A Gimmick! Editor by smkdan
Version 0.12
This program requires .NET framework 2.0 to run, and about 50MB~ of RAM vacant to run well but that shouldn’t be a concern today.  It will not edit Mr Gimmick! (E), only the original (J) ROM.
First off, what it edits:

· Level layouts

· Palettes

· Tilesets

· Animations

· Checkpoints / starting positions

· Scroll data

· Music data

· Block graphics

· Sprites

Here’s a summary of each component and how to edit it.
Level layouts

Each level is made up of 8x4 screens (32 total), each screen being 16x12 blocks, each block being 16x16 pixels (4 8x8 tiles).  Altogether, you have a 2048x768 pixel level.  Each level has its own set of block definitions.  The player does not die by falling into a hole, if a player falls through the bottom most screen, they will simply wrap around to the top most screen and vice versa, see level 3.
When the editor is in level editing mode (F1), dragging using the left mouse button will select a region of blocks, which can then be pasted using the right mouse button.  A selection of blocks can be deleted (Del) and will be replaced with block zero.  

Blocks can be pasted from the Block selector dialog (View->Block selector), by left clicking a block and then right clicking on the main editor.  Since blocks can appear different depending on the screen # they are placed in (see palettes / tiles), a preview feature is given using the combo box included in the dialog.

An undo (Ctrl+Z) feature is included which will log all changes made since the level was loaded.  The Undo queue is cleared when levels are changed.  The Undo only works in level editing mode.

An animation feature (F10) is included to show animation in the level layout, but it does not take into account the speed of animation.

In the status bar, some level information is displayed.  X represents current block x coordinates, Y represents the current block y coordinates and B represents the current block # that is being hovered over.
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A screen grid + screen label feature is included in the View menu to aid in identifying screens.

Palettes
The game has a total of 27 palettes (called game palettes), of which 8 of these can be assigned to each level.  In each of the screens, one of these 8 palettes is assigned.  The palette editing dialog (Level->Palettes) allows the editing of these settings and the palettes themselves.  All changes are immediately seen in the editor.  Each tab is described below:

Game – This is where you can edit all of the palettes the game makes use of.  Picking colors is done with the left mouse button, pasting with the right.
Level – Each level can have 8 palettes assigned out of the total pool of 27, this is where you decide which 8 will be used by the current level.

Screen – Each of the 32 screens is assigned one of the 8 palettes according to the settings in the Level tab.  Choose a screen, then choose which of the 8 palettes you want assigned to the screen in question.
Important: Palette (and tile) configurations are only loaded on vertical transitions between screens.  In horizontally linked screens, only the palette (and tile) configuration according to the screen where the vertical entrance will be used until a vertical exit into another screen is made.  Only exception to this rule is when a special palette switch (not very useful due to hard coded values) or when using a check point entrance, where the screen that the checkpoint is located in is used.  This picture illustrates with red X’s where palette and tile configuration is actually applied by the game.
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Tilesets / Animations
There are 128 banks used in the game, where 1KB or 64 tiles are in each bank, as dictated by the mapper hardware.  As with palettes, 8 tilesets are applied to each level, and each tileset can be modified independently.  Each tileset consists of 3 banks, which apply to tiles 0 – 191.  The last 64 tiles are used in animation.  Imagine a set of 256 tiles, banks split this into 4 sections of 64 tiles:
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The 3 green banks are used in tilesets (192 tiles), the single red bank (64 tiles) is used in animation.  The tile editing dialog can be accessed from Level->Tiles Each tab is described below:
Level – Each level can be assigned 8 tilesets, you set which set of 3 banks you want assigned to a tileset (green banks).

Screen – Each screen is assigned one of the 8 tilesets, as it works with palettes.  You also set which animation set to use in the animation bank.  Animation data is sourced globally i.e. it is not level specific.
Animation – The animation sets, of which there are 12 total, can be edited here.  Animations consist of 4 banks played in a loop.  The delay in frames (60 in a second) is defined by the delay.  Note again, these ARE global and EVERY level uses the same set of animation data.
Important: Same vertical transition deal applies to tile configuration as it does with palettes, palette data is loaded at the same time as tile data.
Checkpoints
There are a total of 4 checkpoints assigned to each level, of which checkpoint zero is the starting position in the level.  Checkpoints can be viewed as labelled purple boxes by pressing F9.  When starting a level, a logged checkpoint is initialized to zero.  The checkpoint editing dialog is accessed in Level->Checkpoints.  Each tab in the dialog is described below.
Positions – Select which one of the 4 checkpoints to change settings for, then define a position and initial direction.  The purple boxes, if enabled, move immediately when positions are changed.
Screens – This is where you define exactly what screens a player has to reach in order to start at a later checkpoint on the next time the player dies.  If the screen’s checkpoint ID is higher than the current logged checkpoint, the screen’s checkpoint ID replaces the current logged checkpoint.  This enables the game to only set a new checkpoint to enter the level from only when the checkpoint of the screen is later than previous screens.
Some sprites set the logged checkpoint to get around the vertical transition limit.

· Crane: If logged checkpoint less than 2, then set it to 2.

· Boat: If logged checkpoint is 0 AND the boat is past x position 0x68, then set it to 1.

· L2 boss: Sets it to 3.

· L6 miniboss: If logged checkpoint less than 2, then set it to 2.

Important: Palettes, tilesets, and checkpoints are all configured at the same time, which means they are only evaluated on vertical screen transitions in the same fashion as above.
Also important: Gimmick’s “window” sprite that he jumps out of when starting a level for the first time will cause graphical glitches for any Bank A sprites (see sprites section).

Scroll data
This is where you define how the game scrolls when crossing or approaching screen boundaries.  Each screen can have screen blocks defined for one or both sides, or none at all.  It’s tab can be reached from Level->Other properties.

Simply pick a screen, then choose a scroll type.  They are described below.

· Scroll free – The camera will follow the player with no restraint.
· Scroll block left – The camera will NOT follow the player outside of the left boundary of the screen, the scroll will only break this limitation when the player exits the screen.

· Scroll block right – See above, exchange sides.

· Scroll block left and right – See above, for both sides.  This is commonly used in 1 screen wide sections, since if scrolling occurs here, portions of the level outside the 1 screen wide section will be shown.  It helps to see how existing levels are configured, so give it a look.

Music data

Choose an audio track for a screen, changes take effect immediately upon entering the screen.  There are a total of 64 selections, but only a few of these actually point to valid music, while the rest are just sound effects or undefined.  Choose a screen, then an audio selection to assign to the screen.  Some tracks are listed below:
· 6: Level 1

· 3: Level 2

· 2: Level 3 part 1

· B: Level 3 part 2

· 4: Level 4

· 0: Level 5

· C: Level 6 part 1

· 5: Level 6 part 2

· 3C: Level 7

· 7: Treasure

· 8: Boss

· 3F: Same as previous screen

Block graphics
There are a total of 248 blocks each of which are 16x16 or 4 8x8 tiles.  These definitions can be modified on a per level basis like most other level data.  The dialog is accessed from Level -> Block graphics.  Select a block from the left, then select a tile using the left mouse button and paste onto the selected block graphic to make the change.  Preview features are provided to allow previewing based on screen and palette selected.  These are ONLY provided for preview, as the only combo box which makes a change to the block data is the Set palette combo box which sets the palette for the 16x16 block.  While different tile and palette sets can be loaded on a screen by screen basis, the same 248 block configuration is used for all of these!

Note that the tileset seen on the right consists of the 3 banks set by the tileset and 1 frame set by the animation setting.  Changes take effect immediately.

Right clicking the tileset graphics will toggle between tiling horizontally and vertically, default is tiling horizontally although tiling vertically makes the graphics much more viewable in terms of how they are assembled by the game.

Sprites
A total of 332 sprites combined, in all levels, can be placed into the game.  You can have less and as many or as little in each level as long as this limit is not breached.  Sprite editing is enabled with F2.
Sprites can be selected with the left mouse button, and they can also be dragged with the same button.  A selected sprite can be duplicated with the right mouse button, and also removed with the delete button.  Sprites are placed using pixel precision.  Every delete and paste of sprite updates the status bar informing you of how many sprites you have to spare.  You will not be able to save sprite data if you exceed the 332 sprite limit!
A dialog is used to modify the properties for each sprite, since only X and Y placement can be defined using the mouse alone.  Each property is described below.

· Type – the sprite #, what sprite is this?

· Group – this one’s tricky.  The rule with groups is that when a sprite with a given group number is loaded, then for as long as the sprite is considered loaded or expended (collected / killed etc.) then no other sprites which share the group will be loaded.  Groups 0xF0-0xFF will NOT be reloaded when the player dies! Generally, you’d want each sprite to have a unique group number, and the editor automatically assigns a unique ID when a new sprite is created.  One notable use is the boat in level 2.  There’s actually 2 boats in this level which use the same group number, but because they share the same group number, only 1 is seen at a time.  If they did not do this, the second boat on the right would be made visible at the same time as the boat you are riding on, not desirable at all from the designer’s point of view.

· Direction – straightforward, the direction the sprite will face on load.  Runtime means it will face the direction of the player rather than a fixed direction.

· Init – Which initialisation to run, needs more research, pick Init 1 unless you’re using a sprite that was intended to run with another.

· Area – this one’s even trickier.  There’s a total of 4 areas, which are horizontal rows of 8 screens.  Area 0 corresponds to screens 0,4,8,C,10,14,18,1C for example.  You must pick the area that the sprite is intended to be loaded in.  The importance of this can be seen with the chain platforms in level 5.  When a sprite is pasted, it automatically assumes the area number it was pasted into, since this would by far be the most common use.
A dialog (View->Sprite selector) is also provided to select any sprite and be informed of it’s bank and compatible sprites.  In this context a bank refers to one of two options: A or B.  These are two banks dedicated to loading graphics for sprites.  Compatible sprites refer to any other sprites from the same bank which can be seen together without graphical glitches.  You can have a set of compatible sprites from bank A along with a set of compatible sprites from bank B on the same scene.
Bosses must be placed in the same location as originally intended, and/or have strings attached to their proper usage.

· Level 2 boss: Must be placed equal or above the original placement to avoid the battle ending shortly after starting.

· Level 3 boss: Needs a slope to act correctly, but works perfectly fine as long as the slope is there.

· Level 4 boss: Can actually be used outside of the screen originally placed in, and will follow you through many screens if it has to.
Please tell the author about any weirdness you have with other bosses even when you use them in the same screen.

A few notable graphical sprite caveats are listed below.

· Jump out shock blob: Requires Bank 2 = 0x10 for proper display of the door graphics.

· Springboard relying on tileset: Requires Bank 2 = 0x5B for proper display of its own graphics, made specifically for the only place it was used it.

· Nessie: relies on a Teradactyl or Coconuts to load in graphics needed for its neck turning animation.

Many others have functional caveats due to their lack of use in multiple situations, although the grand majority work fine in variable positions.  YMMV for sure!
Importing
There’s an importing feature that will grab the selected settings and apply it to the currently open level.  You can choose either to import settings from another level in the currently open ROM, or to import settings from an external ROM.
