A retro arcade game, reinvented.
Built from scratch in x86 Assembly

with a modern, minim

Overview.

Classic brick-breaking
fun powered by direct
memory manipulation and
custom VGA rendering.
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Tools.

MASM assembler.
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System architecture.
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Direct VGA mode access.
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SVG assets for visual flair.

Challenges & Process
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Results, Learnings, and Impact

Gain insight into how graphics, input, and physics in tther ni
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alist approach.

Objective.

Demonstrate system-level
mastery by hand-coding a
1

game engine in Assembly.

Methodology.

Sepwise programming:
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bootstrapping, draw loop,

input handling, and rendering
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