A Hacker’s Guide to Golden Sun 2
Version 1a
by Teawater
With thanks to Atrius and Salanewt for some information that went into the making of this guide.
Introduction

Thank you for taking the time to look at this guide. Currently, most of the contents in here are meant to list functions and data banks in general, but many areas of this document might describe them in more detail. Please excuse the mess.
Have a nice day!

Contents
Golden Sun 1: The Broken Seal

This will probably be documented in another file?

Golden Sun 2: The Lost Age
ROM Map

08000000 ROM and General Use code

08020000 ?
08038000 Dialogue/Menus
080AD000 Party Mechanics
080C8000 Map Mechanics
080F8000 Menus
08108000 Shop Mechanics
08118000 Battle Mechanics
081AC000 Title Mechanics

RAM Map
Map Code Files

…and what not.
Golden Sun 3: Dark Dawn

This will probably be documented in another file?

08000000

080000C0 = sleep(frames)
080000C8 = 02003610 (Reset/clear)
080000D0 = 02003610 (add if not in list ; args(pointer, priority) & sort ; Return index)
080000D8 = 02003610 (remove in list ; args(pointer) ; Return index)
080000E0 = 02003610 (priority Or x0100 (all if arg is 0) ; args(pointer) ; Return index of last match) Unknown purpose.
080000E8 = 02003610 (priority And xFEFF (all if arg is 0) ; args(pointer) ; Return index of last match) Unknown purpose.
080000F0 = 02003610 (Execute all processes where (priority And xFF00) is arg ; arg(priority_req)
080000F8 = RNG ; Random Number Generator ; Return 16-bit random number
08000100 = 
08000108 = 
08000110 = 
08000118 = 
08000120 = 
08000128 = 

08000428 = main() ; Boot (Pointer to 0801319C; or 08F9EE50 if MEGAROMS credit.)
080006B8 = Placed at 03000100 until 080016B8.
0200088C = 

020008CC = 

0200090C = 

02000980 = 

08000A60 /08000AC0/08000ACC/08000AE0/08000AEC/08000AFC = 

08001658 = Decompress(in,out) ; Best for Distance Length?
00 = Copy eight bytes

*More research needed on below*

If MSB are on, Distance-Length for each bit. (F0 FF) ; If 00 00, end. ; If Length is 0, gets next byte, adds x10…
Length are bits after a bit of “0”, I think.
Return decompressed size
(080016B8+ is not transferred to IRAM.)
080018B4 =
08001FFC = 

080020A8 = Table
080028A8 = Table
080128A8 = Decompress(in,out) (Note:  Found used in decompressing tilemap data.)
08012B70 = 
08013060 = 
080130CC = Convert Map Code BL calling from absolute to relative. Args(address, 16-bits)
Thumb:

0801314C = Set free space to address & 0 out a link. (Used for adding free space when last bank is done.)(Both for 02 and 03 RAM.)

08013164 = Set free space to address. (Used for adding free space when last bank is done.)(Both for 02 and 03 RAM.)

0801319C = Boot / initialize
 0801319E = DM0CNT_H

 080131C0 = WAITCNT=4014

 080131CA = 00-fill 03000000-03007800

 Call 08014C6C (reset_space())

 Call 080133C4 (Arm block to 03000100.)

 020038E0:0

 03001110:0

 03001238:0 Debug mode off.
 0300123C:0

 Call 080132D0 (03007804:Build date)

 Call 08014BAC (Load font file, panel border palette, sprite palette, etc.)

 Call 08014B70 (Map Base BG0 fill all F000 (06002000-06002500))

 08013204 = DISPCNT=0140 (BG0, OBJ Char Mapping)

 …etc.
 08013288 = Load Nintendo screen.

080132A4 = 

080132B8 = Return nothing (5 functions), 6th one returns 0.
080132D0 = 03007804:Build date
080132FC = Return nothing.
08013300 = get_mft_file(file_num) //Returns address of file.
0801330C = Convert Map Code BL calling from absolute to relative. Args(address, 16-bits)
0801336C = Decompress Map Code

080133C0 = 
080133C4 = Arm block to 03000100.
08013560 = Frame loop / Game running (?)
080138A8 = 03001170:13 (It is this number when not pressing buttons.)
080138B4 = Controls…
0801399C = 

08013B30 = Return 0

08013B38 = Return nothing.

08013B3C = Return nothing.

08013B40 = 

08013B68 = 

080143AC = 020036E0 get_empty_slot() Return index.
080144C0 = 02003610 Disables entire list. (FFFF for all entries.)
08014504 = 
0801451C = 02003610 Sort list
0801456C = 02003610 get_entry(function)
080145A8 = 02003610 add_entry(function, priority) If function is already listed, changes its priority. (Returns entry or number of entries?)
0801463C = Return

08014640 = Return
08014644 = 02003610 remove_entry(function) Sets priority to 7FFF. Returns entry.
08014694 = 02003610 ?(function) Return entry.
080146D4 = 02003610
0801471C = 02003610 set(function,[+6]) Return entry.
0801475C = 02003610 Return entry.
0801479C = 02003610 

080147D8 = 02003610 Execute_functions(priority) ([5])
0801480C = 02003610

08014840 = 02003610 
08014878 = rand() as Int16 //Returns a 16-bit random number.
0801489C = 
080148E8 = 
080149B4 = 
080149E0 = 
080149F0 = get_sprite_palette_bank()
080149F8 = 03001250 String data: 0123456789ABCDEF (8 characters.)
08014A24 = 03001250 String data: Numeral integer (+/-) (11 chars.)
08014AA8 = Map Base fill F000 by size (arg0)
08014AE0 = Map base related…
08014B30 = (Minimum 8)
08014B50 = (Minimum 10)
08014B70 = Map Base BG0 fill all F000 (06002000-06002500)
08014BAC = Load font file, panel border palette, sprite palette, etc.
08014C4C = Load sprite palette

08014C6C = reset_space() 00-fills 03000000-? section, and sets free space to 03001300 & 02030000.

08014CA0 = get_free_size() Check 03 RAM.
08014CB0 = get_free_size() Check 02 RAM.

08014CC0 = get_free_space(rel_addr,size) Check 03 RAM first, then 02 RAM, if failed, return 0.
08014D00 = get_free_space(rel_addr,size) Check 02 RAM first, then 03 RAM, if failed, return 0.

08014D40 = fill_free_space(fill_val)

08014D78 = get_free_space(size) Check 03 RAM first, then 02 RAM, if failed, return 0.
08014DAC = get_free_space(size) Check 02 RAM first, then 03 RAM, if failed, return 0.
Note: Free space limits are at 02030000-02040000 and 03001300-03006FC0.
08014DE0 = Return
0801587C = decompress(from_address, to_address) //I think? (& misc?)
080158CC = decompress_image(from_address, to_address)? (Tileset image)


08016CA4 = locate_char_data(character_id) as Int32 //Returns pointer to character's data (Party Member or Enemy)
08016CE4 = read_flag(flag_number) as Boolean
08016CFC = write_flag(flag_number)
08016D18 = clear_flag(flag_number)
08016D34 = toggle_flag(flag_number) as Boolean //Returns 1 if toggled on, else 0 if toggled off.
08016D5C = read_byte(flag_number) as Byte
08016D6C = write_byte(flag_number, value)
08016D7C = increment_byte(flag_number) as Byte //Returns incremented byte. (Increments by 1.)
08016D98 = decrement_byte(flag_number) as Byte //Returns decremented byte. (Decrements by 1.)
08016DB4 = read_4bit(flag_number) as Int32 //Returns 4-bit value.
08016DD0 = write_4bit(flag_number)
08016DF8 = BIOS call swi $0B - (For copying data.)
08016DFC = swi $19 (0)
08016E04 = swi $19 (1)
08016E0C =

080178B4 = Pointers placed at 030001E4.

080178EC = 
0x080179EA - Used in direction calculations (Sine, Cosine lookup table?)

0x08017AF0 - Panel Border Palette

0x08017B10 - Sprite Palette
08017CD0 = 0123456789ABCDEF

08020000
080203A8 = Alternate palettes (12 entries of x100 bytes)

08020DA8 = 
08021704 = Tilemap conversion. Args(from:02018000,to:02010000,from2:02030F00)
Thumb:

08021918 = get_sprite_address(sprite_index)

08021940

080219CC

08021A84

08022010

080220F0

08022318

0802254C

080227A0

080227B0

080227E0

080228BC

080228E0

0802296C

080229AC

08022A24

08022A84

08022ACC

08022B04

08022B80

08022BAC

08022BD8

08022C78

08022C84

08022C98

08022D1C

08022D40

08022E90

08022ED8

08022F24

08022F64

08022FE8

0802301C

08023088

080230E0

0802319C

080231A0

080231A4

080231C8

08023220

080233A8 = set_obj_animation_script(obj_ram_data_addr,data_script_addr)
080233D0

08023410

08023450

080234B0

080234CC

080234F0

08023510

08023524 = 
080235F8

08023608

08023634 = Data Scripts related = Wait 599/x257 frames?
08023664

08023680

080236A8

080236D0

080236E8

0802372C

080237C8

080237E8

080237F8

08023840

08023868

0802386C

08023D7C

08023D80

08023E18

08023EFC = Data Script 2B
08023F14 = Data Script 2C
08023F28 = Data Script 2D
08023F3C

08023F64

08023F94

08023F9C = Data scripts related.
080246B8

0802471C

08024738

08024920

0802493C

08024C50 = Data Script 0
08024C70 = Data Script 1
08024CAC = Data Script 2E
08024CDC

08024D14 = Data Script D
08024D60 = Data Script E
08024D7C = Data Script F
08024DAC = Data Script 10
08024DDC = Data Script 11,31-35
08024DEC = Data Script 12
08024E10 = Data Script 13
08024E3C = Data Script 14
08024E68 = Data Script 15
08024EA8 = Data Script 27
08024EC8 = Data Script 26
08024ED4 = Data Script 28
08024EE0 = Data Script 29
08024F00 = Data Script 2A
08024F20

08024F80

08024FE0 = Data Script 2
08025038 = Data Script 3
08025078 = Data Script 4
0802509C = Data Script 30
080250C0 = Data Script 5
080250F4 = Data Script 6
08025118 = Data Script 7
08025134 = Data Script 8
08025160 = Data Script C
08025428 = Data Script 2F
08025608 = Data Script B
08025698 = Data Script 9
08025830 = Data Script A
08025B58 = Data Script 36
08025B84 = Data Script 37
08025BB4 = Data Script 38-3A
08025BE4 = Data Script 3B
08025C0C = Data Script 3C
08025C34 = Data Script 3D
08025C5C = Data Script 3E
08025C8C = Data Script 3F
08025CB4 = Data Script 40-41
08025CDC = Data Script 42
08025D04 = Data Script 43
08025D2C = Data Script 44
08025D54 = Data Script 45
08025D7C = Data Script 46
08025DA4 = Data Script 47
08025DCC = Data Script 48
08025DF4 = Data Script 49
08025E1C = Data Script 4A
08025E44 = Data Script 4B
08025E6C = Data Script 4C
08025E94 = Data Script 4D
08025EBC = Data Script 4E
08025EE8 = Data Script 4F
08025F24 = Data Script 50
08025F60 = Data Script 51

08025F9C = Data Script 52
08025FD0 = Data Script 53
0802600C = Data Script 54
08026048 = Data Script 55
08026084 = Data Script 56
080260C0 = Data Script 57
080260FC = Data Script 58
08026138 = Data Script 59
08026174 = Data Script 5A
080261B0 = Data Script 5B
080261D8 = Data Script 5C
08026200 = Data Script 5D
0802623C = Data Script 5E
08026278 = Data Script 16
080262B0 = Data Script 17
080262E8 = Data Script 18
08026320

0802632C = Data Script 23
080267BC = Data Script 24
08026DD0

08026E60

08026F80

08026FC8
08027064 = Data Script 19 - Player movement script function 1
080279B0 = Data Script 1A
08027E0C = Data Script 25
08027E20 = Data Script 1F
08028534 = Data Script 20
08028AAC = Data Script 21
080290F4 = Data Script 1B
080292FC = Data Script 1C
08029570 = Data Script 1D
08029810

08029838

080298C0 = Data Script 1E
0802A124 = Data Script 22
0802A52C = ?(?,?)
0802A550 = ?(?) Mini-tiles conversion?

0802A5E4 = Tilemap conversion ; (Note: Place 08021704 in RAM, call it.)
0802A650 = ?(room, ?) //Decompress palette data? (I think? And misc?)
0802A6B8 = ?(room) //Decompress map/palette/tileset data? (I think? And misc?)

0802AA74

0802ABBC

0802AC90

0802AD84

0802AF9C
0802B1A0 = Copy_tiles_graphics(from_x,from_y, to_x,to_y,width,height) //Must research ; Only copies 12-bits of graphic inds.
0802B2D4
0802B344 = Copy_tiles_g_h(from_x,from_y,width,height,to_x,to_y) //Calls 0802B1A0
(080201E8) 0802B38C = Copy_tiles_height(from_x,from_y,width,height,to_x,to_y)

(080201F0) 0802B450 = Copy_tiles_graphics_relative(from_x,from_y,width,height,to_x,to_y) ; Only copies 11-bits of graphic inds.
0802B590 = copy_tiles_all _relative(from_x,_from_y,width,height,to_x,to_y) (Copies all data of tiles from tilemap & height map.)
0802B620 = Sets bits at 02030D64:0E00 to arg. (Unknown)
0802B63C = Coord. File: Copy tile.
0802B6E8 = u16-bit reader(address ref) ; (Arg should be the address of an address that points to value; Value read in bytes.)
0802B700 = Coord. File: Copy tile(storyflag) //Copies Height
0802B71C = Coord. File: Copy tile(storyflag) //Copies Graphics
0802B738 = Coord. File: Copy tile(storyflag, graphic or height flag) //Only does entry for matching flag.
0802B7E0 = Get_map_coords(gmap_num, address) Gets x,y,w,h (all bytes), puts it at address. In 32-bits. If w/h are 0, its x100.
0802B828 = Decompress tilemap/heightmap data
0802B878 = Seeing the pointers, this probably draws the map or tilesets? Research needed.
0802B998 = World Map (file x197=Map List; )
0802BD08 = 
0802BDD0 = 
0802BE4C = World Map (0802ED34 = World Map File Indexes : Tilesets, etc.)
0802C088 = 

0802C174 = 

0802C1F4 = 

0802C240 = 

0802C4D8 = 
0802C58C = World Map (0802ED34 = World Map File Indexes : Tilesets, etc.)
0802C864 = 
0802C8A0 = 

0802C98C = 
0802C9C8 = 
0802CB08 = 
0802CB64 = 
0802CC74 = 
0802CC88 = 

0802CC9C = Tile animation data (Stuff like water) conversion?

0802CD4C =

0802CD70 = 

0802CD94 = 

0802CE4C = Tile layer visual effects (Sun rays in Madra) conversion?

0802CEA0

0802CEB0

0802CEC0

0802CF10

0802CF7C

0802CF90

0802CFA4

0802D088

0802D23C = Height Map 0
0802D248 = Height Map 1
0802D268 = Height Map 2
0802D288 = Height Map 3
0802D2B0 = Height Map 4
0802D2E0 = Height Map 5
0802D324 = Height Map 6
0802D370 = Height Map 7
0802D394 = Height Map 8
0802D3AC = Height Map 9
0802D3C4 = Height Map A
0802D3D8 = Height Map B
0802D3EC = Height Map C
0802D400 = Height Map D
0802D414 = Height Map E
0802D438 = Height Map F
0802D45C = Get height function
0802D4D8 = Height related.
0802D530 = Height related.
0802D594 = Height related.
0802D600 = Height related.
0802D644 = Height related.
0802D658 = Height related.
0802D6B0 = Tilemap related.
0802D6E8 = ?
0802D71C = Height related.
0802D7B0 = Height related.
0802D87C = Player's get height function?
0802D958 = Height related.
0802DA24 = ? (Probably height related?)
0802DA88 = 
0802DAC0

0802DB64

0802DB88

0802DBD0
0802DC48 = Get World Map Battle Background

0802DCBC

0802DCD8

0802DD08

0802DD70
0802DE8C = Sprite Viewer

0802E444
0802E4C8
0802E6B4
0802E6D8
0802E6FC

0802E76C

0802E7A8
Data:
0802E89C

0802E91C = Enemy sprite reference table

0802ED34 = World Map File Indexes

0802EDC4 = Height map data
0802EEC4 = Height map data
0802EFC4 = Height map code pointers
0802F004 = World Map Battle Background Editing!

0802F054 = 

0802F204 - Actor script functions
0802F380 = Room Data reference table (12 bytes per entry) (Just indexes to MFT map data, palette, and tilesets.)
08030310 = ?
08030320 = Free?

08038000 = Menu/text stuff

08038B14 = Icon decompressor

Thumb functions:

08038EB0

08038EDC

08038F08

08038F40

08038FA8

08039004

080390B8

0803911C

080391C4

08039260 = create_panel(x, y, width, height, ?) Return ?
08039374

0803939C = clear_panel(pnl_pntr, Unknown flag) (I think, more research might be needed.)
080393FC

08039418

08039430

08039454 = text_display(?,?,?,?,text_index,?) //Used in Settings menu. (Ex: Normal, On, Off, etc.)
080394E8

08039500 = add_resource_slot(pnl_pntr, resource_pntr) //Return pnl_pntr/probably not intentional.
08039510

0803954C

080395FC

080396A0

080396BC

080396DC

0803972C

08039754

0803975C

080397E0

08039864

08039ED0

08039F94

0803A054

0803A084

0803A1C0

0803A2B0

0803A3B8

0803A3E4

0803A404

0803A448

0803A4B0

0803A530

0803A54C

0803A5E0

0803A60C

0803A668

0803A69C

0803A7AC

0803A8C8

0803A8D8

0803A8FC

0803AAA4

0803AAE4

0803AC60

0803ACD4

0803AE14 = ?(sp, number, char_len) Return ?
0803AED8

0803B094

0803B794

0803B868

0803B880

0803B8CC

0803B918

0803BA48

0803BB58

0803BCB4

0803BDE4

0803C068

0803C170

0803C198

0803C274

0803C378

0803C40C

0803C548

0803C9AC

0803C9BC

0803CA20

0803CB0C

0803CB1C

0803CBA8

0803CBF8

0803CCA8

0803CCD0

0803CD08

0803CD5C

0803CDB4

0803CE1C

0803CE64 = show_dialogue(text_index,show_panel,y_position) show_panel should be 0 or 1,

y_position should be x0-xA.
Always centered.

0803CF60

0803CF6C

0803CFA0

0803CFD0

0803D020

0803D178

0803D1C4

0803D2D0

0803D2F0

0803D3C0

0803D450

0803D4BC

0803D4D0

0803D4E4

0803D594

0803D5C4

0803D680

0803D8AC

0803D8F0

0803D92C

0803D98C

0803D9BC

0803DA78

0803DAB0

 0803DB48 = Index of character portraits in file table.

0803DB50 = Return
0803DB54

0803DC1C

0803DD24

0803DD68

0803DD98

0803DEA8

0803DEAC

0803DF00

0803DF14

0803DF24

0803E488

0803E5A8

0803E6D8

0803E774

0803E7AC

0803E7C8

0803E8EC

0803E918

0803E998

0803EA54

0803EB2C

0803EBDC

0803ED98

0803EF48

0803EF8C

0803EFD4

0803F004

0803F1D4

0803F234

0803F2E4

0803F3C8

0803F60C

0803F610

0803F614

0803F618

0803F61C

0803F620

0803F624

0803F698

0803F6C0

0803F6C8

0803F758

0803F778

0803F800

0803F810

0803F818

0803F82C

0803F86C = Room name (Disappears in seconds, so it is for room entrances.)
0803F900

0803F93C

0803F968

0803F974

0803F9C0

0803FB60

0803FC38

0803FD14

0803FD28

080400E8 = Pause Menu: Settings
080405AC

080405DC

08040614

08040628

08040798

0804098C

080409A4

080409DC

080409F0

08040A48

08040C60

08040C78

08040CB0

08040CC4

08040D70

08040E64

08040E84

08040ED0

08040ED4

08040F14

08040F58

08040F90

08040FE4

08040FF4

08041004

0804101C

08041054

08041068

080410F8

08041204

0804121C

08041254

08041268

0804128C

08041350

080415A0

080416CC

08041ABC

08041B68

08041C0C

08041C50

08041C54

08041F70 = set_text_color(color)
08041F90

08041FA4 = display_text_italics(text_index, pnlpntr, x, y) * //Large text
08042010 = display_text(text_index, pnl_pntr, x, y)
080420A8

080420FC = display_text(text_pntr, pnl_pntr, x, y) //text_pntr points to uncompressed 8-bit char array.
08042188 = display_text_fixed(text_pntr, pnl_pntr, x, y)
080421E4

08042214 = display_number(number, char_len, pnl_pntr, x, y) //Right-aligned.
08042244 = display_number_fixed(number, char_len, pnl_pntr, x, y) //Right-aligned.
08042274

08042314 = ?() Return resource_pntr
0804239C

080423C4

08042408

08042450

08042508

0804256C

0804257C

08042588

080425FC

08042630

08042690 = Party Members HP dialogue
080426E0

08042808

0804297C

08042DAC

08042DC4

08042E28

08042EEC

08042F10

08042FF0

080430C4

080431B0

08043230

0804325C

080432A4 = Detect Backup Memory? (Used at 020083F4 in Map x1 UTIL.)
08043358 = Part of Saving… (Calculate checksum at end of function.)
080434EC = Part of Saving... (bar) “Failed to save.”?
08043534

080435FC = “Saving…” (And saves.)
08043690 = Save menu. (Choose a file)
08043774 = "Failed to load."
0804380C = "Failed to load."
080438C8 = "Okay to erase this?" (yes/no)
08043978

080439C4

080439D8

080439E8

08043A64

08043B34

08043B70

08043BEC

08043C30

08043CD8

08044344

08044348

080443D8

08044460

08044478

08044488

08044498

080444E8

08044558 = Change name dialogue.
08044A54

08044A58 = Djinn Dialogue: Venus djinni icon; "t"
08044B80

08044B98 = Party Dialogue: Felix icon; "Felix joined your party."
08044C80 = Party Dialogue: Felix & Isaac icons; "Felix and"
08044DC8 = Summon Dialogue: "Felix can now summon Ramses!"
08044F4C

08044F88

08045018

08045048

080450AC

080450FC

0804519C

080451BC

0804524C

080452BC

08045330

0804537C

080453D0

08045464

080454A0

080454DC

08045528

08045550

08045564

080455B0

080455DC

0804562C = (Icon to VRAM?)
080456F8 = (Icon to VRAM related? Calls above.)
08045768

08045780

08045794

080457B0

080457D0 = Fight/Status menu? & Attack/Psy/Djinn/Summon/Item/Defend menu
08046134

080461C8

08046260

08046284

080463D4

08046414

(Battle Menu functions.)

080464DC = Psynergy gain/lost list when djinn are used. (With arguments.)
08046B08 = Status page. (With arguments?)
0804868C = Djinn menu.
08049154 = Summons menu.
080499B4

08049A04

08049A30 = Item menu. (?)
0804A134

0804A85C

0804B6A0

0804B7C0 = "This is no time to be running away!" dialog.
0804B87C

0804B8B8

0804BABC

0804BBA8

0804BBD0

0804BC08 = Attack/Psy/Djinn/Summon/Item/Defend menu interaction?
0804CDA8 = Magnify icon?
0804D0DC = 
0804D118

0804D16C

0804D28C

0804D344

0804D38C = Add icon item to menu. (Max 6)
0804D3E8

0804D484

0804D4F8 = Psy/Djinn/Items/Stats menu. (Without stats.)
0804D570 = Psy/Djinn/Items/Stats menu. (Without description.)
0804D5AC = UTIL menu (New Game, Continue, etc.)
0804D678

0804D754

0804D7FC = Transfer Menu (Password/Link)
0804D968 = Icon Menu: Shop
0804D9A4 = Icon Menu: Sanctum
0804D9E0 = Icon Menu: Yes/No
0804DA3C = Yes/No menu (More research needed.)
0804DA8C = Icon Menu: Coins/Lucky Medals
0804DABC

0804DAD0

0804DB74 = Debug Menu: Warp
0804DC6C

0804DDC8 = Debug Menu: Storybook Flags
0804DE54

0804DEA0

0804DF64

0804E0A0

0804E0A4

0804E0D0 = Pause Menu: Main
0804E14C

0804E1D8 = Icon list (Items, Psynergy, Status Effects,
0804E3F4 = Character list dialogue (Isaac icon; "Master Poi")
Data:

0804E584
0804EB58 = Item icon graphic table

08054A14 = Ability icon graphic table

0805E9C4 = (Sizes of Menu Icons during animation.)

0805EB58 = Character Portrait reference table

08060C30 = Used to decompress strings

080A9F54 = String Table
Party Mechanics

080AD000 ; 128 Private Functions

Public Functions


Private Functions
080AD338 = (Init party and load screen 0.)
080AD348 = get_summon_flags_addr(0), or get_enemy_slot_0x83_addr(1)
080AD360 = get_average_pc_level()
080AD3A8 = get_enemy_stats_address(enemy_id)
080AD3C4 = copy_bytes?(addr1,addr2,bytes,from/to)
080AD3F8 = ?(pc) //Updates all stats? (Seen used in item droppings.)

 080ADA86 = Elemental Pow/Resist Cap code

 080ADB2C = HP/PP Cap code
080ADBEC = Clears flag x167 (Boosts Encounters) & Checks all items from all PCs actively in party, and sets x167 if one Boosts Encounters.
080ADC90 = Return (sum of PCs PP << x10) / (sum of PCs HP) I think? Figure out where this is used.
080ADCEC = Call 080AEBD0 for PC that has highest value for (Current PP/Max PP)
080ADD5C = 
080ADD74 = Calculate build date.(What is the point?)
080ADDF0 = Party initialization?
 080ADEF6 = Adds Felix 

 080ADEFC = Adds Jenna

 080ADF02 = Innate Psynergies

080AE0DC = Set leader to Jenna.

 080AE0E4 = This sets Jenna as the leader while in Venus Lighthouse (during title screen, but is reset again shortly after this)

080AE0F0 = Set leader to Felix, add Felix to party, remove Jenna and Sheba.

 080AE0FA = This sets Felix as the leader while on Idejima (during title screen)

 080AE0FE = This adds Felix to your party while on Idejima

 080AE104 = This removes Jenna from your party

 080AE10A = This removes Sheba from your party

080AE118 = Djinn-related (Piers gets 2 djinn, Mercury x9/xA, redraws all PC stats?)

080AE16C = Max_PC_stats(cure_poison_haunt)

080AE220 = max_pp() Elements V/Ma;J/Me , Some lighthouse PP Regen flags must be on (x110-x113)

080AE2FC = 

080AE358 = 

080AE3FC = flag_reader(base_address,flag) Flag is 12-bit index. (Is this for artifacts?)

080AE410 = 

080AE5FC = 

080AE6C8 = add_item(item,pc) Only if you don’t already have the item.

080AE6E4 = …removes Mithril Bag (Mars Star) (Probably for after Felix obtains it from Isaac), adds Isaac’s team with Psy bestowing items & coins (020004CC).

080AE830 = Return
080AE834 = Add Djinni / Recovery mode / Raise flag in Storybook flags. (02000046)
(Party_Member (0-7), Djinni_type (0-3), Djinni (0-19)) ; (080B0B78 = Add Djinni)
080AE868 = Just Party 1 Djinn?

 080AE8D4 = Give Flint to Isaac.
 080AE8DE = Give Fizz to Mia.

 080AE??? = Random djinn stuff

080AEA30 = Calculate_HP_PP_percentages(pc) 0-4000
080AEAA0 = cur_hp_set(pc_addr,val)
080AEB1C = cur_hp_set(pc_addr,val)
080AEB9C = cur_hp_add(pc,val) Return current hp
080AEBD0 = cur_pp_add(pc,val) Return current pp
080AEC04 = get_item_address(item)
080AEC1C = is_equipped(pc, item) //Returns 1 if item is equipped.
080AEC48 = (pc, item) //Returns 1 for certain item types, and requires a is_equipped check for others.
080AEC68 = (item) //Returns a number depending on the item type.
080AECA4 = get_item_amount(pc, item_slot)
080AECC8 = get_empty_item_slot(pc) //Will return xF if none.
080AECEC = is_empty_item_slot_available() //Returns 1 if any PC has an empty item slot.
080AED38 = get_total_of_empty_item_slots()
080AED6C = add_item(pc, item) //Returns item slot, or -1 if item was not added.
080AEDF8 = add_item(item) //Returns pc, or -1 if item was not added.
080AEE40 = test_item(item) //Adds the item and removes it? Returns pc, or -1 if item was not added/removed.
080AEE98 = get_item(party_member, item) as Int32 //Returns Item Slot # (0-14, -1 if not in stock.)
080AEEC8 = get_item(item) as Int32 //Returns Party Member (0-7, -1 if not in stock.)
080AEF34 = equip_item(pc, item_slot) Returns -1 if already equipped, -2 if another item of the same type is equipped and can't be removed. (x6 (Fan) and xB (?) skips checking another item. / Just equips.)
080AF008 = get_equipped_item_slot(pc, item_type) //Returns the item slot for the equipped item type. -1 if none.
080AF054 = get_equipped_item_address(inventory_address, item type) //Returns 0 if none.
080AF094 = get_equipped_item(inventory_address, item type) //Returns 0 if none.
080AF0E4 = remove_item(party_member, item_slot) //Returns 2 ; Removed altogether. ; Also has an unknown call to 080AD3F8. (Probably used to update stats.)
080AF148 = remove_item(party_member, item_slot) //Returns -1 for empty slot, 1 for decremented quantity, 2 for removed altogether.
080AF1C8 = remove_itema(party_member, item_slot) //Returns -1 for empty slot, 1 for decremented quantity, 2 for removed altogether. Artifact check. (Makes the item available as an artifact if it is one.)
080AF1FC = can_be_dropped?(pc, item_slot) ; Return flag x1 for if equipped and cannot be removed. ; Returns x8 if empty slot.
080AF244 = can_be_dropped?(pc, item_slot) ; Return flag x1 for if equipped and cannot be removed, flag x2 for important item. ; Returns x8 if empty slot.
080AF298 = remove_item(item) //Returns 0 //Searches all party members for item and removes/decrements it.
080AF2C0 = remove_itema(item) //Returns 0 //Searches all party members for item and removes/decrements it. Artifact check. (Makes the item available as an artifact if it is one.)
080AF2E8 = break_item(pc, item_slot) //Returns -1 if empty slot, else 0.
080AF310 = repair_item(pc, item_slot) //Returns -1 if empty slot, else 0.
080AF338 = get_item_target(item) //Reads item's ability target.
080AF348 = add_artifact(artifact_slot, add_quantity) //Returns quantity of artifacts of this item. (0-99)
080AF378 = add_artifact(item, add_quantity) //Returns quantity of artifacts of this item. (0-99)
080AF3A0 = get_item_amount(pc, item) //From specified PC.
080AF404 = get_item_amount(item) //From all PCs.
080AF43C = get_ability_address(ability) //x0000-x3FFF ; < x2DE
080AF464 = psy_check(ability) Returns the first pc that has the ability.
080AF4B8 = psy_check(party_member, ability) as Boolean //Returns True if s/he has the ability.
080AF4E4 = 
080AF6F4 = add_ability(party_member, ability) //Returns an ability_slot
080AF794 = Call 080AFB80.
080AF79C = Get Party Member Base Stats Address(pc)
080AF7AC = Party Member Names… and etc?

080AF8CC = Return

080AF8D0 = EXP to level

080AF91C = 

080AFB80 = 

080AFBB4 = level_up?(pc,target?_level)

080AFBEC = (Might initialize enemy?)
080AFDBC = party_members() as Int32 (0-8) //Returns how many party members are currently in your team.
080AFDD8 = add_party_member(party_member) as Int32 //Returns new number of members in team.
080AFE1C = remove_party_member(party_member) as Int32 //Returns new number of members in team.
080AFE78 = copy_party_members(address) as Int32 //Returns number of members in team. Note: address is where to copy them to. (16-bit spaced.)
080AFEB0 = add_coins(coins) as Int32 //Returns added number. (0 - 999999) More research needed on 02000250.
080AFED4 = *(number_to_add) as Int32 //Returns added number. (0 - 999999) Spent coins at shops. (For game ticket offers)
080AFF00 = *(number_to_add) as Int32 //Returns added number. (0 - 28) Number of Game Tickets bought, caps at 0x1C.
080AFF28 = get_summons_total(addr) addr is where to list the summons.
080AFF7C = get_summon_address(summon)
080AFF94 = obtain_summon(summon)
080AFFAC = get_elemental_levels(pc,pc_ram_addr,sp) pc can be 0-7 for PCs, or 8+ for enemies.; Return 0.
080B0028 = get_elemental_level(pc,element)
080B005C = get_enemy_elemental_attr(enemy)
080B0084 = Update_elemental_pow_resist(pc_slot, pow_res_ram_addr) Includes base levels and djinn, not sure about item bonuses.
080B0144 = find_matching_class(pc,pc__ram_addr,item)

080B0288 = get_class_address(class)
080B0298 = Djinn related
080B02D4 = Call 080B0298.
080B02DC = ?(,)
080B0378 = Random Number Generator //Returns 16-bit (x0000-xFFFF)
080B039C = Return random number x0-x63.
080B03AC = 

080B03E0 = 

080B0408 = 

080B0434 = 

080B0460 = 

080B04BC = 
080B0514 = Base Ability Effect Success Chances?
080B06A8 = Return 1 if enemy found in table 080C6B18, else 0.
080B06C8 = Return 1 if enemy found in table 080C6B76, else 0.
080B06E8 = is_vulnerable/weakness(pc_addr, ability_effect)
080B0740 = Ability_Effect_Revives(ability_effect) //If effect revives, return 1, else 0.
080B075C = Calculate_Ailment_Success
080B0A94 = get_djinni_address(element, djinn) //element: x0-x3 ; djinni: x0-x13
080B0AB8 = add_djinni(element,djinni) Checks flags.

080B0B78 = add_djinni(pc,element,djinni) Return -1 if more than 9 djinn of element or already have the djinni, return 0 if added. ; Doesn’t check flags.

080B0BB8 = ?(pc,element,djinni) If don’t have djinni, or if set, return 0.

080B0C78 = is_djinni_set(pc,element,djinni) Returns 1 if djinni is set, else 0.

080B0C9C = set_djinni(pc,element,djinni) Returns 0 if not set.

080B0D04 = unset/standby_djinni(pc,element,djinni) Returns 0 if set.

080B0D58 = 

080B0E04 = djinni_recovering(pc,element,djinni) Puts djinni on recovery mode.

080B0E40 = ?_djinni(pc_from,element,djinni,pc_to) Could be give, trade, both, or…
080B0EF4 = 

080B0F50 = get_djinni_ability(element, djinn)

080B0F5C = get_ttl_djinn(pc,element) If element=-1, all elements.

080B0F9C = get_ttl_djinn(element) If element=-1, all elements.

080B1004 = (Djinn-related)

080B106C = is_boostable(item) Returns 1 if stat-boost item. (I think?)

080B1088 = ???? If [020023C4]!=6774 then [020023C4]=6774, copy Felix's items to [020023C6..020023C6+E*2] ; Always sets flag x9FF, Max PC stats & cures poison/haunt, clear flags E50-E59.
080B11F8 = If [020023C4]=6774 then set Felix's items to [020023C6..020023C6+E*2] ; Always clears flag x9FF.

Data List
080B127C = Party, 00=Venus/Mars, 01=Jupiter/Mercury (Somehow used for maxing out Current PP.)

080B1284 = GS1 Event Flags related?
080B1290 = This is the percents database that tells you how likely you will get the djinn. Each group of 7 are for the first 7 djinn in each elemental category.
080B12C8 = Party EXP Growth (EXP to level tables)

080B1F2C = 
080B1F40 = Artifact, number in store, save slot reference ([item*2])

080B2340 = PC IDs
080B2364 = Item data table (44 bytes per entry, # & 1FF * 2C)
080B7C14 = Ability data ; Attack/Unleash/Item effect table??? (12 bytes per entry)
080B9E7C = Enemy Stats (76 bytes per entry)
BYTE x 15 = 0x20, likely reserved space for their name, but is unused.
BYTE - Level
SHORT - HP
SHORT - PP
SHORT - Attack
SHORT - Defense
SHORT - Agility
BYTE - Luck
BYTE - Turns
BYTE - HP Regen
BYTE - PP Regen
SHORT x 4 = Items
BYTE x 4 = Item quantities
BYTE = Elemental Stats index (They're read from a separate location)
BYTE = Unknown
BYTE = This affects how often different attacks are used, see note 1.
BYTE = Each bit of this represents a checkbox beside an attack in the editor, the exact effects although unknown seem to be determined by Unknown Value #1
SHORT x 8 = Attacks
BYTE x 3 = Ability Effects for Vulnerabilities/Weaknesses (25% greater chance of receiving the ailment. Not all ability effects apply, probably only the ones that do the formula.)
BYTE = Unknown (Probably Unused.)
SHORT = Coin prize for defeating
SHORT = Item prize for defeating
SHORT = Chance of receiving item (corresponds to ICC values if you're familiar with them)
SHORT = Experience for defeating

Note 1
For this value the settings indicated give each attack the listed chance of being used
0 - All attacks have an equal 1/8 chance of being used.

1
Attack 0=53/256
Attack 1=47/256
Attack 2=41/256
Attack 3=35/256
Attack 4=29/256
Attack 5=23/256
Attack 6=17/256
Attack 7=11/256


2
Attack 0=113/256
Attack 1=56/256
Attack 2=31/256
Attack 3=20/256
Attack 4=14/256
Attack 5=10/256
Attack 6=7/256
Attack 7=5/256

3 and 4 execute their moves in numeral order. One starts with the first move, while the others starts with a random move.
5 always selects the first ability.
6 always defends.
Anything above 6 is treated as though it is 6.


080C0F4C = Party Member Base Stats

080C14EC = Summons list
080C150C = Summons data (8 bytes per entry)
080C15F4 = Classes (84 bytes per entry)
080C6604 = Class Type chart

080C6644 = PC Elemental data (E. Levels 0-15)
080C6684 = Enemy Elemental data
080C6B04 = 
080C6B18 = Enemy list (080B0782:5A; Ignore defense 100%)
080C6B76 = Enemy list (080B0796:5B; Trident 100%)
080C6BB0 = Djinn

 012C = Ability
Map Mechanics

080C8000
080C8180 = Dialogue
080C8880 (080E3698) = Attach cyclone to entrances. (From sky.)

080C8888 (080E37E0) = Attach cyclone to entrances. (From below.) (Called from Initialization code.)

080C8978

080C9694 = Exit Init

080C977C

080C9920

080C9934
080C9944 = Includes unknown room load? (Warps)
 080C99A6 = Call 080ADDF0 Party initialization
080C9C10 = Decompress Map Code
080C9C38 = Room Change Story flags Reset

080C9DC8 = Play sound at 02000450.

080C9DE0 = Set World Map Town Visit

080C9E1C = World Map Town Visit Related
080C9E48 = Assigns Battle Encounters to Maps
080C9F2C

(080C9FCC = )

080C9FD8

080CA164

080CA17C
080CA18C = get_encounter_group(encounter, group)
080CA1A4 = 080EEF54 is encounter+group list. ; For djinn
080CA1BC = Room Music reference Table code
080CA280 = Room Name reference Table code

080CA2FC = Update Sanctum to go to on death.

080CA368 = Sanctum Warp: Ship(room)
080CA3F4 = Sanctum Warp: Ship(sanc_room, sanc_door) (Same as above, but with different args.)
080CA494 = Get Battle Background (16-bit at 02000436.)
080CA4A8 = Assigns Battle Backgrounds to Maps
080CA514 = ?(world_map_terrain_type)
080CA5A0 = Checks_if_pc_is_in_first_four_slots(pc)

080CA5D8 = Assign Battle Music (Has story flag 16C check.)
 080CA63C = Song list follows…
  0038 = If on ship and ship has no wings 

  0032 = Felix
  02EE = Isaac
  0031 = Jenna
080CA6A4

080CA6E4

080CA6E8

080CA9CC

080CAA2C
080CAA4C = 

080CACC0

080CACEC

080CAD64
080CAD84 = Get_object_ram_data(obj_ind) //obj_ind<=BF (If higher, returns 0)
080CAD9C

080CAE5C

080CAF6C

080CAF70

080CAFC4

080CB05C
080CB09C = 
080CB144 = 
080CB1DC
080CB2B8 = 

080CB6C8

080CB6F4

080CB788

080CB82C

080CB8A4

080CB8E8
080CB91C = Large Function for initializing the room. (Research needed.)

 080CBA22 = Event Init

 080CBA2C = Entrance Init

 080CBA30 = NPC Init
 080CBD4

 080CC0B2 = Event Type 6
 080CC1FA = (Call to something with A button?)

 080CC25C = Debug Mode: Storybook Flags menu

 080CC280 = 
 080CC33E = Psynergy via Psy-shortcuts
080CC54C = ? (Atleast some code executed after pressing “A”, where-ever button-check is?)
080CC67C = Entrance Init(unknown_arg)

080CC7C4 = 
080CC994 = u16-bit reader(address ref) ; (Arg should be the address of an address that points to value; Value read in bytes.)

080CC9AC = s16-bit reader(address ref) ; (Arg should be the address of an address that points to value; Value read in bytes.)
080CC9C8 = Entrance Init?
080CC9FC = 

080CCCB8 = 

080CCD48 = Reads a storybook flag. x1FFF ; Returns 0 or 1; if x1000, returns other. 
080CCD78 = Find_Event_Match(event_type,event) Returns address of matching event.
080CCE84 = Call Map Code Initialization. (MAJOR1)

080CCE94 = 

080CCEC8
 ~080CCF30 = Treasure code. (On interactions) (Tested when trying to open Mimic.)
080CD584 = Event Type 6?
080CD5BC = Checks doors and scripted events on collision. 
 080CD5C4 = Scripted Collisions
 080CD614 = Doors
080CD680

080CD808
080CD91C = ?
080CDA58 = Gets match in bank 080EFF28.

080CDA84
080CDAC0 = 

080CDBF8

080CDC40

080CDC74

080CDD80

080CDEA8

080CDEC8
080CDED4 = 

080CDF5C = Get_active_PC() (Returns 8 if Ship.)
080CDF80 = 

080CDFB0 = Use Item Events Check?
080CE0AC = ??? & Retreat disabled stuff?
080CE31C = Find a match for Psynergy Events (Type 5) Arg: Utility
 080CE370 =(Function for finding a match?)

080CE458 = Find a match for Psynergy Events (Type 5)
 Args: ?, Utility, Return from 080CE31C

 Returns address of matching event.
080CE574 = ? (Calls above two functions.)
080CE61C = Using Psynergy (Research needed*)
080CEAFC = Do event(event_address,event_arg0,event_arg1)
080CEB58 = PSYNERGY_EVENT_CHECK (Called from menu code at 080FCF36.)
080CEB80 = ITEM_EVENT_CHECK (Called from menu code at 080FB65A & 080FB516.) 
080CEB94

080CEBA8 = Get Map’s Treasure Address
080CEC24

080CEC34 = Treasure code (On room load.)
080CEE40

080CEE80

080CEEAC

080CEEC8

080CEF24

080CEF68

080CEF84

080CEFB4

080CEFD0

080CEFE0

080CEFFC

080CF004

080CF00C

080CF050

080CF0D0

080CF158

080CF17C

080CF340

080CF34C

080CF350

080CF3B4

080CF424

080CF4E0

080CF554

080CF6FC

080CF78C

080D00F8

080D0184

080D019C

080D01CC

080D0520

080D072C

080D0748

080D0788

080D085C
Event Data:
First 32-bit:
 0000000F = 
 1 = 
 2 =
 3 = 
 4 = 
 5 = Psynergy has Utility
 6 = 
 00000010 = On interacting with object?
 00000080 = “0200” ?

 0000FF00 = Psynergy
 FFFF0000 = Story flag

Second 32-bit:
 000000FF = Object
 00000800 = Direction-restriction. Tolerance of +/-17FF
 0000F000 = Direction

Third 32-bit:


080D0954 = ?

080D0A28

080D0B7C

080D0BEC

080D0C50

080D0CA0

080D0E1C

080D1684

080D16F8

080D170C

080D172C

080D174C

080D1760

080D17AC

080D17E8

080D181C

080D1830

080D1840

080D1A18

080D1AC4

080D1AD4

080D1AE4

080D1CC0

080D1D34

080D1D44

080D1D54

080D1DAC

080D1DF0

080D1E18

080D1E60

080D1E84

080D1EAC

080D1ED8

080D1EE8

080D1F0C

080D1F18

080D1F20

080D2084

080D20A4

080D20FC

080D21F4

080D2240

080D2260

080D22A8

080D2350

080D2390

080D2394

080D2398

080D23B8

080D23CC

080D23D8

080D23F8

080D2414

080D2454

080D2488

080D25C8

080D260C

080D27EC

080D2808

080D280C

080D2810

080D2840

080D295C

080D296C

080D2A0C

080D2A3C

080D2A64

080D2A8C

080D2AA4 = warp_to(map,door)
080D2AD0

080D2AFC

080D2B0C = Execute battle? (encounters,0-7) (Seen used by Star Magician and Dullahan.)
080D2B4C = Djinni battle? ?(obj,djinni?)
080D2C04

080D2C1C

080D2C34 = warp_to(map,door)
080D2C64

080D2C98 = Return
080D2C9C

080D2CC4

080D2D08

080D2D70

080D2D84

080D2D94

080D2DA8 = set_obj_animation_script(obj,data_script_addr) data_script_addr can be x0-xA for defaults.
080D2DC8

080D2DE4

080D2E1C

080D2E40 = Data scripts related?
080D2E50

080D2E78

080D2EA4

080D2ED4

080D2F08

080D2F48

080D2FC8

080D2FFC

080D303C

080D3070

080D30FC

080D3118

080D3164

080D31C0

080D3214

080D3240

080D3254

080D3268

080D32B8

080D32C8

080D3300

080D332C

080D333C

080D3378

080D3460

080D359C

080D35D4

080D3600

080D36A8

080D36C8

080D36F4

080D3744

080D3780

080D37D4

080D3814

080D3838

080D3860

080D3888

080D38D4

080D390C

080D3928

080D3940

080D3A10
080D3B28 - Scoop (x14) - Part 4 (Displaying Loot)

x080D3B5A - Coin loot icon - x00 is the default, changing this will change the coin sprite/icon that displays when one receives coins

080D3BE8 = Dialogue

080D4B0C = set_obj_animation_script(obj_ram_data_addr,data_script_addr) data_script_addr can be x0-xA for defaults.

080D5DE0 = Up(r0=1A)/Down(r0=19) stairs

080D5E50 = Door Type 2: Up stairs

080D5E64 = Door Type 3: Down stairs

080D5FD4 = Door Type 5: Going through door animation.

080D7788 = Djinni obtain related.

080D793C = Djinni obtain related. (Has call to 080D7788.)

080DB4B8
 080DB4CE - Utility stuff (Non-interactions)

x080DB644 - Halt (x09)


080DB670 =
 080DB68E = Utility Interactions
x080DC10C - Graphic stuff (including selection/display)

x080DC294 - Utility initialization(?)

x080DD054 = Move (x01) - Part A (Hand)

x080DD4E8 - Move (x01) - Part A (Hand)

x080DD4F6 = Blend screen to a color

x080DD4FA = Create hand sprite

x080DD512 - Move’s duration

x080DD528 = Create hand sprite

x080DD542 - Related to positioning

x080DD544 - Related to rotation

x080DD54A - Move’s sprite

x080DD574 - Hand’s movement speed when first cast

x080DD57E - Z coordinate of hand sliding upward before vanishing - x00 is the default


x080DD592 - Amount of starting particles - x00 is the minimum, x07 is the default

x080DD59A - Initial particle speed - x80 is the default, lowering this will make the particles appear later (particles are subject to gravity)

x080DD59C - Initial particle graphic

x080DD620 - Move sound effect 1
x080DD63C - Move (x01) - Part B (???)

x080DD668 - Move (x01) - Part C (Vanishing)

x080DD674 - Move sound effect 2

x080DD67A - Hand vanishing, shrinks and inverts until gone - x1E is the default

x080DD680 - Hand vanishing Z coordinate - x80 is the default, higher numbers make the shrinking hand go higher

x080DD68A - Hand spinning speed - x80 is the default speed, x00 will disable spinning

x080DD694 - Spinning movement speed

x080DD6A4 - Vanishing speed - x01 is the default speed, raising this will make the hand vanish sooner

x080DD6B0 - Vanishing particle speed - x80 is the default, lowering this will make the particles vanish later (particles are subject to gravity)

x080DD6B2 - Amount of vanishing particles - x00 is the minimum for one particle, the default is x07

x080DD6BA - Vanishing particle graphic

x080DD72A - Move sound effect 3

x080DD820 - Reveal (x08) - Part A

x080DD874 - Palette change type - x01 is the default for colouring in the environment, while x02 colours objects/NPCs, and x03 colours everything in

x080DD87C - Palette change control - x01 is the default, x00 disables it

x080DD88E - Post-black screen delay

x080DD8B8 - Reveal sound effect 1

x080DD8BE - Boundary modifier - x01 is the default (for ending Reveal should you leave), and x00 makes it so Reveal never ends (but it also becomes hard to leave)

x080DD950 - Reveal (x08) - Part B

x080DD976 - Reveal sound effect 2

x080DD9A8 - Red reality flash intensity - x00 is the default for no red, going higher increases the intensity of the red fade-out

x080DD9BE - Boundary vanishing delay

x080DDA18 - Movement delay - x0A is the default, lower numbers will let you resume movement sooner once Reveal ends

x080DDB3C - Growth (x0C)

x080DDB50 - Growth sound effect 1

x080DDB56 - Growth plant total - x04 is the default, x00 produces a minimum of one plant

x080DDB6C - Growth radius modifier

x080DDB7E - Growth radius code

x080DDB84 - Growth graphic/animation

x080DDB8E - Allows Growth plant animation to play

x080DDBAE - Growth timing, delay until the next one comes up

x080DDBBE - Delay before player regains control

x080DDEA8 - Lift (x07) - Part 1 (Particle stuff)

x080DDF00 - Time before hands start moving (if not lifting an object)

x080DDF32 - Lift sound effect 1

x080DDF38 - Particle speed

x080DDF3A - Particle amount

x080DDF48 - Particle group Z coordinate

x080DDF54 - Particle graphic

x080DDF8A - Particle radius

x080DDFD4 - Lift (x07) - Part 2 (Hand stuff)

x080DDFDC - Lift sound effect 2

x080DDFE8 - Hand graphic

x080DDFFC - Hand creation speed

x080DE004 - Hand movement speed

x080DE02A - Hand spinning/growth time

x080DE036 - Hand spinning/growth speed

x080DE040 - Maximum hand size

x080DE21C - Force (x04)

x080DE23E - Force sound effect 1

x080DE26E - Force particle graphic

x080DE286 - Particle rendering(?)

x080DE28E - Particle palette swap

x080DE294 - Particle size

x080DE29E - Particle movement speed

x080DE2BA - Hand movement angle - x80 is the default, higher numbers make it slant downward, lower make it slant upward

x080DE2DA - Physical hand graphic

x080DE308 - Physical hand movement speed (one of the physical hands is the one that activates Force objects)

x080DE318 - Physical hand graphic animation

x080DE320 - Physical hand palette swap

x080DE338 - Physical hand growing speed

x080DE354 - Pause before shooting hand(s) out

x080DE36A - Mental hand graphic

x080DE382 - Mental hand size 

x080DE392 - Mental hand movement speed

x080DE3A0 - Mental hand graphic animation

x080DE3A8 - Mental hand palette swap

x080DE3E0 - Z coordinate of final destination

x080DE3EC - Maximum distance from player - xE0 is the default, is shifted by x0E to increase range

x080DE440 - Spacing/time between each hand

x080DE51E - Amount of time before player can move again

x080DE550 - Frost (x06) - Part D (Idle pillar stuff)

x080DE556 - Delay before each pillar palette swap 1 flash

x080DE55E - Pillar palette swap 1

x080DE56A - Pillar palette swap 2

x080DE5A4 - Frost (x06) - Part B (???)

x080DE5FD - Frost (x06) - Part C (???)

x080DE688 - Frost (x06) - Part A (Utility usage)

x080DE6A6 - Frost sound effect 1

x080DE6AC - Amount of snowflakes - x00 is the minimum for one graphic, defaults at x0F

x080DE6B2 - Graphic used (three instructions long)

x080DE6CC - Graphic size - x80 is the default size

x080DE6DC - Spiral spacing/type - x01 is the default, different values seem to modify the spiral a bit

x080DE702 - Graphic palette swap - x09 is the default

x080DE71E - Graphic landing radius (once on ground)

x080DE742 - Frost speed - x03 is the default

x080DE754 - Delay between two sound effects

x080DE75A - Frost sound effect 2

x080DE760 - Delay before the player can move again

x080DE77A - Frost sound effect 3

x080DE780 - Delay before pillar creation

x080DE784 - Puddle palette swap 1

x080DE78C - Duration of palette swap 1 flashes

x080DE794 - Puddle palette swap 2

x080DE79A - Duration of palette swap 2 flashes

x080DE7A0 - Pillar creation speed - x01 is the default, higher values make Frost work faster

x080DE7BA - Frost sound effect 4

x080DE7C2 - Freezing animation

x080DE7F4 - Delay before player regains control

x080DE9F8 - Ply (x03)

x080DEA1E - Spinning fairy graphic

x080DEA32 - Spinning fairy graphic size

x080DEA44 - Spinning fairy starting distance

x080DEA5E - Spinning fairy spacing 

x080DEA6E - Ply sound effect 1

x080DEA76 - Delay before primary fairy shows up

x080DEA7C - Primary fairy graphic

x080DEA92 - Primary fairy graphic size

x080DEAA0 - Palette swap 1 (white)

x080DEAA6 - Temporary Z coordinate

x080DEAC0 - Ply sound effect 2

x080DEAC6 - Pause before palette flashing

x080DEAD0 - Duration of blue palette swap

x080DEAD2 - Pause before the fairy releases particles

x080DEAE2 - Palette swap 2 (blue)

x080DEAEC - Palette swap 3 (red)

x080DEAF2 - Duration of each swap (2 and 3) during flash

x080DEAF4 - Time before particle spraying animation - x01 is the default, higher numbers reduce the remaining time

x080DEB00 - Final palette swap of the primary fairy

x080DEB06 - Ply sound effect 3

x080DEB2A - Time before fairy leaves

x080DEB4E - Leaving fairy movement speed

x080DEB56 - Rotation related(?) - x0A is the default, x01 results in the fairy turning as it leaves

x080DEB5C - Disappearance delay - xC0 is the default, lower numbers will cause the fairy to vanish sooner

x080DEB5E - Leaving direction
x080DEBA5 - Cloak (x0A) - Part C (light/tile check part?)

x080DEBAA - Load a word (x02030000) from x030000DC

x080DEBBE - Cloak branch check

x080DEBD2 - Stores a halfword (x2092) at x02030166

x080DEBD8 - Cloak (x0A) - Part B

x080DEBE6 - Beginning of RAM address 030000E0 calculation

x080DEBEA - Cloak Sound effect 2

x080DEC0C - Reappearing palette swap 1 - x07 is the default

x080DEC18 - Intensity of reappearing vibration - x02 is the default (non-existent shake), higher numbers increase the intensity

x080DEC1E - Cloak’s palette swap flashing duration (if used in the light)

x080DEC2C - Cloak’s white flashing duration (if used in the light)

x080DEC3A - Reappearing palette swap 2 - x07 is the default

x080DEC4C - Cloak’s palette swap flashing duration (if used in the light)

x080DEC5C - Cloak’s white flashing duration (if used in the light)

x080DEC8C - Cloak (x0A) - Part D (???)

x080DEC98 - Loads a byte (x01) from x020004AD

x080DECB8 - Cloak (x0A) - Part A

x080DECD4 - Cloak sound effect 1

x080DECF0 - Time before appearing (if used in the light) - x00 is the default, going higher will make the player appear sooner

x080DECF2 - Palette swap - x07 is the default, and is used for the white flashes

x080DED06 - Cloak’s palette swap flashing duration (if used in the light) - x02 is the default, higher numbers will make the swap/clear flashes longer

x080DED16 - Cloak’s white flashing duration (if used in the light) - x02 is the default, higher numbers will make the white flashes longer

x080DED3A - Cloak branch check

x080DED64 - Cloak tile(?) check

x080DEDE8 - Douse (x05)

x080DEE04 - Cloud graphic

x080DEE26 - Douse sound effect 1

x080DEE36 - Distance from player

x080DEE6A - Douse Z coordinate

x080DEF00 - Cloud size modifier 1

x080DEF06 - Cloud size modifier 2

x080DEF12 - Cloud size modifier 3

x080DEF1E - Growing cloud speed

x080DEF28 - Delay before rain

x080DEF46 - Amount of raindrops - x0A is the default for 10 drops, x00 is the minimum for no rain

x080DEF76 - Rain radius

x080DEF94 - Delay before last raindrop

x080DEFA6 - Raindrop graphic

x080DEFF0 - Douse sound effect 2

x080DEFF6 - Delay between each raindrop

x080DF0EA - Shrinking cloud, distance from player

x080DF102 - Shrinking cloud Z coordinate

x080DF12A - Minimum size of the shrinking cloud

x080DF142 - Shrinking cloud speed

x080DF6F4 - Carry (x0B) - Part 1 (Particle stuff)

x080DF74C - Time before hands start moving

x080DF77E - Carry sound effect 1

x080DF784 - Particle speed

x080DF786 - Particle amount

x080DF794 - Particle group Z coordinate

x080DF7A0 - Particle graphic

x080DF7D6 - Particle radius

x080DF820 - Carry (x0B) - Part 2 (Hand stuff)

x080DF828 - Carry sound effect 2

x080DF834 - Hand graphic

x080DF848 - Hand creation speed

x080DF850 - Hand movement speed

x080DF872 - Hand spinning/growth time

x080DF87E - Hand spinning/growth speed

x080DF888 - Maximum hand size

x080DFD00 - Whirlwind (x0E)

x080DFD20 - Whirlwind type (normal vs. bush)

x080DFD74 - Whirlwind graphic

x080DFDAE - Distance from player - x00 is the default, higher numbers will move the graphic further from the player (does not affect real distance, only visual)

x080DFDBA - Relative horizontal X coordinate - x0A is the default, lower numbers make the graphic appear closer, but only if facing in a horizontal direction

x080DFDF6 - Graphic growing speed/size 1

x080DFDFE - Maximum graphic size while growing - x0A is the default, lower values will make it larger, larger values will make it smaller

x080DFE0A - Maximum size while growing (but not when fully grown)

x080DFE14 - Frame related - x01 is the default, higher numbers will result in the graphic’s animation skipping frames

x080DFE16 - Timing/delay between each frame of growth

x080DFE22 - Whirlwind sound effect 1

x080DFE26 - Graphic vertical stretch (x080DFFE8 has additional stretching data)

x080DFEDE - Time until sound effect 1 stops playing

x080DFEE4 - Whirlwind sound effect 2 

x080E03CC - Catch (x0D)

x080E0416 - Catch Z coordinate

x080E0458 - Catch graphic

x080E046C - Catch sound effect 1

x080E0490 - Catch palette swap

x080E04AC - Catch distance - x0A is the default, lower numbers make it appear further away

x080E04C4 - Catch hand Z coordinate - x0A is the default, lower numbers will raise the hand further up

x080E04E8 - Graphic size 1 - xC0 is the default, higher numbers make it larger

x080E04EE - Graphic size 2 - x0A is the default, higher numbers make it smaller

x080E04FA - Graphic size 3 - x80 is the default, higher numbers make it larger

x080E0504 - Hand growing speed

x080E0506 - Hand growing frame delay - x01 is the default, higher values increase the delay between each frame of growth

x080E0510 - Delay before hand opens

x080E0518 - Hand opening animation

x080E051E - Delay before hand moves toward the ground - x0F is the default, higher numbers increase the delay, but the opening/closing animation can loop if too high

x080E0524 - Delay before the hand stops/hits the ground - x09 is the default, higher numbers will make the effect end later

x080E052A - Movement speed when lowering itself to the ground

x080E053C - Hand closing animation

x080E0542 - Catch sound effect 2

x080E055A - Delay before the hand moves upward again

x080E0560 - Time before the hand stops moving upwards

x080E0564 - Floating hand movement speed

x080E056C - Delay between each floating frame - x01 is the default, higher values increase the delay between each frame of levitation

x080E0578 - Delay before the hand returns to the player

x080E057E - Catch sound effect 3

x080E0584 - Hand shrinking speed

x080E0592 - Shrinking hand final relative distance - x0A is the default, higher values will make it vanish into thin air further in front of the player, lower will invert that further

x080E05AA - Shrinking hand final Z coordinate - x0A is the default, lower numbers will lower its destination, but it has a maximum coordinate anyway

x080E05D2 - Shrinking speed (I think, can have its size inverted)

x080E05DE - Shrinking phase starting size

x080E05EA - Delay between each shrinking frame

x080E09C0 - Lash (x11)

x080E0A0C - Lash graphic

x080E0A50 - Lash sound effect 1

x080E0B20 - Lash upper Z coordinate

x080E0B32 - Animation

x080E0B38 - Lash movement speed

x080E0B3E - Lash end timing - x0F is the default, higher numbers will make it end later, lower numbers will make it end sooner

x080E0B50 - Lash sound effect 2

x080E0B68 - Amount of particles - x0F is the default, but going higher will make Lash pegs/ropes react strangely (more noticeable with more particles)

x080E0B7C - Delay before graphic vanishes

x080E0BF2 - Lash sound effect 3

x080E0C2C - Lash sound effect 4

x080E0DD4 - Retreat (x0F)

x080E0DFE - Delay before facing the screen

x080E0E04 - Duration + rotation when turning toward the screen - x80 is the default, <x80 turns counterclockwise and lowering this further slows the turn down, >x7F turns clockwise and raising this further slows the turn down

x080E0E06 - Delay before PC raises arms 1

x080E0E12 - Delay before PC raises arms 2

x080E0E1A - Retreat sound effect 1

x080E0E22 - Arm raising animation

x080E0E2A - Delay before PC floats into the air

x080E0E30 - Retreat sound effect 2

x080E0E38 - Palette swap when floating into the air

x080E0E3E - Animation when spinning

x080E0E52 - Delay before floating up into the air (but not before spinning)

x080E0E7C - Something related to displaying particles - x50 is the default, xC0 will disable the particles and related sound effects

x080E0E8A - Particle burst frequency - x00 is the default, higher numbers result in a lower particle frequency + count

x080E0EA0 - Particle graphic


x080E0EEA - Delay before Retreat is over

x080E0EEE - Time before particles stop

x080E0F24 - Delay before leaving the current room

x080E1214 - Avoid (x10)

x080E1294 - Avoid sound effect

x080E129C - Amount of time before spinning

x080E12A2 - Spin check (x01 to spin)

x080E12A6 - Duration of spin

x080E12AC - Sprite palette Swap

x080E12AE - Silhouette/normal

x080E12B0 - Avoid Length 1

x080E12BA - Avoid Length 2 (same effect as above?)

x080E1F2C - Arrow (x1D)

x080E1F9A - Something bow-related - xF9 to include bow, xFA to exclude it

x080E1FAC - Relative X coordinate - x10 is the default, higher numbers make it go back further, lower numbers move it further ahead

x080E1FAE - Bow Z coordinate, defaults at x10

x080E2010 - Bow & Arrow distance from player - x80 is the default, lower numbers bring it closer and higher numbers push it further away

x080E2028 - Bow & Arrow Z coordinate - x80 is the default, higher numbers will move it higher up

x080E204E - Something arrow-related - xE8 to include arrow, x09 to exclude it

x080E205C - Relative X coordinate - x0C is the default, higher numbers make it go back further, lower numbers move it further ahead

x080E205E - Arrow Z coordinate, defaults at x08

x080E3075 - Cyclone (x19)

080C8880 (080E3698) = Attach cyclone to entrances. (From sky.)

080C8888 (080E37E0) = Attach cyclone to entrances. (From below.) (Called from Initialization code.)

x080E3D04 - Blaze (x1A)

x080E3DA2 - Blaze (normal) graphic height

x080E3E72 - Branch that allows for normal Blaze

x080E3EBC - Blaze (flame) graphic height

x080E3FA8 - Blaze (flame) sound effect

x080E404C - Blaze (flame) leftward (lower value is rightward) tilt

x080E404E - Blaze (flame) upward (lower value is downward) tilt

x080E40C0 - Blaze (flame), something to do with smoke, changing instruction can remove smoke

x080E38C9 - Blaze graphical stuff

x080E3974 - Distance of Blaze (how far flames can go)

x080E397E - Length of Blaze (how long flames can last before vanishing)

x080E3982 - Upward slant, higher values raise end flames while lower values lower it

x080E4A34 - Sand (x17)

x080E572C - Burst (x15)

x080E57C2 - Burst circle (standard), x02 to include and > x03 to exclude

x080E5800 - Burst particles (not sure what it does to them, can delay though)

x080E5814 - Particle X coordinate

x080E5816 - Particle Z coordinate

x080E5848 - Circle/Particle priority - x00 for circle on top, x01 for particles on top

x080E584C - Particle size - x80 is the default

x080E585C - Particle radius

x080E5888 - Particle speed

x080E5890 - Particle attraction (how they go towards the circle)

x080E58EC - Explosion graphic (I think)

x080E5910 - Explosion X coordinate

x080E5910 - Explosion Z coordinate

x080E5D5C - Pound (x12)

x080E68D0 - Scoop (x14) - Part 1 (Utility)

x080E694E - Hand graphic

x080E69F0 - Dirt hole graphic

x080E6A06 - Gray hole graphic

x080E6A34 - Scoop tile check - x00 is the default, changing it will cause a simple looking tile to appear where the hole graphic should appear

x080E6A58 - Scoop sound effect 1

x080E6A62 - Scoop Z coordinate - x80 is the default, raising this will make the hand move up more, but this does not affect the hole

x080E6A72 - Delay before the hand animated

x080E6A7A - Hand animation while moving toward the ground

x080E6A80 - Delay before the hand digs a hole in the ground

x080E6A86 - Time before the hand hits the ground - x09 is the default

x080E6A94 - Hand movement speed while going to the ground - x01 is the default, higher values will slow it down

x080E6AA8 - Hand animation when it hits the ground/is being lifted back up

x080E6AAE - Scoop sound effect 2

x080E6B2E - Tile check (#?) - x04 is the default, making it x00 seems to remove a tile restriction (namely, one can dig into the rocks on Apojii’s beach)

x080E6B88 - Unused/unavailable copy of Scoop sound effect 3 (it matches the third one, but it doesn’t look like it plays at all)

x080E6BC6 - Code for not getting an item (?) - Changing xC8 to xFF can guarantee an item every time the spell is cast (if changed after an item is received), but this writes the item/coin total (R2) to x02030D34

x080E6BD2 - Code for getting an item (?) - If R2 (the item value) is 0, the code will branch here 

x080E6C42 - Dust X coordinate tilt - x08 is the default, higher numbers will make the dust blow further to the left

x080E6C48 - Dust Z coordinate tilt - x08 is the default, higher numbers will make the dust billow higher up

x080E6BE4 - Hand movement speed while going to the ground (when it hits the ground depends on the value at x080E6A86)

x080E6F94 - Dust graphic 

x080E6F98 - Dust radius

x080E6FA4 - Pouring dirt graphic

x080E70F8 - Scoop (x14) - Part 2 (Receiving Loot)

x080E716C - Scoop (x14) - Part 3 (Picking Loot)

080E7238 = Anemos Inner Santum = Statues that follow your movement. (Atleast graphic sparkles and sound.)

x080E781C - Teleport (x1E)

x080E7838 - Stores xFC89 at x203016A. XFC88 is the normal world map, xFC89 is the Teleport one.

x080E7844 - Parch (x16)

x080E7890 - Parch pad distance from player - x80 is the default, higher numbers will move it further away (this also allows it to work from further away as well)

x080E7A1E - Steam area final X coordinate

x080E7A22 - Steam area final Z cordinate

x080E7A52 - Parch sound effect 1

x080E7A58 - Delay before Parch pad comes up

x080E7ACE - Steam radius - x90 is the default, lower values will make the radius smaller

x080E7B2E - Steam frequency - x3F is the default/maximum, lower values will decrease the frequency of the steam vapours

x080E7C40 - Parch pad red hue - x1C is the default, higher numbers make it more red/orange, lower numbers make it more green/blue

x080E7C42 - Parch pad fade - x0C is the default, higher numbers will fade it out more, making it appear pink and white if the previous value is default

x080E7C46 - Parch pad green hue - x1F is the default, seems to be similar to the above red hue modifier

x080E7C4A - Parch pad tertiary hue 1 (secondary pad stage) - x1F is the default, and is similar to the first red hue value 

x080E7C4E - Parch pad tertiary hue 2 (secondary pad stage) - x1F is the default, and seems to control the amount of orange in the pad (if the red hue is the default value)

x080E7C52 - Parch pad tertiary hue 3 (secondary pad stage) - x1F is the default, and seems to control the amount of yellow in the pad (if the red hue is the default value)

x080E7C56 - Parch pad tertiary hue 4 (secondary pad stage) - x1F is the default, and seems to control the amount of red in the pad (if the red hue is the default value)

x080E7C5A - Parch pad tertiary hue 5 (secondary pad stage) - x1F is the default, and seems to control the amount of pink in the pad (if the red hue is the default value)

x080E7D4C - Parch sound effect 2

x080E7D62 - Parch land pad maximum size

x080E7D6E - Delay before small pad shrinks

x080E7E82 - Parch sound effect 3

x080E7E8A - Parch water pad growth speed

x080E7EA2 - Parch water pad maximum size

x080E7EAE - Delay before white screen

x080E7EB0 - Parch end effect value thing - x01 is the default for having a white screen flash, x02 disables this and just goes straight to the tile replacement

x080E7EC4 - White screen flash palette - These three instructions will choose what GBA colour to use. At default, it goes to x7FFF, which is white

x080E7F0E - Palette sliding speed - x01 is the default, going up to x7F for an outward slide, while x80 - xFF are for reverse speed/inward slide (and x00 disables it)

x080E7B74 - Pad graphic (the circle)

x080E7B78 - Pad graphic tile grabbing (how it is displayed on screen)

x080E82CC - Magnet (x1C)

x080E8410 - Spinning particles X coordinate

x080E8414 - Spinning particles Z coordinate - x04 is the default, x0A or x0B centres it better though

x080E9090 - Tremor (x13)

x080E97C8 - Grind (x1B)

x080E97F2 - Delay before the screen shakes

x080E9838 - Duration of shaking screen

x080E986C - Delay between each camera movement (camera seems to move by roughly one pixel after each delay)

x080E9AF4 - Hover (x18)

x080E9B8E - Hover pad relative X coordinate

x080E9B90 - Hover pad relative Y coordinate

x080E9BC2 - Hover sound effect 1

x080E9BC8 - Delay before floating upward

x080E9C8E - Ground pad growing speed - x01 is the default, higher numbers make it grow more slowly

x080E9C90 - Ground pad growing speed - x01 is the default, higher numbers result in a faster growth/frame skip

x080E9C9A - Ground pad shrinking delay - x0A is the default, higher numbers increase the delay before shrinking

x080E9CBC - Maximum ground pad size, starts at this size when shrinking but doesn’t grow this large

x080E9CC4 - Ground pad shrinking speed

x080E9CD0 - Time before ground pad vanishes

x080E9D34 - Hover sound effect 2

x080E9D3C - Floating distance speed - x80 is the default, but other values may cause a “warping” effect, where you are placed there at the set height automatically

x080E9D48 - Floating movement speed - x01 is the default, this is the actual movement speed

x080E9D5C - Set Hover height - x92 is the default, higher numbers result in a higher height, but this should be used in conjunction with the floating distance speed

x080E9D64 - Buoyancy modifier - xC0 is the default, changing this will modify how much you bob up and down in the air

x080EAF98 - Psynergy ring effect (when casting a spell)

080EB960 = Sparkly graphic related?


080ED804 = Return 080F1140 ( World Map Town Locations )

080ED80C = Psynergy ring graphic (When casting a spell)
080ED90C = 

080EDACC = Battle Encounters
 0000 0000 = How often battles happen?

 0000 *8 = Monster Group indexes

 00 *8 = Which battles are more common than the others.

Note: x080EE060 - Lemuria Ship random encounters(?)
080EE6D4 = Assigns Battle Encounters to Maps
 000E = Room
 FFFF = Door
 FFFF = Story flag Index
 0011 = Battle Encounters Index
080EEDBC = Assigns World Map Battle Encounters
 0001 = ? (0001=Felix, 0007=Ship, 0008=Ship+Hover, 0009=Sand; 0008/0009 don’t cause battles.)
 0004 = Terrain type
 FFFF = Story flag Index

 000E = Battle Encounters Index
080EEF54 = Djinn battles?
 0001 = Battle Encounters Index

 0001 = Group (Which of the eight monster groups? (0-7))
080EF094 = Room Music reference Table

 0001 = If Door is x8000+, this is the Room number, otherwise, Area number. (Rooms w/ same name.)
 7FFF = Door
 FFFF = Story flag Index

 004A = Song
080EF4A4 = Room Name reference Table

 0000 = If Door is x8000+, this is the Room number, otherwise, Area number. (Rooms w/ same name.)
 7FFF = Door

 0000 = Room name index

 0000 = Unused?
080EF81C = 8 bytes unused?
080EF824 = Sanctums
 0009 = Room needed to be accessed.
 FFFF = Door needed to be accessed.

 0009 = Map to Sanctum Warp to.

 0002 = Door to Sanctum Warp to.
 0000 = Ship X
 0000 = Ship Y

 C000 = Ship Direction

 0000 = Unused?
080EF984 = Assigns Battle Backgrounds to Maps

 80000048 = Background index from Master File Table.

 00000004 = Map: Venus Lighthouse

You can either assign another background be prefixing with 8*******, assign this background with another map as well (without the 8 flag), or end the list with 00000000.
080EFD1C = Assigns music to battles.

 82F2 = Music?
 0673 = Battle?
You can either assign another song be prefixing with 8***, assign this song with another battle as well (without the 8 flag), or end the list with 00008000(?).
080EFD70 = 

080EFF28 = 

(080EFFD8)

080F1040 = 

080F1100 = 

080F1120 =
080F1140 = World Map Town Locations (Used to set flags when visited.)
080F17A8 = Room Table (8 bytes per entry)

 0649 = Map Code File Index

 00   = Area (When this changes, Area flags x300-x3FF reset.) (Used in room names.)
= Whether you are in a town or not?  Retreat will not work with 02.  Usually 01 or 02.
0000 = Index to MFT indexes in 0802F380 table for Map/Palette/Tileset data.
0000 = ? ; Usually 0000 or 0001.
(080F21D0)
080F21D4 = 
080F2204 = Treasures
 4005 = 4*** might be used to indicate this is a map number. ; 005 is Venus Lighthouse.
 FFFF = Flag index (Flag must be unset to use treasure list under this header.)
Room’s treasure list:

 0080 = The 8 means a treasure chest should appear. 

This numbers tells which dialogue to display starting from line 3525 in the text editor.
0000 = Nothing.
0001 = “Felix checked the chest…”
0002 = “Felix checked the jar…”
0003 = “Felix checked the barrel…”
0004 = “Felix checked the wall…”
0005 = “Felix checked on the ground…”
0006 = “Felix examined the rock…”
0007 = “Felix peered into the hole…”
0008 = “Felix examined the grave…”
0009 = “Felix checked the tree…”
000A = “Felix searched the underbrush…”
000B = “Felix checked the door…”
000C = “Felix looked in the chimney…”
000D = “Felix checked the wooden box…”
000E = “Felix checked the bed…”
000F = “Felix searched the bookcase…”
0010 = “Felix inspected the stone coffin…”
0011 = “Felix checked the fireplace…”
There are more, but I don't feel like listing the rest of them right now.



0080 = Treasure chest
0081 = Mimic
0082 = Psynergy Stone
0083 = Visible Item
0084 = Summon Tablet
0085 = Item in pond


 0000 = Location index.
 0F00 = For this to be available, this flag must be off in the flags. When the item is retrieved, the flag is set.  If 1F00, then the item is always available only when the flag is set. (The flag is never unset.) It doesn’t seem like you can use 1*** when you have a flag value in the header.
 00B4 = The actual item you’ll get. 8*** for coins. (Or which mimic you fight,/ ignored of Psynergy stone/summon if tablet.)

 4008 = More item entries could go here, but since we have 4***, this is for another map.
080F341C = 

NPC Behaviors?
080F3428 = 

080F34E4 = 

080F34E8 = 

080F34F4 = 

080F3500 = 

080F350C = 

080F35C8 = 

080F3614 = 

080F373C = 

080F3750 = 

080F3764 = 

080F385E = 

080F38B2 = 

080F3901 = 

080F393C = 

080F3940 = 

080F3978 = 

080F3984 = 

080F3BC4 = 

080F80A8

080F80C4

080F80E0

080F811C = create_panel(pntr, x, y, width, height, ?) Return ? (Note: May do some unknown things? It has a call to 08038010.)
080F815C = delete_panel(pnl_pntr_addr, unknown flag) //Like clear_panel, but also removes the pointer to its data.
080F8170 = Character Mini-Status panel
 080F8220 = Poison (Status Ailment)
 -Display Class, HP, PP, EXP stats
 080F83F0 = Display class name
 080F8408 = Display stats HP and PP labels and values. (Current / Max)
 080F8410 = Display Exp label and value
 -
 080F843E = NPC (Class name)
 080F8464 = Can't equip (?)
 080F8514 = Nothing
 080F8522 = Learned
 080F8526 = Nothing
 080F8534 = Will learn
 080F8578 = Attack
080F8610 = display_number(number, pnl_pntr, x, y) //right-align (x is right side); width is auto-sized.
080F8658 = display_stats_hp_pp(PC_pntr, pnl_pntr)
080F8708 = display_stats_atk_def_agl(?, ?, ?)
080F8840

080F8888

080F88C4

080F88D0

080F89A4

080F8A44

080F8AB4

080F8BBC

080F8BCC

080F8C18

080F8C54

080F8C94

080F8CE8

080F8E08

080F8F40

080F8F9C

080F9108

080F9170

080F9224

080F92AC

080F92DC

080F9374

080F93A4

080F93B8

080F93C4

080F9448

080F9464

080F9480

080F948C

080F9498

080F94A4 = Items menu
080F9644

080FA2D0

080FA368

080FA3D4

080FA458

080FA478

080FA50C

080FA5A4

080FA84C

080FA870

080FABE0

080FAC58

080FACA0

080FACB4

080FACD8

080FAD1C

080FAD48

080FAD88

080FADD0

080FAE2C

080FAE8C

080FB0A4

080FB104

080FB410

080FB554

080FB638

080FB6D4

080FB738

080FB780

080FB8AC

080FB8B8

080FBD34

080FBD9C

080FBDBC

080FBDDC

080FBE00

080FBE24

080FBE48

080FBE6C

080FC12C

080FC1AC

080FC2E0

080FC480

080FC4C0

080FC558

080FC608

080FC6BC

080FCAB8 = Psynergy menu
080FCBD8 = …(?,?,?)
080FCF14 = …
080FCF5C = …(?)
080FD000 = …(?,?)
080FD294

080FD2E8

080FD52C

080FD55C

080FD6B0

080FD6F0

080FD80C

080FD8A0

080FD968

080FDAD4

080FE164

080FE184 = Choose a character menu
080FE240

080FE274 = Status menu
080FE49C

080FE580

080FE638

080FE894

080FEB58

080FECFC

080FEE04

080FEE40

080FEEC0

080FF1F4

080FF27C

080FF2E8

080FF370

080FF5BC

080FF7B4

080FF850

080FF8E0

080FF94C

080FFB5C

080FFCD4

080FFEE4

081000E0

0810021C

081004B8

08100540

081005E4

08100624

08100660

08100700

08100738

081007F8

08100D40

08100D58

08100E28

08100E34

08100E5C

08100E7C = Djinn menu
0810106C

081015B0

08101638

08101860

081019A4

08101A04

08101A54

08101AC8

08101C0C

08101C18

08101C40

08101C7C

08101D34

08101D5C

08102008

08103064

08103168

08103218

081039FC

08104540

08104928

0810498C

081049C8

08104A58

08104AA4

08104ACC

08104B18

08104B58

08104BA8

08104C00

08104CCC

08104D14

08104D5C

08104DA8

08104E38

08104EF8

08104FE0

0810508C

081050B8

081050CC

081051A8 = Djinn sprites related.
0810526C = Removes all sprites for djinn sprites in menu. + ? ; No args.
081052AC = Set sprite for djinn sprites in menu. args(djinni_number, djinn_sprite, ?)
08105300 = Set sprite location for djinn sprites in menu. args(djinni_number, x, y)
0810532C = Set sprite direction for djinn sprites in menu. args(djinni_number, direction)
08105350 = Set sprite animate value for djinn sprites in menu? args(djinni_number, value)
08105370

081053A8

08105468

08105498

081054CC

081054E0

08105580

Data

081055F8 = 

08105838 = Graphics for Give/Drop bar. (1-30)

08105938 = “Lv”

0810593C = “HP”
08105940 = “/”
08105944 = “PP”

08108000 = Shop Mechanics
081080A8 = (Related to artifacts menu? Return 0 if no artifacts.)
08108130

08108148

0810824C

081082C4 = Shop
08108464 = Shop (Debug?) 200000 coins, Jenna and Mia are poisoned, Isaac is cursed, Ivan is haunted. & items.
081084E0

081084F4 = Text(text_index)
0810857C

08108630

08108660

08108690

0810875C = Sets up buy/sell bars(amount, color_4bit, graphic_addr)
08108788 = Sets up positions for each individual price number (0-9)
081087E0 = 
081088D8

08108928

08108948

081089E4

08108A88

08108AA8 = 
08108AF0

08108B34

08108B70 = Buy/Artifacts menu “Which one of you gets this?” stuff when buying. (Including interactions.)
08109068 = Displays items in Buy/Artifact menu.
08109188 = Text: “Your Coins:” and coins.
081091CC = Text: Item and price. 
08109270 = Text: Item Description.
0810928C

081093A4 = ATK/DEF/AGL panel when buying stuff.
 08109494 = (Will load/read PC Attack)

081095B0

08109624 = (Has call to 081096F8.)
081096F8 = Buy/Sell bar (Data:0810C248)
081098C0

0810993C

08109A3C

08109A98

08109AD8 = Sell menu
08109CAC

 08109FC6 = Forge: “Which item needs my special attention.”

0810A004

0810A03C = (Has call to 081096F8.)
0810A108

0810A2AC

0810A2C8 = Repair menu?
0810A2D0

0810A2D8

0810A490 = Game ticket offerings…
0810A66C

0810A670 = shop_artifacts(shop) Adds shop artifacts to the artifact list.
0810A6B8 = shop_items(shop,sp?) Lists shop items, and returns total number of shop items.
0810A6F8 = get_shop_type(shop) I think.
0810A70C

0810A748

0810A760

0810A7DC

0810A804

0810A834

0810A84C

0810A864 = Sanctum: get_sanctum_price(pc,type) 

type=

0=Revive (level*20)

1=Cure Poison (10)

2=Repel Evil (50)

3=Repel Curse (level*10)

0810A898 = Sanctum: need_healing(pc,type) ; Returns 1 if type needs healing.
0810A8EC = (Sanctum related)
0810A960 = Sanctum: Text(text_index) Offsets index by what menu you have selected.
0810A9AC = (Sanctum related)
0810A9FC

0810AA80 = Sanctum
0810ABF0 = Revive menu?
0810AEA4

0810AF24

0810B04C = “Revive for [22] coins”; “This ally needs no healing.”
0810B0BC

0810B168

0810B1B4 = (Sanctum related)
0810B378 = get_inn_price(inn)
0810B3EC

0810B418 = Inn
0810B520

0810B5C4 = Forge
0810B6BC

0810B6C4

0810B6CC = Forge: NPC dialogue that pops up after you have selected an item. (Based off “----“, “Processed”, and “Rusted” items.)
0810B79C = Give (Like Sell menu, but w/o prices.)
0810B7A8 = Sell
0810B7B4

0810B9C0 = 
0810BCA0

0810BDB0

0810BDF4

0810BE3C

0810BE70

0810BEA8

0810BEBC

0810BF98

Data

0810C008 = Graphics for price. (0-9)
0810C148 = Graphics for price tag.
0810C248 = Graphics for Buy/Sell bar. (1-30)
0810C348 = Positions of orange bars in the Buy/Sell bar from 1-30.
0810C384 = Positions for each individual price number (0-9)
0810C38E = Spent amounts to be offered Game Tickets at shops.
0810C3C8/A = Unknown/Unused?
0810C3F4 = Shop data
0810CC34 = Forge data
0810CF28 = Sanctum healing sound effects.
 52 = Revive
 54 = Cure Poison

 58 = Repel Haunt

 57 = Repel Curse

0810CF2C = Inn prices (Per PC) (See function 0810B378.)

Battle Mechanics

08118000; 243 Private functions (2 which are ARM.)

ARM Functions!

Decompress_Battle_Background(source, destination)

Note: This function is moved to RAM!
08118160 = Start
08118390 = End

?(source, destination, ?1, ?2)

Unused?
Notes: ?1 should be a number from x0 to x10000, and should be an increment of x100. This value is meant to altar color, I think? (Color is a guess.) ; ?2 is how many colors to alter.
08118394 = Start
0811840C = End


Thumb Functions!

Copy arm code for color mod to stack and execute.

08118410= Start
08118422


08118430 = Call 081197F0 with an argument of 0 repeatedly ; Unused?
0811843C = Not sure if this is debug-related?
081185C4 = Not sure if this is debug-related?
Debug-feature: Execute party setup. (Called from 08118958) Returns 0 if succeeds.
08118738 = Start
08118948 = End

Return 

Debug-related (Unknown; When Start is pressed from 08118958)
08118954 = Return

Debug-feature: When called, hold down to activate feature. (The screen should be black.) L/R selects party setup. Arrow keys chooses enemy group. Press A to confirm, if you win/lose/flee the battle, you will come back to the black screen to do another selection of party setup and enemy group. 
Todo: What are the flags set/cleared?
Unused.
08118958 = Start
-"03001150"
08118AC6 = End? (Loop function?)

Called every frame? - Called via pointer.
08118ADC = Start
08118BBC = End

Start a Battle +text 

08118BCC = Start
08118C04 = [18][1] appeared!
08118C0C = [18][1] appeared!
08118C2E = [16]'s party attacks first!
08118C42 = [16]'s party was caught by surprise!
08118C54 = End

08118C68 = Start
08118D2C = Graphics-related (x06000000 section) ; Unused?
08118D60 = Start ; Unused?
08118D6C = Return

08118D70 = Clear status effects at end of battle. (And misc?) 
08118E64 = Start

08118EB0 = Start

08118F6C = Start
08119050 = Return ; Unused?
08119054 = Unused?
08119148 = Unused?
081192A0 = Unused?
081192D0 = Start

08119374 = Start

081195A0 = Start

081195D4 = Start

081195EC = Start

081196FC = Start

08119734 = Start

081197A8 = Start

081197D0 = Start

081197F0 = Start ; Load_enemy_group(enemy_group)
08119802 = Initialize heaps
 08119802 = 03000030:02030000 ?
 0811980C = 03000024:0203004C Battle data
 0811981C = 030000D8:020308C8 Enemy ram
 0811982A = 030000B0:02031090 ?
 08119832 = 0300002C:020310B0 ?
 08119842 = Clear enemy ram
08119900 = Call to Enemy Group Initialization (Loads the enemy data and other stuff.)
08119B16 = Call to "Enemy appearing" stuff? (Which has two function calls for the text.) (08125D74 => 08118BCC)
08119C3A = Call to executing a turn
08119C52 = Call 0811C594. (Flee)
08119E14 = Call 08124CC0. (Return / Does nothing.)
08119E18 = Call to End Of Round Status Effect stuff
08119E9E = Call related to button presses. x303
08119F1E = [18][1] has been downed!
08119F2A = Call to End of battle rewards. (And level up.)
08119FA8 = [16] goes down in defeat...
08119FB0 = [16]'s party has been defeated!
08119FF2 = Call to End of Battle. (Clear status effects.) (And misc?)
0811A024 = End of function.

0811A038 = Start
0811A0B0 = Start

List used enemy slots in address arg0. Return number of slots listed.
Used for Enemies that appear list on battle start.
0811A12C = Start
0811A180 = End

0811A188 = Start

0811A24C = Start
0811A31C = Copy PC (arg0,bit0), and Enemy (arg0,bit1) data slot indexes to address arg1. Return number of slots listed.
0811A39C = Start

0811A44C = Start

0811A468 = Start

0811A484 = Start

0811A490 = Start

0811A4E0 = Start

0811A5FC = Start

0811A640 = Start

0811A674 = Start of function.
0811A69E = PC list code.
0811A6F8 = End of function.

0811A720 = Start of function.
0811A7A6 = End of function.

0811A7AC = Start of function.
0811A82A = list....
0811A89A = Enemy list code.
0811B166 = End of function.


0811B16C = Unused?
0811B180 = Start
0811B294 = Start

0811B2C4 = Start

0811B37C = Start
0811B4AC = Start

0811B4D8 = Called when going to Status.
Updates bits for Status Effect animations. (Felix:[020300D0+1C])

0811B598 = Start
0811B6A4 = Start

0811B724 = Start

0811B75C = Start

0811B9D4 = Start

0811B9E0 = Start
0811B9FC = Called via pointer.
0811BC2C = Unused?
0811BC64 = Start

0811BC98 = Start
0811BCEC = Unused?
0811BD10 = Start

0811BD50 = Unused?

0811BDB0 = Start

0811BDDC = Start

0811BE3C = Start

0811BE68 = Start

0811BEC8 = Start
0811BF18 = Unused?
0811BFA0 = Unused?
0811BFD0 = Start
0811C01C = Unused?
0811C074 = Unused?
0811C120 = Start
0811C1F8 = Unused?
0811C210 = Return

0811C214 = Start
0811C274 = Unused?
0811C2B4 = Start
0811C314 = Unused?
0811C37C = Start
0811C3BC = Start
0811C534 = End

Battle Camera Rotation with L/R buttons.

Unused.
0811C538 = Start
03001150
0811C58A = End

Called from 08119C52.
0811C594 = Start of function: Flee
0811C5F4 = [16] and friends run!
0811C5FC = Call 0811C66C. (Flee pt2; Can't get away.)
0811C610 = Call 0811C6CC. ("... is defending.")
0811C646 = End

0811C650 = Check if data slot number is valid? (0-7, 80-85) Returns 0 if valid, -1 if not.
0811C668 = End

0811C66C = Start of function: Flee (Part 2)
0811C6B6 = But they can't get away!
0811C6C4 = End

0811C6CC = Called from 0811C610.
 0811C700 = [18][1] is defending!

0811C710 = Start
0811C984 = Unused?
 0811C9EE = [18][1] attacks!

0811CA54 = Start
0811CBE0 = Start
0811CBE8 = Unused?
 0811CC40 = A bitter blow!
 0811CC56 = [18][1] takes [22] damage!
 0811CC64 = A critical hit!
 0811CC7A = [18][1] takes [22] damage!
 0811CCA2 = The Grim Reaper calls out to [18][1]!
 0811CCBA = [18][1] has been downed!

0811CCF0 = Start

0811CD30 = Start

0811CD7C = Start
Executes at the start of a round. (Just before PC turns..)
Stores into stack all the data slots indexes for PCs/Enemies... + unknown code.
0811CE50 = Start
02000A50 + 12b
0811CE92 = End

0811CE94 = Start
0811CFA4 = Start
Executes at the start of a round.
0811CFD0 = Start
0811D126 = Call Enemy AI
0811D15E = End

0811D160 = Start

0811D24C = Start

0811D2F8 = Start

0811D414 = Start
Palette copy for rows x5 and xF to previous rows with addition of arg0 to RGB

(Arg0 was 8) ; Executes at the start of a round. (Just before PC turns..)
0811D5A0 = Start
0811D616 = End

0811D61C = Start
Initializes Round/Turn Data
Call 0811CE50 ; (Stores into stack all data slot indexes for PCs/Enemies + unknown.)
0811D71E = End

Get current character's dataslot(character_posslot) (character_slot= 00-0F; 80-8F for enemies) Return character (00-07;80-85) 

Returns DATA SLOT!
0811D720 = Start
0811D746 = End

Get current character's posslot(character_num) (character_num = 00-07; 08+ for enemies) Return character's slot (00-03;80-85)

Returns POSITION SLOT!
0811D748 = Start
0811D79A = End

0811D79C = PC standard attack graphic assignment
0811D7A6 = List (slots 2, 3, and 6 have attack x04, the rest have attack x01)
0811D7DE = End

0811D7E4 = Return

0811D7E8 = Start

0811D89C = Start

0811D914 = Start

0811D9A4 = Start

Execute a turn 

Executes for each character.
0811D9CC = Start
0811DA22 = Call Enemy AI
0811DABA = Function call to 0812381C (Start of turn: For status effects & action types)

0811DAC4 = Ability Type Values (Sequence/Animation Type; not Damage Type)
0811DB24 = (x1)
0811DB34 = (x2)
0811DB3E = Call to "nimbly dodges the blow!" function.
0811DB44 = (xF)
0811DB4E = Call to nimbly function.
0811DB54 = (x5)
0811DB64 = (x9)
0811DB74 = (xE)
0811DB84 = (x3),(x11)
0811DB94 = (x6)
0811DB9E = (x8),(x10)
0811DBAE = (x4)
0811DBBA = The only call to Item breaking + (?)? function.
0811DBC0 = (xA)

0811DC52 = [18][1], stop hitting yourself!
0811DC5A = [18][1] attacks an ally!

0811DC7C = Call to nimbly function.
0811DC9A = (xB)
0811DCB2 = Djinn are recovering more quickly!
0811DCEA = (xC)
0811DD1A = (xD)
0811DD3A = (x7)
0811DD42 = Call 0811DE78. (Flee)
0811DD8C = Place 00FF after a character's turn. (Remove turn data.)
0811DDAC = Sound Effect (390) (in decimal)
0811DDBE = End

0811DDD8 = Start

0811DE78 = Flee
 0811DEC0 = But there's no escape!
 0811DF50 = But there's no escape!

0811DF70 = Ability Sequence Type x5, x9, xE
 0811E10A = But the Psynergy was blocked!
 0811E114 = ...But doesn't have enough PP!
0811E36C = Ability Sequence Type x1
 0811E390 = Call to Damage Formula
0811E3AC = Start
 0811E402 = List ; Ability Transformations/Morphs, Abilities 600 - 631
0811E7DC = Start
0811E830 = Start
0811EA0C = Ability Sequence Type x2, xF
 0811EC60 = [18][1] nimbly dodges the blow!

0811EDB0 = Item breaking function = Ability Sequence Type x4
 0811EFD8 = Your [20][1] broke! 
0811F030 = Start

0811F088 = Ability Sequence Type x3, x11, x8, xA? (x6)
 0811F264 = But the Psynergy was blocked!
 0811F26E = ...But doesn't have enough PP!
0811F330 = Start

0811F3B8 = Start

0811F444 = Start

0811F4D4 = Enemy AI Simple Damage Formula?
0811F5A4 = Start

0811F66C = Enemy AI-Only: Damage Formula?
 0811F798 = List
 0811FBB4 = List

0811FE3C = Start

0811FF08 = Wait for user response. 
 08120008 = B button...?

08120060 = Start
 08120124 = "03001150"

08120158 = Start

08120178 = Start

081201B4 = Set some flag 
Execute text string data 

081201C4 = Start

081201E6 = List
08120238 = D ?
08120246 = C ?
08120252 = 0 ?
08120260 = 1 ?
0812026E = 2 ?
08120284 = 3 ?
0812029A = 6 ?
081202A8 = 4 Text String ; Wait for response.
081202BA = 7 ?
081202C0 = 5 ?
081202D0 = 8 ?
081202F2 = 9 ?
08120312 = A ?
08120322 = B ?
0812033C = F ?
08120346 = E ?

0812035A = End

08120360 = Set text string data ; Used to add text-related stuff to an array for displaying. 
08120388 = Arg is ability effect
081203A8 = Returns true is enemy 102 Agatio or enemy 105 Karst
081203C8 = Start

Damage Formula (I think) 

08120454 = Start of function
08120534 = [18][1] disspated your psynergy.
08120570 = [18][1] is protected by a force field.
081205C6 = But it has no effect on [18][1]!
08120716 = spx28 = Calculate_Ailment_Success (Boolean)
0812091A = [18][1] is up and ready to fight!
08120926 = [18][1] appears!!
08120934 = It split off into [18][1]!
0812094A = It failed to divide!
08120958 = But no one came!

ABILITY TYPE CODE! (Healing/Damage?)

-Added Damage, Multiplier
08120B8C = A critical hit! (or if PC is targeted: A bitter blow!)
08120C58 = [18][1] takes [22] damage! (3200)
08120C60 = [18][1] takes [22] damage! (3197)
08120CB8 = [18][1] was downed...
08120CBC = You felled [18][1]!
08120CE2 = Psynergy Drain
08120D9C = [18][1] loses [22] PP! (3190)
08120DA0 = [18][1] loses [22] PP! (3189)
08120DCE = Healing
08120E44 = [18][1]'s HP is fully restored!
08120E56 = [18][1] recovers [22] HP!
08120E74 = Index -1 (Unknown)
08120F1A = [18][1] takes [22] damage! (3187)
08120F1E = [18][1] takes [22] damage! (3186)
08120F70 = Base Damage, Base Damage (Diminishing), Summon
081211FE = [18][1] takes [22] damage! (3200)
08121206 = [18][1] takes [22] damage! (3197)
08121252 = [18][1] was downed...
08121256 = You felled [18][1]!
08121278 = Psynergy Recovery
081212DE = [18][1]'s PP is fully restored!
081212F0 = [18][1] recovers [22] PP!
08121304 = Effect Only
081213B2 = [18][1] takes [22] damage! (3187)
081213B6 = [18][1] takes [22] damage! (3186)
08121404 = [18][1] was downed...
08121408 = You felled [18][1]!
08121478 = But it has no effect on [18][1]!

081214A2 = [18][1]'s force field was broken!

ABILITY EFFECTS CODE!
08121676 = [18][1] sees clearly once again!
081216A8 = [18][1] is no longer stunned!
081216BE = [18][1] wakes from slumber!
081216DE = [18][1]'s Psynergy seal is gone!
081216FE = [18][1] shakes off the Grim Reaper!
0812171E = The Spirit of Death leaves [18][1]!
0812173E = The poison is purged from [18][1]!
08121776 = [18][1] sees clearly once again!
0812179E = [18][1] is no longer stunned!
081217C6 = [18][1] wakes from slumber!
081217EE = [18][1]'s Psynergy seal is gone!
0812181A = [18][1] shakes off the Grim Reaper!
081218D4 = [18][1]'s HP is fully restored!
081218E4 = [18][1] recovers [22] HP!
0812195E = [18][1]'s PP is fully restored!
0812196E = [18][1] recovers [22] PP!
081219AA = [18][1]'s Agility rises by [22]!
081219DE = [18][1]'s Agility drops by [22]!
08121A22 = [18][1]'s Attack drops by [22]!
08121A74 = [18][1]'s Attack drops by [22]!
08121AC6 = [18][1]'s Attack rises by [22]!
08121B18 = [18][1]'s Attack rises by [22]!
08121B6A = [18][1]'s Defense drops by [22]!
08121BBC = [18][1]'s Defense drops by [22]!
08121C0E = [18][1]'s Defense rises by [22]!
08121C86 = [18][1]'s Defense rises by [22]!
08121CA6 = [18][1] has been revived!
08121CC4 = [18][1] has been revived!
08121CF0 = [18][1] has been revived!
08121D18 = [18][1] has been revived!
08121D42 = The poison is purged from [18][1]!
08121D9A = [18][1]'s Resistance drops by [22]!
08121DF6 = [18][1]'s Resistance drops by [22]!
08121E54 = [18][1]'s Resistance rises by [22]!
08121EB2 = [18][1]'s Resistance rises by [22]!
08121EC4 = [18][1] is poisoned!
08121EF2 = [18][1] is infected with deadly poison!
08121F00 = [18][1] is wrapped in delusion!
08121F12 = [18][1] is confused!
08121F24 = [18][1]'s heart has been stolen! (Charm)
08121F36 = [18][1] has been stunned!
08121F48 = [18][1] falls asleep!
08121F60 = [18][1]'s Psynergy is blocked! (Seal)
08121F6A = [18][1]'s Psynergy has been sealed!
08121F84 = [18][1]'s Psynergy is blocked!
08121F8E = [18][1]'s Psynergy has been sealed!
08121FC2 = [18][1] was downed!
08121FCC = [18][1] suffocated!
08121FD6 = [18][1]'s spirit has been drained!
08122030 = [18][1] recovered HP!
08122042 = [18][1] feels the effects of Reflect!
0812209A = [18][1]'s HP is fully restored!
081220AC = [18][1] recovers [22] HP!
081220EC = [18][1]'s PP is fully restored!
081220FE = [18][1] recovers [22] PP!
08122150 = [22] more PP were sucked away!
0812215A = Recovered [22] more PP!
0812219C = [22] more PP were lost! (3259)
081221A6 = [22] more PP were lost! (3258)
0812223A = [18][1]'s strength returns to normal!
0812223E = An evil spirit grips [18][1]!
0812225A = The Spirit of Death embraces[18][1]!
0812227A = The Grim Reaper calles to [18][1]! [22]...
0812227E = [18][1] readies for action!
08122290 = [18][1] rises to the challenge!
081222B8 = [18][1] has become unable to move!
081222C4 = A protective aura encircles [18][1]! (3293)
081222DA = A protective aura encircles [18][1]! (3293)
081222F2 = A protective aura encircles [18][1]! (3294)
0812230A = [18][1] vanished into thin air!
0812232E = Everybody is resting!
0812233E = [18][1] was blown far away!
081223A8 = [18][1] is ready to counterattack!

0812243E = But no Djinn are in Recovery!
081224B6 = End of function.

Unknown

Returns True (1) for Psy Drain (PP:0); and all abilities that have a PP cost. Else, returns False (0).
081224C0 = Start
081224D6 = End

Quote: 

Return an ability slot based off chance values list at address arg0.
*Used only for Enemy AI, I think.
081224D8 = Start
08122510 = End

Unknown Battle function which includes AI 

08122514 = Start of function.
08122714 = Enemy attack pattern code. (Chooses an ability from the enemy's ability list.)
0812275A = Call 081224D8
081227BC = Whether to use the ability or an item.
0812284C = ABILITY EFFECTS CODE! (x2E-x58/46-88; Code for maybe 4 of the effects?)
08122946 = ?
0812296C = Call 081224C0. (True for Psy Drain & abilities with PP Cost not 0.)
08122?

08122A7E = Get summon ability
08122A92

08122A96 = Targets
08122C14 = End


08122C18 = Start ; Unused?
08122C4C = Start ; Unused?
08122C88 = Start

08122CD0 = Decompress Sprite to VRAM (I think.) 
VRAM pointer to 06010000.
08122D02 = End

?

*Called by 6 POINTERS.
08122D10 = Start
08122D92 = Call to Damage Formula

08122DE8 = List
08122E28 = E ?
08122E34 = D ?
08122E42 = 0 ?
08122E50 = 1 ?
08122E5E = 2 ?
08122E74 = 3 ?
08122E8A = 6 ?
08122E98 = 4 Text String ; Wait for response.
08122EB8 = 5 ?
08122ED2 = 7 ?
08122ED8 = C ?
08122EE4 = 8 ?
08122F26 = 9 ?
08122FA6 = A ?
08122FB6 = B ?
08122FE6 = F ?

0812316C = B button press...?
081233FC = Call 08122CD0 (Decompress Sprite to VRAM)
081234A0 = End

Unknown 

Sets some data to 0, but one to 0x0086.
081234A4 = Start
081234EC = End

Unknown

Checks some data above function may use....
081234F0 = Start
0812352C = End

IsCharInBattle(charslot)

Returns 1 if character slot is in the battle, otherwise 0.
08123534 = Start
08123572 = End

calculate_standby_djinn(charslot, standby_djinn_elemental_quantities_refpntr)

Returns total number of standby djinn.
08123574 = Start
08123644 = End

Unknown 

08123648 = Start
081237CC = [18][1] is defending!
08123814 = End

Start of turn 

0812381C = Start
0812389E = Debug mode check; flag check for 16D ; Button check for R / R+Select ; Defeats enemy or player's party.

08123946 = [18][1] is unable to move!
08123966 = [18][1] is asleep!
08123986 = [18][1] is paralyzed and cannot move!
081239BE = [18][1] is bound and cannot move!

08123A04 = Action type

08123A14 = Flee (x63)
08123BBC = [16] and friends run!
08123BCC = [18][1] runs!

08123C08 = Attack
08123C4A = [18][1]'s [20][1][3]lets out a howl! ; [21]!

08123C68 = (x9) (Counter Attacking / Djinn Counter)

08123CA8 = Psynergy
08123D0A = [18][1] summons [21]! (Ex: Trainer’s Whip: Wild Wolf, Emu, Salamander, etc.)
08123D12 = [18][1] draws a [21]! (Ex: Mysterious Card: Flame Card, Baffle Card, etc.)
08123D1A = [18][1] casts [21]!

08123D96 = Item
08123DAC = [18][1]'s item has[3]already been used!
08123DF6 = [18][1] is defending!
08123E72 = [18][1] uses [20][2]!
08123E76 = [18][1] raises the [20][1]!

08123E7A = Defend, ?(x7)
08123E88 = [18][1] is defending!

08123E90 = ?(x4)
08123ED4 = [18][1] unleashes [21]!
08123ED8 = [18][1] uses [21]!
08123F08 = [18][1] emits ultrasonic waves!
08123F22 = [18][1] uses [21]!
08123FB6 = [18][1] uses [21]!
08123FBA = [18][1] glowers ferociously!
08123FBE = [18][1] is intimidated and[3]cannot stop trembling!
08123FC2 = The baleful gaze of[3][18][1] turns upon you!
08123FC6 = [18][1] eats some worms!
08123FCA = [18][1] lets out a [21]!
08123FCE = [18][1] unleashes [21]!
08123FD2 = [18][1] glowers miserably at you.
08123FD6 = [18][1] exudes the smell of decay!
08123FDA = [18][1] erupts in furious rage!
08123FDE = [18][1] attempts to divide!
08123FE2 = [18][1] looks for allies!
08123FE6 = [18][1] looks for help.
08123FEA = [18][1] can't move!

08124028 = Djinni
0812411C = [21] is set to [18][1]!

0812417C = ?(x8)
0812419E = [21] is still in recovery!
081241FA = [18][1] unleashes [21]!

0812420A = Summon
081242BC = [18][1] summons [21] but[3]doesn't have enough standby Djinn!
081242DC = [18][1] summons [21]!

08124376
081243F4 = [18][1] attacks!
08124696 = ? = Calculate_Ailment_Success (Boolean)
0812472E = Load Ability Type Value (Not Damage Type, but Sequence/Animation Type.) from table.
0812473E = Call 081224C0. (True for Psy Drain & abilities with PP Cost not 0.)
081247F8 = End

Random chance of recovering from an ailment/debuff

(((Luck * 3) - (Turns * 5) + base_chance) * 655) >= 16BIT[rand()]
Attack = 30%
Defense = 20%
Resistance = 20%
Delusion = 30%
Confuse = 60%
Charm = 70%
Stun = 20%
Sleep = 50%
Psy-seal = 30%
08124810 = Start
08124850 = End

08124854 = Decrement Attack (De)Buff Turn Duration
081248B4 = Decrement Defense (De)Buff Turn Duration
08124914 = Decrement Resistance (De)Buff Turn Duration
08124974 = Decrement Delusion Turn Duration

(Sees clearly once again.)
081249B0 = Decrement Confuse Turn Duration

(Regains consciousness.)
081249EC = Decrement Charm Turn Duration

(Regains consciousness.)
08124A28 = Decrement Stun Turn Duration
08124A64 = Decrement Sleep Turn Duration
08124AA0 = Decrement Psy-seal Turn Duration 

(Psynergy seal)
08124AF8 = Decrement Regenerate Turn Duration

(Recovering HP)
 08124B56 = [18][1]'s HP is fully restored!
 08124B68 = [18][1] recovers [22] HP!
08124BA8 = Decrement Reflect Turn Duration
08124BCC = Decrement Agility Buff Turn Duration
08124BFC = Unknown (Djinn-related)
08124CAC = Unknown (Djinn-related) (Linked from pub only.)
08124CC0 = Return
08124CC4 = Start
 08124D92 = [21] is set to [18][1]!
08124E1A = End

End of round (+ status effects) 

08124E20 = Start of function.
08124F0C = [21] is set to [18][1]!
0812501E = Approximate location for setting Counter-Attack (Reflux) to 0.
081250A8 = [18][1]'s HP is fully restored!
081250B0 = [18][1] recovers [22] HP!
08125104 = [18][1]'s PP is fully restored!
08125120 = [18][1] recovers [22] PP!
08125150 = [18][1]'s Agility returns to normal!
0812517A = [18][1]'s Attack returns to normal!
081251A4 = [18][1]'s Defense returns to normal!
081251CE = [18][1]'s Resistances return to normal!
081251F8 = [18][1] sees clearly once again!
08125222 = [18][1] regains consciousness! (3306)
0812524C = [18][1] regains consciousness! (3310)
0812527C = [18][1] is no longer stunned!
081252AC = [18][1] wakes from slumber!
081252D6 = [18][1]'s Psynergy seal is gone!
08125300 = [18][1] stopped recovering HP!
0812530C = Call Decrement Reflect Turn Duration
0812532A = Reflect no longer affects [18][1]!
0812535A = End of function.

Related to djinn

08125390 = Start
0812549C = [18][1]'s [21] is on standby!
081255E0 = [18][1]'s [21] is drained!
081255F0 = All of [18][1]'s Djinn are drained!
0812560C = End

End of turn (+ status effects)

0812561C = Start
08125834 = (CD5) [18][1]'s Earth Power rises by [22]!
081258C4 = A curse does [22] damage to [18][1]!
0812590E = [18][1] was downed...
08125912 = [18][1]'s strength is exhausted...
08125968 = The poison does [22] damage to [18][1]!
081259CE = [18][1] was downed...
081259D2 = [18][1]'s strength is exhausted...
08125A26 = The Grim Reaper calls out to [18][1]!
[18][1] was downed...
08125A82 = End


08125AA0 = Unused?
08125B78 = Start
08125BB8 = Start

08125C0C = Called via pointer.
08125C5C = Unused?
08125C94 = Called via pointer.
08125CFC = Called via pointer.
08125D68 = Called via pointer.
08125D74 = Open Battle Transition Graphics / Initialize / ?
 08125F8E = Call to "Enemy appeared" function.
 0812619E = Call to "Enemy appeared" function.

08126218 = Start

0812628C = Start
 I/O, Palette and VRAM pointers.

081263C4 = Start

081263F0 = Start
081263FC = Start
 Palette and VRAM pointers.

08126548 = Start
08126700 = Unused?
08126804 = Start
08126904 = Start
08126944 = Unused?
08126978 = Unused?
081269AC = Unused?
081269BC = Execute a RAM function: 0300021C; Unused?
081269CC = Unused?
081269EC = num>>4 (If neg then (num+F)>>4 ; Unused?
081269F8 = Unused?
 03001150; Bits: 0008

08126AE4 = Start
08126B64 = Unused?
08126BA0 = Start
08126BCC = Called via pointer.
 Pointers: 08126E54

08126CFC = Start
08126DFA = End

Something to do with Casting Animation
Called via pointer.
08126E00 = Start
Pointers: 0812980C, 08129828, 08129830
08127020 = End

Called via pointer.
08127038 = Start
-VRAM pointer: 06004000
08127060 = End

08127068 = Start
08127288 = End

081272B0 = Start
-VRAM pointer: 06004000
08127300 = End


08127304 = Return ; Unused?
08127308 = Start
-VRAM pointer: 06004000
0812755A = End

Call 08126218(0,0)

0812756C = Start
08127576 = End

Call 08013438(2,0,0)

Unused?
08127578 = Start
08127584 = End

Get average level for all in-battle enemies. (I think) - "in-battle group" would be the argument

*Battle Arena only
08127588 = Start
-Pointers: 0812CE7C
08127644 = End

 
0812764C = *Battle Arena only
 Pointers: 08130C5C: Clear unneeded Enemy flags.
0812786C = *Battle Arena only
08127A0C = Hard mode? (I think) 
addenemy(charid)

This function might be used for adding enemies to battle.
08127ADC = Start
08127B9C = End

Removesubenemybit(charid)

(0203004C+x1C = A bit is removed when enemy dies. (Based off enemy groups and the enemy number following their names. Bits are only used when there are numbers. And possibly returning the suffix number?)
08127BA0 = Start
08127C2A = End

enemyname1(?)

Adds a "1" to the enemy name if the conditions are met.
08127C2C = Start
08127C7C = End

getrandomenemy(enemygroup) ; Return charid

08127C80 = Start
-Pointers: 0812CE7C
08127CCC = End

08127CD4 = Initialize Enemies?
 Pointers: 0812CE7C, 0812CE94
081280A0 = Includes 08130D0C - Individual Enemy Table ; Return Byte 0: Bits: E0
081280BC = Includes 08130D0C - Individual Enemy Table ; Return Signed Byte 0
081280D8 = Includes 08130D0C - Individual Enemy Table ; Return Byte 3: Bits: 10
081280FC = Includes 08130D0C - Individual Enemy Table ; Return Byte 2: Bits: 01
08128124 = Includes 08130D0C - Individual Enemy Table ; Return Byte 2: Bits: 10

0812814C = Includes 08130D0C - Individual Enemy Table ; Return Byte 2: Bits: E0
08128174 = Includes 08130D0C - Individual Enemy Table ; Return Byte 3: Bits: 01 ; Unused
08128194 = Includes 08130D0C - Individual Enemy Table ; Return Byte 4
Returns item number with its important and rare flags. 

Returns Important*0x400 + Rare*0x200 + Item number.
081281B0 = Start
081281E8 = End

Resets some data to 0 on battle loading...

Sets 0 to 0203059C - 020305AF ; and sets 0000 to 0200049C.
0203059C = Coin reward
020305A0 = EXP reward
020305A4 = ?

081281EC = Start
08128220 = End

Get Enemy Number from name

Gets the first number from 1-9 in the name, and returns 0-8 respectfully; if none are found, 9 is returned.
Only used in Enemy Killing function. (Below)
08128228 = Start
0812824A = End

0812824C = Kill Character
 08128322 = Set killed enemy's flag.
081284C0 = End of battle rewards. (And level up.)

Note: Includes text strings.


[18][1] attacks!
0811C9EE
081243F4 = In my tests: Called with all PCs and Enemies.


0811D9CC - 0811DDBE = Ability Type Values (Animation Chain)
0812381C - 081247F8 = "Attack" function. (More research needed.)
081284C0 - 0812878A = End of battle rewards. (And level up.)



Text functions:  08120360 ; 080381C8
---
Data banks! (Listed every pointer found in code. The ones not found in code should have a "?" directly beside the address.)

081287C4? = Unknown?
081287C8 = Unknown (From 08118D28)
081287D4 = Unknown (From 0811A700)
081287E2 = 
081287F0 = 
081287FE = 
0812880C = 
0812881A = 
08128828 = 
08128836 = 
08128844 = PC Slot Coordinates. (I think the coord grid is the ground.) (From 0811B17C, 0811B4A8)
08128868 = ?
08128898 = Ailment chances for success? (Tested with Sleep Bomb / Sleep) (Used in Damage Formula.) (0812889E = "0000" (Unused))
081288A0 = Psy Drain (Chance or amount %?)
081288B8 = Healing (% Amount)
081288D0 = Index -1
081288E8 = Base Damage
08128900 = Summon
08128918 = Base Damage (Diminishing)
08128930 = Psynergy Recovery
08128948 = Effect Only
08128960 = Enemy xDA's "random" enemy entries. (See Enemy AI)
0812896C = Related to ailment chances?
08128972 = Ability Sequence Type Values (http://forum.goldensunhacking.net/index.php?topic=1416.0)
08128C50 = Ability Visual Effect ref table; Selects an abilities graphics, as well as the arg.
081297C4 = ? (From 08125110)
081297CC? = ?
081297DC? = ? (x30 bytes)
0812980C = Unknown (Affects 3 bubbles casting animation?)
08129828 = Affects 3 bubbles casting animation. ; The particles
08129830 = Affects 3 bubbles casting animation. ; The bubbles
08129840? = ?
08129864? = ?
0812996C = Red spinning crystal graphic.
08129D6C? = Unused Graphic?
0812A16C = ? (From 081184CC, 08118734)
0812A174 = Party Set-ups (Large list, debug data; x18 bytes an entry; x0=character; x1=level; x2=Djinn by element, x6=item; x12=ability); See old man In Link Lobby. Debug mode: 03001238:01, B+Start, 312:0, Hold L through walls, go south.
0812A176 = 
0812CACC = ? "00000011"
0812CAD0 = Item/Battle sprite reference
0812CBB0 = ?
0812CBD8 = 
0812CC00 = 
0812CC28 = ?
0812CC5C = Enemy Ability Chance Rates (3 entries of 8 bytes)
0812DD64 = 
0812CC6C = 
0812CC74 = ? (From 08125C8C)
0812CD74 = Opening Battle Transition Graphics (From 08125E80)
0812CE54 = Flashing selection. Each number effects each of the frame shades.
0812CE7C = Enemy group data (x18 bytes per entry) (From index 0)
0812CE94 = Enemy group data (From index 1)
08130C5C = List of enemy flags to be cleared. (Battle Arena)

08130D0C = Individual Enemy Table (8 bytes/entry)
 025F Sprite value
 A2   Sound effect on defeat + palette swap
 00   Attack type - from x00 to x15, PCs have to be in the NPC class to use other attack types (attacks include Star Magician's magic attacks, punches, jabs, uppercuts, claw attacks, and other standard slashes and swings); attacks are coded in red, PC attacks are hard-coded in blue (unless NPC class); add x20 for certain attack types to add hopping, multiply the x20 to increase jump height (x80 is standard attack jump height)
 00 
 00   Cast/impact height
 00 
 00

= Free space

Temp

0x0811A834 - Party Member battle sprite code pointers
0x08120A58 - Damage Type Functions
0x08120FB4 - Summon multiplier code
0x08122744 - Enemy AI code (???)
0x08128c50 - Ability Visual Effect reference table
0x0812CAD0 - Item/Battle sprite reference
0x08130C5C - ???
08138000 = Ability Animations?
081AC000 = Title Mechanics
081AC000 = Lucky Dice (238:9/19)

081B2000 = Lucky Wheels (238:10/20)
081B8000 = Super Lucky Dice (238:8/18)
081C0000 = Audio

081C4530 = Songs
08300000 = Sprite Data

BYTE - Sprite width
BYTE - Sprite height
SHORT - Image scale.  A value of 0x0100 is 100%, 0x0200 is 200%, and 0x0080 is 50% (In hex 0x080 is half of 0x100).
BYTE - Number of directions the sprites have (Party members have 5, NPCs have 3, battle sprites have 2, e.t.c.  Sometimes this value is different to represent that some of the directions are mirrored compared to how they usually are)
BYTE - Number of animations
BYTE - X offset
BYTE - Y offset
BYTE - Unknown
BYTE - Collision Radius
BYTE - Compression format
BYTE - Unused (Version 0.4+ of the editor uses this space to store the number of sprites)
WORD - Pointer to a collection of pointers to the graphical sprite data
WORD - Pointer to a collection of pointers to the animation data

08680000 = Master File Table

HEX;DEC;

000;000;08000000 = ROM
001;001;08680000 = Master File Table
002;002;08682000 = Build Date?

003;003;08020000 = 
004;004;08038000 =

005;005;080AD000 = Party Mechanics

006;006;080C8000 =

007;007;080F8000 =

008;008;08108000 =

009;009;08118000 = Battle Mechanics
00A;010;081A0000 =

00B;011;081A6000 =

00C;012;08138000 = Ability Animations

00D;013;081AC000 =

00E;014;081B2000 =

00F;015;081B8000 =

010;016;081C0000 = Audio Mechanics
011;017;081C0000 = Audio Mechanics
012;018;08300000 = Master Sprite Data
013;019;08682010 = Font

014;020;08684010 =
015;021; = See Image Viewer(16)?
016;022; = Title Screen (Picture of lighthouse)

;032; = Nintendo screen.

;034; = Golden Sun screen.

;035; = Small World Map Image
;036; = Large World Map Image
;039-128?; = Battle Background

;132-133 = Mini-Game Backgrounds

;~410-445 = World Map stuff? (Tilesets, palette, map data…)
1D6;470;0895BB58 = Character Portraits

1D7;471;0896428C = Menu Icons

;620-1608 = Map data, Palettes, and tilesets.

;1609-1722 = Map Code

;1723-2047 = Empty Slots
Stuff some ROMs may have that others may not:

08F79650 = MEGAROMS Screen 1

08F8C254 = MEGAROMS Screen 2

08F9EE50 = MEGAROMS ARM code (Press L+R on boot)

08F9EFE8 = Free

Note: The value at 08000468 will be 08F9EE50 instead of the original 0801319D.

RAM Map
02000000-02002FEF is saved to Save Game.
02000000 = Used in saving.
 02000000 = Name

 0200000C - Level

 02000010 = Frame counter
 02000014 = Coins

 02000018 = Djinn amounts

 0200001C = PC order (First 4 PCs.)

 02000026 = Build date related

 0200002C = Checksum of 02000040-02000F60. (?)
 02000030-F = Unused?

02000040 = Storybook Flag List
 000 - 1FF = General Data that includes practically everything you could use anywhere in the game. Character/Djinn flags, and what not.
 000 - 007 = Player Characters
 010 - 01C = Summons (Only the tablet ones from Zagan to Iris.)
 020 = GS1:  If on:  Young Isaac / Young Garet
 021 = GS1:  If on:  Young Isaac wears Machete; Adult Isaac is transparent.
 022 = Toggles overworld music. 0 for default, 1 for joined party music.
 02E = Hard mode
 030 - 07F = Djinn
 080-0DF = Cleared when switching rooms.
 (100-15F = Unknowns?)
 107 = Disables menus (A/Select, and Start button (A.k.a. Pause menu) screens. You can still access the debug menus, though. Also  disables psynergy shortcuts.
 110-113 = Elemental Regeneration: Adds 4 PP in battle at the end of a round. Venus, Mercury, Mars, Jupiter, respectively. ; Cleared when you switch areas.
 11B = Music never changes when you switch rooms.
 11C
 120 = Up stairs animation after going through a door.
 121 = Down stairs animation after going through a door.
 122 = Fall from ceiling animation after going through a door.

 123 = Set if current room is town. Related to the Retreat ability, but not what disables Retreat. (Cleared on room change, but set if byte x3 is 2 for a room entry at 080F17A8. "02" disables Retreat.)
 12F = Show Area’s name on room entry. ; Seems to be set directly after Area flags are cleared. (x300-3FF); but is soon after unset. (Not sure when, yet.) ASM: 080C9C92
 140 = Utility flag: 0=Not Interaction/Not-interaction; 1=Interaction/Non-interaction
 141 = Utility flag: 0=Non-interaction; 1=Interaction
 144 = Disables Retreat.
 146
 15F = Disable random battles.
 (160 - 17F = There are some debug mode flags in here, not sure what all is here yet.)
 160 = Disable random battles. (Does not require debug mode to be enabled.)
 161
 163 = *Requires Debug mode, I think* Disables battle encounters, warps, etc. (You cannot climb up vines, move pillars, etc.) You get free-movement on the world map (Navigating over mountains and oceans.)
 167 = Boosts Encounters? (Set if one of the party members has an item that boosts encounters.)
 16A = Should be battle related.
 16B = Should be battle related.
 16C = Should be battle related. - Cleared when switching rooms. (0=Battles can have up to 6 enemies? ; 1=Up to 3 enemies?)
 16D = *Requires Debug mode, I think* In battle, during the attack sequence, you can press R to destroy all the enemies. Do this with Select pressed and it'll destroy your party.
 16E = On battle encounter do djinni tutorial.
 172 = A line appears between Piers and the other three on the Status screen.
 173 = Battle Arena (For stepping in the circle & clearing enemy flags for enemies that don't appear in the arena)
 174 = Should be battle related. (Enemy Groups related: 0= Returns NEG 2 if any enemy in battle was never defeated; 1=Get average levels for all enemies in battle.)
 175 = Alternate music during the Echo djinn tutorial. (Set when you hold UP after leaving Daila.)
 176 = On ship during World Map. (Flag used in music table.)- Sets/clears on room change. (Note: 020004B6 is read.)
 17C = "Cannot save here" when trying to save.
 17D = "This is no place for that!" when trying to save. (Only if flag 17C is off.)
 17E = "The Pause Menu is not available now." (Cleared when switching rooms.)
 17F = GS1: Isaac can run faster. (Hold B.)
 180 - 1FF = Area flags (Flags are set when you visit the entrance room of an area.) I'm guessing there are unused flags mixed up in this bunch. This is used for the World Map Screen. (R button on World Map.) Bank: 080F1140
 200 - 2FF = Room-based flag bank. These are reset back to 0 when you switch between rooms.
 300 - 3FF = Area-based flag bank. These are reset back to 0 when you switch between areas.
 400 - 41F = Shop flags. Each flag is for each shop, and they are set when you visit them the first time. The order of these flags match the Shop list in the editor.
 420 - 5FF = Probably unused?
 600 - 782? = Enemy flags. These are set on first-kill of an enemy. Each enemy has a flag. (?) I will need to look into this...
 783? - 7FF = Probably unused?

 800 - ??? = Story flags. (Cutscenes/etc.) Not sure where this ends, but I know the A80 section has story flags for Anemos Inner Sanctum.
800-81B = Isaac and co.'s djinn. (Starting at the beginning of the game. ; These are populated when you get to the screen that you name Isaac on.)

81C-81F = Unused? 81E = used

820-824 = ?

825-83F = Unused?

840 = 35 – DEKAN01: Dehkan Plateau (Statue moved for shortcut.)

841 = 36 – DEKAN02: Dehkan Plateau (Statue moved for shortcut.)

842 = 21 – KANDO_O: Kandorean Temple (Bush blocking doorway.)

843 = 

844 = 

845 = 

846 = 

847 = 

848 = 22 – KANDO_E: Kandorean Temple (Entrance cutscene.)

849 = 22 – KANDO_E: Kandorean Temple (Lash Pebble cutscene (before))

Note: Allows you to leave through entrance door.

84A = 22 – KANDO_E: Kandorean Temple (Lash Pebble cutscene (after))

84B = 

84C = 25 – KAIJIN03: Shrine of the Sea God (Statue moved for shortcut.)

850 = 82- AYERES01: Air's Rock: Whirlwind Scene (For treasure)

851 = 82- AYERES01: Air's Rock: Whirlwind Scene

852 = 82- AYERES01: Air's Rock: Whirlwind Scene (For treasure)

853 = 82- AYERES01: Air's Rock: Whirlwind Scene

854 = 82- AYERES01: Air's Rock: Whirlwind Scene (For treasure)

855 = 82- AYERES01: Air's Rock: Whirlwind Scene

856 = 82- AYERES01: Air's Rock: Whirlwind Scene

857 = 82- AYERES01: Air's Rock: Whirlwind Scene

858 = 82- AYERES01: Air's Rock: Whirlwind Stone Scene (Passage on wall.)

85F = 83- AYERES02: Air's Rock: Statue moved

869 = 83- AYERES02: Air's Rock: Statue moved

861 = 83- AYERES02: Air's Rock: Statue moved

862 = 83- AYERES02: Air's Rock: Statue moved

86C = 35 – DEKAN01: Dehkan Plateau (Mars Djinni escaping cutscene 1.) Cannon

86D = 35 – DEKAN01: Dehkan Plateau (Mars Djinni escaping cutscene 2.)

86E = 36 – DEKAN02: Dehkan Plateau (Mars Djinni escaping cutscene 3.)

86F = 36 – DEKAN02: Dehkan Plateau (Mars Djinni escaping cutscene 4.)

870 = 36 – DEKAN02: Dehkan Plateau (Mars Djinni escaping cutscene 5.)

871 = 38 – DJ_DKN01: Dehkan Plateau (Mars Djinni escaping cutscene 6.)

872 = 23 – KAIJIN01: Shrine of the Sea God (Riki and Tavi 1)

873 = What sets this flag? ; Daila flooded (0) ; Daila cleaned up (1)

874 = 25 – KAIJIN03: Shrine of the Sea God (Jupiter Djinni escaping cutscene 1.) Breath

875 = 25 – KAIJIN03: Shrine of the Sea God (Jupiter Djinni escaping cutscene 2.)

876 = 27 – KAIJIN05: Shrine of the Sea God (Jupiter Djinni escaping cutscene 3.) (When under bridge)

877 = 27 – KAIJIN05: Shrine of the Sea God (Jupiter Djinni escaping cutscene 4.) (When on bridge)

878 = 38 – DJ_DKN01: Dehkan Plateau (Retrieved Pound Cube.)

879 = 84- AYERES03: Air's Rock: Statue moved

87A = 84- AYERES03: Air's Rock: Whirlwind Stone Scene (Passage on wall.)

87B = 84- AYERES03: Air's Rock: Whirlwind Stone Scene (Passage in ground.)

87C = 27 – KAIJIN05: Shrine of the Sea God (Jupiter Djinni escaping cutscene 5.)

887 = 83- AYERES02: Air's Rock: Statue moved

889 = Yampi Desert (70:4): King Scorpion running under sand 1.
889 = Yampi Desert (71:1): King Scorpion running under sand 2.

88A = Yampi Desert (71:3): King Scorpion running under sand 3.

88B = Yampi Desert (71:3): King Scorpion ready for battle.

88C = Yampi Desert (71:3): King Scorpion defeated.

890 = 4 – V_ENT: Venus Lighthouse (Soldiers cutscene.)

891 = 4 – V_ENT: Venus Lighthouse (Birds cutscene. Entering)

892 = 4 – V_ENT: Venus Lighthouse (Birds cutscene. Exiting)

893 = 4 – V_ENT: Venus Lighthouse (Ruffian 1)

894 = 6 – SHR_M14: Suhalla Gate (Ruffian 2)

895 = 7 – SHR_M23: Suhalla Gate (Ruffian 3, 4, 5)

896 = 8 – SHR_M56: Suhalla Gate (Punch Ant)

897 = 86- AR_IN02: Air's Rock: Statue moved (east)

898 = 86- AR_IN02: Air's Rock: Statue moved (west)

899 = 86- AR_IN02: Air's Rock: Whirlwind Stone Scene

89A = 85- AR_IN01: Air's Rock: Whirlwind Stone Scene

89B = ?

89C = ?

89D = ?

89E = ?

89F = 86- AR_IN02: Air's Rock: Visited inside.

8A7 = Isaac, the Pirate King! (96:25) (Cutscene can be done.)
8AB = 45- MDROOM01: Madra: Piers escaped jail. (When is this set?)


8CD = Gabomba Statue…

8D1 = Air's Rock (Inside; Statue moved 2 units south.)

8D4 = 89- AR_IN05: Air's Rock: Sheba learned Reveal.

8DE = Ship acquired.

8DF = Ship has wings.

8F0 = 68- YANPI02: Yampi Desert: NPC Group Cutscene.

8F6 = Gabomba Statue: Puzzle Explanation at top. (121:1)
8FF = 44- OTMP0005: Madra: Karst's appearance. (When is this set?)

903 = Isaac, the Pirate King! (96:25) (Cutscene done.)
910 = 44- OTMP0005: Madra: Entrance cutscene

911 = 45- MDROOM01: Madra: Piers in jail cutscene.

912 = ?

913 = 44- OTMP0005: Madra: After exiting jail house from jail scene. Permission to cross drawbridge into Ocensia.

919 = ? (Set in Garoh)

91A = ?

91B = Night to Daytime (After Maha Night cutscene)

91C = ?

91D = 63- POPEE5: Garoh: Werewolf child runs away cutscene

91E = 63- POPEE5: Garoh: Werewolf Maha cutscene. (Night)

91F = 63- POPEE5: Garoh: Werewolf Maha cutscene. (Day)

982 = Lemurian Ship (Allows access to final room.)

983 = Lemurian Ship (Final room cutscene.) 

985 = 43 – REM_SHIP01: East Indra Shore (Lemurian Ship cutscene)

9B4 = 234 – ATK_IRIE: Atteka Inlet (Flag set on room entry.) Lemurian Ship and wings.

Anemos Inner Sanctum flags.

A80 = Shortcut Statue 2 (304:2, or 304:3 if moving statue.)

A81 = Shortcut Statue 1 (304:7)
A82 = Shortcut Statue 3 (305:6, go left)
A83 = Statue (Statue near 305:15, button near 305:13)
A84 = Statue Mount (East) (305:12)

A85 = Statue Mount (South) (305:12)

A86 = Statue (306:5)
A87 = All Earth Djinn (303:99)
A88 = All Mercury Djinn (303:99)
A89 = All Mars Djinn (303:99)
A8A = All Jupiter Djinn (303:99)
A8B = Djinn Door Unlocked (303:99)
A8C = Summon Tablet: Charon (Event on stairs before obtaining it.)
A8D = Unused?
A8E = ?
A8F = 32- AR_IN08: Air's Rock: Statue moved (Statue seen from 92:1)
A9F = Dullahan defeated (Anemos Inner Sanctum)

AA4 = Quest: Pretty Stone given to bird for Red Cloth. (This affects mind read dialogue.)


 E00 - E06? = Chests (Probably the extended section of the original F** section.)
 E00 = Orihalcon (282:2)
 E01 = Valkyrie Mail (284:7)
 E02 = Sol Blade (285:1)
 E03 = Psy Crystal (294:14)
 E04 = 
 E05 = Dark Matter (306:2)
 E06 = 
 E41 = Unknown
 E50 - E5F = World Map Equipment Or Hidden Items?
 E5B = Rusty Axe (Captain's Axe) SE of Lemuria
 E5C = Rusty Mace (Hagebone Mace) NE of Izumo
 E5D = Rusty Sword (Pirate's Sabre) E of Tundaria Tower
 E5E = Rusty Staff (Goblin's Rod) W of Kalt Island by waterfall.
 E5F = Rusty Sword (Soul Brand) Western seas; surrounded by rocks.  Ship w/ wings required.
 E70 - E78 = Mimics
 F00 - FFF = Treasure flags.

xF00 = 5 – VT001: Venus Lighthouse (Herb)

xF07 = 34 - DEKAN00: Dehkan Plateau ; Full Metal Vest

xF08 = 34 - DEKAN00: Dehkan Plateau ; Elixer

xF09 = 37 – DJ_DKN00: Dehkan Plateau ; Mint

xF0A = 35 – DEKAN01: Dehkan Plateau ; Themis’ Axe

xF0B = 36 – DEKAN02: Dehkan Plateau ; Nut

xFC2 = 218 - HESDJ: Hesperia Settlement (2) ; Coins

xF80 = 196 – ANGKOR_T: Ankohl Ruins ; Left Prong

FE8 = Blue key (Jupiter Lighthouse; 261:13)

02000240 = On save, build date related.
02000244 = On save, frame counter.

0200024C = Summon flags (For use in battle)
02000250 = Coins
02000254 = Some of this data may have to do with auto-setting djinn.

02000378 = Spent coins at shops. (For game ticket offers)

0200037C = Number of Game Tickets bought, caps at 0x1C. 
(Above two addresses used to help determine how much coins you need to spend until you are offered Another Game Ticket.)

Tickets

1-5 = 300 coins

6=10 = 500 coins

11-15 = 1000 coins

16-20 = 2000 coins

21-25 = 4000 coins

26+ = 8000 coins


02000420 = Map and door number
02000424 = Sanctum Map and door number
02000428 = Map and door number (Unknown purpose?)
0200042C = ?
02000436 = Battle Background
0200043A = Graphic Map Index. (For file index table on map/pal/tilesets; see 0802F380)
0200043C = X
02000440 = Z
02000444 = Y
02000448 = Direction

02000450 = Song

02000452 = 0001=Walking; 0007=On ship; 0008=On ship + Hover; 0009=Sand
02000454 = Leader
02000458 = PC order
02000460 = ?

02000470 = Actions / Buttons
02000480 = Psynergy Shortcuts
02000484 = ?

0200048C = Seconds to wait until “hit” on map.

0200048E = Make 0001 to turn on vulnerable to hits.
02000490 = Hit Damage (If higher than 10, hit sound effect changes; if 0, sounds like cure.)
02000491 = ?

02000492 = Hit counter

02000498 = Battle activator counter.
0200049C = Item to receive when you leave the room.

0200049E = 0001 on Non-towns; 0002 on Towns. (Probably taken from room data for Retreat.)
020004A0 = Map and door number (Used with Retreat)
020004A4 = Avoid's effects counter.

020004A8 = If 00, “Avoid’s effects wore off.”, else “Sacred Feather’s effects wore off.”
020004B6 = On ship flag.

020004B8 = Ship X

020004BC = Ship Y

020004C0 = Direction

020004CC = Isaac’s party coins?

020004FE = Teleport’s Map number

02000500 = Teleport’s Door number

02000502 = Teleport-related

02000518 = Build date related

02000520 = PC Data *8 ; Felix (04) below:
 02000A50 = Name

 02000A5F = Level

 02000A64 = HP %

 02000A66 = PP %

 02000A84 = Max HP and PP

 02000A88 = Current HP and PP

 02000A8C = Attack and Defense

 02000A90 = Agility

 02000A92 = Luck

 02000A98 = Elemental Power/Resist

 02000AA8 = Psynergies (32 max) (8000=Class Psynergy)
 02000B28 = Items (F800=Quantity; 0400=Broke; 0200=Equipped; 01FF=Item)
 02000B48 = Djinn (Venus, Mercury, Mars, Jupiter; Ready/Not Ready (Set/Standby); Total *2)
 02000B70 = 

 02000B74 = Exp

 02000B79 = Class

 02000B80 = Curse

 02000B81 = 01 for poison; 02 for venom.

 02000B82 = Attack Turns & Up/Down

 02000B84 = Defense Turns & Up/Down
 02000B86 = Resistances Turns & Up/Down
 02000B88 = Delusion Turns
 02000B89 = 

 02000B8A = 

 02000B8B = Stun Turns

 02000B8C = Sleep Turns

 02000B8D = Psy-seal Turns
 02000B8E = HP Regenerate Turns
 02000B8F = Reflect Turns

 02000B90 = Haunt
 02000B91 = Turns until downed.

 02000B97 = Agility Up/Down (Value???)
 02000B9A = ID
02000F80 = Probably Unused?

02001000 = ?
02006800 = Audio

02007400 = ?

02008000 = Map Code

 Initialization

 Some Entrances

 Exit Init

 NPC Init

 Event Init

 Special Entrances? (For Z-coords) (May need to double check.)
 Copy tiles/etc? (More research needed)

02010000 = Tilemap (Including graphics, event indexes, heightmap, etc.)(32-bit a tile)
 000007FF = Graphic tile

 00000800 = Unused? (MSB of graphic tile in GS1)

 00FF0000 = Event Connecter? (For doors as well.) (FF=Wall, FE=Gap for hopping?)
 FF000000 = GS1: Height data; GS2: Special tilescript flags.

 20000000 = Slope down.
 40000000 = Climbable (Ladder/Vine) (Use same value on tile above or below to activate.) 

 80000000 = Hop. (Can hop from this tile.)

02020000 = Tile data (Mini-tiles) (F000=Palette; 0C00=Flips; 03FF=Tile)
02024000 = Heightmap tilemap.
02028000 = Animation Tileset

0202C000 = Heightmap tile table (Defines the 16x16 tiles that will be used in the heightmap)
0202D000 = Tile animation data (Stuff like water)
0202DE00 = Tile layer visual effects (Sun rays in Madra)
0202E000 = Coord Data
 Three relative addresses to Entrances data and later.

  Treasure locations
  Entrances
  Copy Tiles (Each entry is a Storybook Flag & 6 bytes for “from x/y”, “to x/y”, “w/h”)

  Map boundaries

02030000 = Sprite data / Battle data
02030158 = Exit (Takes action when not 0.)

0203018C = Room’s Battle Encounters index
02030F00 = See below.

During room transitions, temporarily holds non-graphic tilemap data. (Up to 02038F00.)
02030F08 = Top layer mini-tiles. (BG0, where dialogue and menus are used.) 
02031408 = 
02031D38 = 
02031E38 = Text
02038F00 = 

02035708 = Battle text

02035B08 = ?
03000000 = 02 RAM free space (02030000-02040000)
03000004 = 03 RAM free space (03001300-03006FC0)
03000100 = Arm functions
0300021C = 

03000230 = 

03000258 = clear_data(address,size) Fills data with 0.

03000260 = fill_data(address,size,fill_val)
030002D4 = 
03001100 = Counter (From boot)
03001110 = Map Base related

03001150 = Controls

0300117C = Play Time

030011BC = Random number (General Use?)
030011C4 = Map Base

0300120C = Sprites are static on screen when off. (When is this off?)
03001228 = This determines if the functions in 02003610 are called.

03001238 = Debug mode
03001250 = String (0123456789ABCDEF / Integer (+/-))
03002100 = Sprite table

Default memory usage at 03007FXX (and mirrored to 03FFFFXX)
	  Addr. Size Expl.

  7FFCh 4    Pointer to user IRQ handler (32bit ARM code)

  7FF8h 4    Interrupt Check Flag (for IntrWait/VBlankIntrWait functions)

  7FF4h 4    Allocated Area

  7FF0h 4    Pointer to Sound Buffer

  7FE0h 16   Allocated Area

  7FA0h 64   Default area for SP_svc Supervisor Stack (4 words/time)

  7F00h 160  Default area for SP_irq Interrupt Stack (6 words/time)


Map Code Files
Intro/Boot

02008038 = MAJOR2 = Some Entrances = Return 0200864C

02008040 = MAJOR6 = Return 0

02008044 = MAJOR3 = Exit Init = Return 0200867C

0200804C = MAJOR4 = NPC Init = Return 02008680

02008054 = MAJOR5 = Event Init = Return 02008698

0200805C = MAJOR1 = Initialization

02008204 = MAJOR7 = = Return 0

02008208 = ? (Pointer to 020086A4) ; Palette...

02008278 = ? (Pointer to 020086A4, 020086DC, 020086F0)

0200831C = ? (Pointer to 020086DC)

02008490 = ? (Pointer to 06003000, 06006800)

02008574 = FUNCTION LIST!

0200864C = MAJOR2 = Some Entrances = All

0200867C - MAJOR3 = Exit Init

02008680 = MAJOR4 = NPC Init

02008698 = MAJOR5 = Event Init

020086A4 = ?

020086DC = ?

020086F0 = ?

02008??? = End

Intro/Menu

02008038 = MAJOR2 = Some Entrances = Return 0200A49C

02008040 = MAJOR6 = Return 0

02008044 = MAJOR3 = Exit Init = Return 0200A4CC

0200804C = MAJOR4 = NPC Init = Return 0200A4D0

02008054 = MAJOR5 = Event Init = Return 0200A4E8

0200805C = ?

0200815C = ? (Pntr to 0200A4F4)

020081F4 = ? (Pntr to 0200A410, 0200A4F6, 0200A4F8, 0200A4FA, 0200A4FC, 0200A4FE, 0200A500)

020082E0 = ?

02008328 = MAJOR1 = Initialization

02008A6C = MAJOR7 = Return 0

02008A70 = ?

02008B24 = ?

02008DB4 = ?

02008E44 = ? (Palette/VRAM-related...) Password-related

02009804 = ?

0200987C = ?

020098E0 = ? (06002000)

02009C7C = ?

0200A068 = ?

0200A17C = ?

0200A1C0 = FUNCTION LIST!

0200A438 = ? (Password-related)

0200A440 = ABCDE FGHJK LMNPQ R

0200A454 = STUVW XYZ23 45678 9

0200A468 = abcde fghij kmnpq r

0200A47C = stuvw xyz!? #&$%+ =

0200A490 = ?

0200A49C = MAJOR2 = Some Entrances

0200A4CC = MAJOR3 = Exit Init

0200A4D0 = MAJOR4 = NPC Init

0200A4E8 = MAJOR5 = Event Init

0200A4F4 = ?

0200A65E = ? pass-related

0200A6A0 = ?

0200A6B0 = ?

0200A6C0 = ?

0200A6F0 = ?

0200A700 = ?

0200A70C = ?

0200A71C = ?

0200A74A = PASSWORD BUFFER ; User-entry

0200A88A = pw-rel

5 = Venus Lighthouse Map Code

02008038 = 

02008080 = 

020080A4 = 

020080DC = 

02008118 = 

02008150 = (Includes pointer to 02009DCC)

02008314 = 

0200834C = 

0200838C = 

02008510 = 

0200856C = Return

02008570 = (Pointer from 02009DE8) Called from Script

020085A8 = (Pointer-Called from 020086AC)

02008650 = MAJOR2 = Some Entrances = Return 02009E58

02008658 = MAJOR6 = = Return 0

0200865C = MAJOR3 = Exit Init = Return 0200A0F8

02008664 = NPC-event - Called from script

02008678 = NPC-event - Called from script

02008684 = MAJOR4 = NPC Init = If door=99 Then 0200A378 Else 0200A1B0

020086AC = Laser Collision Event (Includes Script pointer to 02009DD8, and pointer to 020085A8)

0200878C = Event

02008874 = (Called from function 02008B2C)

020088D4 = Event

020088FC = Event

02008924 = Event

02008998 = Event

02008A0C = MAJOR5 = Event Init = Return 0200A408

02008A14 = Return 0

02008A18 = 

02008A54 = MAJOR1 = Initialization

02008B28 = MAJOR7 = = Return 0

02008B2C = (Includes call to 02008874)

02008D30 = 

02009AFC = FUNCTION LIST!

02009CE4 = ?

02009D1C = ?

02009D54 = ?

02009DCC = ? (Pointer list for above 3)

02009DD8 = Function Script Data (PC flashing effect + sound effect when going into lasers)

02009E58 = MAJOR2 = Some Entrances = All

0200A0F8 = MAJOR3 = Exit Init = All

0200A15C = NPC Script Data (Statues)

0200A180 = NPC Script Data

0200A1B0 = MAJOR4 = NPC Init = All

0200A378 = MAJOR4 = NPC Init = Door 99

0200A408 = MAJOR5 = Event Init = All

0200A5A4 = End

6, 7, 8 = Suhalla Gate
02008038 = Event (Map 7) Mercury Djinni Battle
02008044 = MAJOR2 = Some Entrances

02008084 = MAJOR6 = = Return 0

02008088 = MAJOR3 = Exit Init = Return 02008ED0
02008090 = MAJOR4 = NPC Init

020080D0 = MAJOR5 = Event Init
02008110 = Init Map 6: Door 99 sets 894 (Ruffian 2); does ? if on.
02008168 = Init Map 7: ?; Door 99 sets 895 (Ruffian 3, 4, 5); if on, ?; ?.
02008264 = Init Map 8: if flag x109=0 and door=99 then call 02008800. (cutscene after battle.)
0200828C = MAJOR1 = Initialization; Set 020301AC to x100; Return 0
020082E0 = ?; Set x8DE (Ship acquired.)
02008308 = Event (Map 6/All) Warp to 7:0.
02008378 = Event (Map 8) Warp to 7:0.
020083A8 = MAJOR7 = = Return 0

020083AC = Event (Map 6/All) Ruffian 2
02008494 = Event (Map 7) Ruffian 3, 4, 5
02008650 = Event (Map 8) Punch Ant comes out of hiding cutscene.
0200871C = Event (Map 8) Punch Ant comes out of hiding cutscene.
02008800 = Cutscene after battle. (Map 8) Kraden: “My! That was invigorating!…”; Set flag x896.
020088CC = Event (Map 7) Kraden: “Not that way, Jenna! The meeting spot is down…”
02008958 = Function list.
02008AA8 = ?
02008CD8 = MAJOR2 = Some Entrances (Map 6 / All)

02008D98 = MAJOR2 = Some Entrances (Map 7)

02008E40 = MAJOR2 = Some Entrances (Map 8)

02008ED0 = MAJOR3 = Exit Init (Map 6,7,8)
02008F10 = MAJOR4 = NPC Init (Map 8 / All)

02008F58 = MAJOR4 = NPC Init (Map 7)
02009048 = MAJOR4 = NPC Init (Map 6)

02009078 = MAJOR5 = Event Init (Map 6 / All)
020090E4 = MAJOR5 = Event Init (Map 7)

02009180 = MAJOR5 = Event Init (Map 8)

020091CC = End

Event identifiers:

00 = Walkable

01-32 (x1-x20) = Doors

30-? (x1E-) = (Daila's Sanctum)

35-? (x23-) = Reveal?

40-? (x28-) = Item (Daila's Sanctum/Pedestal)

50 (x32) = Lift?

99 (x63) = Cutscene? (Does not display on map.)

100-? (x64-?) = Treasure

(C8,F2,F3,F4) = Well, jar, barrel, wooden box)

255 (xFF) = Solid wall

Event Initialization:

080CCDC0 =(Function for doing event?)

080CE370 =(Function for finding a match?)

Events are listed in this order:

Doors (Sorted by Door Numbers)

Events on collision

(Type 8)

Psynergy

(Type 9)

Event Data:

Event Type (4-bit?)

0 = NPC

1 = Door

2 = Scripted event on collision

3 = Scripted event on command (A button)

4 = Used Item

5 = Used Psynergy (9085=Reveal; 8C15=Move; 8D15=Mind Read)

6 = ? (See Map 71 Yampi Desert for research.)
7 = (NPC-related?)
8 = Pushing Objects
9 = Pushing Objects

Event Type Arg (4-bit?)

For doors = Door type (Upstairs/downstairs/no stairs/etc.)

If type 0: 02 = True if holding button during collision. (Not moving.)

If type 1: 02=Up stairs 03=Down stairs
If type 5: Ability/Psynergy

??? (0?)

Event Identifier # (NPC objects or Map objects depending on type.)

Flag

Execute (Door numbers/Text entry/Pointer if scripted/etc.)

Map 134:

Door xA = Exit xA

Door (w xCE) xB = Exit xB ; (Tent)

080C8880 = Attach cyclone to entrances. (From sky.)

080C8888 (080E37E0) = Attach cyclone to entrances. (From below.) (Called from Initialization code.)

---

Daila's Shop NPC:

If (NPC(active_PC).dir + x2000) And xC000 = North Then

 shop(3, self)

Else

 --

 dialogue(6199)

 --

End If

---

If NPC(active_PC).dir = North Then

 shop_display(3, self)

Else
