
Hacking Final Fire Pro Wrestling 

 

What you will need to edit 
Before you start hacking the Final Fire Pro ROM you will need some important pieces of software and 

files. 

 A copy of the Final Fire Pro Wrestling ROM (Keep an unedited version somewhere too) 

 An emulator (I recommend VisualBoy Advance) 

 A hexadecimal editor (I recommend MadEdit) 

 

If you’re working on a Windows machine I would also make sure you have East Asian languages 

installed. 

 

Replacing a default wrestler 
 

Before you start… 

If you want your patch to include my translation, patch the ROM first and then edit it.  

Movesets, Logic and stats 

Before you open the ROM you should make sure you have an edit ready to drop straight in to the game. 

Boot up Final Fire Pro and create your edit, my example here is Bear-San: 

Complete the edit fully so that it has skills, parameters, moves and logic as you want them to appear in 

the game. Now save. 

 

The next step is to open MadEdit and view the files you are working with. When using MadEdit I 

strongly recommend switching to Hex Mode. This way you have the hex values on the left and the text 

values on the right. 

 



 

Now to find the wrestler data run a search (CTRL + F) for the phrase “No Data”. This comes up several 

times but the first one should be right above the start of the wrestler data, the first one being Tatsumi 

Fujinami. If you’re working with addresses, Fujinami starts on 000B510C. 

The data you’ve found contains everything, including the appearance of the wrestler. The only thing 

that is stored else where are the colour values of the wrestler, but I will explain those later. 

 

To give you an outline of what the data is: 

First  values – The first two values contain information related to how the name is displayed. For 

Fujinami the code is 0180 which will show his name as “Tatsumi Fujinami” or that exchange is on and 

the middle value is the space. 

 

Second values – Next you have the text values containing the wrestler name. These include first, 

second and nicknames.  

 

Main data – The bit below contins everything else including moves, logic, stats etc. 

 

Fourth data – After the main bulk of the text there are four strands of hex containing the costume data. 

In Tatsumi Fujinami this starts at address 000B52D6 and ends at Kensuke Sasaki.  

 

Now to replace the wrestler is very straightforward. With both the ROM you want to edit and the save 

containing your edit open, we need to copy and paste the data.  

 

First select your edit data. View the save data switch to text by clicking tab (Tab switches modes). If 

you’re copying the first edit in the file, the section you need to copy is from 00000008 to 000001CD. 

You should have highlighted a total of 28 rows plus six 8-bit hex values. Change to hex with tab and 

then copy.  



 

Now replace the data stored in the ROM. In the case of Tatsumi Fujinami, this data starts from 

000B510C and ends at 000B52D1. Again, this should be 28 rows plus 6 8-bit hex values. Click paste 

and save. Boot your ROM up in VBA and you should have something like this: 



 

Follow the instructions to replace anyone in the game. Remember that the wrestler data is 26 rows and 

6 8-bit values long. 

 

Appearance 

This bit isn’t difficult but it can be a bit tedious. Using the edit you created earlier, view the save at 

address 00000240. This is the appearance data for your first edit. On other edits, it will be the bit that 

appears after the main wedge of data (This finisher name is usually the last part of this) and the name 

of your next edit. This is ten 8-bit hex values long, remember that if you are creating someone using 

Fujinami’s head, the first value will be 00. Copy this string in the hex view. 

 

Go back to the ROM you are working on. The data you want to replace is immediately after the data 

you just pasted in to replace the move set, logic etc.  

 

Remember that the head hex value contain 2 8-bit hex values. They represent head numbers from 0 to 

328. The first value may be 00 e.g. Kensuke Sasaki 0001. So don’t forget! 

 

All subsequent wrestlers have their costumes stored at the end of their data with similar spacing. Now 

just paste the data from your save appearance to the wrestler appearance in the ROM. 

 



Save and load in VBA to get something like this: 

 Of course you will need to replace all 4 costumes. 

 

Colour 

The final stage is replacing the colours. The address for each costume are included in the spreadsheet 

attached and start at address 000D316B. Jason Blackhart put the list together originally. Now go to the 

address of the wrestler and costume you’re working on. 

 

The colours are arranged in to the same order they are in on the colour screen in edit mode. Each colour 

has two 8-bit values between 0000 and FFFF but we don’t have that many colours. Instead you only 

have the default colours that are available by pushing A and B to colour range number, you you’re 

stuck with the default pallets that SPIKE used so you may need to compromise.  

 



Go back to the colour edit screen and load up the default colours you want to use: 

 

 

Now convert these colour into a hexadecimal string (If you’re not sure, enter the number in the 

windows calculator and then click “Hexadecimal”). Now type the hex values in replacing the default 

values. Save and check that your wrestler appears correctly: 

 

 

 


