Terrarum Game Map Format
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All values are stored in Little endian
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l1le numpers are either BY | £ or SHURI; nBits = 1 tor

In 8-Bit, MapDataSize = width*height
In 16-Bit, MapDataSize = width*height*2

Number of tiles available: 2 ~ (nBits)
Tilesheet image: 16 tiles in single row, number of rows are (2/32-1) / tileHeight.



