E Level 11: Placing Treasure Chests

Welcome to Level 11 of the RPG Maker VX Introductory course. In Level 10 we used the Generate
Dungeon function to draw the Cave of Demons map.
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' Generate Dungeon

wall:

In this Level, we will make use of the Quick Event Creation function to place a treasure chest in the
dungeon.

Step 26: Quick Event Creation - Treasure Chest

Full of money and/or items, treasure chests are a boon to players in our adventure and are a stalwart of
RPG games. Let’s pl aceDemontmagasure chest in
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Switch to Event mode.

Cut

Copy
Paste

Delete

Quick Event Creation Transfer..
Door...
Treasure Chest...

Set as Starting Position

Inn...

*Calling the Quick Event Creation function.

We’ ve selected coordinates 018,024 of our Cave of
can choose a suitable location on your map and right-click. From thepop-u p me n u , select “Qui
Creation” and “Treasure Chest’”
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*Creating a Treasure Chest Event.



You can select the tr edidkingbnahe Grdpkichdx. The cogtantadqantbé ¢ by do
set in the Content panéhatet “"909d4l Poti bnémbeOonme s
setting, the treasure chest will contain 1 potion. If youl d like to alter the contents, click onthe I O A

on the right. Now you can select from a variety of items, weapons and armor. This list can be adjusted in

the database.

MNew Treasure Chest Event

Graphic: Content
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Itemn 001:Potion

() Weapan 002:High potion
003:Full potion
004:Magic water
005:Stimulant
006:Antidote
007:Dispel herb
008:Elixir
009:Life up
010:Mana up
11:Power up
12:Guard up
13:Mind up
14:Speed up
15:Fire scroll
016:Flame scroll
017:1ce scroll
018:Blizzard scroll
019:Thunder =croll
020:Spark scroll
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*Selecting the contents of the treasure chest.

Once you've selected the contents, c¢click on *“ OK”

Let’ s add another treasure box. This ti me, |l et s
our main character starts off on the journey penniless, this will be a big help in getting ready.



Enter

Ctrl+X
Ctrl+C
Ctrl+v

Del

Quick Event Creation Transfer...

Door...

Treasure Chest...
Inn...

Set as Starting Position

Rightt¢cl i ck on coordinates 010,014 of the Good King's

then “Treasure Chest

Graphic:

Content

*Creating a Treasure Chest Event.

Set the contents to gold by selecting the “Gold”

200 (or however much you like).
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Potion was found!

*Treasure chest in the Cave of Demons.

r‘@ VXQuest

200G were found!

*Treasure chest in the Good King' s Castle

OnceyourEventsarefinis hed, don’ ttesf orget to pl ay



ﬁ@ Point: Setting the BGS Automatically

Most players will have noticed something odd in the last playtest. After leaving Minato Port, the sound
of the ocean seemed to follow umtoeheangehBGS. sdhat
in the Minato Port map settings.

*Minato Port map settings.

There’ s no way we’'d hear the waves down in the Ca
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*Cave of Demons Level 1 map settings.

Open the map properties for Cave of Demons, check the box next to Auto-change BGS and click the
ellipse on the right.

*BGS setting dialoge.



The BGS setting dialogue should appear. Here, cho
there is no BGS.

*Good King’'s Castle map properties after setting



Go ahead and change the settings for any other maps where it would be strange to hear the waves
crashing.

*The BGS “Sea” is only available in the full vers

Step 27: Understanding Self Switches

Treasure Chest Events, like any other Event, can be edited in the Event Editor. Double-click on either of
your treasure chests and |l et’s |l ook inside.

edr: event - 102003 e . L B
- ——
NI New Copy Delete Clear
EV003] Ewvent Page Ewent Page Ew Event Page Event Page
1 2
Conditions List of Event Commands:
|| Switch | .| is ON @=Flay SE: 'Chest', 80, 100
@=>5et Move Route: This event (Wait)
[ Switch | is ON : : $=Direction Fix OFF
- : §=Turn Left
[ variable | [ : 1 §=Wait: 3 frame(s)

: $=Turn Right
1 $=Wait: 3 frame(s)

@=Control Self Switch: A =0ON
) : @=>Change Gold: + 200
Clsefswich 00 e

: 200G were found!

[ 1tem | v| exists @

["] Actor | v| exists

Speed: 3 %2 Slower -
Frea

Options Priority
| Jwalking Anim. | Same as Characters v|
|| stepping Anim.
Direction Fix Trigger
|| Through |Actiur1 Button - |

Ok | | Cancel | | Apply

*Event Editor view of a Treasure Chest Event.



I f you |l ook closely at the List of Event Commands
simply, a Self Switch is a Switch that is contained to a single Event. Regular Switches can be referenced

by Events in the game, whereas a Self Switch can not. So unlike the Switches we have set so far, Self

Switches can not be used in the same way to control game flow.

Self Switch Properties

9 Can not be referenced by other Events.
9 Asingle Event can contain a total of 4.
I Can not be named. The default names of A, B, C and D must be maintained.

Switch Properties

9 Can be referenced by any Event in the game.
I Can be named.

The merits of using Self Switches is that they do not count towards the total number of regular Switches

usedinagame. Ifyouuseda r egul ar Switch for every Event in th
Switches to set, that many more to playtest...things would become very complicated very quickly.
Therefore, it’s quite important to kntchee. when t o u
Congratul ations! You’'ve cleared Level 11. Next,

Return to Table of Contents
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