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EY ALDO CHILMMO

| worked on the remastered soundtrack of Bubble Bobble much like | did
with Toki and SNK vs. Capcom: | aimed to create conversions rather
than covers, using ripped files from the original arcade soundtrack as a

reference and doing my best to respect every note and every pause,
without cutting anything out.

Unfortunately, that wasn't always possible—especially in the tracks that
could only use two voices, namely the in-game tune (Tune 2) (where | had
to remove the string section) and the boss tune (Tune 3) (where |
removed the drums. | tried to merge them with the bass line, but the note
lengths were so short that the bass was barely audible). | also had to fight
against a 5,138-byte size limit, but | managed to fit all the tracks into
4,924 bytes.

Overall, my task was easier than Peter Clarke’s: the arcade soundtrack
had already been ripped (I only had to rip one tune myself—the jingle that
plays before the real ending theme, Tune 8—which meant actually playing
the game and reaching the true ending on my own!), and | had access to a
modern PC and tools such as Foobar (and its plugins), Audacity, and last

but not least, GoatTracker.

Peter Clarke did a great job with his covers, infusing the tunes with his own
distinctive style. Without his same level of proficiency, but with far more
powerful tools at my disposal, | set myself a different goal: to preserve as
many elements of the original tracks as possible and to make the SID chip
sound (almost) like the YM3526 / YM2203 chips used in the Bubble
Bobble arcade machine. This included techniques such as ring
modulation (in the boss tune, Tune 3) and filters (in Tune 11, Secret
Room, and 12, False Ending). In fact, the use of filters is the reason why |
created two versions of the soundtrack, one for each of the two main SID
chip models. | hope my effort will be appreciated.
















At the very start of this journey, around February 2025, | was fortunate enough
to meet Victor Widell, a fellow C64 Bubble Bobble enthusiast who had already
made impressive progress in understanding Stephen Ruddy’s original code.
Without Victor’s relentless hacking and coding work, none of this would have
been possible.

After months of intense reverse engineering and pushing against the limits of
the original engine, all that groundwork finally led to the release of version 1.0
in October 2025. Following that milestone, Victor continued developing his
custom editor, unlocking new possibilities that had never been accessible
before. | was then able to finally work on the game itself, adjusting level
layouts, enemy and bonus placement, and even bubble airflows!

By analyzing each level and comparing it meticulously with the arcade version,
| developed an even greater appreciation for the remarkable faithfulness of
the original C64 conversion. At the same time, | noticed a few inaccuracies

— most minor, but some significant enough to impact gameplay.

Most of these issues | addressed in version 1.1, which introduces numerous

refinements to enhance both arcade fidelity and playability. It also offers

optional Two-Button Controls and a bonus SID soundtrack, featuring the
complete arcade music expertly converted by Aldo Chiummo.

One day, with a bit of luck — and with the help of passionate, talented sceners
(if you're listening, get in touch!) — we might eventually bring this amazing
soundtrack directly into the game, and perhaps even enhance the gameplay
under the hood. That would truly be the ultimate dream.

If there’s one thing Bubble Bobble taught me as a kid, it's that teamwork
always leads to the best things.

Fun?! No way!
I'm an evil dead whale. >R ﬂ










