Mystic Ark English Translation V1.01
http://www.dynamic-designs.us/
Introduction

Japanese Developer – Produce!
Japanese Publisher – Enix
Japanese Release – July 14, 1995
English Patch Production – Dynamic Designs (Formerly Magic Destiny & Stealth Translations)
Initial English Patch Release – September 11, 2009 (V1.00)
First Revision Release – December 24, 2009 (V1.01)*

*This version includes a small number of final edits and corrections of typographical errors.  Our patch has also been modified to allow “universality” in playing options.  It is compatible with Super Nintendo hardware and all premium SNES emulators.

This version was hardware-tested via a Super Wildcard – DX2 “piggyback” configuration, using both floppies and an external Iomega 100 MB Parallel Port Zip Drive).
We have also tested V1.01 with ZSNES151, several releases of SNES9x (including a version adapted to the Nintendo GameCube), an SNES emulator adapted to the NDS, and BSNES.
Our recommended emulator-of-choice is BSNES.  Thanks go out to Byuu for his advice and interest in the Mystic Ark project.
Thus, the Mystic Ark English translation is re-released with these final updates.
The mere sound of the word release is still almost incomprehensible.  Due to the combined effort of many people over a span of 12 years, this high quality classic RPG that Enix never exported from Japan remains available to the English-speaking world, but with additional playing options.

Dedication

To the memory of Chris, founder and leader of RPGOne.  Rest in peace, “Brother”.
Rom information

Rom specifications as per NSRT’s scan:

File: Mystic Ark.smc

Name: MYSTIC ARK 
Company: Enix

Header: None 
Bank: HiROM

Interleaved: No
SRAM: 64 Kb

Type: Normal + Batt ROM: 32 Mb

Country: Japan 
Video: NTSC

ROM Speed: 120ns (FastROM) Revision: 1.0

Checksum: Good 0xE668 
CRC32: FEB80589

MD5: 540E82F13AD57A2C6FFC0E14E3F61098

Patching Information

The rom byte size should read 4.00 MB (4.194.304 bytes), exactly.

Same goes for the CRC32 and MD5 checks.
If your file doesn’t match, please re-download your ROM or try a 

different source. After confirming your ROM image is viable, 
just use your favorite IPS patcher to apply our patch to the ROM,
and you’re good to go.
>Checking Filesize
To find out the filesize right click it then left click 

“properties” on the drop down list that appears).

After confirming your rom image is viable, just use your favorite
IPS patcher to apply our patch to the rom and you are good to go.
>Checking CRC32/MD5 values

You can run a NSRT scan on your ROM file to find out these values.
Alternatively, most file compression programs will list them.
Remember that this data is there for a reason.  They are integrity

Signatures, so don’t expect our patch to work without problems 

or even at all if you don’t have a matching file.

Summary of efforts
The road has been long and unsteady.  Several groups and individuals have worked on the Mystic Ark translation since 1997, but finally, the remnants of Transcore and Magic (Taskforce, Faraday, and Wildbill), Destiny (Wildbill, Necrosaro, The Gun, Shirley, Varkon, Robyn), Magic-Destiny (Taskforce, Wildbill, Draken, Akujin, and those already mentioned who are now inactive), and our most recent but critical additions to the team, Stealth Translations (Bongo`), and Red Soul, have succeeded.

Building from Akujin’s original patch (not Transcore’s) that he constructed prior to joining the Magic-Destiny team and merging his efforts with M-D’s built-from-scratch work (comprised at the time of a table file, a script dump, and a 45% translation of  four blocks by Shirley, Varkon, Robyn, Faraday, and Wildbill), we are pleased to release Mystic Ark V1.01 under our new combined banner of Dynamic Designs, currently comprised of active charter members Taskforce, Bongo`, Wildbill, Draken, and Red Soul.
Although Akujin has not re-established contact during the short time we have resumed work on Mystic Ark (MA), other seminal events have occurred hand-in-hand, most significantly, the merger between Stealth and Magic-Destiny Translations that yielded the Dynamic Designs name.
Nevertheless, because Akujin created our original partial English patch, the one made available to the public for years on our download page, and because he also translated 55% of the original Japanese script dump, we are headlining Akujin as the senior member of the Mystic Arc team.
That first dump included four huge files that comprised 80% of MA’s Japanese script.  Akujin also helped us identify and assemble many of the pieces of the puzzle that enabled us to resume the work in 2008 and reach a completed MA version quickly.  Had we known it existed at the time, Akujin would have most assuredly translated the recently discovered fifth script block that was uncovered by Bongo’ and Draken and translated by Mecha Gaijin.
Our early efforts to complete MA ended around 2002 when Necrosaro suspended his work to construct an insertion program for the English dialogue, causing the project to languish for six long years!
But Mystic Ark English is just as fine a game in 2008 as it would have been in 2002.  As I (Wildbill) got caught up in game play, I became so entranced by the zany characters, the tricky puzzles, and the elusive premise of this RPG’s storyline, I forgot all about my appetite for the fancy accoutrements of modern ROM-driven games.  Yes, MA almost cries out for porting to NDS!
The Complete History of our MA English Patch
Transcore’s efforts:
Around 1997, Taskforce and Cupid listed MA as a project, performed initial work with several uncompressed mechanics of the game, and actually started our team’s long road to release.
Destiny’s work:
After Taskforce departed Transcore, leaving that attempt to translate MA in the hands of his former colleagues, I (Wildbill) began coordinating fresh attempts in November 1998.  First, I ripped the Kanji graphics, converted them to EUC, and assembled the first workable table file.  Next, The Gun, who succeeded in dumping the compressed Lennus-II dialogue for the first time, was able to decompress most of MA’s script.  Necrosaro, using a version of his “Thingy” tool, then produced four huge blocks of text that he designated MA-1 through MA-4.
As mentioned, Necrosaro attempted to build an MA insertion program, also using a version of his “Thingy” software (patterned after the one that worked so well producing an English version of Taloon’s Great Adventure), but Thingy was not equipped to deal with MA’s embedded pointers.
Meanwhile, Robyn joined the team as a hacker and supporting translator, and while Wildbill was tied up much of the time writing a first draft of the Lennus-II story and working on numerous other projects with Taskforce and other translation community members, Robyn assumed the duties of early MA project coordinator.
Magic-Destiny’s progress:
The transformation of Magic and Destiny into Magic-Destiny was a low key process, compared to many exciting successes in producing English patches for Japanese RPGs.  Our co-joined Confederated Translation Center’s activities were also in full swing during this period, and together these vehicles and their message boards brought many game players into our midst, people from all over the world, some of whom shared their time and many talents to help us push various translation projects to completion.  

Because of the embedded pointers in Mystic Ark, however, that effort did not proceed smoothly.  Nevertheless, working with Shirley and Varkon, who translated significant portions of the early MA script dump, Robyn and Wildbill continued coordinating the work, following the merger with Taskforce’s Magic Translations.
Highly skilled translator Faraday, who once produced full scripts for Transcore, Magic, Magic Destiny, and other groups, checked MA’s early weapons and items lists, and he also assisted with spot translations.  In 2009, I still referred to Faraday’s list during the writing and refinement process, at which time I recalled the fun and lively conversations that Faraday, Taskforce, and I enjoyed during the production of Villgust and Phastasy Star Gaiden – our “early” years.
But our attempts to fully translate MA’s four original script files bogged down in year 2000.  That’s when J2e entered the picture.  Stovetop worked with M-D for a time, attempting to coordinate further MA translation support, but their bi-lingual contacts were already quite busy working on J2e’s projects, as well as some of our Lennus-II files.  Thus, MA languished until Akujin came roaring to the rescue on April 25, 2000 with this short introductory communication:
Hello,

I was just wondering if you’re still looking for someone to translate part of the Mystic [A]rk script dump.  I would be happy to translate a section.  I have completed the game (on cart) twice now and have good knowledge of the storyline and context.  Let me know if I can help out.

Akujin

WOW!!  Could Akujin help out!?  After exchanging thousands of words with neophyte translators, including paid translator Michael Wishlow, who bilked us out of out fee for a piece of Destiny-of-an-Emperor-II that he never delivered, Akujin proved to be quite gifted in the bi-lingual department.

Not only that, Akujin was a fellow RPG-lover who dedicated himself to the translation process with skill and speed.  In fact, Akujin produced full scripts so quickly, he soon outpaced our ability to solve many of the biggest hacking challenges back in the day.  Right now, in 2009, we are still working on games with scripts that Akujin produced years ago, including about half of MA’s English dialogue!
Akujin’s original Mystic Ark patch:
Not only did Akujin play the game twice on cart, he produced what was arguably the best partial translation patch to date.  When he joined, we featured his V0.05 patch on our MA project page and built a dedicated page for Akujin’s fully translated project called “Cocoron”, a game that he also hacked.
Just for the record, Akujin and all of our inactive members from previous CSC groups and M-D project teams are welcome to rejoin us at Dynamic Designs, to fully share in the fun again, but a former member we would especially be elated to see is Akujin, whose translated scripts could possibly keep us busy producing Western World games for the rest of our lives!
Akujin’s translation notes and continuity checks of the first four MA blocks:
MA-1 Notes by Akujin:

This dump contains the text for the first world, 'suna no sekai' (World of sand). It also has most of the text for the temple area (the place at the beginning of the game).  The name of the ship 'Ganbosu' was dumped incorrectly as 'Gasobosu'. This is an entirely understandable error since katakana 'n' and 'so' are very similar. Varkon translated the ship's name as 'Gasboss' because of this error I'm assuming. I translated it 'Gunboss'. I made a couple comments in Varkon's section of the dump, just clarifying a couple things he wasn't sure about. 

One thing about the cat guys' text; they speak with a funny accent. In english, the sound that cats make is usually written 'meow'. In japanese, cats go 'nya'. This 'nya' sound shows up a lot in the cat men's speech as a phonetic corruption of different words. For example, much of the time the standard japanese 'ja nai' shows up as 'ja nyai'. Many times their sentences end with 'nya', as opposed to the common end-of-sentence 'na'. Now, I have no idea if this could possibly come through in an english translation, but I suspect it would probably be more trouble than its worth. Just lettin' you know that it's there though, if you wanted to try to give them some kind of accent ^_~

-akujin (Thursday, June 08, 2000, 6:25:28 PM)
MA-2  Notes by Akujin:
//All of my comments are on lines preceeded by '//'

//This first text is from 'kodomo no sekai' (Children's world),

//which is the third world you travel to in the game. Also, the

//main character's default name is レミール 'Remeer', but it

//shows up as 'Kamil' in this dump.

//                                     -akujin

MA-3 Notes by Akujin:
//This file contains the text for two of the 7 worlds: The machine world, and the wind
// world.  It also has the end-game text and much of the text in the temple, both from the //Goddess and when you talk to the flame in the fireplace.

(-Akujin)

MA-4
Akujin forwarded a fully clarified MA-4 script on July 31, 2001, one that Shirley did in full, but Akujin double checked for consistency with the other three blocks.  This was the final e-mail and attachment I retained in my early MA archives.
Problems inserting the English dialogue and the disposition of our original work:

Unfortunately, with Necrosaro unable to build an inserter by the 2002 time frame, our MA Translation project was effectively placed on hold, but at some point our files leaked to the so-called translation community.  Only recently did I discover how this happened.  I am inclined to believe now the person who shared them acted in good faith, because he is a good person who loves the games. 
Other D-D members may feel differently, but I (Wildbill) must admit that my hopes toward competing MA began to wane by 2003.  About the same time that Bongo` departed the scene, Taskforce indicated that he needed a breather, too.  Therefore, Draken and I had nowhere to turn for the additional ASM work that Lennus-II required, so everyone just sort of drifted away for a few years.

 Given these realities, if our MA files could have helped someone finish the work and bring MA English to the world, we would have certainly discussed and possibly even considered such an effort.  On the other hand, if an M-D or J2e member who is currently inactive chose to hand over our MA files and translations, believing that the other core members of the MA team had left the scene permanently, that is also fine.  At any rate, whatever happened in the past doesn’t matter any more.
Getting back to the subject of our absent team member Akujin, we at D-D would be the first to acknowledge that other fine translators are out there, but if someone in possession of our files opted to throw aside Akujin’s work and secure a different version, I must lament that all of the fine work of Akujin, Shirley, and Varkon would have been wasted had we failed to do our part and complete the work.  I also find it regrettable that the misdirected energy off duplicated efforts could have helped produce another fine game other than Mystic Ark.
But this may be the landscape of our hobby these days, as a member of the defunct J2e Translations observed, a hacker once known as AnusP.
http://b-rock.netfirms.com/rudra.html
If anyone out there wants to change this way of doing business, Dynamic Designs will do its part to play a positive role, perhaps engage in a genuine joint project in which both groups carry the game’s page at their respective web sites, especially when “outside” contributors supply major work such as entire translated game scripts, major assembly work, insertion tools, custom designed fonts, and story-writing services.

Regardless of past situations, I commend Gideon Zhi for sharing some of his Mystic Ark technical knowledge with the members of Dynamic Designs.  I also appreciate that he gave credit to a member of D-D who created certain files that assisted him in the production of his own version of Mystic Ark (English). 
Mystic Ark English Reborn

Where-in-the-hell did MA-5 come from!?

If Akujin and The Gun were heroes in the early MA project, Bongo` and Draken have stood equally tall since the beginning of the renewed effort.  One of the first tasks Bongo` performed (about the same time our whole team was finishing Lennus-II and starting Feda) was re-dump MA’s script.  He quickly discovered a huge fifth block of text that was previously unknown to all of us at M-D, Stealth, and now D-D.
When Bongo` asked me (Wildbill), “Where is MA-5?” I about jumped out the window nearest my workstation in my home’s second story!  I responded that MA-5 did not exist, and Bongo` basically retorted, “It does now!”  Then, Bongo` located a “secret” contributor (at the time) - Mecha Gaijin - to translate that fifth block in just a few short months.

By then, Bongo` had renamed what comprised the old MA script blocks, using their ROM addresses as identifiers, in place of our old sequential numbering system.  The chart below depicts these conversions and the primary translators of each:
MA-1 - 00080006.txt – Varkon (50%) Akujin (50%)
MA-2 - 00090006.txt - Akujin
MA-3 - 000A0002.txt – Akujin (70%) Shirley (30%)
MA-4 - 000B0002.txt – Shirley
MA-5 - 0006D29C.txt – Mecha Gaijin
Script file 0006D29C (MA-5 under the old system) contained copious amounts of control codes, strings related to a debugging mode, assorted shop menus and responses, and other miscellaneous supporting features, but also the major dialogue for the monster arena and a number of hidden shops and exchanges.  Without its discovery, the game would have crashed on many occasions whenever these routines were called up.
The Dual Herculean Efforts of Locating and Redirecting Embedded Pointers, and Transferring/Formatting Script Files-
Unlike many ROMs, MA’s pointer were not listed in easy-to-find tables, but embedded throughout the control codes and script.  Numbering in the thousands, Bongo` set out to locate most of the pointers while Draken assumed the monumental task of cutting text from the old dump and pasting it into the proper places in the new dump.  He also formatted that pasted text so the game would not crash as often once we inserted the English, and he penned early refinements to the story.

This process required six months of dedicated hard labor, as Bongo` originally believed that finding someone to re-translate the script directly into the new dump files would be easier and more efficient.  But two situations dictated otherwise.  First, all of the excellent work of Varkon, Shirley, Akujin, Robyn, and Faraday would have been wasted and lost forever.  Second, translators willing to tackle huge dumps of old platform games appeared to be in short supply during 2008.

Bongo` was on the verge of declaring that MA was not worth the trouble of cutting, searching, and pasting so many strings, especially with work on Feda underway, but Draken and I (Wildbill) were both willing to perform this task that would end up requiring half a year to complete.  Ultimately, because Feda already had a rudimentary script already inserted, we decided I should dedicate my time to writing Feda while Draken transferred the MA text and smoothed out most of the rough edges in the raw translated script.
Thus, Draken crafted an excellent first draft of the MA story, adopting the tone that Akujin conveyed in his notes and I (Wildbill) had established in my first partial rewrite of Sand World (#1).  Together, Bongo` and Draken ironed out the almost endless game crashes, caused mainly by pointer problems requiring re-direction.  The pair cleaned up all of the menus and such, applied the script from the freshly translated and previous undiscovered fifth block, and produced the first fully playable alpha version of Mystic Ark English around the same time we released Feda during February 2009.

At that time, I (Wildbill) took charge of the effort to produce a finished story, clean up any problems undiscovered during the alpha phase (with Bongo`s help), and take care of the remaining spot translations and other glitches that always seem to appear out of nowhere during a beta phase.  With Red Soul assisting, the two of us produced beta version 0.99 in just a few months!  Without Red Soul doing most of the legwork, we would have still been working on this game during Christmas 2009!  Thanks, Red Soul. You are a gem!!  All of you MA team members are – past and present!
Font Work
Taskforce hand built our unique English font for MA’s main English dialogue.   We reviewed numerous variations prior to choosing our final version.  Starting with a 16X16, we settled on and 8X16 so we could average about 27 to 28 character per line (CPL) of dialogue.  With around 31 CPL available in Feda (but only three lines per page), with 27 CPL to use in all four lines of MA, we avoided adding numerous new screens.

Splash Work
The splash went through several evolutions because of space limitations.  Red Soul designed a nice looking initial page, then, Taskforce took it from there and tweaked it to perfection.  Sadly, those fancy initial splash pages had to be whittled down to the final version you see in the game due to those space constraints.  We packed the ROM with so much data, we were lucky to set one in stone at all, but it worked out in the end, and that’s what counts.
Comparisons to 7th Saga

Certain game mechanics and character designs are similar, but Mystic Ark (MA) is not a sequel to 7th Saga.  The latter game takes place on Planet Ticondera and involves time travel.  MA is centered in a mysterious, deserted island shrine, a convoluted complex that features numerous portals into other realms that a solitary awakened player must unlock, explore, and solve in what unfolds as a huge, diversified 60-hour puzzle!

Mystic Ark’s Plot

Although a number of clues seem evident in hindsight, the final MA mystery remained unsolved until the final scene in the game, one that followed the lengthy ending credits.  Several years ago, one MA reviewer wrote that the Japanese version lacked a plot or story that made sense.  Perhaps that player turned his game off at the conclusion of the last battle and missed that final resolution, because that’s when everything clicked into place for the translation team, along with the realization that MA’s allegorical story was revealed in bits and pieces, fitting its overall puzzle-like nature.
Summary
The release of the Mystic Ark English patch is satisfying on many levels, but the crew is ready to move onward to fresh work.  My sincere thanks go out to all.
Coordinator: Wildbill

Early Work:  Transcore - Cupid and Taskforce

Early Work and Patch:  Akujin

Primary Translator:  Akujin

Translator:  Shirley

Translator:  Varkon

Translator:  Mecha Gaijin (5th Block)
Translation Support (early):  Robyn, Faraday

Spot Translations (recent): Wildbill

Table File: Wildbill

Script Dump: The Gun and Necrosaro (early), Bongo` (recent)

Coding, Assembly, and Tools:  Bongo`

Script formatting, troubleshooter, co-author:  Draken
English Story Writer: Wildbill

Font design and Splash Screen:  Taskforce

Special Support/ Beta Testing:  Red Soul
Beta Tester:  Recca

Beta Tester:  Remilia Scarlet
Special Thanks:
To Gideon Zhi for offering technical information.  We had long since solved the issues related to the information he provided, but we appreciate his gesture just the same.

To Byuu for showing an interest in this project.  He was a big inspiration during our efforts to produce this universal patch that works with real SNES hardware.

-Wildbill – September 11, 2009*

(V1.01 – December 24, 2009)
