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[bookmark: _Toc276029866]Overview
This application aims to provide collective functionality of various tools and documents scattered across the internet used for hacking, modifying  or the creation of original content for mainstream formats such as those found in games and game engines.
Support for proprietary formats is achieved using freely available documents reversed engineered, either by the hacking community or myself.
This application is closed source, and does not receive nor should be used to gain profits of any kind as it is intended as a means to better understand the way data is structured and manipulated through the various formats used.
If there are any discrepancies with anything from above, feel free to contact me via email at lowlines@llref.emutalk.net.
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[bookmark: _Toc276029867]How to Use Console Tool
[bookmark: _Toc276029868]Basic Operation
When opening the application for the first time it will display an empty window with instructions on how to load in a file.
By dragging a file from your computer over the application, it will then try to open it.
You can also load multiple files at time by dragging a group of files over the application.
The core layout of the GUI includes:
· A toolbar for file manipulating (exporting, switching to Hex, etc)
· A side panel which contains information as well as controls to change the data stored in the file
· A statusbar which holds a basic overview of the file
· The main display panel for which the data will be displayed
The level of functionality will differ between different file types, which are further discussed later in this document.
[bookmark: _Toc276029869]Editing Palette Files
The menu items are described below:
· Palette – allows switching between palettes in a format that holds multiple palettes.
· Format – the color format in which the RGB values are stored.
· Display – switching between 4-Bit (16 colors) and 8-Bit (256 colors) mode
· Index – palette index for switching between rows in 4-Bit mode
· Color – The color index currently selected.*
· Color Editor – displays and allows for editing of the currently selected color index
Red denotes unused options
*Colors can also be selected by clicking on the appropriate swatch in the display window.


[bookmark: _Toc276029870]Supported Formats
Note: Although a format might be stated as supported, the level of functionality available may be very limited.
[bookmark: _Toc276029871]Palette Formats
· Microsoft Palette (*.pal)
· Usenti Palette (*.pal)
· Adobe Color Table (*.act, *.raw)
· Nitro Color Resource (.*nclr)
[bookmark: _Toc276029872]Graphic Formats
· Portable Network Graphic (*.png)
· Nitro Graphic Resource (*.ncgr, *.ncbr)
[bookmark: _Toc276029873]Cell/Sprite Formats
· Nitro Cell Resource (*.ncer)
[bookmark: _Toc276029874]Animation Formats
· Nitro Animation Resource (*.nanr)
[bookmark: _Toc276029875]Map/Screen Formats
· Nitro Screen Resource (*.nscr)
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