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The Mechanics of Clam Blitz

AFT7HDEHEA

Clam Blitz is a new mode that was added to Splatoon 2 in the version 2.1.0 update.

HFF7HYIFRTIby—22MVer21.007 v T T—hTCEBMENF=HLWLWE—FTHS,

It is far more complex than the previously released Ranked gamemodes and has left
newcomers wondering what the rules are. (It doesn’t help that there is no required tutorial.)

CNFETITTONTELAFIVFORBIL—ILLYLENEHE T, FIRSAFFTIL—ILN
EGOTVSDMNEMICE>TNS, (BELGFa1—MITIDBLENTEFRICILI=ALY)

Even today, a year and a half after its release, some details about the gamemode mystify
players.

AN EFEIEBALIE-SATH, HBIIL—ILOFHERAETLAV—Z2EHRSE TS,

For example, it isn’t clear how clam spawning works.

BIZIE. THIDBEBENEDLITESTVDDMIEBAS M TS TLVELY,

In addition, how the game decides to initiate Overtime is never explained and isn’t
immediately obvious.

F HBEDERBNEDIIBEFHTHRIET AN EHRASNTELT ., I<IZEhh oA,

With this article, | hope to clear up many of the mysteries surrounding Clam Blitz.
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COREBTIEAFTHIIZEDDDIRDEERALANICLIZLERS,

A quick note: | will be measuring times in “frames” since that is how they are specified in the
game data. (Splatoon 2 runs at 60 frames per second, so each frame is 16.6 milliseconds.)

EGAE: BFREIDOL—LITHBILES , SN F—LT—2THEZIEELTLSZHT
9, (Splatoon2(F607L — L/FTEITEINSD T, 17— LIF0.0166FMZEYET )

For convenience, | will also provide times in “human units” like minutes and seconds.

FE.EEL TABBMIOIWRZEDRHMBLEHLET .

If you like the article, please consider donating to my Patreon!

CHREBENRICAOL ADKFEENDFM T HEERFFL TS

Basic Rules

HEX)L—IL

In case you are new to Clam Blitz, here is a quick rundown of the basic rules.

HFFHVEDDHTILATHADIDIZ, BAL— L OMEIZHIT 5,

-Clams spawn in various places across the entire stage.

THIERT—U EDW=5EIHITESL,

-Players have to collect 10 clams to create a Power Clam.

FLAN—EHFFHUEEDFHIZTH U E10EEDHEFRIEESE,



-Throwing a Power Clam at the opposing team’s basket will break the barrier around the
basket.

HEF—LDOIT—NIZAFTHIERITEHET—ILDN)THBEREND,

- Other players can throw individual clam into the basket to score +3 points per clam. Power
Clams give a score of +20 points.

MDTLAV—(FELRDT7HET—ILITEF T AMEOTHIIIDEIREEFETEDL AF
THIE20RZEFTT D,

-If there is a long period of time where there are no clam thrown into the basket, the barrier
will regenerate and give the opposing team a free Power Clam.

TFHUNT—VITRIFRAENGVEBARNE NITHBEL HFF—LICKXEREGAF
THINEZLNS,

*The team who scores the most clams wins.

THIDHAI N ENWF—LABETY,

Clams

7Y

This section will detail everything to know about the clams themselves.

COETIE. 7HIBERIZODTH O THEINREZ LT T N TEHLCRALFE T,

Spawning

BT



In preparation for this article, | asked on my Twitter what people wanted to know the most
about Clam Blitz.

COREFDERKELT, B DTwitterCTAF 7 HUIZDOWTRIN—FBMY L\ M EFHEL
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Probably the most common questions were related to how exactly clam spawning worked
and how the game decides to spawn them.

BEoARL—BHGERIE. THIDBESHAEREICEDLIITHEET DM, ELTT —LMN
EDFIINTEESTRETHOMNEATHLDZo1=1255,

| will try to describe it to the best of my ability.

TEBRYFRBALTHFT

This does get technical and dry at times, but | hope it doesn’t get too boring.

NIRRT TEEGNIELHEN., HFEYREITHLLBNEZRE>TLVD,

The clam spawning system involves three components: two objects called
Obj_VictoryClamBankEmitArea and Obj_VictoryClamSpawnPoint, and the Clam Blitz
Director. (Victory is the internal codename for Ranked.)

TH)DEZDEMEAIZIE. Obj_VictoryClamBankEmitArealObj_VictoryClamSpawnPointé&
LW32DDFAT Vo, E&LUClam Blitz Director&LA33DDAVKR—R UM EENE T,
(Victoryl&Ranked D REI—F & TY . )

EMIT AREA

BETU7

This object’s internal name is odd.

CDATOIrOREBIEEFYTY



It appears to come from a time when the Clam Blitz gameplay was different — more on that
later.

CNEAFTHIOHRENES> TV RN LGETINSLITY , —5FMIZET,

The emit area objects control where clams spawn at the start of the match.

MEIVTAITOzIME HEORBREICT HUANBEIBHREHRBELET

There can be multiple emit area objects per stage.

1DDARAT—VIZEHOBMETITA IO INEEHHIENTEFET,

Each emit area has a “weight”, which controls how many clams will appear within that area.

ERETVTICEHTEAIDHY . TV T7RIZRTENSTHDOREFIELET,

When the game starts, 30 clams will be placed within the emit areas, with more clams
placed in areas with higher weights.

T—LMEIRENSE METUTRIZBOEDCTHIANRESN, EANBVLIUTIZZLDT
HUMNBEESNET,

I have included diagrams of each stage’s emit areas and their respective weights below.
(While the emit areas’ weights do not need to add up to 30 clams, the stage designers still
set most, if not all, of the weight values so that they add up to 30.)

ERAT—VDHREIIVTEENENDEHDEETITRLEY . (RHETUTDEH(F30EFET
BMTABERFIHYELAN AT T HAFREITRTTRLEVIILTHIFREAEDEADIE
ZERELT. AE30EETEMLET,)

(XL DFEEDEMIT AREAZS L TZELY,
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SPAWN POINT

BERAUE

This object, as you might expect, controls where clams spawn at regular intervals.

COATOzOME. CREDESY ., —EMRTT HUNESERESRIELET

There are many instances of these objects placed throughout each stage to provide multiple
points where clams spawn.

NEDATVIINDELDEMMNERT—VEEKICEESIh, 7THUNEERORA UM
RELET,

However, these spawn points are only placed on one team’s side.

L. SNEDBEERAVMINDDF—LOBIZOABRESNET

“Then how do clams spawn on the other team’s side?”, you might ask.

[CIEAEFF—LDTHIEESICH>TELDTI M IEZRINMILNEE A

There is some special code used specifically for spawn points which automatically creates a
mirrored version of the object.

FITOIOMDIS—N—aVEBBMIER T EEERAVNERDI—FAHYFET,

When the alpha team object is loaded, a corresponding bravo team object will be placed on
the opposite side of the stage.

FIWNIT7F—LDATozoNO—RENdE, Wi TBTIR—F—LDA T IDRT—
CSORMAICERESNET,



An internal link is also generated between these objects for later use, so the game is able to
access the bravo spawn point from the alpha point, and vice versa.

F- . BTERTAE=OICINGDAT O IMNERICHE) Vb EREINET=H. 5 —LIXTIL
D7 RAVDSTSR—FRERAVMNITIERATE, FOHELAEETY,

This will be important to know for later.

T BTHAIDENHYFET

The automatic generation can be turned off.

BEEMZEATICTHENTEFT .

This is used in some stages to place a spawn point directly in the middle.

NI WKODDERETEERA VM EERPRICEE S S-OIZERASNET,

If the automatic generation was turned on for a spawn point in such a position, 8 clams
would spawn at that spot within a short amount of time.

CDFEIGMETEERAVCDBEBFELEZFVICT DHE. TOHETYEDT VM ERRETE
EFY.

Here are diagrams of each stage’s spawn point locations. (Dots with the same color have an
internal link because of mirroring.)

ERAT—VDBERAVIDUEZRTRLEY . (ALEDRYNMIF S5-I T D=HIZH
BIIODBNHBYET )

[T DEEEDSPAWN POINTZS B L TZELY,
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THE DIRECTOR

EEE

There is a set of code internally referred to as the “Director” which handles many of the rules
and mechanics for Clam Blitz. (If you're thinking of Left 4 Dead right now, you’re not alone!)

NERHICTEEE IEFEIENDI—FEYrDHY . AFT7HIDZLDIL—ILELEHAZRELE
¥, (TLeft4dDead | 5 EZZTVEIDIE., HEEFTIHEL,)

The Director is updated once per frame.

EHELITIL—LIEICEHFINET,

Every time this happens, it runs does a check to see whether it should be spawning any
clams.

CNDREET DU THIEENEEIRENEINEFIVILET,

First, it adds up the total of all the clams in player possession and on the field.

FT.TLAVY—DAFELTWDTHIETA—ILRIZHEITHIDEEFHTT,

Power Clams are not included in this total.

AFT7HIFEENTEYFEE A

If it is more than 50, the Director will not spawn any clams.

50z Z55E. BEEEQFTHIZENAEEE A,

Second, the Director determines whether an “accelerated spawning” mode should be used.

RIZ, EEEFEFITNEEEIT—FEERITINEINERELET .



There are two conditions which are checked (either one being fulfilled will activate
accelerated spawning):

FIVISNBIEHFIRD2DTT(LWT A DEHENEShEE MBFEEATITA4TI2RY
i'a_o )o

Is the calculated total of clams less than 257

HAESNETHIDOEFOHIF25ERETI H?

Is the game in Overtime and the scores are equal?

EREMADAIVMIRLTT H?

Third, it calculates how long it should be waiting before spawning clams.

EII. THIUNEETORFERREZHELES,

If the accelerated spawning mode is activated, this will be 240 frames (4 seconds).

MEFEZETE—FDNTIOTATEIGEE . TNIE240TL— LER)ZHYET,

Otherwise, it will be 720 frames (12 seconds).

TNUSNDIZE L. 7200 — L(128)ICRYET .

It then divides this value by a per-stage number to get the final amount of waiting time.

RIZ. COEEZRT—OZEDHTE ST, RERALGHRBRZROFTS .

This value is set to 1 in every stage, which effectively means the standard Director values
always be used.

COERFITARTDRAT—YUTIIRESND-H. FEL. BEOEBREDENBIZEASN
F9,



However, it does open the door for Nintendo to adjust the spawning times per-stage in the
future.

L FEMICE BRENRT—OZEICEERMERB TELLIICLLAREELHYE
ERS

The Director will not spawn clams until the calculated amount of time has passed.

EEEIHESN-HENREBITIETTHIEZENEFTE A,

Fourth, the Director decides how many clams to spawn.

AZBIC. EBELETHIDHZERDFT,

It subtracts the number of clams in play from 50 and caps the result to a maximum of 4.

S0MFET AT FHIDHESINT, EROERZACLET,

This means the Director can spawn 1 to 4 clams per update.

NE EEENEHCEICIAEADTHIEENEHENTELLEZEKRLET .

It then schedules the clams to appear on a spawn point on the next frame.

RIZ.THIBRDIL—LDBEERAVMIRRTENDEIITFELET

This process would then repeat every time the Director is updated.

COMEL, EEENEH NS -VITRYRENET,

HOW SPAWN POINTS ARE CHOSEN



FHUDBEERAU L DRIENS

Unfortunately, the code that is used to choose the spawn point is complicated and | was not
able to reverse engineer all of it in time for this article.

BREENL, ERRAUVEDORIRICEREINZI—FIIERTHY . COERED=HIZTRTE
IN—RIVDZFYTFBHIEIETEEHATL,

However, | can detail its most important aspects, though there is a chance that they are
wrong or affected by other unknown conditions.

LAOL. FAEZEDHRVEEZELGAEZFHLGERLGIENTETT A, TNOMEEL>TULV Y, it
DRHDFEHDEEEZZ T TODAREENAHYET

The Director goes through each spawn point object in the order they were loaded.

EEEF, O—FENEIRICHEERA VAT O IMEREILET

It does not appear to favor any team regardless of who is in the lead.

N —FLTOANITEREK EDF—LIZLFEMTEGENELITY,

For each one, a random number generator is used to determine if it should be chosen.

ENENITOVNT EALBREFREERALTRRI INEINERELFETS,

If the resulting number meets certain conditions (too technical for this article and it’s
impossible to predict the outcome anyway), this spawn point will be chosen as a candidate.

HRODBNFEDRH(CHORETEHEYICHLEMMG =0, ERE TR T O EETATEET
Y. )ERmTIHEE. COBERAVIEHELTERSNET,

To understand what happens next, | first need to mention a spawn point mechanic that
hasn’t been relevant until now.



RICFAIHDE DA ZEBET HIZIE, T ChETEHRDG,N o= BERA DB AIZD
WTEITBENHYET,

Each spawn point can be considered as “occupied”.

ENENDBEERAUMNI TEHIEBRADHIENTEET,

The game decides whether a spawn point is occupied by whether there is a player or any
uncollected clams inside of it.

DT —LIE BERAVMDEFINTVENEINE. ZDHRICTLAVY—DUVSH ., KEUR
DT HFIVBRNSEMEINTHELET

The Director will then check the “occupation status” of the current spawn point.

EEEI . REDEERAVIDIEFREIZFIVILET,

If it is occupied, the process starts again from the beginning and another spawn point object
is checked.

HESN TGS REBFRINCBRASN, HDBEERAVMN T OV FIvIESIFE
ERS

If the tested spawn point is unoccupied, it will be chosen and clams will spawn in that area
on the next frame.

FAREZBERAVIAEFEEINTOEWNEE (L, ZORAVEDBREN, RDTL—LTED
BETTHINEEET,

Yes, this does mean you can temporarily disable spawn points.

[T Ch(F BERAUME—BHICENICTELILEEKRLET,

For example, throwing clams onto a spawn point will stop it from being a candidate for new
clams to appear at.



BIZIEX. THIEBERAMITRITHE F=GT7H) OHBIEM TR GABYET,

However, the despawning mechanics described in the next section makes this strategy
near-useless.

LAL. ROETHRAT DL IWHRT DEMEANG, COBEIXIFEAERICILI=RE,

You could just idle on the spawn point, but then you wouldn’t be contributing much to your
team.

BERAPTBEATHTH, F—LICREHEYEMLEE A,

The best option is to leave one of the spawned clams there since it won’t despawn (see the
section below), but still make the Director think the area is occupied. Anyway, | digress.

BELA T AV, BOETFUEERSEFICVT A ETOEEIILTHCETT (AT
DEESELTHESN, ), LEL, 20BN EHSN TV HEEBEC RO Y SIERITEE
T ENTNET.

Remember that spawn points can automatically generate a corresponding object on the
opposite side of the map?

BERAVME, T ORMBISHIGT DA T OO BEIMICERTEDILEZRATLE
ERAE

This is where it becomes helpful.

CCTRICIIBEY,

If clam spawning is successful and the current spawn point has an automatically generated
spawn point linked to it, the Director stores it in memory for later use.

THIDBENRYIL, REDFEERAVMNIBIMICERSNZEERA NIV TN
B5E. EBE IR THEATEDLICAEIITHBMLETS .



The next time clams need to be spawned, the Director attempts to spawn them at the linked
spawn point.

RIZTHVEBRENHDEE . EEBEFI VSN EERAVNTTHIDEEZRAAF
TO

If clams are unable to be spawned because of its occupation status, it is discarded and the
Director goes back to checking every loaded spawn point.

HBERAT—HANRETTHVEENELENTEGWGE ., 7THIERESHh, BEEE
A—FEN-IRTDEERAEDFIVIIZRYET,

This effectively makes a portion of clam spawning a “mirrored” behaviour.

NIZKY . THIDFEZED—EMNI5—11T8HELEHTEITHD,

Despawning

HiR

Players can drop clams in various ways.

THIENWBNAELHETEEST CENTEET,

For example, they can be dropped by pressing A (or L) to throw them on the ground.

FEAFAFRRFLERLTHEICHYFRFES .

In addition, clams are dropped upon death or disconnection.

F RCHPERELRICETHIELEELLET,

When a player dies, they don’t drop all of their clams.



TLANY—DNRATHLTHIEEEHEET ZEFANTT,

The number of clams dropped depends on how many they were carrying.

FBETTHIOHEIL, FoTWETHIDRIZKYET,

Carried Clams Dropped Clams
FoTWW=7H1) FEETTHY
0 0
1 1
2~3 2
4~6 3
7~10 4

Once a clam is dropped, it checks on every frame to see how long it has been on the floor
for.

THIEERLET EENDEDLVRIZELE TNV =AEIL—LTEIZFIVILET,

After 240 frames (4 seconds), the clam will start to blink to alert the player it will disappear.

2407 — LA EBEDEL. THUNRKLIRD . TLAN—ITTHUINER S LEMOEFE
ER

At 600 frames (10 seconds), the clam will despawn.

600T7L—L(10%) T, 7HUIXERLET,



The same times are true for Power Clams as well.

AFT7HILREERTY .

However, clams that have been placed by the Director do not despawn.

LML, BEEENENETHYEWTH))THBRLEE A,

The Clam Basket

FHIDOIT—IL

While it may seem like there isn’t much to say about the basket, it does have some notable
properties and it's worth it to talk about them!

T—ILIZDWTIEHFEYEEFBDIENENSSIICEZSNILLNEREADL LKOMDEET
NEFELHY . TNLICDOVWTETHEIHYET!

When you first break the basket’s barrier, it is initially set to close in 600 frames (10
seconds).

BT —ILON\)7EHIET DL, 6000L—LTHLRESIZMBZREINET (108),

For each clam you throw into the basket, it extends the timer by 180 frames (3 seconds).

O—LIZANDTHY LIS, 34— 1807 —LEBH) T DEREINET,

Each Power Clam extends the timer by 600 frames.

BHFT7HIIE, 247 —%6000L—LIERLET,



However, the maximum value the timer can reach is 600 frames.

=L BAR—AEETELRKAIEIL600OL—LTT,

When the basket closes and the barrier regenerates, it will always take 600 frames until the
barrier is allowed to be broken again.

T—ILARALTAITHBERSNSE, NI THNBERIETESFTEEC0TL— LMY
F9,

During this time, the basket will be in its “closed” state and no Power Clam can reach it.

COR., T—ILIETEAC HREIZRY ( AFTHIEANDZEFTEEE A,

Meanwhile, the opposite team’s Basket barrier will be available to break immediately.

— A HBFF—LOIT—IILOBEEICICHRIETEET,

The previously mentioned per-stage number which controls clam spawn times is set by the
basket object, which seems odd.

THY)DEZEERBZHETIARDRT DT T—IILA TSI IMIE-TEEINE
TH, CNIEFWIZBNET,

My only guess as to why is that every stage is guaranteed to have a basket object, so it is an
easy place to access the value for balancing.

FAOHE—DHERIT, TRTORT—UIC@EBTI—LUFTOIMHEID T, INFUREED
=ODMEIZEHREICT I EATESENITETT,

HP

HP



Interestingly, the basket’s barrier has HP. It can take 1000 HP of damage before the barrier
breaks.

EBEWIEIZ. T—ILDN)TITIEHPASHY . N T HUINSETIZ1000HPDZ A—D % 21T
HEREENBHBYET

When a Power Clam hits the barrier, it does ~10 damage per frame (so it will take ~1 or 2
seconds for the barrier to break).

AFFHINN)TITET HE, TL—LBHEYHI0DEGHAREELFEFT (NITHEINSET
1~20hDYET),

Unfortunately, | was not able to find the exact amount of damage per frame.

BN L, JL—LHYDHEEDEELGEEZRDITAZENTEEFFATL -,

When you throw a clam in the air, it becomes a bullet akin to ink fired from a weapon.

THVEZERIZKRITHE, TENOEFSINDIIIDIIBRICEYET,

This is to make it easier to specify behaviour like how they fly in the air, what happens when
a Power Clam touches the floor, and more.

INITEKY, ZERSBEOL AFT7HINKRICHMNI-EEOBELELBELOITLGYET,

However, it is coded to not deal any damage, which is confusing because the basket’s
barrier breaks after its HP is depleted.

LWL FA—DFERBLIENKRSIZT—FMEEN TS =6 HPO R L-RICNR T IRD N
D7 ONERIEL . RELEHBEET .

This is why | was not able to find the exact damage that a Power Clam does to the barrier.

ZEREO AFTHINNITIZEZBEHEGE A—VERDFTHENTEFEFHATL,



The barrier actually has parameters to amplify damage when a player equipped with Object
Shredder throws a Power Clam at it.

SAYMBRENT VT EERBLETLAV—DAFTHIERTDE NITITEIEBICT A—D %
BT B/NTA—E—DHYFET,

Unfortunately, changing the parameter did nothing when | tried. (I tried changing a similar
parameter for the Rainmaker shield since that is also affected by Object Shredder, and the
change worked.)

BREENL NFA—F—Z2EBLTHABEIYERFATL ., (AFRANITERIYHE S
TIvIDEEEZITDDT, YUKW TA—A—EEBLTHIZECAH AFHRIANYTIZIED
DEE(IHRELFELT=,)

| suspect that the Power Clam damages the barrier in an “unusual” way, and because of this,
the Object Shredder parameters are never taken into account in the damage calculations.

AFTFHINN)TICIFHRIE T A—DEFZ B0 APBRENT T DINGA—F—H5 A—
CHETERESNGLOTREGLAERVET,

If it did work properly, a player with Object Shredder shoes would throw Power Clams that
deal 10% more per damage per hit to the basket’s barrier.

LLINABEYHELTOAIEL BB AT YT DIVEBWNTLAVY—E . T—ILDN
D72 EVbATYI0%E NI A—VF EZ 50 F 7 HIERITH155,

This would open the basket faster.

ZhizkY ., T—ILHBLRIESS,

| have completed one quick frame-by-frame analysis of breaking the basket’s barrier with
Object Shredder and without on version 3.1.0 and found no significant difference.

Ver3.1.0CH BB A7y T4 FALEGSEFERALANMEEDIT—IILOHIEEIL—LIEIC
EEIZHOWLELEN, RELEWEIHYELATLE,



If someone could try on the latest version and ping me on Twitter with their results, that
would be great.

HLLEMNDRFIN—DaVEHL T, EDHREETwitter THEA TMNIE EBELBEVET,

Overtime

ERE

Another one of the many questions | was asked is how Overtime in Clam Blitz works.

AABRLNEDOEMOPOES— DL, HFTHUTOERMME DL HIET S
N32ETT

It can be quite confusing, and Nintendo doesn’t explain any of it, so here’s what | was able to
figure out.

NIFFEBIEHTHY . EREFHBAL TGO AN EBRETELIEEUTORYT,

The Director will start Overtime if any of the conditions are fulfilled:

ROVWTNADEHNFEShDHE, EBEFERBZERBLET,

*The losing team is in possession of a Power Clam

BBF—LAAFTHIEE>TLS,

*The winning team’s basket is open

-BEF—LOT—IILAFHELTLS,

Overtime ends if any of the following conditions are met:

ROVWITNHODEHENE-SNHE ERBFTHRTLET,



- The losing team fails to open the winning team’s basket within 1200 frames (20 seconds)

" BRF—LIEEBBEF—LOIT—)LE12007L—L(20F) LINIZR TG o 1=

- The losing team’s Power Clams despawn

"BRAF—LOAFTHINETHERT S

- The winning team’s basket closes and the losing team did not take the lead

BHF—LOT—ILHEIL. B =F—LRY—RLEMN 1=

*The losing team takes the lead

BBF—LHRY—FT S

*The winning team scores

BRTF-LINERERD

Note: if Overtime starts because the losing team is in possession of a Power Clam, the
winning team’s basket must be opened within the 1200 frames.

AR ATTWATF—LRAF7HIEZE->TWAEOIZEREAIBFE-HE. BEF—LD
—JLIE12007L—LURNTHRMNE T IEERSEEL,

The Power Clam hitting the barrier does not count as being opened!

NYTFIZADMOTWBAFT7HIIE. AL TWSEFRGESNFERA!

If the losing team manages to open the basket in time, Overtime will be extended until the
basket closes or the losing team takes the lead.



LSEF—LAKERNICT—LZERITBE . EREET—IILAFALCEN. EBF—LMN—F
THAETERRINTT,

There is a special kind of Overtime for Clam Blitz.

AFT7HIIZZERNGCEEDERBAHYET

If neither team manages to score within the match, 10800 frames (3 minutes) of Overtime
will begin.

ELLDF—LLRAEPICHRZEZETHIENTELRITNIL, 108007 — L35 )DIEREA
BEVET,

Whoever scores first wins.

KITBRALEENBHLTY .

If nobody scores during that time, the game will automatically end.

ZORIEL/BRLATNIE, 7— LB TLET,

Contrary to popular belief, the game does not pick a winner at random in this scenario.

—RRIZIELON TSI ELFELGY . COKRTE. ¥ — LRIV LICHEEZRVEE A

The team that made the most Power Clams throughout the entire match wins.

HELBRZEBLTHFTHIERLEM2F—LABHEET,

If both teams tie again, the game will give the win to the alpha team.

MF—LBNBUSIER 0. EDHEETILI7F—LIZERZL-LLET,



Conclusion

FEH

Clam Blitz is probably my favourite gamemode in Splatoon 2.

HFT7HNIEBFELRTSh—220FDEKIZAYDXTEJL—ILTT,

It's nice to be able to demystify some aspects that | and several others have been wondering
for a while.

FAOMD A=A LURINSREICE ST O DRIEZHFHTE-DEHRELSLNIET
ER

While it was difficult and tedious at times for me to reverse engineer the game, | hope that
the knowledge | was able to share with you will help when playing Clam Blitz!

F—=LE)VN—RIVOZTFIVT$H50F, BICEBETRETLEA, HRf-LfFTEA
BONAFT7HIETLATHEOBITICGEEIEEFE>TLNET!

If you liked this content, please consider donating to my Patreon.

CORBERICAODTW LT L, ADXEENDFHFZ RIS,

| basically do this stuff for free because | like it, but there are costs associated with it.

I FELDTEARMICEH TOOTOVET O ChIZFEALMIDYET,

For example, the server that runs this very website costs money, and I've also had to rent
out another server recently to host JelonzoBot and SSBUBot. (They were starting to outgrow
my main server!)

BIZIE. COITTHALEEETHH—N—(ZIEEERHMIMNYET L., HikldJelonzoBote
SSBUBotZRART B0 ZHI DY —/N—ZFEBVRITNIEBRYELATLIz, (A —1\DH
ARXMKELLYIBRHTNELT =)



These costs add up, so any donation helps. Thank you!

NODERNMEENSG-O. EARTHTLEAYET . HYLED!



