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LDA
SThA
= LDA
SThA
LDA
SThA

H$E01
H0200
H$E05
S0201
HE 05
H0202

$OEG1£§DEGE

0200

Memory Locations: $6200 to

$O5ff

S00 to Sof represent 16 different

colours

(S00 is black and $01 is white),

$O05FF

05 - Software Development
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LDA
STA
LDA
>S5 TA
LDA
STA

$O5ff

colours

H$E01
H0200
H$E05
S0201
HE 05
H0202

$OEG1£§DEGE

0200

Memory Locations: $6200 to

S00 to Sof represent 16 different

(S00 is black and $01 is white),

$O05FF

05 - Software Development
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LDA
STA
LDA
>S5 TA
LDA
STA

$O5ff

colours

H$E01
H0200
H$E05
S0201
HE 05
H0202

$OEG1£§DEGE

0200

Memory Locations: $6200 to

S00 to Sof represent 16 different

(S00 is black and $01 is white),

$O05FF

05 - Software Development
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LDA
STA
LDA
STA
—>LDA
STA

$O5ff

colours

H$E01
H0200
H$E05
S0201
HE 05
H0202

$OEG1£§DEGE

0200

Memory Locations: $6200 to

S00 to Sof represent 16 different

(S00 is black and $01 is white),

$O05FF

05 - Software Development
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LDA
STA
LDA
STA
—>LDA
STA

$O5ff

colours

H$E01
H0200
H$E05
S0201
HE 05
H0202

$OEG1§§DEGE

0200

Memory Locations: $6200 to

S00 to Sof represent 16 different

(S00 is black and $01 is white),

$O05FF

05 - Software Development



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

LDA
STA
LDA
STA
LDA
STA

$O5ff

colours

H$E01
H0200
H$E05
S0201
HE 05
H0202

$OEG1§§DEGE

0200

Memory Locations: $6200 to

S00 to Sof represent 16 different

(S00 is black and $01 is white),

$O05FF

05 - Software Development
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really. .
HHY

05 - Software Development
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Acorn Atom Acorn Electron Apple | Apple Il Apple lle

Atari 2600 Atari 5200 Atari 7800 Atari 800 Atari Lynx

— "
pEmEET s %/
/ /
. D ———— —

BBC Master BBC Micro Commodore PET Commodore VIC-20

05 - Software Development
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05

Commodore 64

Commodore 128

=27

Family Computer

(Famicom)

Oric Atmos

-aa‘xs(}

Nintendo
Entertainment
System

=\

Ohio Scientific

Challenger 4P

TurboGrafx-16

Software Development
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N 4

Family Computer Nintendo Ohio S
(Famicom) Entertainment Challel

System

05 - Software Development
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200 Game
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Assembly 1s

simple but
contusing '’
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Luckily. ..

HNe have a
SIAVIODUN

06 - BYOD-Atari 2600 Game
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https://stella-emu.qithub.io/

A multi- pIatform Atari 2600 VCS emulator

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

D

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

06 - BYOD-Atari 2600 Game
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#
#
https://github.com/batari-Basic/batari-Basic
https://www.randomterrain.com/atari-2600-memories-batari-basic-commands.html
https://www.randomterrain.com/atari-2600-memories-batari-basic-commands.html
https://alienbill.com/2600/basic/home.html
https://stella-emu.github.io/

Even more lucky. ..

We have a
DevelopmenT

EnvironmenT
avallable

LA ) - BYO-Atari 2600 Game
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Visual Studio Coade

Install if
you don* T

have i1t

https://code.visualstudio.com/

DEV STUDIO

batari Basic

ACTION
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https://code.visualstudio.com/

Jlk ) File Edit Selection -

ATARI @ ) Welcome X

DEV STUDIO

Visual Studio Code

Editing evolved

Extensions (Ctrl+Shift+X)

[1:. New File...

c*Ij Open File...

ACTION
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#
#
#
#
#

A

ATARI
ik

Edit

DEV STUDIO

atari

Selection

EXTENSIONS: MARKETPLACE

Y

Atari Dev Studio
Homebrew game creation f...

chunkypixel §s%

Atari FastBasic 491 % 5
Language support for Atari ...
Billy Charlton (Becau... [install

Atari XE D997 k5
Color theme inspired by Ata...

Filip Golewski Install

Homebrg

ACTION
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Jlk Create a

ATARI new ampity
folder

somewherea
ATARI-example

And open the fTolder in
V5 —Code

ACTION
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J\

ATARI

DEV STUDIO

Ctrl1-Shiftt-P

Look for "ads’ select
Open the WHelcome Page

>ad4

ads: Open the Welcome page recently used £2%
ads: Compile source code and launch [via emulator or cart] F5
ads: Open Sprite Editor

ads: Compile source code Shift + F5
ads: Open Atari Background Builder 2600 Editor

ads: Kill build process other commands
ads: Open PlayerPal 2600 Editor

ACTION


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

I\ Ctrl-Shift-P

ATARI Look for "ads’ select

Open the WHelcome Page

) File Edit Selection - : O ATARI-example

@ EXPLORER = Atari Dev Studio X

Jo

\/ ATARI-EXAMPLE

Atari Dev Studio

Homeprew game creation for the Atari 8-bit
consoles

Release 0.10.5

Start Learn
New file
Open folder... batari Basic
Want to learn about developing for the Atari 26
i Basic forum at AtariAge
andom Terrain

Help

Atari Dev Studio discussion @ AtariAge
Found a bug? Raise an issue on GitHub

7800basic

Need some help to unleash the power of the At
7800 developer forum at AtariAge

RevEn ic guide @ Random Terrain

ACTION
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NG

= — o > bin
ATARI with -bas = 01 _colorflash.bas

DEV STUDIO

this code = 01_colorflash.bas > ...

Compile & Run main
(Press Fa)

COLUBK=a
a = a+l
drawscreen
goto main

ACTION


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

file ending

- ar . > bin
ATARI with » bas = 01_colorflash.bas

DEV STUDIO

JI Create a new e E OB

= 01 _colorflash.bas > ...
main
COLUBK=a

drawscreen

10
2
3 a = atl
4
5 goto main

ACTION
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#

NTSC (128 unique colors) PAL (104 unique colors)
Ik Color Value: $00 Color Value: $00
ATARI 0/2/4/6|8|/AC|E 0/2/4/6/8/AC|E

DEV STUDIO

Intferactive fool:

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

06 - BYOD-Atari 2600 Game
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#
https://www.randomterrain.com/atari-2600-memories-tia-color-charts.html#ntsc_pal_color_conversion
https://www.randomterrain.com/atari-2600-memories-tia-color-charts.html#ntsc_pal_color_conversion
https://www.randomterrain.com/atari-2600-memories-tia-color-charts.html#ntsc_pal_color_conversion

JIK Let’'s make a sprite?

N Set Color before Drawing
ATAR' (like a paint program, select color then
DEV STUDIO d ram)

Atari Sprites max: S8x192 px
Pixels are binargy {(onsoff)

2 Player Sprites only
plaver?® and playerl

playero:
700000000
700000000
%01100110
%01000010

ACTION
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#
#
#

playero:
-‘}Ik~. %60000000
%00000000
ATARI %01100110

DEV STUDIO %01000010
%01100010
%00100100

maln

%00100100
COLUBK=$02 EE'l' BG colour %00100100

COLUPB=%$28 %01011010
%01111110

%01100110
player@x=50 %01100110

playeroy=860 %01100110

%0©1100110
drawscreen
%01111110

goto mailn %00011000

06 - BYOD-Atari 2600 Game
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#
#

Spr .'i. 'l'E' ! 7%00000000
%00000000

ATARI %01100110
DEV STUDIO %01000010 s
%01100010
%60100160

JI Create your own playere:

maln

%00100100
COLUBK=%$0©2 %00100100

COLUP@=$28 EE'l' T R T %01011010
%01111110

%01100110
player@x=50 %01100110 -

playeroy=860 %01100110

%0©1100110
drawscreen
%01111110

goto mailn %00011000

06 - BYOD-Atari 2600 Game
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#
#
#
#

playero:
-‘}Ik~. %60000000
%00000000
ATARI %01100110

DEV STUDIO %01000010
%01100010
%00100100

maln

%00100100
COLUBK=%$0©2 %00100100

COLUPB=%$28 %01011010
%01111110

%01100110
playerex=>50 59* Playerd x-pos %01100110

player@y=80 EE'l' Player{ uy-pos %01100110

%0©1100110
drawscreen
%01111110

goto mailn %00011000

06 - BYOD-Atari 2600 Game
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#
#

A Stella 7.0: "02_playersprite.bas" X playe re:
%00000000
%00000000
%01100110
%01000010
%01100010
%00100100
%00100100
%00100100
%01011010
%01111110
%01100110
%01100110
%01100110
%01100110
%01111110
%00011000

end

main
COLUBK=$02
COLUPB=$%$28

player@x=50
playeroy=80
drawscreen

goto main

ACTION
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#

£ Atari Dev Studio £ 01_colorflash.bas £ 02_playersprite.bas £ Sprite Editor X

S— playero:
£t oot R A %00000000
" S qam S - %00000000
- ﬁ %01100110
y %01000010
0 %01100010
2 %00100100
A 700100100
3 %00100100
%01011010
%01111110
%01100110
%01100110
%01100110
%01100110
%01111110

%00011000

ACTION


#
#
#
#
#
#
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#
#
#
#
#

£ Atari Dev Studio

Sprite Editor

Export 2600 sprites

Select the source language format required then copy or export to file the
generated code.

O Selected sprite

Export the selected sprite currently chosen in the Editor window.

® All sprites

Export all sprites in your project into a single package.

rem Created using Atari Dev Studio
rem batari Basic format (bottom to top)

spritel:

%$00000000
%$00000000
%$01100110
%$01000010
%$01100010
$00100100
%$00100100
%$00100100
%$01011010
$01111110
$01100110
%$01100110
%$01100110

on11nn11An

Copy to clipboard

B:

00000
P0000o0
100110
900010
100010
100100
100100
100100
911010
111110
100110
100110
1001106
100110
111110
911000

ACTION
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#

J\

ATARI

DEV STUDIO

ACTIONS:
Create your own Sprite

— what happens if you make
oo many columns?

How big can you make a
sprite?

- Can you fiind the origin of

tThe (x,4) coordinates of
tThe player?

- Test by placing it at
various locations

ACTION
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