E Level 19: Releasing the Monsters

Welcome to Level 19 of the RPG Maker VX Introductory Course. In the previous Level we created an
original monster called Blue Skeleton.

Mame: MaxHP: MaxMP:
Blue Skeletan 120 = 0 =
Graphic: Attack: Defense:
15 =1l | 7 =
Spirit: Agility:
5 =1l |12 =
Hit Ratio: Bvasion:
95 S =
EXP: Gold:
6 =1l |12 =
Drop Item 1:
Options
Levitate
Dirop Item 2: -
Has Critical
(MNone)
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Step 44: Troop Settings

Before monsters will appear in the actual game, we need to adjust the Troop settings in the database.
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*Troop settings allow you to control what monsters appear and how often.
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appear on their own, but rather in groups, or Troops. That means if you want only one monster to

FLILISENI Fd F GAYSET GKSy @ 2dpe¥ i KKHIP SK HILALIS yRee dpaSil Qiak & 2
that.

Click this icon to call up the database.

Database l B |-l

| Actars I Classes | Skills | Items | Weapons I Armors Enemies| Troops | States | Animations I Commeon Events I System | Terms |

Troops Name

. Blue Skeleton*2 | Autoname | | Battle Test... |
001:Slime*2
002:Bat*2 -
003:Haornet*2 022:Sahagin -
004:Spider*3 023:0gre

005:Rat*3 024:Gargoyle
Wi isp® 025:Lamia
gg:swrlllzllcl-"c:l*sg : 026:Vampire
008:Scorpion®3
009:Jellyfish*2
010:Plant*3
011:Ghost*3
012:Skeleton*2
013:0rc*3
014:Imp*2
015:Gayzer*3 Battle Event
016:Puppet*2 1
017:Zombie*3
018:Cockatrice*2 Condition: |Don't Run Span: |Battle -
019:Chimera New
020:Mimic Event Page @=
021:Werewolf*2
022:Sahagin*2 Copy
023:0gre Event Page
024:Gargoyle*2
025:Lamia
026:Vampire =
027:Succubus ~
028:Demon
029:Darklord Lelets
030:Evilking

031:Blue Skeleton®2

027:5uccubus

028:Demaon

029:Darklord =
030:Evilking

031:Blue Skeleton ¥

Clear
Event Page

Change Maximum...

Ok | | Cancel | | Apply

*Troop tab in the database.

Select the Troop tab in the database.



Preparing to Create a Troop
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place (3 for the trial version).
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029:Darklard

030:Ewvilking

Change Maximum...
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Change Maximum P S|
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*Change Maximum dialogue.
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Database &Iéj

| Actors | Classes | Skills I Items I Weapons I Armorsl Enemies |Troop5 | States I Animatiansl Comman Eventsl Systemn | Terms |

m Name: MaxHP: MaxMP: Elements Efficiency: States Efficiency:
10 = 10 = Melee Incapacitated
001:5lime Slashing Poison
002:Bat Graphic: Attack: Defense: Piercing Darkness
003:Hornet 10 = 10 - Blow Silence
004:Spider ae s Bow Confusion
005:Rat ) Spirit: Agility: Whip Sleep
006: Willowisp 10 = 10 < Mind Paralysis
007:5Snake = = Absorbing Stun
008:Scorpion . . Fire ATK u
009 Jellyfish fit Ratio: _~ Evasion: fce OEF up
010:Plant 95 |5 : Thunder SPI up
011:Ghost Water AGI up
012:Skeleton EXP: Gold: Earth ATK down
013:0rc 0 = 0 = Wind DEF down
014:Imp Haly SPI down
015:Gayzer Drop Item 1: Darkness AGI down
016:Puppet (Nane) Options
017:Zombie [ Levitate
018:Cockatrice Drop Item 2:
019:Chimera (None) — [ IHas critical
020:Mimic
021:Werewolf
022:Sahagin Action Patterns Note
023:0gre . L. .
024:Gargoyle Action Condition Rating
025:Lamia Attack Always 5
026:WVampire
027:Succubus
028:Demaon
029:Darklord
030:Evilking
031:
Change Maximum...
QK I ‘ Cancel | ‘ Apply

*A new space has been created.

We now have room for our new Troop.

*The Change Maximum function is available only in the full version of RPG Maker VX. Trial version users
please make use of the existing empty spaces.

Registering Monsters in a Troop

Name
Autoname | | Battle Test... |
022:5ahagin -
023:0gre
024:Gargoyle
025:Lamia
026:Vampire
027:Succubus
R 028:Demon
DZB:Da_rk_Inrl:I E
030:Evilking
:Blue Skeleton i

*Selecting a monster for the Troop.




From the list of enemies on the right, you can select the monsters to be used in the Troop. Select the
monster you like and click the Add button in the middle. For more than one monster, repeat the process.
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The empty box is a preview of what the battle scene will look like. You can arrange the position of the
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random arrangement.

Name

Blue Skeleton*2 Autoname

*Naming the new Toop.

In the Name box you can enter a name for the new Troop. This name will not appear in the game, so,
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Database

2 |

|Ac:t0r5| Classes | Skills I Items | Weapons I Armors Enemie5| Troops | States I Animationsl Common Events | Systern | Terms |

001:Slime*2
002:Bat*2
003:Hornet*2
004:Spider*3
005:Rat*3
006:Willowisp*3
007:Snake*2
008:Scorpion™3
009:Jellyfish*2
010:Plant*3
011:Ghost*3
012:Skeleton*2
013:0rc*3
014:Imp*2
015:Gayzer*3
016:Puppet*2
017:Zombie*3
018:Cockatrice®2
019:Chimera
020:Mimic
021:Werewolf*2
022:Sahagin®2
023:0gre
024:Gargoyle*2
025:Lamia
026:WVampire
027:Succubus
028:Demon
029:Darklord
030:Ewvilking

031:Blue Skeleton*2

Troops Name

Blue Skeleton*2

| Autoname | | Battle Test... |
022:5ahagin
023:0gre
024:Gargoyle
025:Lamia
026:Vampire
027:Succubus
SisaL 028:Demon
DZQ:Da_rk_Iorl:I
030:Evilking

031:Blue Skeleton <

Change Maximum...

Battle Event

New
Ewvent Page

Copy
Event Page

Clear
Event Page

N

Condition:

@=

Don't Run

Span:

Battle -

oK | |

Cancel

| | Apply

LS

*Battle Event.

The Battle Event pane, which makes up the lower half of the tab, is for creating in-battle Events. Here
we can set the screen to flash, display messages or make other things happen. This is often reserved for

special battles like boss battles. Since the Blue Skeleton is just a typical Y 2 y & (1 S NE
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Database e~

|Ac:tor5 | Classesl Skills | Items I Weapons | Armors Enernie.5| Troops | States | Animations | Common Events | System | Terms |

m Name

- Blue Skeleton*2 | Autoname | | Battle Test... |
001:5lime*2
002:Bat*2 .
003:Hornet*2 022:Sahagin "
004:Spider*3 023:0qgre
005:Rat*3 < Add 024:Gargoyle
006: Willowisp*3 025:Lamia
007:Snake*2 (SR 026:Vampire
008:Scorpion®3 027:Succubus
009:1ellyfish*2 028:Demon
010:Plant*3 UEQ:Da.rI-c.Iorl:I =
011:Ghost*3 030:Evilking

031:Blue Skeleton 2

012:Skeleton*2
013:0rc*3
014:Imp*2
015:Gayzer*3 Battle Event
016:Puppet*2 1
017:Zombie*3
018:Cockatrice*2 Condition: | Don't Run -| Span:  Battle v
019:Chimera New
020:Mimic Event Page @=>
021:Werewolf*2
022:Sahagin®2 Copy
023:0qgre Event Page
024:Gargoyle*2
025:Lamia
026:Vampire
027:Succubus
028:Demon
029:Darklord
030:Evilking -

031:Blue Skeleton*2

Clear
Event Page

Change Maximum...

QK | | Cancel | | Apply

*The completed Blue Skeleton*2 Troop.

Step 45: Encounters Setting

Now that we have created a monster and registered him into a Troop, we can now make him appear in
the game.

1@ Point: Making Monsters Appear in the Game

There are 2 ways to accomplish this.




Event Commands

*Encounters



The first way is through the Battle Processing Event Command. The second is through the Encounters
pane in the Map Settings. With the Battle Processing Event Command, battles will take place as Events,
allowing you to precisely time when the battle occurs. This method is often reserved for battles that are
part of the story line (mostly boss battles). The Encounters method is used mostly for battles with minor
monsters. It creates random encounters with the player on big maps like the Field map or in dungeons.
The amount of random encounters can be set by changing the ratio.
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explained in the next Level.

Setting Random Encounter Monsters

Since the Troops will appear randomly, there is no need to actually set any of them on the maps. Instead,
6SQff FR2dzald GKS 9yO2dzyiSNER aSddAy3a Ay al LJ t NBLISN.

CANRGX tSiQa YIFI1S F tAad 2F GKS YILA 6KSNB 6S 4ty

M Field
i Cave of Demons Level 1 & 2
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~J VXQuest
%] Good| Map Properties... Space
= &) Minat|
& Inr New Map... Ins
= we New Area... Shift+Ins
&) 1te|
o @ cave Copy Ctrl+C
@] Ley Paste Ctri+V
= 9] pevil | Delete... Del
=] Ley
| Shift... Ctrl+T
Generate Dungeon... Ctrl+D
1T
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Field1

*Field map settings.

There are 2 settings in the Encounters pane. The first is for setting which Troop or Troops will appear.
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UlbiHat™s
006: Willowisp*3
007:5nake*2 |@ & c?| >
008:Scorpion*3 7
009:Jellyfish*z2
010:Plant*3
011:Ghost*3

017:Zombie*3
018:Cockatrice™2
019:Chimera
020:Mimic
021:Werewolf*2
022:Sahagin*2
023:0gre
024:Gargoyle*2
025:Lamia

026:Vampire
027:Succubus
028:Demon

*Selecting a Troop.



Double-clicking in the Troop box brings up the Troop selection dialogue. Click onthe T O A on the right
to display the menu. This list contains all the Troops registered in the database. Select the Blue
Skeleton*2 Troop we created earlier.
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encounter 1 troop, on average. The lower the number, the higher the number of encounters, and vice
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Field1

031:Blue Skeleton*2

*Completed Encounter settings.

The Field map is now set for 1 encounter with the Blue Skeleton*2 Troop every 30 seconds or so on
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*Battling with the Blue Skeleton*2 Troop.

Give your work a playtest. If you encounter the Blue Skeleton*2 Troop after some time walking around,
then everything is set correctly.
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