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* WHAT I'VE FOUND

L

john@xpsl5: treasure

$ ( - —
o.l'l'lﬂ » @

¢ i Nostalgia '
Jo ) MEDIUM DIFFICULTY RATING 40 POINTS
SOl
NO CONNECTION REQUIRED INFORMATION ACTIVITY
JO0
$ , | Download Files CHALLENGE DESCRIPTION
Vi Necessary files to play the challenge. It's late at night and your room's a mess, you stumble upon an dusty old looking box and you decide to go through it, you start unveiling hidden childhood memories and you find a mesmerising gamebody
S advanced flash card labeled "Nostalgia", you pop the card in and a logo welcomes you, this strange game expects you to input a cheatcode. Can you figure it out?
€  ziP PASSWORD

Searching current directory: /home/joh
Searching home directory: /home/john/.

Searching system config directory: /et A BELREBEIRULMHRB | :

Reading configuration file.

Color depth: 32 oo :
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@ GB studio - GB Studio 3

File Edit Game View Window Help

Game World v
v SCENES

» Cave
» Deep Space

» Deeper Underground

& Hacking della

541.232 visualizzazioni - » Dream

v » Launch Site
" stacksmashing @
» Logo
In questo video hackerian

» Menu Page 1

Sottotitoli 2 Inglese

» Menu Page 2

n The Checkil » parallax Example

» Path to Sample Town

HO HACKERATO » Player's House

181.733 visualizzazioni *

= » Sample Town
€9 otto Climan @
= » Space Battle

In questo video sono rius( ;
2 : R » Title Screen
4K Sottotitoli
» Top House

» Underground

& Cartuccia Wi-

048.599 visualizzazioni *
t.o./ there oughta be

Ho creato una cartuccia p

4K Sottotitoli
v SCRIPTS

& -
® |nit Menu

® Init Weapons

> VARIABLES

Player's House

~ave
QUEST LIST
, i SRR
D:}‘QEEF' oM THE ut.‘\_" :Nv SV AEY “"‘-
GRASS =
[TITURNIP TROUEBLE 1 ﬁ
[0 ENERK ONEBOARD
[ HIDDEN TREARSURE
[HIDE N SEEK
1 [
EA

Parallax Example

A:3/20 S:60/64 T:1/30
'.~\ Space Battle
+ L
Fi3 ' +
+ ~"+~~
+ & . >,
+ + .
+ T . +
+ + - fé
Underground Deeper Underground

- EAR S BARAAAANAAAATLS .

Parallax Example

Type

Platformer

Background

. parallax
Size: 80x18
R liles

191
Parallax

3 Layers

Speed 6

Speed >

Background Palettes

Sprite Palettes

Player Sprite Sheet

player_platform
ﬁ Type: Sprite
_ﬂ_' Tiles: 17
OnInit On Player Hit =

v Call Scrint: InitMenu

i

v



| Listing: Tetris (World) (Rev 1).g X ] ‘Cf Decompile: disable_ppu - (Tetris (World) (Rev 1).gb)

void disable_ppu(void)

EEEEEEEES SRR SR

void __asm disable_ppu(void)
<VOID=> <RETURN=>

{
byte 1

disable_ppu
LDH L, (Oxff)
LDH (offset ie_save),!
RES 0x0, &
LDH 1),

CoO~NOODUBEWNH

& Oxfe;
do {
ly = LY;
} whlle (ly !'= 145);

§ simm

LAB_2828
LDH 4, (offset LY)
CcP 145 return
JR NZ,LAB_2828
LDH 4, (offset LCDC)
AND ox7f
LDH (offset LCDC),
LDH 4, (offset ie_save)
LDH (oxff),
RET

& Ox7f;

Effective Palettes

data_2839
db[80]

data_2889
db[181]

data_293e
db[56]

data_2976

o oKk ok KRR R R R KRR KR K ok

o o ok ok ok ok ok R ok Rk ok ko TETTE ok ok

void __asm update_joypad_state(void)
<VOID> <RETURN=>
update_joypad_state
LD 2

Effective Tilemap f ive Ti t Scrolling

REVERSING GAMEBOY

pc+8

h ..0=g0; g>%‘ ~e0
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f g( >A! Hed
1 "830 g( 0*8*
: Oykyﬁ aC 0;

b DelayFrames if a >= 2

j Breakp01nt set at DelayFrames ($00:$0468)
| >c

| Breakpoint: PC =
i’; DelayFrames:

DelayFrames ($0468)

->0468 <+000>: CALL DelayFrame ; =%$045a
046b <+003>: DEC c
046c <+004>: JR _nz, DelayFrames_; =$0468

046e <+006>: RET

1 RTC:

046T <+000>: LD a, [$c2cel

>p de+hl
=$d350 (0TPartyMonSExp)
>x/32 de+hl
d350: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00
d360: 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00
>p a=$10
=$0010
>fin
NextOverworldFrame:

->67c0 <+009>: RET

Function967cl:

ET7a1 2 OAN- + LN~ ManCinndChabanl o« —tA40D

B pokecrystal.gbc

registers

backtrace

registers:

AF

BC =
DE =
HL =
SP =
PC =

$00ch (--NZ)

$d600 (ObjectStruct7+$012)
$0200 (Init+$083)

$d150 (CurPartylLevel+$00d)
$c@e7 (RivalTeam+$0c4)

$67c@ (NextOverworldFrame+$009)

backtrace:

1.

-

@ WVWooNOWUL A WN

NextOverworldFrame+$009 ($25:$67c0)
HandleMap+$018 ($25:$678b)
OverworldLoop+$00a ($25:%66ba)
FarCall_h1+$008 ($00:%$2déb)
Function5e5d+$018 ($01:$5e92)
FarCall_h1+$008 ($00:%$2d6b)
MainMenu_Continue+$005 ($12:$5ef3)
MainMenu+$034 ($12:$5d10)
FarCall_h1+$008 ($00:%$2déb)
Function5ae8+$018 ($01:$5bld)
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LA LEGGENDA DI MISSING N°

g -
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Wi |l d MISSIMGHO,

appeared®

WiV @CentiZen 3 anni fa
k MissingNo. was a huge influence on me as a kid, pretty sure it's the main reason | became so interested in coding and hacking as a kid. It was a lot of peoples first exploit.
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EVOLUTIONARY RELATIONSHIPS

in the Pokémon Internal ID list

nNTTMTNM 1 nNTITMTNAT N
FERIOD S 176-190 PERIOD 3

[ weene ][ wmemates || PIachu || RATCHU I__I DRATDNT [ ORAGONATR |
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File Emulation Options Advanced Help

1/o

OxD7EO
OxD7FO
0xD800
0xD810
0xD820
0xD830
0xD840
0xD850
0xD860
0xD870
0xD880
0xD8906
OxD8AO
OxD8BO
0xD8CO
0xD8DO
OxD8EO
OxD8FO
0xD900
0xD910
0xD920
0xD930
0xD940
0xD9506
0xD960
0xD970
0xD980
0xD990
0xD9AO
OxD9BO
0xD9Co
0xD9DO
OxD9EO
OxD9FO
0xDAGO

NLNATA

Palettes

FE
FF
00
00
00
1C
00
00
00
00
03
84
53
14
14
00
00
38
16
00
83
80
00
64
1A
19
00
00
41
80
84
89
8D
00
00

nn

Memory

07
FB
00
00
00
01
00
00
00
00
04
3C
68
18
23
00
00
00
18
00
00
3E
00
00
03
=
00
00
00
82
80
80
84
00
00

nn

OF
7C
1F
SE
00
1C
00
00
00
00
00
4c
FF
1E
15
00
00
8F
2D
00
76
83
98
76
DO
1E
00
00
A9
8A
92
82
80
00
00

nn

Disassembly

FE
FE
1E
3E
3C
06
00
00
00
00
00
BA
05
23
3D
18
00
4A
5F
00
51
1A
14
00
00
3F
17
00
65
8D
50
10)
87
00
00

nn

07
BE
00
00
EO
01
00
00
00
00
00
3A
18
18
00
18
00
00
17
00
00
04
0A
00
00
00
17
00
00
84
89
8D
50
00
00

nn

FE
00
=
02
0c
30
02
01
00
00
00
BD
BA
28
AC
32
00
43
49
98
A7
54
14
00
00
AF
2D
00
5D
80
80
84
89
00
00

nn

OB Tiles

c7
00
00
00
03
Al
00
00
00
€

¢

18
18
00
3C
00
00

2
-

88
8B
4E
OF
00
00
00
2A
00
00
92
82
80
80
00
00

nn

FE
00
7E
06
1C
00
06
00
06

87
OF
00
89
69
00
9C
1A
14
00
00

2
-

14
00
70
56
00
B8
87
8A
92
82
00
00

nn

GBE+

DMG-GBC Debugger

60
00
00
D5
3C
00
06
00
00
00
89
01
05
00
94
86
98
AD
54
14
00
00
8D
4B
00
6D
57
98
9E
89
8D
10)
10)
00
00

nn

BG Tiles

00
00
00
00
07
00
00
00
00
00
80
06
18
00
00

3
—

88
0A
4E
00
00
00
00
6D
00
00
43
88
80
80
84
89
8D
00
00

nn

I TEM

Refresh X Close

FLM

0xD880
0xD890
OxD8AO
0xD8BO
0xD8CO

0xD880O
0xD890
OxD8AO
0xD8BO
0xD8CO

00
4C
00
83

00
03
00
00
28

03
84
53
14

14 23

PERIOD 3a

00
24
00
03
00

00
05
00
ES
00

00
4c
FF
1E
15

00
3A
00
18
OF

00
24
00
00
0A

00
04
=
00
00

19
A5
00
00
1E

00 00
BA 3A
05 18

3 18

3D 00

00
BD
0A
28
AC

06
00
00
00

92
3C
18
18
00

4C
4C
07
00
0C

87
01
OF
00
89

04
07
07
00
00

24
24
FF
00
oD

02
01
21
00
00

50
3A
18
00
00

89
01
05
00
94

80
06
18
00
00

A5 03
7B FF
51 00
00 00
OF 00

82
61
0A
00
5E

8A
95
18
00
00

A5
00
00
98
0A

02
00
81
88
00

50
0A
OF
98
51

8D
8B
18
88
95

083

084

ig?iéé
088

WINETALES

PIKACHU

| DRATINI

091

092

KABUTOPS

HORSER

SANDSLASH

100

101

103

OHANYTE

OHASTAR

JIGGLYPUFF

WIGGLYTUFF

FLAREON

JOLTEON

YAPOREON
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NIENTE E' up. -2.cND.
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https://github  TRY ME  tchThemAll.git

https://github.com/OxFE-AP3/glitchThemAll.git
| PRIMI 10 SOLVERS ENTRERANNO NELLA HALL OF FAME



