

















DE=IGHER =PEAK=

EY ARDREAQ "BISEOCH" EAEICH

Aladar and | developed the arcade version of Lost Cave as the
ultimate love letter to Bubble Bobble.

Back in 2012, we took the various unique levels from the console and
handheld Taito ports (NES, Game Boy, Master System, Game Boy Color)
and injected them into the original coin-op.

The result was a set of somehow new 100 official Taito levels for the
arcade, carefully tuned and tweaked to feel like a consistent, brand-new
game experience. We never expected to receive so much love in return:
gamers around the world embraced it, installed it on real arcade PCBs

to play it in their cabinets, and even MAME officially supported Lost Cave—

despite it being, technically, a hack.

Of all the flattering homages Lost Cave received over the years, the one
that truly melted my heart was seeing it converted to the Commodore 64,
thanks to the invaluable work of Davide and his team. After all, my love for
Bubble Bobble blossomed on the C64! Davide had already done a
wonderful visual remaster of the original Firebird C64 port and was eager
to add more development and magic by bringing Lost Cave to the platform
as well. | merely provided assets and information; the rest was his
painstaking work, recreating all 100 Lost Cave levels and even updating
the graphics to include the new bonuses | had added.

Does it play differently from the arcade? Of course it does—just like Bubble
Bobble itself does on the C64. But that difference feels refreshing. It’s like
going back to square one, to a tiny bedroom where we first discovered we
could be passionate about this strange new thing called “videogames.” Al

this while my everyday job is designing levels for modern games... | see a
pattern here. Have fun!




CORDEE =SRPERE=

EY UICTOR WIDELL

| originally approached Bubble Bobble on the C64 as a learning
exercise. | had tried writing my own game, but 6502 assembly was still
a bit beyond what | could comfortably handle at the time, so | decided
to reverse-engineer something | already knew and loved instead.

As a child, Bubble Bobble had left a strong impression on me,
and my initial goal was simply to see if | could decode some of its
data, starting with the character and item sprites. That process turned
out to be both challenging and deeply rewarding. Once | managed to
decode the level layouts as well, the idea of building a level editor —
and writing modified data back into the game — naturally followed.

The collaboration with Davide began after | published a blog post
about decoding the wind data. His goal was to push the C64 version
visually closer to the arcade original, so | focused on building tools
rather than content. | developed an editor that allowed him to export,
redraw, and re-import graphics directly into the game.

One of the trickiest aspects of the C64 version is that power-ups must
share colors with the level they appear in. To address this, the tools
allowed char-based items to be previewed using the color palettes of
all 100 levels, making informed artistic decisions possible.

Davide’s enthusiasm, artistic vision, and relentless drive pushed the
project far beyond what | had originally imagined. What started as a
personal learning exercise ultimately became the foundation that
made both Bubble Bobble Remastered — and now Lost Cave —
possible on the Commodore 64.




HE. LERLIORD

EY DAVIDE EOTTIMO

The idea of converting Lost Cave to the C64 came to me in early
February 2025. Almost a year later, after a great deal of passionate
and at times brain-twisting work, that idea has become a reality.

At the time, coder Victor Widell was already reverse-engineering
Bubble Bobble on the C64 with the goal of creating his own original
levels. He joined me early in the project and went on to develop a
powerful editor capable of handling both graphics and gameplay.
Thanks to this tool, | was able first to create Bubble Bobble
Remastered, and later to tackle a much more ambitious challenge:
bringing Lost Cave to the C64.

With Bubble Bobble on the C64 approaching its 40th
anniversary, | hope Remastered and Lost Cave stand as proof of
how deeply this extraordinary game is still loved today. Now it's time

to play — I hope you enjoy the adventure.










