C64 Boulder Dash Decoded Cave Data

e Cave A B C D Intermission 1
e CaveE F G H Intermission 2
e Cavel JKL Intermission 3

e Cave M N O P Intermission 4

Decoded cave data in human-readable text, including ascii representation.
Warning: There may be mistakes in the decode. The C source code to generate the
following decodes are available in the files decodecaves.c and cavedata.h). Note
that when decoding the cave, the random objects are placed first, then a bounding
rectangle of steel wall is put in (effectively an implicit DrawRect(0,2,40,22) before
the cave data), then the cave data is decoded. For each cave, a graphical
representation is given for difficulty level 1. The characters used in the graphical
representation are the ones used by a implementation of BoulderDash on the
Amiga.

Cave 1 (Cave A: Intro)

Pick up jewels and exit before time is up

01 Cave 01
14 Magic wall/amoeba slow growth for: 20 seconds
0A Diamonds worth: 10 points
oF Extra diamonds worth: 15 points
0OA OB 0C 0D OE Randomiser seed values for difficulty levels 1-5
0C 0C 0C 0C ocC Diamonds needed: 12, 12, 12, 12, 12 (for difficulty
levels 1-5)
96 6E 46 28 1E Cave time: 150, 110, 70, 40, 30 seconds
08 Background color 1: Orange
0B Background color 2: Gray 1
09 Foreground color: Brown
D4 20 Unused
00 10 14 00 Random objects:
3C 32 09 00 zSpace : 60/256 = 23%
zBouS : 50/256 = 19%
zDiaS : 9/256 = 3%
fourth code unused (0%)

Cave layout:

42 01 09 1E 02 Line of zBrick from ( 1, 9); length = 30; direction =
right

42 09 10 1E 02 Line of zBrick from ( 9,16); length = 30; direction =
right

25 03 04 StoreChar zPRFd1l at ( 3, 4)

04 26 12 StoreChar zPreOut at (38,18)

FF End of cave data.

Map #1

002 WWWWWWNWWNWWWNWWWNWWNWWNWWNNWHNWWNWWWWNWWN

003 W...... ..d.r ..., Teleeeunn. S SR

004 W.rXr. o' ee wueueeennn rd..r.... ..... )

005 W..veeunoon. R ol S r....w

006 Wr.rr......... Tewueuo. re.re...rve..Teu... W

007 Wr. rvouveeueuenon. Teeleeeeennn Teveuno r.rr.w

008 W... ..T.ueeo... Tewoo. Te Toveeennn r.rr.w

009 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW. . .T..T. W



010
011
012
013
014
015
016
017
018
019
020
021
022
023

W r..d bl oI d.rd...... W
W..d..... Tt ee eeeeeea rr r..r r W
W B s Bl A W
W.r..... h rrr....... r. d r.w
w.d r.e ... r.rd..d. r...r..d W
We oottt e e Y Towoleeeeeon. d..... rW
Weeooonn. AT A AT AT AT AT ANAT ANAT ANAT AAIANAIANAIAAIAAIAAIAARAARANAT)
Wore...oo.o.. r...d. [ r roe.ooo.. W
Wor......... Foeoleeeeeenn rooeo.. r.rr..PW
W Teeeeennn r..... r ....d...r.rr W
W rd..r........ Teweo.. r.rd...... r W
W r bl b ol r.rd...... )
W.d. .o i tiia.. .r..r....r...r.w

WWWWWWWWWIWWWIWWWWWWWWWWWWWWWWNWWNWWNWWWWW

Cave 2 (Cave B: Rooms)

Pick up jewels, but you must move boulders to get all jewels

for:
ts

3, 10

70 seconds

length
length
length
length
length
length
length
length
length

length

38;

38;

20;

20;

20;

20;

38;

38;

38;

20;

20 seconds

(for difficulty

direction

direction

direction

direction

direction

direction

direction

direction

direction

direction

02 Cave 02

14 Magic wall/amoeba slow growth

14 Diamonds worth: 20 points

32 Extra diamonds worth: 50 poin

03 00 01 57 58 Randomiser seed values for difficulty levels 1-5

0A 0C 09 0D 0A Diamonds needed: 10, 12, 9, 1

levels 1-5)

96 6E 46 46 46 Cave time: 150, 110, 70, 70,

0A Background color 1: Light red

04 Background color 2: Purple

09 Foreground color: Brown

00 00 Unused

00 10 14 08 Random objects:

3C 32 09 02 zSpace : 60/256 = 23%
zBouS : 50/256 = 19%
zDiaS : 9/256 = 3%
zFFlyl : 2/256 = 0%

Cave layout:

42 01 08 26 02 Line of zBrick from ( 1, 8);

right

42 01 OF 26 02 Line of zBrick from ( 1,15);

right

42 08 03 14 04 Line of zBrick from ( 8, 3);

down

42 10 03 14 04 Line of zBrick from (16, 3);

down

42 18 03 14 04 Line of zBrick from (24, 3);

down

42 20 03 14 04 Line of zBrick from (32, 3);

down

40 01 05 26 02 Line of zSpace from ( 1, 5);

right

40 01 OB 26 02 Line of zSpace from ( 1,11);

right

40 01 12 26 02 Line of zSpace from ( 1,18);

right

40 14 03 14 04 Line of zSpace from (20, 3);

down

25 12 15 StoreChar zPRFdl at (18,21)

04 12 16 StoreChar zPreOut at (18,22)

FF End of cave data.



Map #2
002 WWWWWWWWWNWWNWWWWWWWWWWWWNWWNNWNNWNNWNWWW

003 W.r..r..w.r...d.W... .F.WCl...... wW..rr..Ww
004 W....... Weeeuoo rwrr. ...w ..d...w....r.W
005 w W
006 Wd...... W.r....rw.r. .. w..r..d.w..r.r.W
007 W....... W.leooeXWel. TooWoouooo r.w... W
008 WWWWWWWWWWWWWWWWWWWW WWWWWWWWWWWWWWWWWWW
009 W....rrew..ruo...Weuue «.fW.ool o oWeauoo rW
010 W....... Weeo weeeWeoo eoeWeooole Waeuooo rW
011 w W
012 Wr..r...Weo'eol' e eWeol o0 eWauuouoo dwr..... W
013 Wr....r.W.e.¥X..X.Weueuo o« TWaueeuooo Wr...r.w
014 W.r..... Weool e eWeouo o YWeooooo. w r..r.w
015 WWWWWWWWWWWWWWWWWWWW WWWWWWWWWWWWWWWWWWW
0l6 Wr. Jg..W....r.fw... ...W.rd..r.w...... W
017 W..... T Wleeuooo w..d ...Ww ..r...w.r.rr.W
018 W W
019 Wd.. .r.wr....r.w.r. ..rw.r.r...W...... W
020 W..... r.wr..d...w... XY..w..r....w...rr W
021 W.d... rw..r....w.Xd r..w. ..... W...rr W
022 W.r.... Wo. ..r.w.P. ... W....r.rw.... .W

023 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW

Cave 3 (Cave C: Maze)

Pick up jewels. You must get every jewel to exit

03 Cave 03
00 Magic wall/amoeba slow growth for: 0 seconds
OF Diamonds worth: 15 points
00 Extra diamonds worth: 0 points
00 32 36 34 37 Randomiser seed values for difficulty levels 1-5
18 17 18 17 15 Diamonds needed: 24, 23, 24, 23, 21 (for difficulty
levels 1-5)
96 64 5A 50 46 Cave time: 150, 100, 90, 80, 70 seconds
09 Background color 1: Brown
08 Background color 2: Orange
09 Foreground color: Brown
04 00 Unused
02 10 14 00 Random objects:
64 32 09 00 zBrick : 100/256 = 39%
zBouS : 50/256 = 19%
zDiaS 9/256 = %
fourth code unused (0%)
Cave layout:
25 03 04 StoreChar zPRFd1l at ( 3, 4)
04 27 14 StoreChar zPreOut at (39,20)
FF End of cave data.
Map #3
002 WWWWWWWWWWWWWWWWNWNWWWNNWNWNNNWNWNNNWNWWW
003 Wr.ww.wWrr.w...rwr..r....wW...F..... rw.d.W
004 W..Xw.d.r.w...WwWwwWw..W.r....r..r.r...w.wrW
005 W....w..rd..r....W..... T WWl e o oouo. W . WwwW
006 WA.W. .WrWX .. e.eeWeooZluoueueuooo r.rre..... wW
007 Wr.w...W..r.ww..r.wwd....... r.rre..... wW
008 Wrr..r....W.e..¥uuuoo. r.rr...... r..dww..W
009 W..r.ww..r.rr...w....r.rr...... W..r.w.rW
010 W..w...d...... d.r..wwr..r.w.wr..wr..d.rW

011l Wr.r....w.ww..d.r..wwr..r..d.w...w..r.wiW



012 W.r.Www..... rrwr..d.w.wr..wr...wr..d.r..W
013 Ww.Ww...... rrwr..r.w.ww...w..r.ww..r.wwi
014 Wew.r.r.w...Wwwrf..r....wW...r..... WW.Tr.wwiW
015 Wew.r.r.w.d.W.wWr..wr....r..r.rr. W. . W
016 Ww. .Wrwr..r....w...d... . W.Iw...... w.ww.dW
017 Ww...wwr..w.d...wWr..r.r r.Wr...... w..W
018 Ww.d....r.WW. . .X.WWX....... T Wlewuooo w..W
019 W..r....Weooleeuuo.. r.rre..... W..r.w...wW
020 Wr.ww..r.ww...w.. r.rr...... w..rd..r..W
021 Ww...r...... r.rd...... r...ww..wr..d.w..W
022 Wrr...w..... r.rd...... w..r.wd.d.rw.r...W
023 WWWWWWNWWNWWNWWWNWWNWWNWNWNNWANWWNWWWNWWN

Cave 4 (Cave D: Butterflies)

Drop boulders on butterflies to create jewels

04 Cave 04

14 Magic wall/amoeba slow growth for:
05 Diamonds worth: 5 points

14 Extra diamonds worth: 20 points

00 6E 70 73 77

24 24 24 24 24 Diamonds needed: 36, 36, 36, 36
levels 1-5)
78 64 50 3C 32 Cave time: 120, 100, 80, 60, 50 seconds
04 Background color 1: Purple
08 Background color 2: Orange
09 Foreground color: Brown
00 00 Unused
10 00 00 00 Random objects:
14 00 00 0O zBouS 20/256 = 7%
second code unused (0%)
third code unused (0%)
fourth code unused (0%)
Cave layout:
25 01 03 StoreChar zPRFdl at ( 1, 3)
04 26 16 StoreChar zPreOut at (38,22)
81 08 0A 04 04 00 FilledRect of zDirt from ( 8,10); length
4; fill = zSpace
30 0A OB StoreChar zBFlyl at (10,11)
81 10 OA 04 04 00 FilledRect of zDirt from (16,10); length
4; fill = zSpace
30 12 OB StoreChar zBFlyl at (18,11)
81 18 0A 04 04 00 FilledRect of zDirt from (24,10); length
4; fill = zSpace
30 1A OB StoreChar zBFlyl at (26,11)
81 20 0A 04 04 0O FilledRect of zDirt from (32,10); length
4; fill = zSpace
30 22 OB StoreChar zBFlyl at (34,11)
FF End of cave data.
Map #4
002 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW
003 WX..... L e e e et e et et Teveennnn r.w
004 W..... L e e et eeeeeennn B W
005 W...on... B W
006 Wt v it ettt e ettt ettt et eeneenesennenns W
007 We vt oeeeeeeeeeeennnn N W
008 Welveweeeeeeeeeeeeoenanns Tooeeeennnn r W
009 W..r..... Te et e eneenns L el e et eeeenennn rw
010 W...... Teveuno L e et ettt e eeeeneeneas r..w

20 seconds

Randomiser seed values for difficulty levels 1-5
(for difficulty

height

height

height

height



011 W....... B r B B B W
012 W....... r .. r..w
003 Wttt ittt et ettt eeeeeeeeeeneeneenennn W
014 W L e e e e e e e e et ettt et e r W
015 W r..... L e e e e e e e et et ettt e e e W
0l6 W...... o L e e e e e e e e e et rW
017 W.eevovioen.. Toveennn L e et e et e et eneennnn W
018 W. .l e eweeneeneeennn L e et ettt ee e eeeaeeann W
019 W. ittt i et e e et eeeenn o Teweo.. W
020 Wit ittt et et e e et e e ettt e e aeaeanans r..r..w
021 W Teveon. ol o ol r....w
022 W.eevivneenn. bl o U re.lolueennn. PW
023 WWWWWWNWWNWWNWWWNWWNWWNWNWNNWANWWNWWWWWWN

Cave 5 (Cave E: Guards)

The jewels are there for grapping, but they are guarded by the deadly fireflies

05 Cave 05
14 Magic wall/amoeba slow growth for: 20 seconds
32 Diamonds worth: 50 points
5A Extra diamonds worth: 90 points
00 00 00 00 00 Randomiser seed values for difficulty levels 1-5
04 05 06 07 08 Diamonds needed: 4, 5, 6, 7, 8 (for difficulty levels
1-5)
96 78 5A 3C 1E Cave time: 150, 120, 90, 60, 30 seconds
09 Background color 1: Brown
0A Background color 2: Light red
09 Foreground color: Brown
00 00 Unused
00 00 00 00 Random objects:
00 00 00 00 first code unused (0%)
second code unused (0%)
third code unused (0%)
fourth code unused (0%)
Cave layout:
25 01 03 StoreChar zPRFdl at ( 1, 3)
04 27 16 StoreChar zPreOut at (39,22)
80 08 0A 03 03 00 FilledRect of zSpace from ( 8,10); length 3; height
3; fill = zSpace
80 10 0A 03 03 00 FilledRect of zSpace from (16,10); length 3; height
3; fill = zSpace
80 18 0A 03 03 00 FilledRect of zSpace from (24,10); length 3; height
3; fill = zSpace
80 20 0A 03 03 00 FilledRect of zSpace from (32,10); length 3; height
3; f£fill = zSpace
14 09 0OC StoreChar zDiaS at ( 9,12)
08 O0A 0A StoreChar zFFlyl at (10,10)
14 11 0cC StoreChar zDiaS at (17,12)
08 12 0A StoreChar zFFlyl at (18,10)
14 19 0cC StoreChar zDiaS at (25,12)
08 1A 0A StoreChar zFFlyl at (26,10)
14 21 0OC StoreChar zDiaS at (33,12)
08 22 0A StoreChar zFFlyl at (34,10)
80 08 10 03 03 00 FilledRect of zSpace from ( 8,16); length 3; height
3; f£fill = zSpace
80 10 10 03 03 00 FilledRect of zSpace from (16,16); length 3; height
3; fill = zSpace
80 18 10 03 03 00 FilledRect of zSpace from (24,16); length 3; height
3; fill = zSpace
80 20 10 03 03 00 FilledRect of zSpace from (32,16); length 3; height



3; fill = zSpace

14 09 12 StoreChar zDiaS at ( 9,18)
08 0OA 10 StoreChar zFFlyl at (10,16)
14 11 12 StoreChar zDiaS at (17,18)
08 12 10 StoreChar zFFlyl at (18,16)
14 19 12 StoreChar zDiaS at (25,18)
08 1A 10 StoreChar zFFlyl at (26,16)
14 21 12 StoreChar zDiaS at (33,18)
08 22 10 StoreChar zFFlyl at (34,16)
FF End of cave data.

Map #5

002 WWWWWWWWWWWWWWWWWWWNWWNWWNNWANWWNWWNWWWN
(O 1 W
O S W
010 S T W
006 W vttt ettt e et ettt et eeeeeeeneeneeneaan W
O W
O T W
009 Wittt et e et e et e et e et e et e ee e ee e W
010 We.oo... (o P (o P (o P q W
O )
012 Weeron.. d ..... d ..... d ..... d ....w
0 T W
O W
00 T W
016 W....... evvwe evvwe evvwe q W
O W
018 W....... d ..... d ..... d ..... d ....w
O T W
020 Wttt e et e e e e et e et ettt ettt ee e W
02 T W
022 Wttt ettt e e e ettt et ettt eeeeeeeeneaneaan W
023 WWWWWWNWWNWWNWWWNWWNWWNNWNNWANWW NNV WNWWW

Cave 6 (Cave F: Firefly dens)

Each firefly is guarding a jewel

06
14
28
3C
00 14
04 06
1-5)

96 78
OE
0A
09
00
10
32

15
07

16
08

64 5A

00
00
00

00
00

00
00

Cave layout:
82 01 03 0A
= 4; fill =
82 01 06 0A
= 4; fill =

17
08

50

04 00
zSpace
04 00
zSpace

Cave 06

Magic wall/amoeba slow growth for:

Diamonds worth: 40 points
Extra diamonds worth:
Diamonds needed: 4, 6, 7, 8, 8
150, 120,
color 1: Light blue
color 2: Light red
color: Brown

Cave time: 100, 90,
Background
Background
Foreground
Unused
Random objects:
zBou$S 50/256 = 1
second code unused (
third code unused (0
fourth code unused (

FilledRect of zBrick from ( 1,

FilledRect of zBrick from ( 1,

60 points
Randomiser seed values for difficulty levels 1-5

20 seconds

(for difficulty levels

3);

6);

80 seconds

length

length

10;

10;

height

height



82
=4
82
=4
41
dow
14
08
14
08
14
08
14
08
82
=4
82
=4
82
=4
82
=4
41
dow
14
08
14
08
14
08
14
08
25
04
FF

Map
002
003
004
005
006
007
008
009
010
011
012
013
014
015
016
017
018
019
020
021
022
023

01 09 0A 04 0O
; £fill = zSpace
01 0C 0A 04 00
; fill = zSpace
0A 03 0D 04

n

03 05

04 05

03 08

04 08

03 0B

04 OB

03 OE

04 OE

1D 03 0A 04 00
; £ill = zSpace
1D 06 0A 04 00
; £ill = zSpace
1D 09 0A 04 00
; £ill = zSpace
1D 0C 0OA 04 00
; £fill = zSpace
1D 03 0D 04

FilledRect of zBrick from

FilledRect of zBrick from

Line of zDirt from (10, 3);

StoreChar zDiaS at ( 3, 5)

StoreChar zFFlyl at ( 4,

StoreChar zDiaS at ( 3, 8)

StoreChar zFFlyl at ( 4,

StoreChar zDiaS at ( 3,11)
StoreChar zFFlyl at ( 4,11)
StoreChar zDiaS at ( 3,14)
StoreChar zFFlyl at ( 4,14)

FilledRect of zBrick from

FilledRect of zBrick from

FilledRect of zBrick from

FilledRect of zBrick from

Line of zDirt from (29, 3);

n
24 05 StoreChar zDiaS at (36, 5)
23 05 StoreChar zFFlyl at (35,
24 08 StoreChar zDiaS at (36, 8)
23 08 StoreChar zFFlyl at (35, 8)
24 0B StoreChar zDiaS at (36,11)
23 0B StoreChar zFFlyl at (35,11)
24 0E StoreChar zDiaS at (36,14)
23 0E StoreChar zFFlyl at (35,14)
03 14 StoreChar zPRFd1l at ( 3,20)
26 14 StoreChar zPreOut at (38,20)
End of cave data.

#6
WWWWWWWWWWWNWWNWWNWNWWWWNWNNWNWNWWWNWWNW NN
WWWWWWWWWW. o o e X el el e eeenenn. r . WWWWWWWWWW

W e e e e r....r... W

W dg D o r...r gd W
WWWWWWWWWW e e Lo v v e e Foweuwo . WWWWWWWWWW

w L. ool eeeeoon r. W

W dg Toveonn r.rr..... gd W
WWWWWWWWWW e L e v e e e o r.rro..... WWWWWWWWWW

W r.r....r..ro.... W

W dg .r.r r..r..r gqd W
WWWWWWWWWW . XXX el el el .WWWWWWWWWIW

W R s < < W

W dg F o ol r qd W
WWWWWWWWWW . o o .o . r r r..r..WWWWWWWWwW
W....r.r..reeeeee.. roo... Lt e et et eeeee rW
W...... r. r r..r.r JR R o W
W..r. ro.... r Toveuweno Foeleeeeeenns W
W..r........ Toveooo Fofleeeeeenns Toveon W
Wr.X...reoeeeeueenon. Fofleeeeeenns rr..r.PW
W....r...... r.rr...... Toweeeenn r..r W
Wrr......... Folleeeeeennn r..r.r.r..r. W

WWWWWWWWWNWWNWWWNWWWWWWWWWWWWNWWNWWNWWWWW

10;

10;

10;

10;

10;

10;

height

height

direction =

height
height
height

height

direction =



Cave 7 (Cave G: Amoeba)

Surround the amoeba with boulders, so it can't grow anymore. Pick up jewels that
are created when it suffocates

07 Cave 07
4B Magic wall/amoeba slow growth for: 75 seconds
0A Diamonds worth: 10 points
14 Extra diamonds worth: 20 points
02 07 08 0A 09 Randomiser seed values for difficulty levels 1-5
OF 14 19 19 19 Diamonds needed: 15, 20, 25, 25, 25 (for difficulty
levels 1-5)
78 78 78 78 78 Cave time: 120, 120, 120, 120, 120 seconds
09 Background color 1: Brown
0A Background color 2: Light red
0D Foreground color: Light green
00 00 Unused
00 10 08 00 Random objects:
64 28 02 00 zSpace : 100/256 = 39%
zBouS : 40/256 = 15%
zFFlyl : 2/256 = 0%

o

)

fourth code unused (0
Cave layout:

42 01 07 0C 02 Line of zBrick from ( 1, 7); length = 12; direction =
right

42 1C 05 0B 02 Line of zBrick from (28, 5); length = 11; direction =
right

7A 13 15 02 02 Line of zAmoe from (19,21); length = 2; direction =
right

14 04 06 StoreChar zDiaS at ( 4, 6)
14 04 OE StoreChar zDiaS at ( 4,14)
14 04 16 StoreChar zDiaS at ( 4,22)
14 22 04 StoreChar zDiaS at (34, 4)
14 22 0C StoreChar zDiaS at (34,12)
14 22 16 StoreChar zDiaS at (34,22)
25 14 03 StoreChar zPRFd1l at (20, 3)
04 27 07 StoreChar zPreOut at (39, 7)
FF End of cave data.

Map #7

002 WWWWWWNWWWWWNWWWNWWNWWNWWNNWANWWNWWWNWWW

003 W. .. .rr..... ..r. X.... rr r..r. . W
004 W ..r. .. . cee. JT.T. ... r..r.d.. .W
005 Wr..... cJe  ee. JT.T. L., WWWWWWWWWWWIW
006 W.r.d... . ...... .Y Yoo 0 oo, oW
007 WWWWWWWWWWWWW.T. .. re. «ve. ..r....W
008 Wr. r...... PR ol A AR« (N W
009 Wr. r...... R P o AP r.rr.w
010 wW.. r r r .. r.rr.W
011 w.. r r e I r.r r..r.w
012 W r Lol eeee o teennnn d W
013 W. e e e e rr r..r r.. w
014 W.. d..r.Te.ee v e r r..r )
015 W.r r .r.r r oW
0l6c W.. r r.r r r r. W
017 W. r r..r... .r. rW
018 W..... rr. ... r .r. r..r.r...w
019 W r...... r. .r. r Toveennn W
020 W r...... r..r.... Tewoo.. r.rr...W
021 W. .re ... ..T. .aa. vee e...Tr.rTr...W



022 wW.

drg..r.... Lo Te ... r.rg..... dr...
023 WWWWWWWWWNWWWNWWWWWWWWWWWWNWWNNWNNWNNWNWWW

Cave 8 (Cave H: Enchanted wall)

Activate the enchanted wall and create as many jewels as you can

20 seconds

(for difficulty

80 seconds

12; direction

12; direction

11; direction

11; direction

8; direction =

8; direction =

08 Cave 08
14 Magic wall/amoeba slow growth for:
0A Diamonds worth: 10 points
14 Extra diamonds worth: 20 points
01 03 04 05 06 Randomiser seed values for difficulty levels 1-5
OA OF 14 14 14 Diamonds needed: 10, 15, 20, 20, 20
levels 1-5)
78 6E 64 5A 50 Cave time: 120, 110, 100, 90,
02 Background color 1: Red
0E Background color 2: Light blue
09 Foreground color: Brown
00 00 Unused
00 10 08 00 Random objects:
5A 32 02 00 zSpace 90/256 = 35%
zBous$S 50/256 = 19%
zFFlyl 2/256 = 0%
fourth code unused (0%)
Cave layout:
14 04 0o StoreChar zDiaS at ( 4, 06)
14 22 04 StoreChar zDiaS at (34, 4)
14 22 0C StoreChar zDiaS at (34,12)
04 00 05 StoreChar zPreOut at ( 0, 5)
25 14 03 StoreChar zPRFd1l at (20, 3)
42 01 07 0C 02 Line of zBrick from ( 1, 7); length
right
42 01 OF 0OC 02 Line of zBrick from ( 1,15); length
right
42 1C 05 0B 02 Line of zBrick from (28, 5); length
right
42 1C 0D 0B 02 Line of zBrick from (28,13); length
right
43 0OE 11 08 02 Line of zMagic from (14,17); length
right
14 0C 10 StoreChar zDiaS at (12,16)
00 OE 12 StoreChar zSpace at (14,18)
14 13 12 StoreChar zDiaS at (19,18)
41 OE OF 08 02 Line of zDirt from (14,15); length
right
FF End of cave data.
Map #8
002 WWWIWWWIWWWWWWWWWWWWWWWWWWWNWWWNWWWWWWWWWWN
003 w r. .r. ..X ..r. ..r. r... W
004 W.r.rr...... r...r.... Tewoo. dr.r.W
005 W r..r. ...r..Y L. .. WWWWWWWWWWWIN
006 W...d ..r. Je.... Toeeene eeeeeenn rr r..rW
007 WWWWWWWWWWWWW. . eF 0o o 0euoenon r r..rW
008 W. .. .r. rrr..... r.. w
009 W... r... .. e vee.. r.rr..r r..w
010 W..r. ..¥. Teuvee vuun. r r..r. W
011 W..... T oveenen. qrr. re. .To...YW
012 Wr.r... . T.o.oo.o.. .re..r....r....dr. W
013 We'eoe'oof'e Tuwewnnennn r..r...WwWwWWwWWwwwwwwi
014 W.rr...... .r. .r. .r. r..wW



015 WWWWWWWWWWWWWE « o v v vww . rewoo.. r.rr..W
016 W..r... .d.. bl o U r.rr..wW
017 W.. ..r. .r...OMMOMOMMOM. ........ r..r..w
018 Wr.. r....r..r ro..d .. ....... r..r..w
019 W ... ..r. ...T.e o.... rrrr..r r rW
020 W. TooeTloewew o eeunnn rr r..r. rW
021 Wr. J o r.r r..r. . .. TW
022 W... .r.Y ... reluo..o.. ve Jr....T..W
023 WWWWWWWWWWWWWWWAWAWWWAWWWAWWWWWWWWWWWWWW

Cave 9 (Cave I: Greed)

You have to get a lot of jewels here, lucky there are so many

09 Cave 09
14 Magic wall/amoeba slow growth for: 20 seconds
05 Diamonds worth: 5 points
0A Extra diamonds worth: 10 points
64 89 8C FB 33 Randomiser seed values for difficulty levels 1-5
4B 4B 50 55 5A Diamonds needed: 75, 75, 80, 85, 90 (for difficulty
levels 1-5)
96 96 82 82 78 Cave time: 150, 150, 130, 130, 120 seconds
08 Background color 1: Orange
04 Background color 2: Purple
09 Foreground color: Brown
00 00 Unused
10 14 00 00 Random objects:
FO 78 00 00 zBouS 240/256 = 93%
zDia$ 120/256 = 46%
third code unused (0%)
fourth code unused (0%)
Cave layout:
82 05 0A 0D 0D 00 FilledRect of zBrick from ( length = 13; height
= 13; fill = zSpace
01 0C 0A StoreChar zDirt at (12,10)
82 19 OA OD 0D 00 FilledRect of zBrick from (25,10); length = 13; height
= 13; fill = zSpace
01 1F 0A StoreChar zDirt at (31,10)
42 11 12 09 02 Line of zBrick from (17,18); = 9; direction =
right
40 11 13 09 02 Line of zSpace from (17,19); = 9; direction =
right
25 07 0C StoreChar zPRFd1l at ( 7,12)
04 08 0OC StoreChar zPreOut at ( 8,12)
FF End of cave data.
Map #9
002 WWWWWWWWWWWWWWWWWWWWWAWWWWWWWWWWWWWWWWWW
003 Wdddrrddrddr.rrrrdrdd.ddrddrddddrrdrdrrWw
004 Wdrrdddrrrdrddrrrrrrdrrd.drdrrrrdrddrrdW
005 Wddrrrrrrrdrddrr.rrrdrrdddrdr.rrdrrrddrW
006 Wrrdrddrrrrrrdrrddd..ddrrdrddrrdrdd.rrdw
007 Wrrdrddrrrrrrdrrd.drdrrrrdrdrdrrddrrdrdw
008 Wdddrrdrd.ddrrddrrdddrrdrdrrr.drddrrdrdw
009 Wrrrrrdrrdddd..rrrdrdd.rdrddr.rrddddddrWw
010 WArddwwwwwww . WWWWWAXrrrrdrwwwwww . WWWwWwwI W
011 wd.dd rddrrrd rW
012 Wdrdr XP rddrrrd rW
013 Wdrrd r.rrddr rW
014 Wdrrd ddddrdr dw
015 Wrddd drrd.dr dw



016
017
018
019
020
021
022
023

Wrrrr
Wdrdd
Wdrdd
Wrrrd
Wrrrd
Wddrr

drrddrr rW
.rdrrdr rW
WWWWWWWWW rW
rW

dd.rdrd rW
rrrdrdd rW

Wdd. . WWWwWWWWWWWWWWAr r rdddwwWwWwWWwWwwWwWwWwwwwdW
WWWWWWHWHWNWNWNWNWNNNNNNNWNWNWNWNWNWWWWW

Cave 10 (Cave J: Tracks)

Get the jewels, avoid the fireflies

0A Cave 10
14 Magic wall/amoeba slow growth for: 20 seconds
19 Diamonds worth: 25 points
3C Extra diamonds worth: 60 points
00 00 00 00 00 Randomiser seed values for difficulty levels 1-5
0C 0C 0C 0C ocC Diamonds needed: 12, 12, 12, 12, 12 (for difficulty
levels 1-5)
96 82 78 6E 64 Cave time: 150, 130, 120, 110, 100 seconds
06 Background color 1: Blue
08 Background color 2: Orange
09 Foreground color: Brown
00 00 Unused
00 00 00 00 Random objects:
00 00 00 0O first code unused (0%)
second code unused (0%)
third code unused (0%)
fourth code unused (0%)
Cave layout:
25 0D 03 StoreChar zPRFd1l at (13, 3)
04 27 16 StoreChar zPreOut at (39,22)
54 05 04 11 03 Line of zDiaS from ( 5, 4); length = 17; direction =
down/right
54 15 04 11 05 Line of zDiaS from (21, 4); length = 17; direction =
down/left
80 05 OB 11 03 08 FilledRect of zSpace from ( 5,11); length = 17; height
= 3; fill = zFFlyl
c2 01 04 15 11 Rect of zBrick from ( 1, 4); length = 21; height = 17
00 0D 04 StoreChar zSpace at (13, 4)
C2 07 06 OD OD Rect of zBrick from ( 7, 6); length = 13; height = 13
00 0D 06 StoreChar zSpace at (13, 6)
c2 09 08 09 09 Rect of zBrick from ( 9, 8); length = 9; height = 9
00 0D 08 StoreChar zSpace at (13, 8)
C2 0B OA 05 05 Rect of zBrick from (11,10); length = 5; height = 5
00 0D 0A StoreChar zSpace at (13,10)
82 03 06 03 OF 08 FilledRect of zBrick from ( 3, 6); length = 3; height
15; fill = zFFlyl
00 04 06 StoreChar zSpace at ( 4, 6)
54 04 10 04 04 Line of zDiaS from ( 4,16); length = 4; direction =
down
FF End of cave data.
Map #10
002 WWWWWIWWWIWWWWNWWWWWWWWWWWWNWWNWWNNWNNWNWWW
003 Weevvvvvvnnn D W
004 WWWWWWWWWWWWNW WWWWWWWW o o 0 v e v weennnennnan W
005 Ww. o P AW. oo e e e e e W
006 WW.W W.WWWWWW WWWWWW.We e ooooooosoooooss W
007 Ww.ggq-Wd. . euuuon. AW oW ottt et e e e e W



008
009
010
011
012
013
014
015
016
017
018
019
020
021
022
023

WW.gqQq . W. WWWW WWWW.W.eWeooouoeooooooooss W
Ww.gqgg.w.wd..... AW oW e We o e et ettt ee e nenns W
WW.QOQQ . W.W.WW WW.WeWeWeoooneooeooeoooos W
Ww.gqqg w w w W W W Weeoooenooenooenennenn W
Ww . gqqqawaqwawagaQwaWaWaW . « v o v v v v v v e v v e s W
Ww.gqqg w w w W W W Weeouoonooenooenenenn W
WW. Qg . W . W . WWWWW W e WeWa o ooeeoeeennennss W
Ww.gqgg.w.wd..... AW oW We o e ettt et eeenenns W
WW. A . W. WWWWWWWWW e WeWe oo o oo eeneeneenss W
Ww.gdg.wd......... AW W o et e et e e eeeens W
Ww . qdg . WWWWWIWWWWWWWW e We o v o oo eneeneenns W
Ww.gqdgd.......oou... AW vttt et et e e W
WWWWWWWWWWWWWWWWWWWWWEW o o o v v v ovvoeeeennn W
e e e e e e e e e e et ettt e e e e W
e e e e e e e e e et ittt e e e e W

WWWWWWWWWIWWWIWWWNWWWWWWWWWWWWNWWNWAWNWWWWW

Cave 11 (Cave K: Crowd)

You must move a lot of boulders around in some tight spaces

0B Cave 11
14 Magic wall/amoeba slow growth for: 20 seconds
32 Diamonds worth: 50 points
00 Extra diamonds worth: 0 points
00 04 66 97 64 Randomiser seed values for difficulty levels 1-5
06 06 06 06 06 Diamonds needed: 6, 6, 6, 6, 6 (for difficulty levels
1-5)
78 78 96 96 FO Cave time: 120, 120, 150, 150, 240 seconds
0B Background color 1: Gray 1
08 Background color 2: Orange
09 Foreground color: Brown
00 00 Unused
00 10 08 00 Random objects:
64 50 02 00 zSpace 100/256 = 39%
zBou$S 80/256 = 31%
zFFlyl 2/256 = 0%
fourth code unused (0%)
Cave layout:
42 0A 03 09 04 Line of zBrick from (10, 3); length 9; direction =
down
42 14 03 09 04 Line of zBrick from (20, 3); length 9; direction =
down
42 1E 03 09 04 Line of zBrick from (30, 3); length 9; direction =
down
42 09 16 09 00 Line of zBrick from 9,22); length = 9; direction =
42 0C OF 11 02 Line of zBrick from (12,15); length = 17; direction
right
42 05 0B 09 02 Line of zBrick from ( 5,11); length 9; direction =
right
42 OF 0B 09 02 Line of zBrick from (15,11); length 9; direction =
right
42 19 0B 09 02 Line of zBrick from (25,11); length 9; direction =
right
42 1C 13 OB 01 Line of zBrick from (28,19); length 11; direction
up/right
14 04 03 StoreChar zDiaS at ( 4, 3)
14 0OE 03 StoreChar zDiaS at (14, 3)
14 18 03 StoreChar zDiaS at (24, 3)
14 22 03 StoreChar zDiaS at (34, 3)
14 04 16 StoreChar zDiaS at ( 4,22)

up



14 23 15 StoreChar zDiaS at (35,21)

25 14 14 StoreChar zPRFd1l at (20,20)
04 26 11 StoreChar zPreOut at (38,17)
FF End of cave data.

Map #11

002 WWWWWWWWWWWWWWWWWWWWWWWWNWNWNWNWNNWWWWWW
003 Wr.rd.rrr.w...drr..rw...d...r.w...dr.r.W
004 W... .r.r.w...r r..rwr....r..rwr...r.rrW
005 W.... ..rrw.r....r..w..r. rr..w....r.rrw
006 Wr.r.. rrrw.r.... ..wr...... r.Wr...... rW
007 Wr. ...r..w. PR R ok o T Wleeuoo. W
008 Wrr..r....Weo.¥uoou. Wr.rr..... wWr..r r..w
009 W..r.rr..rwrr...r...wr.rr..... Wr..r. .wW
010 W..r...r..w...r.r..rwr..r. .rrw. r..gwrW
0ll Wr.r.WwWwWWWWWWWOWWWWWWIWWWEIWWWWWWWWW. .W. W
012 W.r. ..... rrrr..r.r.rr..rr... r..rwr..W
013 Wr.rr...... rrrr..r r...r..r.rr.wr.rrW
014 W. .r.r. we.rrr..f.... ...re.... rw.r.rrW
015 W r.r. Wr.WwWWWWWWWWWWWWWWWWIXY.W..r...W
016 Wr.. rrr.wr....r...r... .¥r....w.r.rr.rW
017 Wr rrr.wr.r r..r.r r.rrw..... r.PW
018 W .r rw r.rrr....... r.rw...... W
019 W..r.... We.Teuuoon. r.rr..... Wr..r.r...rW
020 Wr.rr..r.wr...r....rXrr...... r..rq..r..w
021 Wr...r...W..Z.Xg...... r... r.. r..rdr..wW
022 Wrr.d. ..W..r.rr...... r..r. r.qg.rr.r...w
023 WWWWWWWWWWWWWWWWWWWWWWNWWWWWWWWWWWWWWWWWW

Cave 12 (Cave L: Walls)

You must blast hrough walls to get at some of the jewels. Drop a boulder on a
firefly at the right time and place to do this.

0C Cave 12
14 Magic wall/amoeba slow growth for: 20 seconds
14 Diamonds worth: 20 points
00 Extra diamonds worth: 0 points
00 3C 02 3B 66 Randomiser seed values for difficulty levels 1-5
13 13 0E 10 15 Diamonds needed: 19, 19, 14, 16, 21 (for difficulty
levels 1-5)
B4 AA A0 A0 AO Cave time: 180, 170, 160, 160, 160 seconds
0C Background color 1: Gray 2
0A Background color 2: Light red
09 Foreground color: Brown
00 00 Unused
00 10 14 00 Random objects:
3C 32 09 00 zSpace : 60/256 = 23%
zBouS : 50/256 = 19%
zDiaS : 9/256 = 3%

fourth code unused (0

Cave layout:

42 0A 05 12 04 Line of zBrick from (10,
down
42 0E 05 12 04 Line of zBrick from (14,
down
42 12 05 12 04 Line of zBrick from (18,
down
42 16 05 12 04 Line of zBrick from (22,
down
42 02 06 0B 02 Line of zBrick from ( 2,

oe
—

length
length
length
length

length

18;

18;

18;

18;

11;

direction

direction

direction

direction

direction



right

42 02 OA OB 02 Line of zBrick from ( 2,10); length = 11; direction
right

42 02 OE OF 02 Line of zBrick from ( 2,14); length = 15; direction
right

42 02 12 0B 02 Line of zBrick from ( 2,18); length = 11; direction
right

81 1E 04 04 04 00 FilledRect of zDirt from (30, 4); length = 4; height
4; fill = zSpace

08 20 05 StoreChar zFFlyl at (32, 5)

81 1E 09 04 04 00 FilledRect of zDirt from (30, 9); length = 4; height
4; fill = zSpace

08 20 0A StoreChar zFFlyl at (32,10)

81 1E OE 04 04 00 FilledRect of zDirt from (30,14); length = 4; height
4; fill = zSpace

08 20 OF StoreChar zFFlyl at (32,15)

25 03 14 StoreChar zPRFd1l at ( 3,20)

04 27 16 StoreChar zPreOut at (39,22)

FF End of cave data.

Map #12

002 WWWWWWWWWWWWWWWWWWWWWNWWWWWWWWWWWWWWWWWW

003 Wr. R o PSR Lol el e eneenn Tewoo. r..d.w

004 W..... d.r....... I AU, o rW

005 W...oo... rdw.r.w.. W...wWr...r.. g W

006 WAWWWWWWWWWWW . W. . .W..XW..... r. ... W

007 Wr........ W.e..W.T.W d.W.oo. Tt eeneenn W

008 Wrr..r. W.e..W.. . W. . YWET ..o ... r..d....wW

009 W..r..... TWEY .W. o eWe eTWEL 4 vt e v e w e r...rW

010 W.WWWWWWWWWWW.W.r.W .XW.T....r ( d.rW

011 Wr.r...... W...W.T.W..rw.r..d.. ..r. W

012 Woer....... wrr w..dw Weeoleweoooo d.r..W

013 W ........ WrY W..Irw...W. R r...w

014 W.WWWWWWWWWWWWWWWEW. o . Weoolooeenoao. r. W

0l5 W...r.r...w...wr. .Wr. .W.r..r.r g ..... W

0l W....r ro.w...w...wd..w..r ... .dW

017 W.e... .r. . W.d.W..YW.YX.W...X. Tuviruunwnon W

018 W.WWWWWWWWWWW.W.ooWeoeoWeaoole Fuoveeennnoo W

019 W..r...... W.r.W...WE.XW...... I W

020 Wr.X...r. W...W.. . WE.XW.eoveunoo rd..r..W

021 W....r. w.r.wd..wW...wW. ...r..d. W

022 Wrr....... w.r.wd..w...w..r..d.d.r..r...W

023 WWWIWWWWWWWWWWWWHWWWNWWWWWNNWANWWWWWWWWWN

Cave 13 (Cave M: Apocalypse)

Bring the butterflies and amoeba together and watch the jewels fly

0D Cave 13

8C Magic wall/amoeba slow growth for: 140 seconds
05 Diamonds worth: 5 points

08 Extra diamonds worth: 8 points

00 01 02 03 04 Randomiser seed values for difficulty levels 1-5

32 37 3C 46 50 Diamonds needed: 50, 55, 60, 70, 80 (for difficulty
levels 1-5)

A0 9B 96 91 8C Cave time: 160, 155, 150, 145, 140 seconds

06 Background color 1: Blue

08 Background color 2: Orange

0D Foreground color: Light green

00 00 Unused

10 00 00 0O Random objects:



28 00 00 00 zBouS : 40/256 =

1
second code unused (
third code unused (0
fourth code unused (

Cave layout:

25 12 03 StoreChar zPRFdl at (18,

04 0A 03 StoreChar zPreOut at (10,
3A 14 03 StoreChar zAmoe at (20,

42 05 12 1E 02 Line of zBrick from ( 5,18);
right

70 05 13 1E 02 Line of zBFlyl from ( 5,19);
right

50 05 14 1E 02 Line of zBouS from ( 5,20);
right

Cl 05 15 1E 02 Rect of zDirt from ( 5,21);
FF End of cave data.

Map #13

002 WWWWWWNWWWWWWWWWWWWNWWNWWNNWANWWNWWNNWNW
003 Wr..... rr.P..... r.Xra....... Teveeennn r.w
004 W..... bR o re...r..r.re...... W
005 W........ N o, T et eeeeennn W
006 Wr....... T et eeeeennn Tevueuno Teeleeueenn W
007 Wr....o.... r..... re..leeeo.o.. bl o W
008 W.er..r........ Teveono bl o oA r W
009 W..r..... o bl o ol r rW
010 W...... Tevueuno r.r IS P o r..r..w
011 Wr.r...oeeueeon. Lol et eeennnn Tt eeeeennn W
012 W. oo rr.r..r. r r r..r.r..W
013 W.oovevno... Bl ol o r..... r...w
014 W r.re...... o Teveennnn r...w
015 w r.r h ol R P B W
0lo W ol S Tewo.. Lt ettt eeenenn rw
017 W...... re...re...r..r.rv..... e eeeeenn W
018 W. .r . WWWWWWWWWWWWWWWWWWWWWWWWWWWWWW . . . . W
019 W..r.BBBBRBBBBBBRBRBRBBBBBBBBBBBBRBBBRB....W
020 Wr...rrrrrrrrrrrrrrrrrrrrrrrrrrrrrr.r..w
02 . W
022 Wl e i et et et et e e et ettt et eeaeaeanans r...w
023 WWWWWWNWWNWWNWWWNWWNWWNNWNNWHNWWNWWWNWWW

Cave 14 (Cave N: Zigzag)

direction

direction

direction

Magically transform the butterflies into jewels, but don't waste any boulders and
watch out the fireflies

OE
14
0A
14

00 00 00 00 00

Cave 14

Magic wall/amoeba slow growth for:
Diamonds worth: 10 points

Extra diamonds worth: 20 points
Randomiser seed values for difficulty levels 1-5
(for difficulty

20 seconds

130 seconds

1E 23 28 2A 2D Diamonds needed: 30, 35,
levels 1-5)

96 91 8C 87 82 Cave time: 150, 145, 140,
0C Background color 1: Gray 2
08 Background color 2: Orange
09 Foreground color: Brown

00 00 Unused

10 00 00 0O Random objects:

00 00 00 00 first code unused

second code unused



third code unused (0%)

fourth code unused (0%)

Cave layout:

81 0OA OA 0D OD 00 FilledRect of zDirt from (10,10); length = 13; height

13; fill = zSpace

70 0B OB 0OC 03 Line of zBFlyl from (11,11); length = 12; direction =
down/right

Cl 0C 0A 03 0D Rect of zDirt from (12,10); length = 3; height = 13
Cl 10 0A 03 0D Rect of zDirt from (16,10); length = 3; height = 13
Cl 14 0A 03 0D Rect of zDirt from (20,10); length = 3; height = 13
50 16 08 0C 02 Line of zBouS from (22, 8); length = 12; direction =
right

48 16 07 0C 02 Line of zFFlyl from (22, 7); length = 12; direction =
right

Cl 17 06 03 04 Rect of zDirt from (23, 6); length = 3; height = 4
Cl 1B 06 03 04 Rect of zDirt from (27, 6); length = 3; height = 4
Cl 1F 06 03 04 Rect of zDirt from (31, 6); length = 3; height = 4
25 03 03 StoreChar zPRFdl at ( 3, 3)

04 27 14 StoreChar zPreOut at (39,20)

FF End of cave data.

Map #14

002 WWWWWWWWWWWWWWWWWWWWWWWWWNWWWWWWNNWNWNWWW

OO T W

OO W

0105 T W

006 Wttt ittt ettt ettt et eeeeeeeeanneens W

007 We vt ieee ettt eeeenennns edeqeqedeTe oo W

OO T r.r.r.r.r.r...... W

00 W

O W

011 W..von... B. . e e e e e e e W

012 Weeoo v vt e e e e e e e e e e W

013 Weeoo o vt B W

014 Wee'v o v v e e e e e e e e W

015 We'e'o'o e vt B W

016 Weevoneno.. e e e e e e e e e e W

017 W.eevovooo.. s W

018 We'e'o oo v v . e e e e e e e W

019 W.ee'vo v vn.. s W

020 We'eo o i e vt e e e e e e e W

021 W..vivn.o.. I W

022 We it e ettt ettt ettt eee et eeeeeeeanneens W

023 WWWWWWWWWWWWWWWWWWNWWWNNNNNNNNNNNNNNNWNWWW

Cave 15 (Cave O: Funnel)

There is an enchanted wall at the bottom of the rock tunnel

OF Cave 15

08 Magic wall/amoeba slow growth for: 8 seconds

0A Diamonds worth: 10 points

14 Extra diamonds worth: 20 points

01 1D 1E 1F 20 Randomiser seed values for difficulty levels 1-5

OF 14 14 19 1E Diamonds needed: 15, 20, 20, 25, 30 (for difficulty
levels 1-5)

78 78 78 78 8C Cave time: 120, 120, 120, 120, 140 seconds

08 Background color 1: Orange

0E Background color 2: Light blue

09 Foreground color: Brown

00 00 Unused



00 10 08 00
64 50 02 00

Cave layout:

42 02 04 0OA 03
down/right

42 OF OD 0A 01
up/right

41 0C OE 03 02
right

43 0C OF 03 02
right

04 14 16

25 14 03

FF

Map #15

002

003 Wr.rr.. r..r.
004 W.w.rr...... r.
005 Wrrw.r r..
006 W...wr..r. ...
007 W.rr.wrr... r.
008 W. r..wr..r.r
009 W...rr.w. g.
010 W..r.r..w.rr
011 W... rr.w..
012 Wr.r. r.rw....
013 W...... r.rrw
014 W.rr...... r....
015 W.rr...... r . mmm
0l6 W..r... r...r
017 W..r..r. .r.
018 Wr. r....r.
019 Wr...r..r.

020 W. r..g r....r.
021 Wr.rr..r.rr...
022 W...rr.r.rr...
023

Random objects:

zSpace 100/256 = 39%
zBouS 80/256 = 31%
ZzFFlyl 2/256 = 0%

oo

fourth code unused (0

)

Line of zBrick from ( 2, 4); length = 10; direction =
Line of zBrick from (15,13); length = 10; direction =
Line of zDirt from (12,14); length = 3; direction =
Line of zMagic from (12,15); length = 3; direction =
StoreChar zPreOut at (20,22)

StoreChar zPRFd1l at (20, 3)

End of cave data.

WWWWWWWWWIWWWIWWWNWWWWWWWWWWWWNWWNWWNWWWWW

.r.r..Xr..r.rr..r.rr...r.w
[ Al ' A Al r.r.w
r.r..rwr ..r.rgW
..r. WEL. ... rrrr..rW
r...wr. ro..... rrrr..rW
r.rrw rrr .rrr..rW
r.rw..... r.rr..r.r.rr..wW
W. r rrr..r. r..w
wqrr ..rrr..r.r... rW
Wr..r .r. r r.rrw
..Yr..r. R o W
..r..r.r r.rr. r..w
r. .T. Toveuoo r.rr..W
r.r..r.rro.. ..... r.rr..w
..... r. cee...rrr. . W
o weeeen. rrr..r..W
rrrr..r.r.rr..rrWw
rro..e.o.. rrrr..r rr. rw
.r.r. .Xrr..r.... ...rw
.r.r.P...r r..r.r....r..wW

WWWWWWWWWIWWWIWWWWNWWWWWWWWWWWWNWWNWWNWWWWW

Cave 16 (Cave P: Enchanted boxes)

The top of each square room is an enchanted wall, but you'll have to blast your way

inside

10

14

0A

14

01 78 81 7E
0C OF OF OF
levels 1-5)
96 96 96 96
09
0A
09
00
10
32

00
00 00 00
00 00 00

7B
0cC

96

Cave 16

Magic wall/amoeba slow growth for:
Diamonds worth: 10 points

Extra diamonds worth: 20 points
Randomiser seed values for difficulty levels 1-5
Diamonds needed: 12, 15, 15, 15, 12 (for difficulty

20 seconds

Cave time: 150 seconds
Background
Background
Foreground
Unused

Random objects:

zBousS 50/256 =

150, 150,
color 1:
color 2:
color:

150,
Brown
Light red
Brown

150,

19%



second code unused (0%)
third code unused (0%)
fourth code unused (0%)
Cave layout:
25 01 03 StoreChar zPRFdl at ( 1, 3)
04 27 04 StoreChar zPreOut at (39, 4)
81 08 13 04 04 0O FilledRect of zDirt from ( 8,19); length = 4; height
4; fill = zSpace
08 0A 14 StoreChar zFFlyl at (10,20)
C2 07 OA 06 08 Rect of zBrick from 7,10); length = 6; height = 8
43 07 OA 06 02 Line of zMagic from 7,10); length = 6; direction =
right
81 10 13 04 04 0O FilledRect of zDirt from (16,19); length = 4; height
4; fill = zSpace
08 12 14 StoreChar zFFlyl at (18,20)
C2 OF OA 06 08 Rect of zBrick from (15,10); length = 6; height = 8
43 OF OA 06 02 Line of zMagic from (15,10); length = 6; direction =
right
81 18 13 04 04 00 FilledRect of zDirt from (24,19); length = 4; height
4; fill = zSpace
08 1A 14 StoreChar zFFlyl at (26,20)
81 20 13 04 04 0O FilledRect of zDirt from (32,19); length = 4; height
4; fill = zSpace
08 22 14 StoreChar zFFlyl at (34,20)
FF End of cave data.
Map #16
002 WWWWWWWWWWWWWWWWWWWWWWWWWWWWNWWWWWWWWWWW
003 WX..reeeueeeunon. Teveeennn r..... r..ro.... W
004 W.r.rr......... Teeeleeeeenenn Teveun r.r.W
005 Woer..r........ r..r. IR R r.rrW
006 W....... re.ro.o... Lot et e ettt rr.r..rW
007 W. . Te' ol il e el el eeeeneennnn r..r..rw
008 W......... r..... Teveeennn rrr....... r...w
009 W....r....r..... Teveeennn r.rr..r. .r.. W
010 W..r...mmmmmm. .mmmmmm. ... . r.r.e.reeeeo.. W
011 W..... TWe oo eWe . We .TTWa o oon.. re...r....rwW
012 Wr.r...Ww..r.w..w. LW...T. [ r...w
013 W...... W..r.w..w. WL e o e e e r..... W
014 W.rr...w. WY WeooeWoeToooo. Teveeeo. r..w
015 W.rr...w. WYIwW.Y..W..... Teveono r.rr..W
016 W. .re' . WeeeeWe oWeoooWeTTuoouunenano r.rr..W
017 W..... TWWWWNW o  WWWWWW 2 o 0 e v o e ewwan r..r..w
018 Wr...r. IR R ol r..r..w
019 W. ..o Teveeennn Tewoo. Teveeennn W
020 W..r..r. g o} .r g .r. g ..rw
021 Wr..... r .r.. ..TW
022 W...... e e e et e et ettt e r. .r..W
023 WWWWWWWWWWWWWWWWNWNWWNNNNNNNNWNNNNNWNWWW

Cave 17 (Inter

11

14

1E

00

0A 0B 0C 0D OE
06 06 06 06 06
1-5)

OA OA OA OA 0A

mission 1)

Cave 17

Magic wall/amoeba slow growth for:
30 points

Diamonds worth:

Extra diamonds worth:
Randomiser seed values for difficulty levels 1-5

Diamonds needed: 6,

Cave time: 10, 10,

6,

10,

20 seconds

0 points

6,

10,

6, 6 (for difficulty levels

10 seconds



OE
02
09
00
00
FF

Background color 1:
Background color 2: Red
Foreground color: Brown
Unused
Random objects:
zSpace 255/256 = 99
zDia$s 9/256 = 3
third code unused
fourth code unused

00
14 00 00
09 00 00

|
)

Cave layout:

Light blue

87 00 02 28 16 07 FilledRect of zSteel from 0, 2); length = 40; height
= 22; fill = zSteel

87 00 02 14 0C 00 FilledRect of zSteel from 0, 2); length = 20; height
= 12; fill = zSpace

32 0A 0OC StoreChar zBFly3 at (10,12)

10 0A 04 StoreChar zBouS at (10, 4)

01 OA 05 StoreChar zDirt at (10, 5)

25 03 05 StoreChar zPRFdl at ( 3, 5)

04 12 0OC StoreChar zPreOut at (18,12)

FF End of cave data.

Map #17

002 WWWWWWWWNWWNWWWWWWWWWWWWNWWNWWNNWNNWNWWW

003 w WWWWWWWWWWWIWWWWWWWWW

004 w r WWWWWWWWWWWIWWWWWWWWW

005 W X . WWWWWWWWWWWIWWWWWWWWW

006 W WWWWWWWWWWWWWWWWNWWW

007 W WWWWWWWWWWWWWWWWNWWW

008 w WWWWWWWWWWWWWWWWWWWW

009 w WWWWWWWWWWWWWWWWWWWW

010 w WWWWWIWWWWWWWWWIWWWWIWW

011 w WWWWIWIWWWWWWWIWIWIWWWWWW

012 w b P WWWWWWWWWWWNWWWWWWWW

013 WWWWWIWWWIWWWWNWWWWWWWWWWWWNWWWWWNNWNNWNWWW

014 WWWWWIWWWIWWWWNWWWWWWWWWWWWNWWNWWNNWNNWNWNWW

015 WWWWWIWWWIWWWWWWWWWWWWWWWWNWWWWWNWWNNWWNWWW

016 WWWWWWWWNWWNWWWWWWWWWWWWNWWNWWNNWNNWWWWW

017 WWWWWWWWNWWNWWWWWWWWWWWWNWWNWWNNWNNWNWWW

018 WWWWWIWWWIWWWWWWWWWWWWWWWWNWWWWWNWWNNWWWNWW

019 WWWWWIWWWIWWWWWWWWWWWWWWWWNWWWWWWNWWNNWWWNWW

020 WWWWWIWWWIWWWWNWWWWWWWWWWWWNWWWNWWNNWNNWNWWW

021 WWWWWWWWNWWNWWWWWWWWWWWWNWWNWANNWNNWNWWW

022 WWWWWWWWNWWNWWWWWWWWWWWWNWWNWWNNWNNWNWWW

023 WWWWWIWWWWWWWWWWWWWWWWWWWNWWWNWWNNWNNWNWNWW

Cave 18 (Intermission 2)

12 Cave 18

14 Magic wall/amoeba slow growth for: 20 seconds
0A Diamonds worth: 10 points

00 Extra diamonds worth: 0 points

0A OB 0C 0D OE Randomiser seed values for difficulty levels 1-5
10 10 10 10 10 Diamonds needed: 16, 16, 16, 16, 16 (for difficulty
levels 1-5)

OF OF OF OF OF Cave time: 15, 15, 15, 15, 15 seconds

06 Background color 1: Blue

OF Background color 2: Gray 3

09 Foreground color: Brown

00 00 Unused

00 00 00 0O Random objects:



00 00 00 00 first code unused (
second code unused
third code unused
fourth code unused

— O ~ O
O o° O o°
O\O ~ O\O ~

Cave layout:

87 00 02 28 1o 07 FilledRect of zSteel from ( 0, 2); length
= 22; fill = zSteel

87 00 02 14 0C 01 FilledRect of zSteel from ( 0, 2); length = 20; height
= 12; fill = zDirt

40; height

50 01 03 09 03 Line of zBouS from ( 1, 3); length = 9; direction =
down/right

48 02 03 08 03 Line of zFFlyl from ( 2, 3); length = 8; direction =
down/right

54 01 05 08 03 Line of zDiaS from ( 1, 5); length = 8; direction =
down/right

50 01 06 07 03 Line of zBouS from ( 1, 6); length = 7; direction =
down/right

50 12 03 09 05 Line of zBouS from (18, 3); length = 9; direction =
down/left

54 12 05 08 05 Line of zDiaS from (18, 5); length = 8; direction =
down/left

50 12 06 07 05 Line of zBouS from (18, 6); length = 7; direction =
down/left

25 01 04 StoreChar zPRFdl at ( 1, 4)

04 12 04 StoreChar zPreOut at (18, 4)

FF End of cave data.

Map #18

002 WWWWWWWWWWWWWWWWWWNWNWWNNNNNNWNNNNNWNWWW

003 Wrg.eueweeeeennnnns r . WWWWWWWWWWWWNWWWWWWW

004 WXXQeeeeeeeouennns rP . WANWWWWWWNWWNWWWWWWNW

005 WA.Xgeeeeeeennnn r.d. WWWWWWWWWNWWWWWWWWWW

006 Wrd.rq.e..eeenn. r.dr . WWWWWWWWWWWWWWWWWWNW

007 W.rd.rg....... r.dr. . WWWNWNWNWNWNWWWWWWWW

008 W..rd.rg..... r.dr.. . WANWNWNWNWNWNWNWNWNW

009 W...rd.rg...r.dr....WWWNWNWWWNNWWWWWNNWW

010 W....rd.rg.r.dr..... WIWWWIWWNWIWWWIWWWIWWWWNWWIN

011 W..... rd.rr.dr...... WIWWWIWWNWIWWWIWWWIWNWWIWNWWIW

012 W...... rd..dr....... WWWWWWWWWWNWWWWWWWWNW

013 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W W WA
014 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W WA
015 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW
016 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW
017 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W WA
018 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W
019 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW
020 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWNW W W W W W W
021 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW NN W W W W W WA
022 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW WA WA
023 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W WA

Cave 19 (Intermission 3)

13 Cave 19

04 Magic wall/amoeba slow growth for: 4 seconds

0A Diamonds worth: 10 points

00 Extra diamonds worth: 0 points

0OA OB 0C 0D OE Randomiser seed values for difficulty levels 1-5

OE OE OE OE OE Diamonds needed: 14, 14, 14, 14, 14 (for difficulty

levels 1-5)



14 14 14 14 14 Cave time: 20, 20, 20, 20, 20 seconds

06 Background color 1: Blue

08 Background color 2: Orange

09 Foreground color: Brown

00 00 Unused

00 00 00 0O Random objects:

00 00 00 00 first code unused (0%)
second code unused (0%)
third code unused (0%)

(0%

O oe

fourth code unused

~

Cave layout:
87 00 02 28 16 07 FilledRect of zSteel from ( 0, 2); length = 40; height
= 22; fill = zSteel

87 00 02 14 0OC 00 FilledRect of zSteel from ( 0, 2); length = 20; height
= 12; fill = zSpace
54 01 0C 12 02 Line of zDiaS from ( 1,12); length = 18; direction =

right
88 OF 09 04 04 08 FilledRect of zFFlyl from (15, 9); length = 4; height =
4; fill = zFFlyl

25 08 03 StoreChar zPRFdl at ( 8, 3)
04 12 07 StoreChar zPreOut at (18, 7)
FF End of cave data.

Map #19

002 WWWWWWNWWWWWNWWWWWWNWWNWWNNWANWWNWWNNWNW
003 W X WWWWWIWWWWWWWWWIWIWWWWW
004 W WWWWWWWWWWWWWWNWWWWW
005 W WWWWWWWWWWWWWWNWWWWW
006 W WWWIWWIWWWWWWWIWIWIWIWWWWW
007 W P WWWWWWWWWWWWWWWWWWWW
008 W WWWWWIWWWWWWWWWWIWWWWW
009 W g9qq WWWWWWWWWWWWWWWWWWWE
010 W g9qq WWWWWWWWWWWWWWWWWWWE
011 W ggaq WWWWWWWWWWWWWWWWWWWW

012 Wddddddddddddddqqqq WWAWWAWWAWWAWWAWWAWW
013 WAWWWWWAWWAWWAWWAWWAWWAWWAWNWAWWAWWAWWAWW
014 WAWWWWWAWWAWWAWWAWWAWWAWWAWWAWWAWWANWAWW
015 WWWWWWWAWWAWWAWWAWWAWWAWWAWWAWWAWWAWWAWW
016 WAWWWWWAWWAWWAWWAWWAWWAWWAWNWAWWANWAWWAWW
017 WAWWWWWAWWAWWAWWAWWAWWAWWAWNWAWWAWWAWWAWW
018 WHWWWWWAWWAWWAWWAWWAWWAWWAWWAWWANWAWWAWW
019 WAWWWWWAWWAWWAWWAWWAWWAWWAWWAWWAWWAWWAWW
020 WAWWWWWAWWAWWAWWAWWAWWAWWAWWANWAWWAWWAWW
021 WAWWWWWAWWAWWAWWAWWAWWAWWAWWAWWAWNWAWWAWW
022 WAWWWWWAWWAWWAWWAWWAWWAWWANWAWWANWAWWAWW
023 WAWWWWWAWWAWWAWWAWWAWWAWWAWNWAWWAWWAWWAWW

Cave 20 (Intermission 4)

14 Cave 20

03 Magic wall/amoeba slow growth for: 3 seconds

1E Diamonds worth: 30 points

00 Extra diamonds worth: 0 points

00 00 00 00 00 Randomiser seed values for difficulty levels 1-5

06 06 06 06 06 Diamonds needed: 6, 6, 6, 6, 6 (for difficulty levels
1-5)

14 14 14 14 14 Cave time: 20, 20, 20, 20, 20 seconds

06 Background color 1: Blue

08 Background color 2: Orange

09 Foreground color: Brown



00 00 Unused

00 00 00 0O Random objects:

00 00 00 00 first code unused (0
second code unused (
third code unused (0
fourth code unused (

Cave layout:

87 00 02 28 16 07 FilledRect of zSteel from ( 0, 2); length = 40; height

= 22; fill = zSteel

87 00 02 14 0C 01 FilledRect of zSteel from ( 0, 2); length

= 12; fill = zDirt

DO OB 03 03 02 Rect of zBouS from (11, 3); length = 3; height = 2

80 OB 07 03 06 00 FilledRect of zSpace from (11, 7); length = 3; height =

6; fill = zSpace

20; height

43 0B 06 03 02 Line of zMagic from (11, 6); length = 3; direction =
right

43 0B OA 03 02 Line of zMagic from (11,10); length = 3; direction =
right

50 08 07 03 03 Line of zBouS from ( 8, 7); length = 3; direction =
down/right

25 03 03 StoreChar zPRFdl at ( 3, 3)

04 09 0A StoreChar zPreOut at ( 9,10)

FF End of cave data.

Map #20

002 WWWWWWWWWWWWWWWWNWWWNWWNNNNNNNWNNNNNWNWNW

003 W..X....... rrr...... WWWWNWWWWWNWWNWWWWNWNW

004 W..vovono... rrr...... WWWWNWWWWWNWWNWWWWNWNW

005 W. et it i e et ie e WWWWWWWWWWWWNWWWWWWNW

006 W.eoveeonoo.. mmm. ..... WWWWWWWWWWWWWWWWWWWW

007 W....... Toe e WWWWWWWWWWNWWWNWWWWWWNW

008 W........ Yo i WWWIWIWIWWWWWWWIWIWIWINWWWW

009 W......... r ... WWWIWIWIWWWWWWWIWIWIWIWNWWWW

010 W........ P.mmm...... WWWWWWWWWWNWWWNWWWWWWNW

011 W.evivoewee e WWWWWWWWWWWWWNWWWWWWNW

012 W. oo i ii i eienn WWWWWWWWWWNWWWWWWWWWNW

013 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW NN W W W W W WA
014 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W W W WA
015 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W W
016 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W W
017 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W W WA
018 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW
019 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW NN W W W W WA
020 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W
021 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W W AW
022 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW WA WA
023 WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW W W W W W WA

Martijn’s Boulder Dash Fan Site
Peter Broadribb
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