
This is a document on text editing in the obscure puzzle game Hebereke’s Popoon. 

The game uses the standard ASCII text table, meaning that you can edit the text very 

easily in your favourite hex editor (more specifically HxD), a hex value of FF is meant for 

either moving on to the next dialogue, to enter the battle, or to end the game, while a hex 

value of FD is used for line breaking, the text starts at 0x1FCA and ends at 0x2980. 

To edit the text, you need to use your favourite hex editor (e.g. HxD, as mentioned above). 

 

Now go to the addresses mentioned above and you find the text. 



 

Here’s what it appears in the game by the way. 

 

Now change the text and save, now open the (modified) ROM in your favourite emulator 

(e.g. SNES9x), play trough story mode and…. 

 

Voila! Now the text is edited. 



• All the graphics and the colour palettes in this game are compressed, meaning that 

is very hard to edit the font and colours. 

• This tutorial is for the European version, it wouldn’t be compatible on the Japanese 

version due to its different font, doing so will result in unknown symbols, 

something like this: 

 

• The Upyo example is for my Google Translated hack of Hebereke’s Popoon, named 

Hebure no popoon. 

 

 


