Force Boomerang/Goldstar and Nimbus/Worn-out glove/x3 magic meter/superbomb/L2flippers/flute truth/L4 shield/slingshot/spin2/spin3/superlamp/skip monologues with L-button hack by Conn
 with Euclid's 24 items_menu


Complete hack
The strength of the Force Boomerang is L2 Sword and can destroy enemies. The strength of the Golden Star is L3 Sword. The worn_out glove lets you only lift one rock each screen. The flute will make invisible platforms visible in dungeons similar to lightening a torch (or using ether). The L2 flute which has the bird enabled will have a different color and monologue (if you get it out of a chest). This hack will also let you skip monologues by pressing the L-button. This hack also enables fastrom, if you encounter problems, there's also a reverse patch in the "24_fastrom_reverse.zip".

Instruction how to use this hack:

1, ensure your ALTTP rom 
- is US version and has no header
- has unused space at 11/4000 - 11/6000
- has Euclid's menu preapplied

2, apply the patch 24_all.ips

3, place via Hyrule Magic a second Hookshot (10) for the goldstar, another magic boomerang (42) into a chest. For the worn_out_glove place another power glove (27) and for the nimbus another firerod (07)):
[image: ]

Note: the second magic boomerang (not blue) you get is always the force boomerang. The second hookshot you get is always the goldstar. 
The first power glove is always worn-out, the second power glove the real power glove. 
The first firerod is always the nimbus, the second the real firerod(you can exchange the order by applying the exchange_nimbus_firerod.ips from the subfolder). 
The first lamp is a normal lamp, the second is a superlamp that hurts enemies. The firerod replaces the lantern since this item gets more or less obsolete when having the firerod. 
The first l3 shield is the mirror shield, the second the lucky shield. 
The L1 flute is HM item 74, the L2 flute is 20, you can still dig up L1 flute and activate by playing it infront of the bird statue (however there's then no monologue)
The first bow is the slingshot (place bow&arrow into chest (58), not just bow(11))
The small fairiy either updates your Normal Boomerang to Magic Boomerang OR the magic boomerang to Force Boomerang. So you need to get a Magic Boomerang out of a chest. If you upgraded at the Fairy before, this will get your Force Boomerang, if not it is the Magic Boomerang which can be upgraded by the Fairy to Force Boomerang

You get all other items from the upgrade fairies and witch:
Small Light World Fairy: L2 flippers (throw normal flippers), Spin2 (turbo spin, throw sword 1-4)
Fat dark world Fairy: L3 magic meter (requires L2 meter, throw pouch), Superbomb (throw normal bombs
Witch: Spin3 (turbo spin and hurricane spin), buy goldpotion, does require spin2
Cheats: - goldstar (7ef342-02), forceboomerang (7ef341-03), worn-out glove (7ef354-03 (01-power, 02- titanmitt), nimbus (7ef345-01; lamp: 7ef34a-01, firerod replaces lamp at 7ef34a-02), second magic meter (7ef37b-02), suberbomb (7ef33e-01, needs normal bombs), fairy flippers (7ef33c-01, needs  normal flippers 7ef356-01), slingshot (bow code 7ef340-01), lucky shield (7ef33d-01, needs mirror shield 7ef35a-03),turbo spin (7ef358-01), hurricane spin(7ef358-02)

5, open attached 24tiles.bin
Replace boomerang letters with attached 8bit-bin using zcompress and yy-char.  If you don't use the nimbus/wo_glove make the first tile black







Set the tiles here:










Place the slingshot4bit.bin here ($67920):



6, adjust the hack: 
Text changes:
golden star: 11/5d43 - fa 00 to new monologue 
Force boomerang: 11/5d60 - f9 00 to new monologue
Worn_out_glove: 11/5de4 - fc 00 to new monologue
Bless: 11/5ea4 - d5 00 (this is the merchant buying gold bee. This feature to sell golden bees is disabled to not get rich, so use this monologue)
Magic x3: 11/5f82: F6 to new monologue
Superbomb: 11/5f91: F5 to new monologue
L2 flippers:  11/5fe4: F4 to new monologue
Lucky shield: 11/5cf1: F7 to new monologue
Bow is slingshot monologue
Turbo spin: 11/5fe4: F3 to new monologue
Goldpotion (hurricane spin): 04/4337: fb -> new monologue.
Super Lamp: 11/5cd5: F2 to new monologue
L2 Flute (bird enabled): 04/4371: F1 to new monologue


Other changes:
cost of nimbus is 300 rupees: change it at: 03/fe6f: 2c01 (reversed hex 012c=dec 300) 
Palette change of worn out glove on Link: 06/b054: 9d 85 (orangebrown) -> new color
If you change goldstar/nimbus, next to the menu you need to set the 8bit graphics at 11/5100 as well:
8-bit: 11/5100 
16-bit 11/4000 
16-bit when used: 11/5600

Slingshot and Bow
gfx: 10/2500 (uncompressed
tile and palette menu: 06/f631 (x16 bytes for arrow and without arrows)

Goldpotion:
price tile can be edited at 07/fefd (32=8, 30=0, 22=6....)
pot gfx can be edited at 07/ff00 
Palette for pot gfx: 07/fee5: 02 (red), 04 (blue), 08 (green); pot has been repixeled to use yellow in red palette.
bottle gfx: 0d/b240
Palette for bottle gfx: not editable with this asm. Game uses natively the blue content palette (04) which also has yellow/brown colors used in this hack
0d/b316: price (58 02, reversed: 02 58=600 rupees) 
0d/b334: check if enough rupees (58 02, reversed: 02 58=600 rupees)
0d/b340: store a 01 to 7e/f358 if golden potion buyed
0d/b36b: each e6 79 fastens your charge. I made 2. If you need faster change 0db36f: ea ea -> e6 79. If you need slower, nop it out 0d/b36d: e6 79 -> ea ea
Tiles and palette for marker in menu: 
0d/b416: spin2
0d/b3c5: spin3


Note: if the shovel patch isn't applied (to have both flute and shovel), change at 0d/b707: af 20 50 7f -> af 4f f3 7e and at 0d/b722: f0 07 -> ea ea 

Disable items: 
if you don't want some of the items, disable them by
- goldstar, force boomerang: don't place a second hookshot into a chest
- force boomerang: don't place a second magic boomerang into a chest
- worn out glove: 11/5149: 03 ->01
- nimbus: 11/55c5: f0 03 -> ea ea (will replace the lantern, but the firerod is in the first firerod  chest)
- superbomb: 11/5f36: f0 04 -> ea ea
- fairy flippers: 11/6221: f0 06 -> ea ea
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changes: vram to overwrite boomerang
11/5173: 80 7b
11/51a4: 90 7b

load tiles& palette
06/e4da: 7a fa e8 c8 -> 5c e0 d1 22
11/51e0
CPX #$12cc   ;check boomerang              
BEQ $12         
CPX #$12d2 ; check hookshot              
BEQ $4B    
PLY                     
PLX                     
INX 
iny
nop
nop
nop
nop
nop                                      
JMP $0DE4de
LDA $7EF341   ; load boomerang
AND #$00FF              
CMP #$0003              
BEQ $0D         ; check 03    
PLY                     
PLX                     
INX                     
iny
nop
nop
nop
nop
nop                      
JMP $0DE4de
LDA #$3Cb8      ; load tiles with new green palette             
STA $0000,x
LDA #$3Cb9              
STA $0002,x
LDA #$3Cf5              
STA $0040,x
LDA #$3cc9              
STA $0042,x
PLY                     
PLX                     
INX  
iny 
nop
nop
nop
nop
nop                    
JMP $0DE4de
LDA $7EF342             ; load hookshot
AND #$00FF              
CMP #$0002              ; check 02
BEQ $0D    
PLY                     
PLX                     
INX                     
iny 
nop
nop
nop
nop
nop                     
JMP $0DE4de
LDA #$2970              ; load morning star tiles and palette
STA $0000,x
LDA #$2971              
STA $0002,x
LDA #$2d72              
STA $0040,x
LDA #$2973              
STA $0042,x
PLY                     
PLX                     
iny 
nop
nop
nop
nop
nop  
Jsl $229170    ; load 8bit tiles
Rep $30                     
JMP $0DE4de

Y-button-box
06/fb8c: 8f 8c c7 7e -> 22 10 d3 22
11/5310:
STA $7EC7ba
LDA $0202  
AND #$00FF              
CMP #$0002              
BEQ $06    
CMP #$0003              
BEQ $2B    
RTL                     
LDA $7EF341
AND #$00FF              
CMP #$0003              
BEQ $01    
RTL                     
LDA #$3cb8
STA $7EC778
LDA #$3Cb9              
STA $7EC77a
LDA #$3Cf5              
STA $7EC7b8  
LDA #$3cc9              
STA $7EC7ba   
RTL                     
LDA $7EF342
AND #$00FF              
CMP #$0002              
BEQ $01    
RTL                     
LDA #$2970              
STA $7EC778
LDA #$2971              
STA $7EC77a
LDA #$2d72              
STA $7EC7b8
LDA #$2973              
STA $7EC7ba   
RTL






Letters Goldstar
06/dfa3 a9 22 8d 16 01 -> 22 a0 d2 22 ea
LDA #$22                
STA $0116
Lda $0202
And #$00ff
Cmp #$0003
Beq $01
Rtl
Lda $7ef342
And #$00ff
Cmp #$0002
Beq $01
Rtl
Lda #$2556 ; Letter “G”
Sta $16e2
…..
Lda #$2561
Sta $16e6   ; letter ”R”
sep #$20
Rtl
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