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ATari 600
HNorkshop

The 0.G. Game Console....well... one of them...
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ATARI

DEV STUDIO

BYO-Atari 2600 Game
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Jouyd and joyl have

JI Let’'s add Sprite Movement
k right-left up-"down events

ATARI

DEV STUDIO

drawscreen
x=50

o0 if joy@right then x= x+1

if joy@left then x=x-1
COLUBK=$02 if joyeup then y=y-1
COLUP@=$28 if joye@down then y=y+1

main

W 00 N O VT B W=

player@x=x
playerey=y goto main

ACTION
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ATARI

DEV STUDIO

ACTION
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JIK Change Directions

ATARI REFPO — "reflect plavyer®™
aviayY REFP1 — “reflect playerl”™

Effect
do not reflect

reflect

if joy@right then x= x+1

if joy@left then x=x-1 : REFP©=8
if joy@up then y=y-1

if joy@down then y=y+1

ACTION
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ATARI

DEV STUDIO

if joyer:

if joy@l¢
if joyeu
if joyed

ACTION
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JIK ACTION

N Create an animated playerl
VAW sprite that moves with the
keyboard

— What keys are bound in
Stella 1o playerl?®?

DEV STUDIO

ACTION
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x=50

y=506
c=$28

ATARI maie

DEV STUDIO COLUBK=$02
COLUP®B=c
COLUP1=%$28

playerex=x
player@y=y

playerlx=100
playerly=50

if collision(player®@,playerl) then ¢ = c+l else c = $28

drawscreen

ACTION
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Jlk e 2 missiles, 01

NL.JSI?G = $?9 = RS
ATARI missile@height=1

PRVTURIC missile@x = 100 ballx, bally
missile@y = 50 ballheight

if m = 1 then missile®x = @: missile@y = @: d=1

if m = 2 then missile@x = player@x+4+d : missile®y = player@y-8
1

if d > 99 then d = @:m=1 ; limiter for missile

if collision(missile®, playerl) then score = score + 1

if missileBx > 150 then d=0: m=1|

ACTION
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)I Collisions?

ATA

DEV STUQ

ACTION
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