
 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. 

  

Lƴ ǘƘƛǎ [ŜǾŜƭΣ ǿŜΩƭƭ ǊŜƭŜŀǎŜ .ƭǳŜ {ƪŜƭŜǘƻƴ ƛƴǘƻ ǘƘŜ ƎŀƳŜΦ 

 

  

 

Before monsters will appear in the actual game, we need to adjust the Troop settings in the database. 

  
*Troop settings allow you to control what monsters appear and how often. 

 

Step 44: Troop Settings 



¢ƘŜ ǿƻǊŘ ά¢ǊƻƻǇέ ƻƴ ƛǘǎ ƻǿƴ ƛǎ ƪƛƴŘ ƻŦ ŘƛŦŦƛŎǳƭǘ ǘƻ ǳƴŘŜǊǎǘŀƴŘΦ Lƴ wtD aŀƪŜǊ ±·Σ ƳƻƴǎǘŜǊǎ Řƻ ƴƻǘ 

appear on their own, but rather in groups, or Troops. That means if you want only one monster to 

ŀǇǇŜŀǊ ŀǘ ŀ ǘƛƳŜΣ ǘƘŜƴ ȅƻǳΩƭƭ ƘŀǾŜ ǘƻ ŀŘƧǳǎǘ ǘƘŜ ǎŜǘǘƛƴƎǎ ǘƻ ƳŀƪŜ ǘƘŀǘ ƘŀǇǇŜƴΦ [ŜǘΩǎ ƭƻƻƪ ŀǘ Ƙƻǿ ǘƻ Řƻ 

that. 

 
 

Click this icon to call up the database. 

 

*Troop tab in the database. 

Select the Troop tab in the database. 



  

 

 

CƛǊǎǘΣ ǿŜΩƭƭ ƴŜŜŘ ǘƻ ƛƴŎǊŜŀǎŜ ǘƘŜ ƳŀȄƛƳǳƳ ƴǳƳōŜǊ ƻŦ ƎǊƻǳǇǎΦ ¢ƘŜ full version has 30 sample groups in 

place (3 for the trial version).  

  
 

/ƭƛŎƪ ǘƘŜ ά/ƘŀƴƎŜ aŀȄƛƳǳƳΦΦΦέ ōǳǘǘƻƴ ƛƴ ǘƘŜ ōƻǘǘƻƳ ƭŜŦǘ ŎƻǊƴŜǊΦ 

  

*Change Maximum dialogue. 

LƴŎǊŜŀǎŜ ǘƘŜ ƴǳƳōŜǊ ǘƻ ом ŀƴŘ ŎƭƛŎƪ άhYέΦ 

Preparing to Create a Troop 



  

*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. 

  

 

 

 
*Selecting a monster for the Troop. 

 

Registering Monsters in a 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. 

²ŜΩǾŜ ŀŘŘŜŘ н .ƭǳŜ {ƪŜƭŜǘƻƴǎΦ 

 

*Arranging the moƴǎǘŜǊΩǎ ǇƻǎƛǘƛƻƴΦ 

 

The empty box is a preview of what the battle scene will look like. You can arrange the position of the 

ƳƻƴǎǘŜǊǎ ȅƻǳΩǾŜ ǎŜƭŜŎǘŜŘ ōȅ ŘǊŀƎƎƛƴƎ ŀƴŘ ŘǊƻǇǇƛƴƎ ǿƛǘƘ ǘƘŜ ƳƻǳǎŜΦ /ƭƛŎƪ ƻƴ ǘƘŜ ά!ǊǊŀƴƎŜέ ōǳǘǘƻƴ ŦƻǊ ŀ 

random arrangement. 

  

*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, 

ǳƴƭŜǎǎ ȅƻǳ ŀǊŜ ǊŜŀƭƭȅ ǇƛŎƪȅΣ Ǝƻ ŀƘŜŀŘ ŀƴŘ ǇǊŜǎǎ ǘƘŜ ά!ǳǘƻƴŀƳŜέ ōǳǘǘƻƴ ŦƻǊ ŀƴ ŀǳǘƻƳŀǘƛŎ ƴŀƳŜΦ 



  

*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 ƳƻƴǎǘŜǊΣ ǿŜ ǿƻƴΩǘ ǎŜǘ ŀƴȅ 

ǎǇŜŎƛŀƭ .ŀǘǘƭŜ 9ǾŜƴǘǎΦ ²ŜΩƭƭ ƭƻƻƪ ƳƻǊŜ ŎƭƻǎŜƭȅ ŀǘ ǘƘƛǎ ƛƴ ǘƘŜ ƴŜȄǘ [ŜǾŜƭΦ 



  

*The completed Blue Skeleton*2 Troop. 

  

 

 

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

the game. 

 

 Point: Making Monsters Appear in the Game 
 

There are 2 ways to accomplish this. 

  

Step 45: Encounters Setting 



 

*The Battle Processing Event Command. 

  

*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.  

 

Lƴ ǘƘƛǎ [ŜǾŜƭΣ ǿŜΩƭƭ ƳŀƪŜ ǳǎŜ ƻŦ ǘƘŜ 9ƴŎƻǳƴǘŜǊǎ ƳŜǘƘƻŘΦ ¢ƘŜ .ŀǘǘƭŜ tǊƻŎŜǎǎƛƴƎ 9ǾŜƴǘ /ƻƳƳŀƴŘ ǿƛƭƭ ōŜ 

explained in the next Level. 

  

 

 

Since the Troops will appear randomly, there is no need to actually set any of them on the maps. Instead, 

ǿŜΩƭƭ ŀŘƧǳǎǘ ǘƘŜ 9ƴŎƻǳƴǘŜǊǎ ǎŜǘǘƛƴƎ ƛƴ aŀǇ tǊƻǇŜǊǘƛŜǎΦ  

 

CƛǊǎǘΣ ƭŜǘΩǎ ƳŀƪŜ ŀ ƭƛǎǘ ƻŦ ǘƘŜ ƳŀǇǎ ǿƘŜǊŜ ǿŜ ǿŀƴǘ ǘƻ ŜƴŎƻǳƴǘŜǊ ¢ǊƻƻǇǎΦ 

 

¶ Field 

¶ Cave of Demons Level 1 & 2 

¶ 5ŜǾƛƭ YƛƴƎΩǎ [ŀƛǊ [ŜǾŜƭ м ϧ н 

 

[ŜǘΩǎ ōŜƎƛƴ ǿƛǘƘ ǘƘŜ CƛŜƭŘ ƳŀǇΦ 

  

ϝ/ŀƭƭƛƴƎ ǳǇ ǘƘŜ CƛŜƭŘ ƳŀǇΩǎ ǇǊƻǇŜǊǘƛŜǎΦ 

Setting Random Encounter Monsters 



Right-ŎƭƛŎƪ ƻƴ ǘƘŜ CƛŜƭŘ ƳŀǇ ƛƴ ǘƘŜ ƳŀǇ ǘǊŜŜ ƻƴ ǘƘŜ ƭŜŦǘ ŀƴŘ ǎŜƭŜŎǘ άaŀǇ tǊƻǇŜǊǘƛŜǎΦΦΦέ 

  

*Field map settings. 

 

There are 2 settings in the Encounters pane. The first is for setting which Troop or Troops will appear. 

¢ƘŜ ǎŜŎƻƴŘΣ ά{ǘŜǇǎ !ǾŜǊŀƎŜέ ƛǎ ŦƻǊ ŀŘƧǳǎǘƛƴƎ ǘƘŜ ŦǊŜǉǳŜƴŎȅ ƻŦ ǘƘŜƛǊ ŀǇǇŜŀǊŀƴŎŜΦ  

  

*Selecting a Troop. 



Double-clicking in the Troop box brings up the Troop selection dialogue. Click on the ΓỘΔ 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. 

 

¢ƘŜ {ǘŜǇǎ !ǾŜǊŀƎŜΩǎ ŘŜŦŀǳƭǘ ǎŜǘǘƛƴƎ ƛǎ олΦ ¢Ƙŀǘ ƳŜŀƴǎΣ ŦƻǊ ŜǾŜǊȅ ол ǎŜŎƻƴŘǎ ƻŦ ƎŀƳŜ ǘƛƳŜΣ ǘƘŜ ǇƭŀȅŜǊ ǿƛƭƭ 

encounter 1 troop, on average. The lower the number, the higher the number of encounters, and vice 

ǾŜǊǎŀΦ LǘΩǎ ŀ ƎƻƻŘ ƛŘŜŀ ǘƻ ƪŜŜǇ ǘƘŜ ƴǳƳōŜǊ ƛƴ ŀ ƴƛŎŜ ƳƛŘŘƭŜ ǊŀƴƎŜΣ ǎƻ ǿŜΩƭƭ ƭŜŀǾŜ ƛǘ ŀǘ олΦ 

  

*Completed Encounter settings. 

 

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

ŀǾŜǊŀƎŜΦ LŦ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ƛƴŎƭǳŘŜ ǎƻƳŜ ǾŀǊƛŀǘƛƻƴΣ Ƨǳǎǘ ŀŘŘ ƳƻǊŜ ¢ǊƻƻǇǎ ŦƻƭƭƻǿƛƴƎ ǘhe same process as 

above.  

 



bŜȄǘΣ ŎƻƳǇƭŜǘŜ ǘƘŜ ǎŀƳŜ ǎŜǘǘƛƴƎǎ ŦƻǊ ǘƘŜ ǊŜƳŀƛƴƛƴƎ ƳŀǇǎ ŀƴŘ ȅƻǳΩǊŜ ŦƛƴƛǎƘŜŘΦ 

  

*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. 

 

/ƻƴƎǊŀǘǳƭŀǘƛƻƴǎΗ ¸ƻǳΩǾŜ ŎƻƳǇƭŜǘŜŘ [ŜǾŜƭ мфΦ  bŜȄǘΣ ǿŜΩƭƭ ŎǊŜŀǘŜ ǘƘŜ Ŧƛƴŀƭ ōƻǎǎ ōŀǘǘƭŜΦ 
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