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	This doc is intended as a help file for people who have no clue how to make a table file or even what it's for.


	I wish I had a doc like this when I first started... Thank god I had several months of vacation on my hands to learn or else it would have been a complete failure.





1. What is a table file (for)?





	In your rom, most of the time, text is stored, when it's not encrypted, in HEX format. Each letter of your ROM's text will have a HEX value assigned to it.


A HEX (or Hexadecimal) Value is a number of a certain numeral system which, instead of going from 0 to 9, goes from 0 to F, so when you count up to 10, you'll go 01, 02, 03, 04, 05, 06, 07, 08, 09, 0A, 0B, 0C, 0D, 0E, 0F, 10.


	In a HEX editor, each HEX byte is a 2-number entry... So you will have 2-numbered hex bytes (that means a maximum of FF (255) different characters), which each will refer to a letter or adress in the ROM.


	In the ANSI Character set (the one used by DOS and windows), a is 61, b is 62, c is 63, etc... and A is 41, B is 42, C is 43, etc... In ROMs, these adresses are most of the time different .(One of the rare examples of games that use 41 for A and 61 for a is Zelda for Game Boy: Link's Awakening => You can edit the text from it in a HEX editor freely)





	That's the reason why we need to remap the different adresses to different characters, and that's where table files come in!





2. Making the Table File





	A) You need to find text in the ROM that actually corresponds to something in the game.


		(a) Using the "Easy Method"





	The two emulators I know of that can tell you directly the tile numbers are Nesticle and No$GMB.


	In Nesticle, open the pattern table and find the value of each letter by clicking on them. Write them down on a piece of paper and proceed to Making the table file.


In No$GMB, press F5 and either BG Map or Tiles. When you'll have your mouse over one of the letters, it'll show its adress. Write everything down and proceed to Making the table file.





	Warning: Make sure there are no missing letters! For compression purposes, some games that don't use a lot of text won't have every letter or number available to you, so double check your ABC's :)





	Sometimes this method doesn't work, because the tiles' graphics and adresses do not match, that's why you'll need to try The Hardcore Method!





		(b) Using the "Hardcore Method"





	To find your data, I recommend you to get the latest copy of Search Relative 2 By [J3D!]


(http://www.zophar.net/trans/tranutil.html).


Here's how it works:


	For example, if you type "abcd" in the search box, the program will look first of all for "00 01 02 03," then for "01 02 03 04 05," then for "02 03 04 05," and so on, to finally display all the results it finds.





	In a game that gives you the possibility to name your characters, this method is incredibly easy: Just look at the character naming screen, and see how the tiles are disposed.





	Now in Search Relative, look for abcd, it'll give you a list of every place where it finds 4 growing Hex values following each other (I.E. 00 01 02 03). If it locates several in the same zone inside the rom (example: 800FF0, 800FF5, 801001, etc...), you might have found the character naming screen. Copy everything down, and proceed to Making the table file.


	This is not always an exact method, but it's useful in japanese ROMs





	In a game that doesn't give you the possibility to name the characters (or that doesn't have characters at all!), find several words from the ROM and enter them, better yet, try to use 2 words that have both CAPS and regular letters, so that you'll get both sets of letters. 	Once you get the results for each word, try to find Hex values that match each other (in the program: A=?? a=??), Write everything down on a piece of paper, proceed to Making the Table file.





	





	B) Making the Table File





	There, now you probably have everything from A to Z, a to z and 0 to 9...


	You can either make a table file by using a text editor or a Special Table file editor.





Using Notepad:





Make a new text file you'll call anything.tbl





We'll take, let's say, A=00, a=30 and 0=60:


Your text file will look like this:





00=A


01=B


02=C


03=D


04=E


05=F


06=G


07=H


08=I


09=J


0A=K


0B=L


0C=M


0D=N


0E=O


0F=P


10=Q


11=R


12=S


13=T


14=U


15=V


16=W


17=X


18=Y


19=Z


30=a


31=b


32=c


33=d


34=e


35=f


36=g


37=h


38=i


39=j


3A=k


3B=l


3C=m


3D=n


3E=o


3F=p


40=q


41=r


42=s


43=t


44=u


45=v


46=w


47=x


48=y


49=z


60=0


61=1


62=2


63=3


64=4


65=5


66=6


67=7


68=8


69=9





But


Writing everything down is really long and boring, that's why there are Table file programs available.


I personally prefer Table Manager (http://www.zophar.net/trans/tranutil.html), it's very easy to use and doesn't lack any feature. You can automatically Make the Table file by knowing only the value of a, A and 0, it has support for Japanese characters and Romaji, making the process of making the table file painless.





Isn't that great? you just made a table file!





3. I have the table file, now what do I do?





	I recommend using Hexecute, which is a very good Translation util (http://www.zophar.net/trans/tranutil.html).





	First of all, open the ROM with your editor, then open the table file you just made. The thing you'll notice then is that there is no search tool that uses the table file's characters! SO... Here's what I came up with: write down on a piece of paper your text, under each letter write down its hex value, so that it goes like this:


Using anything.tbl:


Let's take for example "Hello"


H	e	l	l	o


07	34	3B	3B	3E





Do a Hex search for "07 34 3B 3B 3E"





It'll redirect you to an address, for example 0007F0E.





Go to that adress using your ROM editor, and if the table file is turned on, you should see "Hello" on the ASCII part of the screen (right). You can now edit it by using the "Enter text" or "manual insert" command. Keep in mind that it doesn't work with romaji.





Be very careful though, because letters and numbers aren't the only things present in the ROM, there also are control codes, such as the Jump a line command, clear screen, the space, the End command, etc.. You'll find them by playing around with the ROM's text...





There! I think This is all you need to know for now...


