Program visually with ASCII art and Big Trek, or BASIC programs as simple as one command:
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PS C:\VvwBASIC>
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Aops 1 if g=0 then for j=0 to 7:playerl(j)=189:player0(j)=p1(j):next j:BYTErowoffset=120:COLUPF=$84:COLUP0=$b4 else goto
e R Pintotaskbar 2 for j=20 to 71:k=j-20:k=city(k)+14:for i=k to 19:vwpixel(j,i,on):next i,j:playerOy=88:player0x=94:COLUP1=$74:y=20
R doREanE LY scrollvirtualworldtoggle=1:BITIndex=BITIndex+1:data p1 0,224,127,231,252,192,128,0:rem bitmap

3 COLUBK=0:AUDV0:

B Windows PowerShell (36) 4 if joyOfire=1 and y>=20 then AUDF0=6:AUDCO=8:AUDVO=L5:x=BITIndex+11:y=11:i=88-player0y:i=1/10:y=y+i sprites
5 if y<21 then vwpixel(x,y,bindplayerl):j=y-10:y=y+1:COLUP1=M(j):data M $64,$54,$b4,$a4,$32,944,524,5c4,994,8f4, 954 . XXXX. .
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7 if BITIndex>71 then BITIndex=0:playerOy=playerOy-2:rem player flies lower each pass over the smoothly scrolling ci . — KK x0¢. XX
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IDE override on, compiling this BASIC program:
C:\vwBASIC\simple single statement program.txt
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1 rem --- Tiny BASIC programming example for the Atari 2600:
3 rem

L1 ;--Comment: 1 rem --- Tiny BASIC programming

L -
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DASM V2.20.07, Macro Assembler (C)1988-2003
----Atari 2600 ROM image created - 6K of fun!
o . . . . -30 of 2048 byt d in bank 1 (G 1 1)
*Configuration Notes: You must run the following command one time first to enable PowerShell: 1508 bytes uced in bank 2 RUNTINGY
-937 of 2048 bytes used in bank 3 (Gameloop2)
Complete.
set-executionpolicy -ExecutionPolicy RemoteSigned PS C:\VWBASIC>

Also place a copy of the Stella emulator (Stella.exe and its Dlls) in folder c:\vwBASIC\ Stella
This is only necessary to launch the emulator; the ROM image will still get created as
¢:\vwBASIC\program.bin e
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BASIC Programming on your Atari!
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1 Tiny BASIC programming example for the Atari 2600:
2 2 rem -—-- plotting pixels, printing strings and moving the Camera
3 3 rem --- in just a few Tines of BASIC

4 4 rem

5

6

8

jmp L180_end
L180_ETseActionBTlock
;ElseActions

L180_end

; (processed IF, kicking out)

5 if 5=0 then s=1:scrollvirtualworldtoggle=1 else goto 120

20 rem --- setup/init

40 wwpixel(9,4,0n):rem --- set a pixel on the screen

50 rem --- PRINT three binary strings on the screen to draw a box
9 70 print %11111111(virtualworld,14)
10 80 print %10000001(virtualworld,26)

L200 ;--Comment: 200 rem --- end 10th frame

L210 ;---assignments & functions: 210 wwpixel(
Tda #5;binding sprite to virtual world pixel]]

sta bitx 4 ) ; 11 90 print ¥11111111(virtualworld,38)
1da #4;binding sprite to virtual world pixel] 12 95 rem --- draw a design on screen using two for Toops
sta bity 13 100 for x= 1 to 15 step 2: for y = 12 to 2 step -2: vwpixel(x,y,on): next y,x

14 110 rowcolors(3)=200:rowcolors (7)=1|

ISR findspritexyfromvirtualworldpixel ; find
1da d 15 112 for x=0 to 7:player0Cx)=x*5:p1afso g co. oofpe =» MTSLH

sta player0x 16 115 rem ————---———-—————mm AR* (8K)
1da ¢ 17 120 rem ---- main program starts he -
sta playerQy 18 125 rem ---- Joystick moves the cam

19 130 if £>9 then f=0 else f=f+l: rem
20 140 if f<9 then goto 200: rem ----
21 150 if joyOdown=1 and BYTErowoffset
22 160 if joyOup=1 and BYTErowoffset>0)
23 170 if joyOright=1 and BITIndex<30
24 180 if joyOleft=1 and BITIndex >0 t|
25 200 rem --- end 10th frame

26 210 wpixel(5,4,bindplayer0)

Tt sprite is bound to virtual world pixel

-1508 bytes used in bank 2 (RUNTIME)
-937 of 2048 bytes used in bank 3 (Gameloop2
Complete.

PS C:\WWBASIC>

This sample program prints binary strings on the screen to create a bitmap image, plots some
pixels, uses a for/next loop to plot a design, and lets you use the joystick to scroll the virtual
world around.

It also binds a sprite to the virtual world and draws a pattern on the sprite and colors it.

Only a few lines of BASIC are used with comments explaining step by step.

Further Reading: As you experiment and have fun programming in BASIC, you may wish to read
the reference manval: vwBASIC_readme.txt

Writing Video Games in BASIC:

It's fun and easy to create BASIC programs and Video Games for your Atari! This BASIC is fast
and runs 60x per second on the Atari — architecture.jpg will give you a good overview to go
along with the manual.

Putting your BASIC Programs on Cartridge, Tape and CD:

Your BASIC programs are compiled into binaries (Atari ROM’s) which can be turned into .wav
files to create Tapes and CD's for the Atari SuperCharger, or the hinaries can be put on cartridges
(you can order a cart with your program on it from AtariAge.com).
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