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Hello people, thisis MetaHead. In this document | will try to answer the most
common, and perhgps some uncommon, questions about trandations, emulation in

generd and especidly about trandation/hack- patches and how to make (and use)
them.

I ndex

Why trandations?
How do trandations work?
How do | use atrandation patch?
What do | need to trandate mysdlf?
Other questions about trandations
Saves/newer trandation versons
Roms
DTE
Scripts
Disdamer/generd info 6
Credits
Last words 7

ab~ BADNDN

(o]



WHY TRANSLATIONS?

Not even in the world of greet, fun videogamesis everything perfect. Or at least
someone might think so. Thus many people seek to change, and sometimes improve
over the origind, by changing graphics, like zddamario, changing words in the same
language, like many rude or fun didoguesin many agame, or by actudly changing
the whole language through trand ating the game.

The most well known, and obvioudy most popular trandations are from
Japanese to English, which give the many people out there (like me) with little or no
knowledge of Japanese the chance to play great games that for some reason never
were released outside of Japan origindly. Excdllent examples of thisare Find Fantasy
2& 3 for NES and Seiken Densetsu 3/Secret of Mana 2 for SNES.

On the other hand, we have people living in different countries, understanding
different languages dl over the world. Not just between Jgpan and the English
speaking world. Sweden has very good support, at least Nintendo-wise, for being such
asmdl country. Severd games were officidly released in Swedish, Shadowgate to
name but one, but many games, such as Zelda, Willow, and about a million other
games with much text in it, were not.

While this may not be al good, it does present an opportunity for those with a
bit of ambition, energy and time (and perhaps an ounce of tent aswell) to sep in
and trandate. Even if most peoplein the western world nowadays do understand
Engligh, it isaways athrill to play agame in your own language, and therearedso a
lot of people (e.g. older people, parents or younger children) who may not understand
English very well, but of course want to play fun games anyway. Once again, the
trandations come to the rescue. ..

Lagt, but not leadt, the trandators both gain experience in deding with
computers and different languages, and have fun. Wdll, it isn't fun dl of thetime.
Actualy you tear your har quite abit, but it is dways thrilling with a chdlenge,
especidly one that you have chosen for yoursdf, and it isindeed fun when things
finaly work out. Or when someone happens to appreciate your work. Many reasons
for trandations, but the mgor one being to play good games, no matter what language
you understand.

HOW DO TRANSLATIONS WORK?

Basic info

In answering this, | will need to explain alittle basic information on how games,
computers and emulators work. At first you have agame, let us say Find Fantasy, that
isin Japanese and on an NES cartridge. Someone “dumps’ it, meaning he/she makes
afile on higher computer of it, much like copying from afloppy disk, just horribly
much more complicated. Great, now we have haf amillion bytes of incomprehensble
data at our hands. But, as fate would have it, there are many smart programmers out
there, who make programs that pretend to be an NES, SNES, Sega Master System or
whatever machine you may think of. In doing this the program reeds the dumped

game and letsyou play it on your computer, complete with graphics, sound, gameplay



and flaws of the origind. It isin this step of emulation that the trandation comes into
the picture.

Trandating and dtering

If you do not have a cartridge copier, much technica knowledge and time to spend on
trid-and-error, there are not many waysto gpply atrandation to a“red” game on
cartridge/disk or whatever. Instead we use the dumped roms, change them on our
computers and play them on our computers.

The trandation begins with setting up agod to achieve, and seeing if itis
possible. A Japanese- English trandator will have alot of charactersto redraw unless
there is an English dphabet available in the game dready. In the case of English-to-
any other language, chances are that you will run out of space when trying tofitin
your trandated text. There are only so many characters you can redraw without
having to lose others. For example, you can put umlaut over an “O” and use zero
ingtead of “O”, which works wdll in many cases. But you don't have any numbersto
replace“A” or “C” with. But, if this step is solved, or you can trand ate without some
of the language- Specific characters, or perhaps skip using “Q” or something, the
trandation may begin.

Now a hex-editor comesin handy. Especialy one that can read tables and do
relative searches, athough you can use multiple programs to achieve the same god, it
is often eeder with dl-in-one. The game programmers seldom use our standard ASCI|
character-set and number equivaents. Instead they link the characters to numbers that
are unused by graphics and ingructions in the game, but amost dwaysin an
aphabetic order, making it eeser to find. Thismeansthat if you manage to locate one
letter or word and its hexadecima value, either through relative searching or through
viewing tilesin an emulator like Nesticle, you can build yourself an aphabet.

Look at it thisway, you find “K” to be equivadent to the hexadecimd vaue of
44, Then you can dmost certainly say that J=43 and L=45 and so on. The easiest way
to find thisout is by ardative search. Say you know the word “Nemo” gppearsin the
game. Then you can make a rdative search for it, and hopefully find it & non-ASCI |-
numbers, but you sill have found it and can carry on. Numbers and other Sgnsare
harder to find thisway, but can be located in atile-editor, where one can see at what
distance from the |etters they are, and calculate their value from this, athough this
method does not aways work, since the game might not access the charactersin the
order they are drawn in the graphics... but it works often enough. All these numbers
and characters are written into a table that the hex-editor reads upon loading the rom,
S0 the numbers in the game turn to understandable text — unlessit is compressed or
encoded in some way, which is a different problem to solve.

Grest, only afew problems left. Number one: lack of space. If asentencein
the game was 24 characters long, there isin most games no way to make it longer that
isn't very, very hard, and you have to trandate using short words or bad grammar to
fitit in. Remember that dots, commas, dashes and even carriage returns count as
charactersin dmost dl games. Number two: making a good, understandable
trandation, with the fed of the game intact, and without accidentaly touching the
code of the game and screwing it dl up. And last but not lesst, there are afew
problems which might either be big or not, but dmost dways annoying. Oreisthat
the game-text might be laid out as a table of words, without any context, that the game
accesesto build it's own sentences. Thisis generaly aproblem, and also acasein



many games with much text — but not dl. Since eg. there might be the words“ THE”
and “BOTTLE". In English thisworks fine, but in Svedish there is no such thing as
“THE”, and whereas “bottle’ means“FLASKA”, “the bottle’” means“FLASKAN”,
and you can’'t use one word to make two... But apart from that it’s quite easy ...
Next, a patch-file. Once you have edited the game enough, you will most
likely want to digtributeit. But distributing romsisillegd, and even if it waslegd, it
is rather tedious to send big files back and forth over the internet. An IPS-patch is
much easier, snce it only describes what is to be dtered in the origind file, and the
| PS-patcher-program then applies these changes in the origind file, on the user’'s
computer. Thus you have done nothing illegd, since digtributing alist of changes
between two versons of a game can hardly be considered anything but legdl.

HOW DO | USE A TRANSLATION PATCH?

In order to use thiswork of others, you need a dumped file of the game that is being
trandated (no, don’'t ask me where to get them). Once you have that, you will need the
actud trandation patch, which, in combination with a patcher-program, will trandate
your game to the desired language. No matter what operating system you are using,
thereis bound to be |PS-patchers available. At our homepage we have linked to
patchers for mac and windows/dos, others| do not know of, but they should not be
hard to find (otherwise you can dways make your own). Anyway, you need the
origind rom-file from which the game is being trandated, the patch that describes the
changes and a program to gpply it. After this (if you know how to apply the patch,
usudly stated in the program’s help or reedme-file), you are dl set. Well, then. Apply
the patch to a backup copy of your rom, | cannot say this enough times — aways
backup — play the game and have fun! That'sit.

Now you have perhaps played afew gamesin your own language and fed you
want to do something like that, you wonder:

WHAT DO | NEED TO TRANSLATE MY SELF?

So, you want to be atrandator, eh? Not easy, please to be followink ingructions...

Firgt of dl, you need alot of motivation to kegp you going during the dark
hours (perhaps some rather large amounts of caffeinated beverage too), a game to
trandate and a generd idea of how to actudly perform it. Second, you will need the
ad of savera programs (unless you are superhuman and can read 6502 assembler and
interpret it without thinking twice). Some good programs are linked to at our
homepage, including Tildlayer and Massacre for editing the graphics of the game,
Hexpose and severa others for relative searching, creating character-tables, reading
the files and then editing them. Y ou will aso need an IPS-patcher once you are done,
to create the trand ation-patch, the goa of your work.

Also, you will need some good documents on rom-hacking, which can be
found in many places (among others at Zophar's domain, Emulation Camp and
Archaic Ruins), to learn from, since this document merely mentions afew of the
subjects. Once you have some knowledge — it'strid and error! The only thing | can
teach you that you must remember is. make backups! All of thetime! If anything goes
wrong and you can’t remember which bytes you dtered, you' re done for, and have to



redo it al. Thus, follow my advice, please. It will save you very, very much trouble, |
promise.

OTHER QUESTIONS ABOUT TRANSLATIONS

Wheat is not yet answered? Y ou may just find it in this section, who knows?

Can | use saves with newer trandations?

Many people have played along way in games, which are partidly trandated, and
keep the save-files. Sometime later they download a new trandation, and wonder if
they can usether old saves with this“new” game. There should be no problem at dl
(unless the game-code itsalf has been dtered, which is usudly not the case), the game
you are playing is fill the same. The difference liesin the sometimes dtered graphics
and the gtrings of text in the game, which are changed. But aslong as the actual code,
which tells the game where to use these graphics and text isintact, the save-files
should work fine.

Where can | get these roms you are talking about?

No, don't get me started on that. It will just make me angry and you sad. | will not
digtribute romsin any way or form, unless they are completely legd, and probably not
then either. The only thing | will supply is trandation patches and utility programs
which | know | am alowed to. Go look somewhere else, please.

What isDTE?

DTE gandsfor Dud Tile Encoding, and it describes the way sometext is accessed in
many games. It means that one hexadecima value in the code actudly refersto
severd characters or awhole word, and is a smart way to save space for
programmers, but makes trandation harder. E.g. in Super Mario RPG, the words “to”
“Maio” “ in” and alot of others, are accessed by the game with just one hex-vaue. It
saves space in the rom, but makes alot of the available hex-vaues worthless for the
trandator, snce “the’ or some other English word might not be used a dl in the
language trandated to, thus making the available space for the trandator even smaller.

Most of the good hex-editors out there support this, by typing something like
“7B=Maio’ in the table-file, the editor knows that it should type afull word at this
vaue.

Also, many hex-editors support an extended variant of this, like in many
adventure-games where the hero’ gheroine' s name is accessed by a sequence of
vaues, like so: “7B55=[hero]”, and the editor shows [hero] for you to know that the
game will insart the hero’ s name there when playing, since it isavariable (user-
defined when playing) it cannot be stored in the rom from the beginning.



What is script extraction/insertion?

A “script” isdefined as part of, or dl of, the text in agame, accessed through atable-
file. Dumping, or extracting, ascript is done by saving thistext into a separate file on
your computer to alow easer editing in atext-editor. After trandation, the text must
be put back into the rom, which is where the insertion takes place. Thisis acommonly
used method of trandation, but persondly | think that with today’ s good hex-editors,
it iseasier to edit the text directly in the program. The main reason why | think thisis
that it quickly becomes very hard to keep track of exactly how many charactersyou
can use in a sentence when you look at it in atext-editor, mainly since the text moves
when it’slength is changed, instead of being fixed byte by byte, and replaced
character by character.

DISCLAIMER/GENERAL INFO

| am in no way éffiliated with the companies mentioned here (such as Square,
Nintendo and Sega), but | do enjoy their work.

This document is written by MetaHead, and may be freely copied/referred
to/extracted from as long as the origind source (me) is mentioned. Don’t even try to
call thiswork your own, since | will track you down and beet you sensdessif you do,
or something like that anyway...

If you fed that something is missing here, that you have something to add, or
that | should rewrite something — fed freeto emall me! (kalle@eyecom.se).

| hope that someone finds this document useful, because | wrote it with two
intentions: 1 — that it should become useful for those who possess little or no
knowledge of the subjects covered, 2 — that it would be a good read for anyone,
interested, knowing or just hgppening upon it. Thank you for taking the time to
download and read it.
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LAST WORDS

-The more people know, the less they will ask. (Generaly true when making FAQS).

-1t s nothing that a couple of beers won't solve. (Me looking at the world).

-1 don't care if they don’t care, aslong as| careit’s OK. (Me regarding peoples
reactionsto my projects).

-Do you want a spork or afoon? (Hungover friend of mine asking what | wanted to
have breakfast with).

/M etalHead September 1999 through April 2000.



