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Introduction

In this note, I explain where the game stores its data while the game is running. Some software will enable to change them (I use trainer201 . If you do it properly, you can just change stuff in the game (cash, stock in buildings, commands to pilots …). 

It is just a somewhat updated version of the file I released in august.

The addresses

All data are stored at a given address. The main points are to know what is the address of the data you are looking for, and then, what does the value mean.

The address are given in hexadecimal figures of 8 digit, for example 00 54 71 E4.

What is an hexadecimal figure ?

Have a look at this :
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Why use hexadecimal ?

Because a two digit hexadecimal number is the same as a 8 digit binary figure. A 8 digit binary figure is an octet (one unit of memory in the computer) : 

FF (hex) = 1111 1111 (binary) = 255 (decimal) 

In this note, if the address is underligned (00 54 71 E4) it means you can change the value by a value of the same kind. Otherwise, if you do it, it might crash the game, (or I just don’t know).

Fix addresses

Each new saved game you launch, or each computer you use, most of addresses change, accept a few. Hopefully, otherwise we wouldn’t be able to do much. Here are those I know and found useful :

00 56 48 18
: blue canal (in hex, 4000 max, more, it gets very funky…)

00 56 48 2C
: green canal (in hex, 4000 max)

00 56 48 38
: red canal (in hex, 4000 max)

00 56 4E 5C
: check canal or not (1 check canal, only works in hangar)

00 53 D5 B0 : name of the saved game (with full path c:/ …)

00 54 71 E4 : The player address (the value gives the player address)

00 55 60 04 : The day (the value gives the day)

00 55 66 80 : The time (the value give the time of the day, I don’t exactly remember the rule, but 00 00 00 00 means it is 00.00

00 4F 30 70 : The fog depth ( from 0 to 2).

00 57 45 94 : address of laser weapon data (?) (+4 : next, 18) (4 : moth, 6: fire burst + sub + devastator, 7 : leach, 10 : Hologram, 11 : laser)

00 55 A0 48 : Height of the viewed moth (to the ground)

00 55 55 80 : Downtown trader address (I think it is the first trader in memory)

00 53 E9 B8 (or is it 00 53 E9 BC ?) : Limbo! address (I think it is the first building in memory)

00 55 6A A8 :  Address of first moth (?)

00 57 35 D0 : Address of  first localisation

00 54 5E 6C : Pause state (1 = pause, 0 = the game is playing)
00 53 EA 34 : state of the chat box (whether you are playing in multiplayer or not) (0 = The box is not on the screen, 1 = The box is on the screen, you are filling the “To :” field, 2 = The box is on the screen, you are filling the text field)

00 4F 63 28 : Where the “To :” is stored in memory. I might change it by an other 4 signs string (for the box, if 00 53 EA 34 is set to 1)

00 4F 63 0C : Where the “To :” is stored in memory. I might change it by an other 4 signs string (for the box, if 00 53 EA 34 is set to 2)

00 53 EA 20 : Title of the text box (you are allowed 19 signs)

00 53 EA 38 : Text of the text box (you are allowed 33 signs)

00 55 CF AC : Debug screen on (1) or off (0)

00 55 CF B0 : Address of the pilot viewed

00 51 BF 20 : Distance of the camera from the moth viewed

00 51 BF 2A to 00 51 BF 3C : (as WORD and not DWORD) Camera position. But it is too complicated for me to understand how it works. However, I have managed to do a bit of “cooking”:

to look North :

set 0051BF2A,0051BF34,0051BF36 to 0, then 51BF38 to 4000 (in hexadecimal), then 0051BF28 to 4000

to look above :

do the same, the set 0051BF38 to 0, then 0051BF36 to C000

to look under :

same, and set 0051BF38 to 0, then 0051BF36 to 4000

to look South :

same, and set 0051BF38 to C000, then 0051BF28 to C000

to look West:

same and set 0051BF38 and 0051BF28 to 0, then 0051BF34 to C000, then 0051BF2C to 4000

to look Est : 

same and set 0051BF38 and 0051BF28 to 0, then 0051BF34 to 4000, then 0051BF2C to C000

Pilots

Every pilots in the game (you, pirates, trader, and thug I imagine) are organised in the same way. When a pilot is dead, it remains however in memory.

Consider that 0 is the base address of the pilot. For the player, it is for example the one given at 00 54 71 E4. Add the value to address to go to the address you want :

( ! ! ! ! ! value given in Decimal ! ! ! ! ! ! ) 
- 12 
: Pilot signature (always A0 00 03 54)

+ 0
: Pilot name

+ 20 
: Pilot location (1 = in a moth, 2 = in a building, 3 = in a monorail, 4 = in a monorail hall, and maybe 0 = dead)

+ 24 
: Vehicle or building address where the pilot is.


+ 28
: Seat (0 : pilot seat, 1 : passenger seat)

+ 36
: Cash

+ 40
: Pilot kind (see appendix 5)

rem : For example, if you change the player address to any pilot, you would go in its moth, but wouldn’t be able to control it. If you change pilot kind to 1, you control it. Except this, I am not really sure it is worth changing the kind.

+ 112
: Address of the last message on the message board 

+ 208 
: View (Moth = 0, Msg Board = 1, Navigation = 2, sale Computer = 3, player ranking = 4)
+ 248
: First command (see next page)

+ 608
: Home Address (a building)

+ 612
: Home Address (for faction trader)

rem : Lets imagine you wish to write a software that would list all moth from a faction, you should go to downtown trader 1, and from it check the home and the kind of all pilots until the last one)

+ 616
: Address of the first building in memory ( add 4 to go to next building. Up to 20 buildings)

+ 716
: Address of the First Pilot in memory (add 4 to go to the next pilot. Up to 10 pilots)

+768 
: Address of the next pilot in the game (the last one as 00 00 00 00  here)

The commands
One command is made of 6 Dwords (D for double. A word is made of two bytes), the first one tells what command it is. The commands follow each other. I don’t know how many you can have.

(- means “ it doesn’t matter”)

Buy : 00 00 00 08, goods ref, - , - , number of goods, building address

Sell : 00 00 00 09, “, - , - , “ , “

Order (get for free for factions) : 00 00 00 0B, “ , - , - ,  “ , “

Deliver (give for free for factions) : 00 00 00 0C, “ , - , - ,  “ , “

ReqBg : 00 00 00 79

Dock hangar : 00 00 00 7A, - , - , - , - , -

Leave Airlock : 00 00 00 7B, - , - , - , - , -

Go Crater : 00 00 00 7C, crater ref , - , - , - , -

Fly nodes : 00 00 00 7D, node ref, - , - , - , -

Go Hangar : 00 00 00 02, building address, - , - , - , -

Wait : 00 00 00 01, time,-,-,day,-.

Hunt : 00 00 00 10, building address, - , - , - , -

Rob Vh : 00 00 00 11, vehicle address, - , - , - , -

Kill Vh : 00 00 00 03, vehicle address, - , - , - , -

Scanvenge : 00 00 00 18, building address, - , - , - , -

Get cargo : 00 00 00 12, cargo address, - , - , - , -

Flypos : 00 00 00 82, coord1, height, coord2,-,-

Queue at: 00 00 00 23, building address, - , - , - , - (do never change it … well, you’ll see what happends…)

fit weapon : 00 00 00 13, equip ref, - , - , - , building address

unknown (probably sells everything) : 00 00 00 19, ?

BuzBg : 00 00 00 20, building ref,-,-,time,-

get new moth : 00 00 00 0F, ? (0 if cab)

unknown (wait until player is getting close ) : 00 00 00 1B, - , - , - , - , -

unknown (commits suicide) : 00 00 00 14, - , - , - , - , -

unknown () : 24,-,3,vehicule address,-,-

unknown : 25,vehicule address,

passenger wait: 00 00 00 0A, pilot address,-,-,-,- (rem: if pilot address = 0, waits for passenger to leave moth) (the passenger has in memory go hangar…)

repair at : 00 00 00 80,building address, - , - , - , - .

The craters ref :

00 00 00 01
: Riverside

00 00 00 02
: Reservoir

00 00 00 03
: Highrise

00 00 00 04
: Downtown

00 00 00 05
: Gamma

00 00 00 06
: Alpha

00 00 00 07
: Port

00 00 00 08
: Mine

(I am not sure with heaven and midway)

Vehicle :

- 12
: Vehicle signature (always A0 00 04 54)

+ 12
: “Fly high” status ( 0 : normal, 1 : fly high, 2 : fly high + no moth fire at you)

+ 16
: Carried by a moth (address of the vehicle)

+ 28
: HUD view (0 : Weapons, 1 : Cargo, 2 : Equipment)

+ 184
: Autopilot (byte, 0 : not installed, else :  version)

+ 185
: Flight (byte, 0 : not installed, else :  version)

+ 186
: Power (byte, 0 : not installed, else :  version)

+ 187
: Shield (byte, 0 : not installed, else :  version)

+ 188
: Navigation (byte, 0 : not installed, else :  version)

+ 189
: Radar (byte, 0 : not installed, else :  version)

+ 190
: Target (byte, 0 : not installed, else :  version)

+ 191
: Infrared (byte, 0 : not installed, else :  version)

+ 464
: Moth location (if in a hangar)

+ 468
: Slot for Moth localisation in Space (7F FF if moth in Hangar)

+ 472
: Owner address 

+ 476
: Moth kind (1 : MM,2 : SY,3 : NT,4 : HK,5 : DH,6 : PL,7 : Al,8 : SW)

+ 480
: Power (max depends on the cell type : cell 1 : 2 000 000 , cell 2 : 4 000 000, cell 3 : 2 000 000, cell 4 : 1 500 000)

+ 492
: Target kind (1 : moth, 2 : building, 3 : goods, 4 : monorail)
+ 496
: Targeted vehicle  (address for all, excepted for monorail : number in localisation)

+ 500
: Salvage drone (0: none, 1 : salvage drone, 2 : superdrone)

+ 512
: Engine type (0 :  none, 1 : engine #1, 2 : engine #2, 3 : engine #3)

+ 516
: Cell type (0 : none, 1 : cell #1, 2 : cell #2, 3 : cell #3, 4 : cell #4, 5 : fusion) 

+ 520
: Pod type (0 : none, 1 : smallest, 2 : small, 3 : medium, 4 : big, 5 : biggest)

+ 540 
: First weapon (canon, missile, or after burner, from goods ref, 7F FF if nothing, +4 for next weapon, at most 10. n°9, show tac-nuke, n°10 show big bob)

+ 620
: Time left to reload weapon (+4, next)
+ 580
: Munitions (+4 for the next weapon)

+ 660 
: Shield status ( max is 4000 in hexadecimal (4000 = full strength))

+ 664 
: Engine status (max is 4000 in hexadecimal (4000 = destroyed))

+ 668
: Structure status ( “ )

+ 672 
: CPU status ( “ )

+ 676
: Power status ( “ )

+ 680
: Weapon status ( “ )

+ 712
: Address of first heap of goods (+ 4 for next, there might be 5)

+ 732
: Pilot address (0 if outside, shows pilot if not 0)

+ 736
: Passenger address (0 if none, shows passenger if not 0)

+ 744
: Next Moth (but sometimes, there is something else too …. However even in these case the next moth is at + 744)

+ 912
: Moth stall (time before stop stall)

Heap of goods :

+ 0
: Goods type

+ 4
: Number of goods

+ 8
: Status (0 = outside, 1 = in a moth)

+ 12
: Vehicule (or slot number if outside)

1. Building :

- 12
: Building signature (?)

+ 12
: Building name

+ 48
: Building type (1) 

+ 52
: Building type (2) 

+ 56
: Address of second part for buildings

+ 64
: Owner type (0 : none, 1 : pilot, 2 : building)

+ 68
: Owner address (pilot of HQ for factions)

+ 72
: Public or private status (0 public, 1 private, does only work if player is the owner)

+ 84
: Quantity of first object in stock ( goods ref  00 = ore. Next object, + 8 : 01 = pure water)

+ 88
: Price (if sold by the player, otherwise it’ll depend on the quantity…)

+ 768
: Money

+ 796
: Vehicle in Building at bay 0 (+ 4 for next)

+ 820
: Airlock status 

· 0 : Ready

· 1 : Waiting for moth to enter

· 2 : Waiting for moth to leave

· 3 : Moth in airlock, from ouside to inside

· 5 : Moth form Airlock to Hangar

· 6 : Moth from Hangar to Airlock

+ 824
: Vehicle in airlock (or going into)

+ 892
: next building address (the last building, “tunnel blockage” has 00 00 00 00)

+ 896
: First pilot in queue (+4 for next)

+ 928
: Number of pilots in queue 

second part : 

for trading posts :

first ordering : (next ordering : +16)

+ 4
: First Goods ref

+ 8
: Goods Quantity

+ 12
: Pilot that has been asked to supply goods

+ 16
: Building Address (building which ordered)

for all : (?)

+ 1008
: Quantity of first stashed good (next : +4) 

for factions (and police) HQ : 

+ 0
: First pilot on wanted list (address of pilot) (next : + 4) (if no address but in enemy list : is not on wanted list yet, can pay fine)

+360
: First enemy pilot (address of pilot) (next : + 16) 

+364
: first enemy level (fine level)

+368 
: first enemy day put on wanted list (send enforcer for player)

+372 
: first enemy time of the day put on wanted list (send enforcer for player)

for buildings with turrets :

+ 44
: Vehicle targeted

laser turrets 

(laser turrets don’t give any target address to their missiles/laser…)
+ 16
: coordinate 1 (1 foot = 488 in decimal)

+ 20
: Height

+ 24
: Coordinate 2

+ 54
: Status (1 = here, 0 = destroyed)

+ 72
: weapon type (see goods ref. But it doesn’t aim, so the missiles aren’t worse anything)

+ 76
: building address (Don’t know if it can be changed)

Localisation in space :

goods :

+ 16
: coord 1

+ 20
: Height

+ 24
: coord 2

+ 102
: object Address (if it is a heap of goods)

monorail location :

+ 16
: coord 1

+ 20
: Height

+ 24
: coord 2

+ 56
: Address of object type ( for monorail = 0)

+ 130
: Time before leaving

+ 122 
: Direction of the monorail (0 or 1)

+ 134
: Location (hall) as a byte !!! 0 while driving, might be 0F (when turning…)

missiles/laser :

+ 16
: coord 1

+ 20
: Height

+ 24
: coord 2

+ 56
: Address of object type

+ 98
: Target kind (1 : moth, 2 : building, 3 : goods, 4 : monorail) (?)

+ 102
: Target address 

+ 118
: Missile sender (pilot address)

+ 122
: Weapon type

+ 126
: next coord 1

+ 130
: next height

+ 134
: next coord2

drone :

moth :

+ 16
: coord 1

+ 20
: Height

+ 24
: coord 2

+ 84
: Moth Address

what to do with that ?

change or keep exploring the address using the free software “gametrainer 2.01” (gamehack, an other software caused some serious breakdown on my computer)

If you wanna programm, in C/C++, there is a header file windows.h (I think) with the functions ReadProcessMemory and WriteProcessMemory. 

Good luck to any hacker, and if there is any question, send me an email at fabien_vidal@yahoo.com
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