- * Programming for 8-bit
Commodore systems
using a modern IDE
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byron.stout@gmail.com



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.




That’s not me in this picture,

i But it happened just like this...
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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




It’s hard to visualize code inside
40 columns and 25 rows

You have to keep a lot of notes...
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sc), press "F12" for the menu,
About
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VICE
VUersatile Commodore Emulator DirMaster helps Commodore enthusiasts
Version E -.6.1 explore and manage their disk image collections.
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For documentation, to report bug
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Integrated Development Environment for Commodore
computers.

Configured for:
VIC 20, Cé4, Ci28, Ci6, Pluss/4 and PET 2001,4000/95000

Copuright = 2011-2022 Arthur Jordison

Tools for using a Windows PC for 8-bit Work




https://www.ajordison.co.uk
Arthur Jordison

 First Released 2011
* Freeware
* Not Open Source
e Built on Microsoft.NET
Integrated Developnent Envirohent for Comodore Framework
 Support for all
Commodore 8-bit Machines

CBM prg Studio .: .0

I , C128, C16, Pluss/4 and PET 2001-/4000-9000

11-2022 Arthur Jordison



Why Use CBM PRG Studio?

Git integration

Sprite Editor

Character Editor

Screen Designer

SID tool

Screen Code Builder
Memory Viewer
Assembler/Disassembler

Program Import/Export
Code Formatting
Renumbering Tool
Auto Code Formatting
BASIC Constants
Renumbering

Multiple Source Files
MDI Interface




Code Editor
Features

O O O O O O

O O O O

Auto Numbering

Auto Complete

Closing Quotes and Parenthesis
White space

Block Comment / Indent
Listing Comments / Comment
Blocks

Regions

Screen Code Builder
Renumbering tool

Multiple Files

5 rem BASIC test program
10 print chr$ :I.-MIS7
15 print ”fih?re}”
20 print "hello vcf east”

30 print

#riegion !-waiting to press a key

50 print "press <any key> to continue”
60 get as$: it a$ = " then 60

70 print “{clear}"”

#endregion

100 for 1 = 65 to 80

105 print tab(-64 + 1);
110 print chr$(i)
120 next 1

130 end




Screen Editor
Features

Draw Mode

Background / Character Colors
Line and Box Mode

Text Mode

Grid / Map / Quick Select
Export to Code

O O O O O O
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Sprite Editor
Features

O 0O 0O O O O O

Import From Source
Flip Left / Right

Flip Up / Down
Shift Left / Right
Shift Up / Down
Scratch Pad

Export To Source

H Sprite Creation
File  Sprites  Edit

Sprite editor  Scratch pad

Help

Cument Sprite

| 1of 1

Description |

Linked Sprites |

Include in Generation

Colour

() [00] Background

(® [10] Spt Colour

Mew - Delete Clear
Copy [J Mutticolour
FAip LR Shift Lip Shift Left
Flip U/D Shift Down Shift Right
Invert Text
Preview Expand
[] Horizontally

@ ] Vertically

Set Backaground




Assembly
Features

3-pass Assembler

Labels

Variables

Conditionals

Macros

Generate a BASIC Loader
Generate SYS Call
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What did we See? What’s Left?

Git integration
Sprite Editor
Character Editor
Screen Designer

SID tool

Screen Code Builder

Memory Viewer
Assembler/Disassembler

Program Import/Export

Code Formatting

Renumbering Tool

Auto Code Formatting

BASIC Constants
Renumbering

Multiple Source Files

MDI Interface




DOWNLOAD THE TOOLS
CHECK OUT THE HELP FILE

Next Steps CHECK OUT THE VIDEOS FROM

on Your OLDSKOOLCODER
Journey

EXPERIMENT AND
HAVE FUN



Thank You for
Listening

Byron Stout

byron.stout@gmail.com



