BTSD ASM Insertion Tutorial
For those who can’t figure out how to use this function
Let’s get starting!
First of all, you will need the following:

· Blocktool Super Deluxe

· Xkas being in the same directory as BTSD

· Some example block which uses a .asm file.

· Obviously, a Super Mario World ROM. I won’t provide you with any. Go google or something.

You will first need to make sure that the .ASM file is in the correct format. To do so, make sure there are 7 JMPs in a row in the assembly file. It should look something like this:

JMP MarioBelow : JMP MarioAbove : JMP MarioSide : JMP SpriteV : JMP SpriteH : JMP MarioCape : JMP MarioFireBall
The first JMP points to a routine which activates when you hit the block from below.

The second JMP points to a routine which activates when you hit the block from above.

The third JMP points to a routine which activates when you hit the block from the sides.

The fourth JMP points to a routine which activates when a sprite touches the block from below OR above

The fifth JMP points to a routine which activates when a sprite touches the block from the sides.

The sixth JMP points to a routine which activates when Mario touches the block with a cape swing.

The last JMP points to a routine which activates when Mario hits the block with a fireball.

Okay, so we have identified our ASM file, but what now? Now… We will have the insert the block (of course)!

To run Blocktool Super Deluxe properly, you need the .NET framework. I recommend .NET framework 3.5 since with that you can run all the programs which requires the framework.
Make sure you have atleast edited one level in Lunar Magic. Then, run BTSD. Open the file. It will give you some notification. If everything goes right, BTSD will give a “Success!” message, telling that it inserted an ASM hack at a hex offset. Ignore these stuff.

Now go to the menu Data, then select Edit Database… A new window should pop up.

Now press “Add”. It should open a new slot. Select the .ASM tab if you haven’t already. Input whatever you want at the “Block name” input field. Just make sure you can recognize it later.

Same goes for “Description”. Just make sure it makes sense so you will recognize it later.

Here is the part where people get lost: ASM Path.

For that, you just need to input the path of the ASM file, relative to BTSD’s start-up directory. So if the ASM file is in the same directory as BTSD, just input “somefilename.asm” (where somefilename is the filename of your ASM file, of course).

If it is in a folder in BTSD’s directory, the syntax will be this: “folder/somefilename.asm”.

In original BTSD, all the ASM files are at /asm/

After you are done with all of these, you press OK. Now you might be wondering, where did all the offsets go? Well, .ASM insertion does NOT need that! That’s what makes our job faster.

Now, we will need to actually insert the block in the ROM. To do that, press “Insert”. (Or go to Block ( Insert). Select the block name you recognize. Then input the desired map16 number in hex. Then press Insert. Then go to Block ( Reinsert all, just to be sure. What most people forget is that you need to save the ROM after all these steps. So go to File ( Save. (Or press CTRL + S).

Now open your ROM with Lunar Magic, and place the desired custom block in the level. Then try it out. If something goes wrong then you did it wrong (or the block is coded badly).
Tutorial made by Ersanio from SMWC.
