

FOTAQ TOOLS: SPARKY, LOLA & AZURA
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1. INTRODUCTION
GreekRoms proudly presents three Windows programs aimed to help in the translation (or hacking) of Flight of the Amazon Queen (FOTAQ), FOTAQ Demo and FOTAQ Interview (mainly the ScummVM version). All three programs are freeware.
These three programs are called Sparky data files extractor and inserter, Lola dialogue editor and Azura cutscene editor, after the characters of the game.
Sparky is a tool that can extract (and insert) all the files inside the ScummVM datafile.
Lola dialogue editor is an editor for the dialogue files (.DOG).

Azura cutscene editor is an editor for the cutscene files (.CUT).
A translator should know that to fully translate the game, they will have to translate:

· Dialogue files (.DOG)

· Cutscene files (.CUT)

· The QUEEN2.JAS file, which is a text file

· Image files (.PCX)

· Sound files (.SB)

The messages in the game contain some control characters that are used by the game to show an animation or maybe do something else. These control characters consist of three characters, the first one is always an asterisk (*). This means that you can’t type an asterisk as part of the real text, as it’s part of a control character, unless you hack the font. It also means that if it isn’t followed by two other characters, you will have an invalid message. Lola and Azura inform you about invalid messages but you should be more careful with the QUEEN2.JAS file.
The next character after the asterisk is the delay, and the third one is the animation (or whatever else).

These two characters can only be 0-9 and A-F (hexadecimal numbers).
2. SPARKY DATA FILES EXTRACTOR AND INSERTER
Sparky is a simple tool that is used to extract all the files inside the ScummVM datafile.

After the editing, the datafile can be updated, or a new datafile can be created from the new files.
At the beginning of the ScummVM datafile, there is a table with the filenames and their sizes. This is how Sparky knows how to extract the files. When it creates the datafile using the modified files it updates this table. ScummVM knows where to find each file by reading this table.

Sparky looks like this:
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At first, you have to type the full path to the ScummVM datafile like in the picture above, or select it by pressing the small “Open” button:
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Every time you type something valid there, it is saved in the Windows registry to be loaded next time.

If you press “Extract data files from master file”, Sparky will start extracting the files in subdirectories named as the extension of the files. You will see a progress bar. The process may take some time, you have to be a little patient.
If you check the “Update existing master data file”, you can update the master data file, and you will see a “Backup master data file”checkbox. In this case, the button “Update existing master data file” will insert the modified files to the master data file. If the checkbox for the backup is also checked, the old data file will be renamed to have the extension .BAK.

If you don’t check the “Update existing master data file”, a new master data file will be created, with the extension .NEW. To use it with ScummVM, you will have to manually delete the original and then rename it.
In the left you can see the attributes string. You can either select the platform, language or version from the lists to change it, or click on it to type.

In Sparky v.9.0, you can only use that to see the attributes string because it can’t insert that string to the master data file or the file QUEEN.JAS. This feature will be in v.1.0.

3. AZURA CUTSCENE EDITOR
When Azura starts, it shows a dialog box, asking you to select a .CUT file:
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You can’t select many, as Azura can only open one.
If you select a .CUT file that doesn’t have any text messages, you will see this message:
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and when you press OK, the dialog box will appear again.

If you select a cutscene file with some text messages, the main program window will appear and will look like this:
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At the left side you can see information about the file.
At the right side you can see information about the original and the new message, as well as the program’s settings (there are three settings frames; only one can be seen at a time).

In the middle you can see the original message and the new message.

Above the buttons you can see a slider (it won’t be shown if the file has only one text message) and a progress bar.

At the bottom, there are the program’s buttons.

The program’s settings are all saved to the Windows registry every time you close the program and they are automatically loaded every time the program starts again.

It is important to first choose the font settings:
[image: image7.png]Settings:
General [Giignalm._Newm,
Font: Lucida Console

Sie: 12

Style: Regular

Scipt Greek.




First press the button “Original m.” (Original message) to show the original message font settings. 
By clicking anywhere on the font information, a font dialog box appears:
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It is not necessary to select a fixed width font, but it is advisable.

The font size shouldn’t be too big, as the text wraps.

The most important font setting though is Script. Script is the codepage of the font.

If you are editing the English version for example, you should select “Western”.

If you are editing the Hebrew version, you should select “Hebrew”.

If you are editing your own, already modified version, you should select that script, and so on.

The same goes for the new message font setting.
If you leave the mouse pointer over the script information, you will also see the codepage number.

The general program settings are also important and very helpful:
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The “Hide control characters” option, presents the message without the control characters, in many lines instead of one. This is very helpful for a translator, because the control characters are usually not to be changed and the message is more legible. It is advisable to check this option, except for when you want to change/add/remove control characters.

The “Highlight text automatically” option, selects the new message text when you go to it, or copy the original message.

The “Automatic TMF backup” option saves a .TMF (temporary messages file) in the Backup subdirectory of the program, every time the new message text changes. .TMF files can be loaded another time. A different .TMF is created every time you run the program.
The “Remember last directory” option writes the path of the last file that was opened in a widows dialog box (the .CUT file, or a .TMF file) to the Windows registry. If it is not selected, than the program goes at the program’s folder. This setting is just for convenience.

The “Always on top” option makes the window on top.
Azura checks for blank and invalid messages, to try to ensure the whole modified cutscene file is valid.

An invalid message can be accepted after a user’s confirmation.

When a message is invalid, its color becomes red.
A message is invalid when it has a different number of control characters than the original one, or they are in different positions and when there is an asterisk that is not followed by two characters. There are also more minor checks.

When “Hide control characters” is checked, the program reconstructs the control characters, by comparing the new message lines to the original message lines.

Certain buttons are disabled when all messages are blank or when there is at least one invalid message.

The program buttons are as follows:

The “Restore message” button (also ESC key), restores the message to what it was when it was selected.
The “Clear message” (also Break key), clears the message.

The “Copy original message (also F10), copies the original message to the new message.

The “Previous” and “Next” (also F11 and F12), select the previous and next message respectively.

The “Save original to text file” creates a .TMF (temporary messages file) from the original messages.

The “Save to text file” creates a .TMF file with all the non-blank modified messages.

The “Open text file” opens a .TMF file and loads its messages.

The “Create new cutscene file” creates the modified .CUT file with the new messages.

The “Help” button shows a new window with what every key does.

The “About Azura” button shows a new window with information abut the program and credits.

The “Exit” button closes the program.

Except the above keys, F1 takes you to the first message and F5 takes you to the last one.

The cursor has to be in the new messages textbox for the keys to function.
4 LOLA DIALOGUE EDITOR
Lola works like Azura, but there are some differences. The main program window looks like this:
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At the left side you can see a picture of the character that’s saying that message.
Pictures of almost every character are embedded in Lola, yet, there are some characters that have no embedded picture. Lola will look in the subdirectory of the program “Pics” for an image file with the same filename as the .DOG file, except the extension. If an image file exists, then it will be shown even if there is an embedded picture. These pictures should be 72x72 pixels, yet, any size will show (you have to check if it shows correctly though). The supported formats are bmp, jpg, gif, dib, wmf, emf, ico, cur.

If more than one formats with the same filename (except the extension) exist, then the preceding in the above order has more priority.

.DOG files have four text blocks. At the top right side of the program you can see information about the current text block. By pressing F1, F2, F3, F4, you can go to the first message of each block. By pressing F5 you can go to the last message (like in Azura).

Another difference between Lola and Azura is the support for .SMF files. .SMF (sort messages file) is a text file with the same filename (except the extension) as the .DOG file, with numbers (one in each line) showing a custom order of the messages. If such a file exists in a subdirectory smf in the program directory, then you will see en extra checkbox, “Buttons follow custom order”, and a second slider.

If you move the first slider, you will see the messages in the order they are in the file. If you move the second slider, you will see the files in the order they are in the .SMF file. If the checkbox “Buttons follow custom order” is checked, then when you press F1, F5, F11, F12, you will be controlling the second slider instead of the first one.

.SMF files can be really helpful to a translator. The first text block has only messages of Joe King, and the second one has only messages of the second character. This way, one can’t remember the message that was before the one he’s translating, as they appear in the game. By using an .SMF file, you can show the messages in a more logical order, like the way they appear in the game.

A nice trick that helps in creating an .SMF file is to first press “Save original to text file”. Then, you can rearrange the messages together with their numbers easily, and leave the numbers (without preceding zeroes) at the end.

In the future, in the ScummVM or the GreekRoms page, you may find some .SMF files, so that you don’t have to create them yourself, or some of the characters pictures that are not embedded in the program.
5. FONTS
The game font is embedded in the ScummVM executable.
ScummVM already has many fonts because there were many official translations of the game.

If you want to translate the game in another language and there is no available font, you have to create it.

Because Lola and Azura (and the editor for the QUEEN2.JAS file) are Windows programs, they use Windows ANSI (the script you can select in the font settings, anyway). In order for the letters and characters to appear in the game as in these editors, you have to make your font with the same codepage.

Please post any questions to the ScummVM forum.
6. LINKS
http://www.greekroms.net
http://www.mame.gr (GreekRoms forum)
http://scummvm.org
7. THANKS
The FOTAQ creators for the game, for making it freeware, for giving the ScummVM team the source code and for giving me the source code.
The ScummVM team, especially the people who made FOTAQ; Gregory Montoir for his help also.
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