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Atoll Trainer Tutorial

by: MUG U.K(tm) - mug uk@mindless.com

Atoll written by: Lucid Games
(based on v1.00 of the game as released by Crystal Interadive)

It is assumed that you've already downloaded and read/understood the principles of making a trainer by
reading my own main tutorial. If not you can get your own copy from my site

http:// www.geocities.com/muguk 2000. There's an online version as well as a PDF version to
download and print at your leisure.

What game is this one for:

This is a simple introductory tutorial on how to get a lower completition amount in the gameAtoll by Lucid
Games —all work on this tutorial is based on v1.0 as released in Jan 2001.

Starting off:

First we need to play the game, so have a few goes and notice what amount of lives you start with and any

other variables that the game uses that you can see on the screen (i.e. amount of creatures left to finish the
level)

Searching for the ‘creatures left’ counter:

OK, you've noticed that the “creatures left” counter starts off at38 and goes down in jumps of 3 (on easy
level this is — on the other levels the amount you start with is 46 and the amount of creatures needed in a
row is also higher). Now we are going to hunt down the value.

Start a new game of Atoll and before you start dropping the monsters (there’s no time limit in the game so
don’t worry!) press ALT & TAB to get back to the desktop.

Load up MTC and change the PID lock to that of
Atoll' executable file.

Pioces: Fib
TAFISHY EX] FEF 006
SPOOL32.EXE FFFZ7C09
FMAARE EsE FFFR2E0S
WitWORD.E<E  FFF24700
FFF3F 280
DDHELP EXE FFF3EERD
MALIC TRAINEHR | FFF1/490

.Th | FULL PATE =
CNWwAMDON
oW MDD
CAWAMDON
C\PROGR:
CAATOLLY
C:\w/INDe
DA TAAIME =

¥

i
g
2
2
A
4
B
1

Page 2 © April 2001, MUG U.K™


http://www.geocities.com/muguk_2000
mailto:mug_uk@mindless.com

Atoll Trainer Making Guide by MUG U.K™ http://surf.to/muguk

In the Search option box, click on Normal setting

Search mode

and in the “Value to Search” box type in 38

and now click on Start.
START  |Sem RESET|G COHTINLE |

In the box above “Start, Reset, Continue” it will

display how many occurences Magic Trainer Creator - B Addresses found a
found where the number 38 appeared inside the s | ) O

complete contents of the ATOLL.EXE file and the 4205

memory it uses. My screen looks like this: Too much addresses found

continue the zearchill

IIINTINLIEl

You wouldn't want to check each and every of the 4205 occurences by hand, so what we need to do is
lessen the range of addresses by changing the value we are looking for.

Now use ALT & TAB go back to the game and complete a row of 3 creatures, they drop down to the
bottom of the screen and the amount left is altered so that there are now 35 creatures remaining.

Again, press ALT & TAB to get back to the Magic = —
Trainer Creator and we will alter the “Value To Value to search

Search For” box and type in 35 into the search box.
o =

Now click on CONTINUE — do not click on RESET or you will lose all your searches so far.

The Search box will now be updated as it will cross- - -
reference all those 4000+ addresses which M 7 Addresses found S RS
contained 38 and see which ones now contain 35. 429758

Results from my own PC are as follows:-

! .
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So according to the display above, the “creatures
remaining” counter is stored at the address 429758. =]

To prove this, we can change the value of this 429758
number by double-clicking on the address found and
WHRITE [} READ

altering it's value. The part of MTC that does this is

this box.

To confirm this box currently contains 35, click on Read. It will show a small dialog box in the middle of the
MTC window with the value at that address, but in HEXADECIMAL. 23 is what should be displayed on your
machine. Check this out by loading in CALC, clicking on Hex mode, typing in 23, then click on DEC mode
and there will be the number 35.

Now in the Value box, type in a lower number. I

suggest we use 03 as this means you only have to fE RAIF]U].\
complete one set of creatures to finish the level!

Click on WRITE button once you've typed in 03 and —
the following dialog box will appear. DON 4 —I

Now press ALT & TAB to get back to Atoll and look at the “creatures remaining” score. It's setto 3 !!
Complete a level and it will go back to 38, but you can always ALT & TAB back to MTC and click on the
WRITE button once again to lower it. But this is troublesome, it would be nice to do this whilst playing the
game and that’s where we will go next. Coding the trainer in Trainer Maker Kit.
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Part 2 — Coding the trainer for Atoll

Ideally all we want from the trainer is an option to lower the “creatures remaining” amount to 3 by way of a
keyboard command so that we don't have to keep pressing ALT & TAB to get back to the desktop to change
this value.

One word of warning for all Windows 2000 users is that whatever you create in TMK will not
work under Windows 2000. The author of MTC & TMK is currently working on an updated
version which will work on all 32-bit Microsoft operating systems, so until then you will have to
suffer these slight incompatibilities.

Assuming you've read my tutorial on Trainer Maker Kit from my other tutorial, then you will know the basics
of what options to add to a trainer to make it work. Put simply (and to save myself repeating it in this
tutorial), follow these quick steps.

1) Make sure ATOLL is running at the same time as Trainer Maker Kit

2) Load up your installed copy of Trainer Maker Kit, and in the box where it asks you what you want
to do, type in “"ATOLL"” into the box and click CREATE.

3) You are now in the main TMK design area. Click on the bottom row of the main project properties
window and access the Build Settings.

4) Set the Process Name to ATOLL.EXE

5) Set the EXE Name to Atoll.exe (or Atoll+1 — choice is yours for a filename)

6) Set the EXE type to Linked to make a smaller size EXE file at the end.

7) Go back to the Objects section and change the ICON to either that of the ATOLL.EXE or your own
that you have designed.

Designing the main function — the cheat option!

On the main project window is a blank dialog box. Here you can change the appearance as to however you
want, I personally use my own style of BMP designed by a friend (Mike-T) so that all my current trainers
have a uniform look and feel to them. You can do what youwant, the main bit of the trainer will be the
button that does the work for you in the game.

So add a button to your trainer, and on the properties option click the Key tab and set it to a key that’s not
used in the game (in my own version I used F9)— don't use ALT & F4 in case the program does not trap
this and your trainer causes the game (or your trainer) to quit back to the desktop! Also don't forget to
include some kind of reminder to the end user of your trainer what the “cheat” key is. I renamedthe
button to “"Set Creatures Left to 3 (F9)" to make life easier ©

Right-click on the new button on your trainer and click on *"Write Memory Properties” and a window will
appear where you can enter in the commands that will change the contents of address429758 to 03 when
the key is pressed.

The command you will use is the POKE Tessl setiph fren - Sl Cieatures L
command. You do not want to freeze it Pole 429758 03

at this value or else you will never
complete the first level! So enter the
line

POKE 429758 03

And then click on Apply to store these
changes. |

Cancel | dopty | wie | vew |
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Compile and test your trainer

This trainer is now complete. Save any changes and click on the red exclamation mark on the toolbar in
TMK and it will create a copy of your trainer using the EXE Name you specified. It will also then run a copy
of the trainer. So run a copy of Atoll, play the game and press whatever key it was you specified in the
BUTTON PROPERTIES option (e.g. in my case I would press F9) and make sure that the “creatures
remaining” value at the bottom of the screen drops to 3 whenever you press the hotkey.

If it alll works OK, test the game and trainer on another machine (or get a friend to do it) just in case a
different version of Windows causes any problems. As mentioned at the start of this document, the trainers
that you create in TMK will NOT work under Windows 2000. There are other tools out there that will allow
you to make your own trainers, or if you are a good coder there are several examples on the Gamehacking
website (http://www.gamehacking.com) in assembler, C++ and Delphi which should run on Windows 2000
(some do, some don't!).

If you have any further questions about writing trainers then get in touch.

Email:- mug _uk@mindless.com
ICQ: 1540934

My main website for trainers I've made is: http://surf.to/muguk
The other website where this and other tutorials are stored is: http://www.geocities.com/muguk 2000

Hope to hear from you soon — even if it’s just a thank you message or email.

Next tutorial I hope to make (time permitting) will be one discussing the option of using a Process Patcher
tool to make a small trainer which automaticaly loads in the game, applies the cheat and then hands back
control to the game in a matter of milliseconds!

Cheerio for now

MUG U.K™ - April 2001
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