KHOowW €03 importing Kilesets

I ] oy
4] 4 4 A Sl B 2

(T, T T T P P R P R T T T T T Y T TN Y T T Y T T T
Tlatel aetatetelet e ettt et et e !

- Open the Resource Manager UL NRERRED CERRERRRRn
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Resource Manager

cs/Animations
Graphics/Battlebacks1
Graphics/Battlebacks2
Graphics/Battlers
Graphics/Characters
Graphics/Faces
Graphics/Parallaxes
Graphics/Pictures
Graphics/System

Graphi

¥ ModernDay_TileB
® Dungeon_Al
¥ Dungeon_AZ2
® Dungeon_Ad
¥ Dungeon_AS
® Dungeon_B
¥ Dungeon_C
¥ Inside_Al

Y Inside AZ

B Graphics/Tilesets g

Graphics/Titles1
Graphics/Titlesz
Audio/BGM
Audio/BGS
Audio/ME
AudiofSE

Movies

) InSide_AS
¥ Inside_B

¥ Inside_C

® Outside_A1
Y Qutzide_AZ2
¥ Outside_A3
¥ Qutside_A4

- Select Graphics/Tilesets
- Click on Import

- Navigate to the folder
in which your new tiles
are located

- Select your tile(s) and
click “Open’

® QOutside_AS
¥ Qutzide_B

¥ Outside_C
¥ World_Al

® World_A2

¥ World_B

- Your imported resource
will have a red circle in
front of it
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- Open the Database
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Mame:

- Click on *“Change Maximum” o2 i

and increase the number

- Click on the new entry

- Enter a descriptive name in the

“Name” field under General Settings

; Changs Maimum.. .

o02:xtrior - Click on -+ next to each section
- Choose the appropriate tileset
*** Please note that the order
and placement of each tile section

matters! Make sure you’re choosing
the right tileset for each section ***

Graphic
Al (Animation]:

A2 (Ground):

AZ (Buildings):

Ad (Walls):

AS (NMormal):

B:

- You can now set up how your
tileset will behave

- Click on “Passage” tab i
- Click on any of the areas of the tileset display to change
the passability

- O means the player can walk on top of the tile

- X means the player cannot walk on top of the tile

- * means the player can walk under the tile

Fassage (2 dir)

- The first tile in your Tileset B must be
blank and set to a star!

General Settings

Name: Specify Battleback

Mew Map

- Create a new map by right-
clicking the map tree and choosing
“New Map ---”

- Under the Tileset header, click
to open a drop-down box

- Select your new tileset

Display Name:
Auto-Change BGM

Tileset:

001:Field

001:Feld

002 :Exterior
003:Interior
004:Dungeon
005:Dungeon - Forest
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Auto-Change BGS

Disable Dashing

Have Fun with your creations~!



