Replace the intro sequence with mode 7 effect

Be sure your rom has a size of at least 3 MB (hack uses space in bank $26 and $27)  
Before you do anything, apply the hack patch_both_screens.ips. This already replaces the native intro with the pu intro. This is necessary, since some more data is stored to the rom which isn’t part of the asm files (different tables maps, palettes, gfx that all needs to be part of your rom)
The replacement of the intro sequence uses 2 steps:
· A first image that can be replaced via first_screen.asm as described in  http://bszelda.zeldalegends.net/stuff/Con/custom_end.zip
· A second image with the starwars effect in mode7

Preparing the image for mode7:
First of all take a look at m72.pcx in the gfx subfolder: 256 colors, 1024x1024 pixels; one block is 4 tiles. Your font needs to be aligned on the right side of the image – only the last 16 blocks will be displayed on screen. Leave the last 1.5 blocks free. The more space you have to the bottom, the better since there is no face out (so leave the purple areas free as seen in below pic).



Now you need to align the font to exactly match the block grids and are repeated (we can only have 256 different tiles so the more are repeating, the better!




When you are done, simply save your image as a 256 color pcx and run pcx2snes.exe (google and download it). Use this command:
pcx2snes -screen7 m72
(instead of m72 use your image name).

You will get 3 files(.clr palette; .mp7 map; .pc7 gfx) that you must move into a subfolder called “gfx”. 
Open the mp7 file and check the number of bytes. Enter the bytes in second_screen_mode7.asm at point: ;-- Load map data to vram --:  ldy #$4100	; # of bytes
Open the pc7 file and check the number of bytes. Enter the bytes in second_screen_mode7.asm at point: ;-- Load tile data to vram --:  ldy #$4000	; # of bytes
 (this sets of bytes only must happen if the size exceeds the preadjusted values)   

Change at the very end of second_screen_mode7.asm the name of your files (bold below): 
org $4ea000
pwtiles:
	incbin gfx/m72.pc7

org $4f8000
pwmap:
	incbin gfx/m72.mp7

org $4efd00
pwcg:
	incbin gfx/m72.clr

Now run second_screen_mode7.asm and your pcx will be displayed in mode7 format in the rom.

There’s a small graphical bug since the extbg in mode7 is enabled (though it is actually disabled):

You can switch those grey blocks of by 27/7d14: 10 42 -> 00 00 (black) If you use another bgcolor, adjust it accordingly.

Additional notes to the star background:
The gfx is found at 27/1400 (6 tiles)
The map is found at 27/1500 (220 bytes that goes to oam. 4 bytes is 1 tile. The first 2 bytes define the x and y position, the 3rd byte the gfx index (0-5 for each star gfx) and the 4th byte the palette .
The palette is found at 27/1800
All are addressed via the second_screen_mode7.asm if you want to change anything here.
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