Tutorial by Manekimoney
Tutorial structure:

-Requirements

-Game's hex alphabet

-Enemy editing

--Editing a human enemy

--Editing a regular enemy

--Editing a boss non-human enemy

-Weapon editing

-Material editing

-Accessory editing

REQUIREMENTS

This tutorial expects you to know how decimal to hexadecimal conversion works and vice versa.

For Swordcraft Story 2 stats editing, you will require:

-a ROM of Summon Night: Swordcraft Story 2

-a Hex Editor (in my example, I'm using HxD)

-prefferably, some documentation on the game's bestiary, weapons and materials for easier work (or a complete save file with this info)

It should be noted how the game stores hex values for numbers. Let's say you have a hex value 1234 (4660 in decimal).
If you want to edit a specific stat, you have to store the value like so : 
34 12 (in the game's logic this still represent 4660 in decimal)
For another example, here's a small value, like 6. 0006 should be inserted like this:

06 00

This applies for every number value that can be edited in this tutorial. Always "flip" the first two and last two characters of a value when inserting them. 

GAME'S HEX ALPHABET

Every letter is structured in this way : "82 --" -- is a hexadecimal number that will represent a character in-game.

HOWEVER, this seems to only represent text for the bestiary, accessories, materials and weapons.

So you can't use this to find text that the characters say in-game.

So here's the alphabet that I know so far:

a-81   A-60

b-82   B-61

c-83   C-62

d-84   D-63

e-85   E-64

f-86   F-65

g-87   G-66

h-88   H-67

i-89   I-68

j-8A   J-69

k-8B   K-6A

l-8C   L-6B

m-8D   M-6C

n-8E   N-6D

o-8F   O-6E

p-90   P-6F

q-91   Q-70

r-92   R-71

s-93   S-72

t-94   T-73

u-95   U-74

v-96   V-75

w-97   W-76

x-98   X-77

y-99   Y-78

z-9A   Z-79

1-51   2-52  3-53   4-54   5-55  6-56  7-57  8-58  9-59

81 40 represent empty space (aka " ")

81 48 represent ?
81 –- seems to correspond to special characters
There are other symbols that are represented with other values, but require extensive testing to document them all

-----------------------------------------

So let's say you are looking for a weapon to edit, for example: 
"Amateur Knife"

You have to convert every character to its hex equivalent:

-----------------------------------------------------------------------------

A     m     a     t     e     u     r     " "   K     n     i     f     e

82 60 82 8D 82 81 82 94 82 85 82 95 82 92 81 40 82 6A 82 8E 82 89 82 86 82 85

-----------------------------------------------------------------------------

You can then use the Hex editor's search function, example for HxD:

Click "Search" -> "Find..." -> Set datatype to "Hex-values" -> Insert the hex converted name (in this case Amateur Knife) into "Search for" -> Click "OK"

The hex editor will transport to the location and highlight the thing you are looking for.

Searching for items or enemies using this is recommended, if you just want to edit a specific item/enemy and don't want to search through hundreds of different items/enemies to get to it.

ENEMY EDITING

The table of every enemy in the game is located at 4F3330. In HxD, to ge there simply do:

Click "Search" -> "Goto..." -> Type 4F3330 to the "Offset" -> Click "OK"

The table is structured in the way, that it first has entries for every human enemy, then every enemy in the bestiary and then non-human bosses and all of them are ordered in order of apperance in the game's story.

If you go to the location 4F3330, you will find this:

00 00 00 00 00 00 00 00 00 00 00 00 81 48 81 48 

81 48 81 48 00 00 00 00 00 00 00 00 00 00 00 00 

00 00 00 00 00 00 00 00 00 00 00 00 00 00 09 00 

C2 01 20 00 23 00 00 00 11 00 96 00 24 00 05 FF 

93 FF FF FF 05 00 00 00 C2 01 C8 00 63 01 64 00

00 00 00 00

This is an entry for the very first enemy in the enemy table. As mentioned previously, the table starts at the human enemies first.

This enemy is the very first Black Swordsman encounter in the "Roaring Cavern". At this point in the game's story, it still doesn't have a name, so the game reffers to him as "????".
Here's what the full table represent in order:

????             lv 9   The first Blk Swordsman in "Roaring Cavern".
Orin             lv 15
Blk Swordsman    lv 24

???              lv 35  "Glacier Gorge" explorers
Blk Swordsman    lv 41

Orin             lv 42

Gedharm          lv 44  

Kuuya            lv 47  

Kohina           lv 46  

Ryouga           lv 50  

Passeau          lv 50  

Ryouga           lv 54  

Blaire           lv 54  

Lynn             lv 55 

Mirage Fighter   lv 35  Appears in Extra mode "Summon Night 2: Cameo Battle"
Mirage Fighter   lv 35  Appears in Extra mode "Summon Night 2: Cameo Battle"
Edgar            lv 4   Unknown. Perhaps some Extra mode stuff?
Aera             lv 4   Unknown. Perhaps some Extra mode stuff?
Edgar            lv 4   Unknown. Perhaps some Extra mode stuff?
Aera             lv 4   Unknown. Perhaps some Extra mode stuff?
Edgar            lv 9   Unknown. Perhaps some Extra mode stuff?
Aera             lv 9   Unknown. Perhaps some Extra mode stuff?
Edgar            lv 20  Unknown. Perhaps some Extra mode stuff?
Aera             lv 20  Unknown. Perhaps some Extra mode stuff?
Edgar            lv 26  Unknown. Perhaps some Extra mode stuff?
Aera             lv 26  Unknown. Perhaps some Extra mode stuff?

-----------------------------

Empty space
Empty space

Empty space
Empty space
-----------------------------
Slime-------------------It's the entire beastiary until the end now

Cuckoo

Spirit

Hopdog

Gremlin

Spinner

Pumpkeeno

Pomdog

Gazaille

Dynabeetle

Hound

Jelly Slime

Gunnerhead

Teru

Red Pincher

Mud Boxer

Bugball

Gel Slime

Escaroo

Evil Spirit

Magikeeno

SniperHead

Onibi

Lizardio

Red Gremlin

Glider

Cutter

Skydog

Coleopter

Smogro

Windleon

Clobber Rex

Popper

Duston

Catton

Titanper

Defender

Iron Giant

Grappler

Elebolt

Snairoo

Octaco

Ikaroo

Crystanare

Sagagin

Mud Sucker

Frogman

Elewater

Winderdog

Headache

Foggro

Lycaon

Black Pincher

---------> continues next page

Dark Demon

Rockhide

Elewind

Hannya

Maizaille

Rainboy

Chamedeon

Hangball

Skullbear

Bugmouth

Gunner Giant

Strawboy

Oni Fox

Kero Ninja

Fire Mage

Brute Monk

Manty

Yang

Ying

Elefire

Brownie

Dragon Puppy

Striker

Harricade

Squibolt

Clock Knight

Red Dragon

Tumbler

Tsuchigomo

Yasha Spider

Bolt Striker

Sparsquid

Chrono Knight

Greezly

Dark Dragon

Charger

Onigumo

Kijo Spider

Jumper
Pighonker

Catapulter

Interceptor

Quadtanper

Beefy Giant

Elespark

Heavy Metal

Octopot

Ikarocky

Aquanare

Mermarion

Frogmarine

Elehyde

Giant Serpent

Filleon

Death Head

Sneivel

Arch Demon

Boulderhide
Elegale
Grudge Fish

Metal Crab

Flying Lizard

Gothboy

Ghost Fox

Kero Oyabun

Flame Mage

Giant Monk

Death Manty

Eleflare

Omen Fish------------------This is the end of the beastiary

-----------------------------
Empty space
Empty space

Empty space
Empty space
Empty space
Empty space

Empty space
Empty space
Empty space
Empty space

Empty space
Empty space
Empty space
Empty space

Empty space
-----------------------------> continues next page

Rampage Rabbit   lv 1-------the very first fight in the game
Rampage Rabbit   lv 5 

Rampage Rabbit   lv 11

Rampage Rabbit   lv 18

Rampage Rabbit   lv 22

Rampage Rabbit   lv 30

Rampage Rabbit   lv 32

Rampage Rabbit   lv 37

Rampage Rabbit   lv 43

Rampage Rabbit   lv 49

Rampage Rabbit   lv 50

Rampage Rabbit   lv 55

Rampage Rabbit   lv 70

Rampage Rabbit   lv 99-----the golden one
Cattan---------------------the very second fight in the game
Hound
Kabuto---------------------the flying insects during the Grass Dragon fight

Grass Dragon

Iron Horse

Block Knight

Durahan

Grappler

Aqua Elemental

Lobsta Dragon

Scanner Eye

GUNVALD

Borgrim

Blade Wing

Ice Golem

Death

Gedharm Gunner

Shaman Monkey

Bone Knight----------------the summon creature during Passeau fight

Guren Goura----------------the unwinnable fight

Guren Goura

Guren Goura----------------final boss

Death Reaper---------------Post-game boss

Satellite eye--------------Post-game boss

Lobsta Supreme-------------Post-game boss

Ice Doll-------------------Post-game boss

Monkey Extreme-------------Post-game boss

Anyway let's analyze what the data here represents for the very first human enemy (note that data differs from human and regular enemies).
EDITING A HUMAN ENEMY

This is the data for the very first human enemy

00 00 00 00 00 00 00 00 00 00 00 00 81 48 81 48 

81 48 81 48 00 00 00 00 00 00 00 00 00 00 00 00 

00 00 00 00 00 00 00 00 00 00 00 00 00 00 09 00 

C2 01 20 00 23 00 00 00 11 00 96 00 24 00 05 FF 

93 FF FF FF 05 00 00 00 C2 01 C8 00 63 01 64 00

00 00 00 00

--------------------------------------------------------------------

--------------------------------------------------------------------

00 00 00 00 00 00 00 00 00 00 00 00 81 48 81 48 

81 48 81 48 00 00 00 00 00 00 00 00 00 00 00 00 

00 00 00 00 00 00 00 00 00 00 00 00 00 00 -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- --

The 00s represent empty space. They can be ignored. The 81 48 represent "?" symbols for the name of the enemy. This enemy is therefore called "????".

All the following 00 after that also represnt empty space, however, you can extend the enemy's name by filling these up with appropriate hex values from the alphabet. As you can see, there is limited space for the amount of characters available for an enemy.

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- -- 

-- -- -- -- -- -- -- -- -- -- -- -- -- -- 09 00 

C2 01 20 00 23 00 00 00 11 00 96 00 24 00 -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- -- 

-- -- -- --

These values represent the enemy's stats.

Here's what each value represents

09 00 - this is the enemy's level. It represent 9 (9 in decimal). The only effect it has on gameplay is the amount of EXP you gain from it, whenever you are over or underleveled.

C2 01 - this it the enemy's HP. It represent 1C2 (450 in decimal). As you can see this is the example of the first two and last two character being flipped, as explained earlier in the tutorial

20 00 - this is the enemy's ATK stat. It represent 20 (32 in decimal). Note that this does not seem to affect the enemy's damage from magical attacks

23 00 - this is the enemy's DEF stat. It represent 23 (35 in decimal)

00 00 - unknown

11 00 - This MIGHT be the enemy's AGI stat. However, if it is, it doesn't have any effect on gameplay that I know off. It represent 11 (17 in decimal)

96 00 - this is the enemy weapon's durability.

24 00 - unknown. MIGHT be the enemy's AGI stat.

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- -- 

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- -- 

-- -- -- -- -- -- -- -- -- -- -- -- -- -- 05 FF 

93 FF FF FF 05 00 00 00 C2 01 C8 00 -- -- -- --

-- -- -- --

24 00 05 FF 93 FF 05 00 00 00 C2 01 C8 00 - sadly, I don't know what these values represent. They seem to differ from enemy to enemy

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- -- 

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- -- 

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- -- 

-- -- -- -- -- -- -- -- -- -- -- -- 63 01 64 00

00 00 00 00

63 01 64 00 - this represents the item drop chance of the enemy.

63 - represent the item dropped (in this case "Beast Crest"). 

01 - is the same everytime, for every enemy that drops an item. Any other value produces very glitchy effects. 

64 - represent the drop chance of the item. 64 is 100 in decimal, therefore this is a 100% chance to drop. Don't know what values above 100 do.

00 - at the end should always be a 00, no matter the circumstance
In case that the enemy doesn't drop an item, all these values are 00
00 00 00 00 – this can be filled with values to make another item droppable by the enemy
Note that human enemies can drop items only when their weapon loses all of its durability. Regular enemies can always drop items.
List of what the first value represent for material being dropped (this applies for all enemy types, not just human enemies):

5E - Iron Ore

5F - Charged Ore

60 - Leafwyrm Thorn

61 - Heavy Metal Ore

62 - Aqua Ore

63 - Beast Crest -- as in example

64 - Blaze Ore

65 - Gale Ore

66 - Boost Motor

67 - Light Metal Ore

68 - Fulgur Horn

69 - Beast King Crest

6A - Sandstone Ore

6B - Vortex Crab Claw

6C - Hard Shell

6D - Adaman Ore

6E - Diffusion Device

6F - Anti-demon Ore

70 - Crystal Ore

71 - Wyvern Claw

72 - Hero's Badge

73 - Mark of Courage

74 - Demon Horn

75 - Lion's Crest

76 - Mahinery Scroll

77 - Crimson Horn

78 - Ninja Scroll 1

79 - Ninja Scroll 2

7A - Kishin Horn

7B - Tryant Soulstone

7C - Doji Soulstone

7D - Eye of Truth

7E - WitchStone

7F - Gem of Light

80 - BlackDragon Fang

81 - Onyx Lifestone

82 - Mysterious Box

83 - Cat Paw Figurine

84 - Angel Ice Statue

85 - Bushido Scroll

41 - Flat Stone

If 41 represent the "Flat Stone", then other values below 5E (Iron Ore) should represent other crafting/consumable items. Finding what value represents which item, would require quite extensive testing, since it would probably include special items, like Red Demonite Gems or Rare Medals.
EDITING A NON-HUMAN ENEMY

Let's see what the data for "Cuckoo" represents (located at 4F4A30):

00 00 00 00 00 00 00 00 00 00 00 00 82 62 82 95 
82 83 82 8B 82 8F 82 8F 00 00 00 00 00 00 00 00 
00 00 00 00 00 00 00 00 00 00 00 00 00 00 01 00 
28 00 0B 00 01 00 00 00 02 00 00 00 00 00 FF FF 
FF FF FF FF 00 00 00 00 05 00 05 00 4E 01 1E 00 
00 00 00 00 00 04 82 68 82 8C 82 8C 81 7C 82 94 
82 85 82 8D 82 90 82 85 82 92 82 85 82 84 81 97 
82 82 82 89 82 92 82 84 81 47 81 40 82 90 82 92 
82 8F 82 94 82 85 82 83 82 94 82 89 82 96 82 85 
81 97 82 8F 82 86 81 40 82 89 82 94 82 93 81 40 
82 94 82 85 82 92 82 92 82 89 82 94 82 8F 82 92 
82 99 00 00 00 00 00 00 00 00 00 00 00 00 00 00
--------------------------------------------------------------------

--------------------------------------------------------------------
-- -- -- -- -- -- -- -- -- -- -- -- 82 62 82 95 
82 83 82 8B 82 8F 82 8F 00 00 00 00 00 00 00 00 
00 00 00 00 00 00 00 00 00 00 00 00 00 00 -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --
Just like it's mentioned for the human enemies, these values represent the enemy's name.

82 62 82 95 82 83 82 8B 82 8F 82 8F represent the word "Cuckoo"
--------------------------------------------------------------------

--------------------------------------------------------------------
-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- 01 00 
28 00 0B 00 01 00 00 00 02 00 00 00 00 00 -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

01 00 - this is the enemy's level
28 00 – this is the enemy's HP
0B 00 – this is the enemy's ATK

01 00 – this is the enemy's DEF

00 00 – unknown

02 00 - unknown. MIGHT be the enemy's AGI stat. However, if it is, it doesn't have any effect on gameplay that I know off.
00 00 00 00 - unknown

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- FF FF 
FF FF FF FF 00 00 00 00 05 00 05 00 -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

FF FF FF FF FF FF 00 00 00 00 05 00 05 00 - sadly, I don't know what these values represent. They seem to differ from enemy to enemy
--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- 4E 01 1E 00 
00 00 00 00 00 04 -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

4E 01 1E 00 - this represents the item drop chance of the enemy. In this case, it's a 30% chance to drop a "Small Worm".

Note that unlike human enemies, non-human enemies will always have a chance to drop their item.

00 00 00 00 – this can be filled with values to make another item droppable by the enemy
00 04 – unknown

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- 82 68 82 8C 82 8C 81 7C 82 94 
82 85 82 8D 82 90 82 85 82 92 82 85 82 84 81 97 
82 82 82 89 82 92 82 84 81 47 81 40 82 90 82 92 
82 8F 82 94 82 85 82 83 82 94 82 89 82 96 82 85 
81 97 82 8F 82 86 81 40 82 89 82 94 82 93 81 40 
82 94 82 85 82 92 82 92 82 89 82 94 82 8F 82 92 
82 99 -- -- -- -- -- -- -- -- -- -- -- -- -- --

This is the enemy's description in the beastiary. It's only present for enemies that appear in it. These hex values represent:

"Ill-tempered bird; protective of its territory"
Lastly, let's check out a boss non-human enemy

EDITING A BOSS NON-HUMAN ENEMY
This is the data for the very first Rampage Rabbit fight (location 4FACB0)

00 00 00 00 82 71 82 81 82 8D 82 90 82 81 82 87 
82 85 81 40 82 71 82 81 82 82 82 82 82 89 82 94 
00 00 00 00 00 00 01 00 2D 00 04 00 03 00 00 00 
0A 00 00 00 0C 00 FF FF FF FF FF FF 00 00 00 00 
32 00 19 00 2C 01 64 00 AA 01 64 00 00 00 81 40
There isn't much to say about boss non-human enemies. Almost everything about them is the same as for regular enemies, except they don't have the description that would have shown up in the beastiary. The entire description is represented by a single 81 40, which is just empty space (aka, " ")
WEAPON EDITING

The data for weapons starts at the location 4E7240
The table of weapons is ordered by all the swords first (from the "Iron Ore" to the "Bushido Scroll" in order, just like in the game), then axes, spears, knuckles and drills.

So it is ordered as such:

-Swords    (from "Amateur Knife"    to  Ethereal Saber"),

-Axes      (from "Amateur Axe"      to  Ethereal Axe"  ),

-Spears    (from "Amateur Spear"    to  Ethereal Lance"),

-Knuckles  (from "Amateur Knuckles" to  Ethereal Claws"),

-Drills    (from "Amateur Drill"    to  Ethereal Rotor")

This is the data for the "Amateur Knife" (location 4E7240):

00 00 00 00 00 00 00 00 82 60 82 8D 82 81 82 94 
82 85 82 95 82 92 81 40 82 6A 82 8E 82 89 82 86 
82 85 00 00 00 00 00 00 00 00 00 00 00 06 05 01 
64 00 0A 00 08 00 00 00 55 01 01 01 32 FF FF 00 
82 61 82 81 82 93 82 89 82 83 81 43 81 40 82 8D 
82 95 82 8C 82 94 82 89 81 7C 82 90 82 95 82 92 
82 90 82 8F 82 93 82 85 81 40 82 8B 82 8E 82 89
82 86 82 85 00 00 00 00 00 00 00 00 00 00 00 00
--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- 82 60 82 8D 82 81 82 94 
82 85 82 95 82 92 81 40 82 6A 82 8E 82 89 82 86 
82 85 00 00 00 00 00 00 00 00 00 00 -- -- -- -- 
-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

These values represent the name of the weapon. It stands for "Amateur Knife".

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- 00 06 05 01 
64 00 0A 00 08 00 00 00 55 01 01 01 32 FF FF 00 
-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

00 06 05 01 64 00 – unknown

0A 00 – The ATK value of the weapon.

08 00 – The DEF value of the weapon.

00 00 – The AGI value of the weapon. However, some weapons also give decreased agility. How do they do it?

To make a weapon decrease agility, you have to take the maximum value the 2 bytes can hold and decrease it by the amount you want the weapon to decrease agility.

So for example, if you want to decrease player agility by 20 points:

You take FF FF, which is the maximum value.

Decrease it by 20 (20 in hexadecimal is 14)(FF – 14 = EB )

Therefore, to decrease agility by 20 points you need to use this value:

EB FF

55    - The DUR value of the weapon. Since the maximum value is 255, it seems to only use 1 byte

01 01 01 32 FF FF 00 – unknown

Note that some unknown value MAY represent the special attack/effect that comes with the weapon

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

82 61 82 81 82 93 82 89 82 83 81 43 81 40 82 8D 
82 95 82 8C 82 94 82 89 81 7C 82 90 82 95 82 92 
82 90 82 8F 82 93 82 85 81 40 82 8B 82 8E 82 89
82 86 82 85 00 00 00 00 00 00 00 00 00 00 00 00
These values represent the weapon's description. It means "Basic, multi-purpose knife"
MATERIAL EDITING

This tutorial is for editing the stats gained from materials when upgrading them.

The data for materials starts at the location 4E24F0
The table is ordered from Iron Ore to the Bushido Scroll, just like in the game.

This is the data for the "Vortex Crab Claw" (location 4E2BA0):

00 00 00 00 82 75 82 8F 82 92 82 94 82 85 82 98 
81 40 82 62 82 92 82 81 82 82 81 40 82 62 82 8C 
82 81 82 97 00 00 04 52 00 00 00 00 00 00 00 00 
B9 00 00 00 00 00 0C 00 03 00 06 00 FE FF 82 62 
82 8C 82 81 82 97 82 93 81 40 82 8F 82 86 81 40 
82 81 81 40 82 84 82 85 82 85 82 90 81 40 82 93 
82 85 82 81 81 40 82 83 82 92 82 81 82 82 00 00
--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- 82 75 82 8F 82 92 82 94 82 85 82 98 
81 40 82 62 82 92 82 81 82 82 81 40 82 62 82 8C 
82 81 82 97 00 00 -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

These values represent the name of the material. It stands for "Vortex Crab Claw".

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- 04 52 00 00 00 00 00 00 00 00 
B9 00 00 00 00 00 0C 00 03 00 06 00 FE FF -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

04 52 00 00 00 00 00 00 00 00 B9 00 00 00 00 00 – unknown

0C 00 – The DUR value of the material

03 00 – The ATK value of the material

06 00 – The DEF value of the material

FE FF - The AGI value of the material. This one represents -2.

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- 82 62 
82 8C 82 81 82 97 82 93 81 40 82 8F 82 86 81 40 
82 81 81 40 82 84 82 85 82 85 82 90 81 40 82 93 
82 85 82 81 81 40 82 83 82 92 82 81 82 82 00 00
These values represent the description of the material. It stands for "Claws of a deep sea crab"
Note that some unknown value MAY represent the special attack/effect that comes with the material (or maybe it's saved somewhere else, along with all the other material combinations)
ACCESSORY EDITING

The data for accessories starts at the location 4E3EB0

The table of accessories is ordered by rings first (from weakest to strongest (according to the "Create" menu in the shop) + special ones), bracelets and then boots.

This is the data for the "Ninja Ring" (location 4E4350)

00 00 00 00 00 00 00 00 00 00 00 00 82 6D 82 89 
82 8E 82 8A 82 81 81 40 82 71 82 89 82 8E 82 87 
00 00 00 00 00 00 00 00 00 00 00 00 00 00 03 25 
00 00 00 00 00 00 00 00 B8 0B 00 00 00 00 00 00 
14 00 0F 00 0A 00 82 65 82 8F 82 95 82 8E 82 84 
81 40 82 89 82 8E 81 40 82 81 81 40 82 82 82 8F 
82 98 81 40 82 8F 82 86 81 40 82 83 82 85 82 92 
82 85 82 81 82 8C 00 00 00 00 00 00 00 00 00 00
--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- 82 6D 82 89 
82 8E 82 8A 82 81 81 40 82 71 82 89 82 8E 82 87 
00 00 00 00 00 00 00 00 00 00 00 00 00 00 03 25 
00 00 00 00 00 00 00 00 -- -- -- -- -- -- -- --
-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

These values represent the name of the accessory. It stands for "Ninja Ring"
--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- B8 0B 00 00 00 00 00 00 
14 00 0F 00 0A 00 -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

B8 0B 00 00 00 00 00 00 – unknown (may relate to the unique effect some accessories have)

14 00 – The ATK value of the accessory

0F 00 – The DEF value of the accessory

0A 00 – The AGI value of the accessory

Note: The same way to apply negative agility like in weapons and materials applies here

--------------------------------------------------------------------

--------------------------------------------------------------------

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- -- -- -- -- -- -- -- -- -- --

-- -- -- -- -- -- 82 65 82 8F 82 95 82 8E 82 84 
81 40 82 89 82 8E 81 40 82 81 81 40 82 82 82 8F 
82 98 81 40 82 8F 82 86 81 40 82 83 82 85 82 92 
82 85 82 81 82 8C 00 00 00 00 00 00 00 00 00 00
These values represent the description of the accessory. It stands for "Found in a box of cereal"
