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I used to use graph paper to design Sprites in the 
1980's but now you don't have to. There are so 
many wonderful modern tools that can help you 
build amazing Sprites for your programs.

We'll talk about some of the free and paid tools 
that are available and then use the newest 
version of CBM PRG Studio to build a simple game 
with an animated character.



https://external-
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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

About Byron…



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



Player/Missile
Graphics



My Computer 
Has Sprites!

o Hardware based (VIC-II chip)

o Managed Object Blocks

o Support for 8 visible sprites 
(or more if you’re clever…)

o Layering

o Transparency

o High Res Mode (24 x 21)

o Multi-Color Mode (12 x 21)

o X and Y axis expansion

o Sprite to Sprite 

Collision detection

o Sprite to Background 

Collision detection



The Commodore 64 is a 
Kick Ass Game Machine!



Sprites are  
Full of 
Numbers…

1001 data 3,255,0,15,255,240,10
1002 data 166,64,10,86,80,10,85
1003 data 160,1,85,80,2,234,128
1004 data 10,234,160,42,235,168,170
1005 data 235,170,171,255,234,91,125
1006 data 229,87,255,213,87,255,213
1007 data 95,255,245,15,255,240,15
1008 data 195,240,15,195,240,42,0
1009 data 168,42,0,168,170,0,170



And Magic VIC 
Register Values…



On Machine
Sprite Editors





Since we Live 
in the Future

What you can use Today

o Paper

o Excel

o SpriteMate

(and other browser tools)

o SpritePad Pro

(and stand-alone tools)

o CBM PRG Studio

(and other IDE’s)

Vintage Future – Fred Freeman





https://paulnotebook.net/2019/06/10/an-
excel-sheet-to-generate-hi-res-sprite-
data-for-the-commodore-64/

https://github.com/justforthefunofit/create-
sprites-using-excel



New Pixel Art 
games are Popular!



SpriteMate

o Browser based

o C64 specific restrictions

(unlike other PixelArt tools)

o Delete, fill, shift, and flip 

o Stack layers and overlays

o Undo & redo

o Zoom In / Zoom Out

o Import SpriteMate file formats

(or grandaddy SpritePad)

o Export to a variety of binary and 

code generation formats

https://www.spritemate.com/



SpriteMate Manipulations



SpriteMate
Export Options



SpritePad PRO 
v3.20

o Works on Windows

o First released in 2003

o Not Free - $7.99 US

o Full featured Image editing

o Animation editing

o Overlays

o Tile editing

o Tile animation

o Bitmap import/analysis

o Emulator Snapshot Ripper
https://subchristsoftware.itch.io/spritepad-c64-pro



SpritePad Pro v3.2 Demonstration



• First Released 2011
(last updated December 2022)

• Freeware
• Not Open Source
• Built on Microsoft.NET 

Framework
• Support for all 

Commodore 8-bit Machines

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



• 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



CBM PRG Studio v4.0.1 Demonstration



Next Steps 
on Your 
Journey

DOWNLOAD THE TOOLS

CHECK OUT THE HELP FILES

SEARCH FOR SPRITE SHEETS 
AND LOOK AT SAMPLES

EXPERIMENT AND HAVE FUN



Thank You for 
Listening

Byron Stout

byron.stout@gmail.com
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