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While you can still program directly on the 
original hardware, it sure is nice to have the 

conveniences of a development environment 
running on a modern PC.  Let’s use CBM PRG 

Studio to write BASIC and ML programs for our 
favorite 8-bit Commodore machines.
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That’s not me in this picture,

But it happened just like this…

Healdton Oklahoma
(population 2,861)

Halfway between everything



I was PAID to USE

• DBase IV

• C++

• Borland Pascal

• Borland Delphi

• Visual Basic

• Microsoft Access 
VBA

• RPG

• COBOL

• Java

• Microsoft ASP

• JavaScript

• VB.NET / ASP.NET

• TSQL

• Microsoft C#

• Allaire ColdFusion

• PHP on LAMP

I learned for FREE

• BASIC !

• HyperTalk

• Pilot

• Turbo Pascal

• 8086 Assembly

• 6502 Assembly

• Fortran

• LISP

• Ada

• Clarion

• Perl

• Python

• Ruby



You have to keep a lot of notes…It’s hard to visualize code inside 
40 columns and 25 rows



Tools for using a Windows PC for 8-bit Work



• First Released 2011
• Freeware
• Not Open Source
• Built on Microsoft.NET 

Framework
• Support for all 

Commodore 8-bit Machines
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• Git integration
• Sprite Editor
• Character Editor
• Screen Designer
• SID tool
• Screen Code Builder
• Memory Viewer
• Assembler/Disassembler

Why Use CBM PRG Studio?

• Program Import/Export
• Code Formatting 
• Renumbering Tool
• Auto Code Formatting 
• BASIC Constants
• Renumbering
• Multiple Source Files
• MDI Interface



Code Editor
Features 
o Auto Numbering

o Auto Complete

o Closing Quotes and Parenthesis

o White space

o Block Comment / Indent

o Listing Comments / Comment 

Blocks

o Regions

o Screen Code Builder

o Renumbering tool

o Multiple Files



Screen Editor
Features 
o Draw Mode 

o Background / Character Colors

o Line and Box Mode

o Text Mode

o Grid / Map / Quick Select

o Export to Code



Sprite Editor
Features 
o Import From Source

o Flip Left / Right

o Flip Up / Down

o Shift Left / Right

o Shift Up / Down

o Scratch Pad

o Export To Source



Assembly
Features 
o 3-pass Assembler

o Labels

o Variables

o Conditionals

o Macros

o Generate a BASIC Loader

o Generate SYS Call



• Git integration
• Sprite Editor
• Character Editor
• Screen Designer
• SID tool
• Screen Code Builder
• Memory Viewer
• Assembler/Disassembler

What did we See?   What’s Left?

• Program Import/Export
• Code Formatting 
• Renumbering Tool
• Auto Code Formatting 
• BASIC Constants
• Renumbering
• Multiple Source Files
• MDI Interface



Next Steps 
on Your 
Journey

DOWNLOAD THE TOOLS

CHECK OUT THE HELP FILE

CHECK OUT THE VIDEOS FROM

OLDSKOOLCODER

EXPERIMENT AND 

HAVE FUN



Thank You for 
Listening

Byron Stout

byron.stout@gmail.com


