a Level 10: Creating a Dungeon

Welcome to Level 10 of the RPG Maker VX Introductory Course. In the previous Level, we programmed
an Event that will provide a bout for our party.
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Step 24: Using the Terrain to Guide Player Movement

VX Quest Story Line

(ood King’s Castle: TReceive instructions from the King to defeat the Devil King.
1

Minato Port: TRecruit members of your teafn, find a boat.
(heeded to get to the Cave of Demons)

1

Cave of Demons: Find ah airship.
(heeded to get to the Devil Kihg's lair)

1
Devil King's Lair: Battle with final boss, end scene.
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The next step for our party is to reach the Cave of Demons. Looking at ttheriie, we see that the
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simply must use a boat to reach their destination. RPG games often make use of the terrain in this way
to control the flow of theL.Jt @ SN A& | OlA2yad ¢KAA A& | LINBGSYydl (Ac¢

story line is followed.

A cursory glance at the Field map may lead us to think that we have everythinglaveled out. But if
we look deeper, it is possible for the player topsthe Cave of Demons all together and head straight for
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Step 25: Using the Generate Dungeon Function

In RPGs, dungeon is a term that stands for the various caves, towers and other places monsters tend to
lie in wait for heros. They are dangerous because of their Hikgeualities and the monsters that
appear. Our plan is to create a Cave of Demons thatr player is lucky enough to navigate through,
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Creating the First Level of the Cave




=] Field Mew Map...
=] Good
=[] Minat oty
IR Paste
(=] we Delete...
=] 1te

Shift...

Generate Dungeon...

*Creating a New Map

We will build the Cave with 2 levels. Each will be creatgghrately. From the map tree on the right,
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General Settings
Name: [V Auto-Change BGM

| Cave of Demons Level 1 |

Width: Height:

|| Auto-Change BGS

|40 :| ‘40 S | |

Scroll Type:
|No Loop [ | Disable Dashing

Encounters Parallax Background

Graphic:

|| Loop Haorizontal

Auto Scroll: l:l

|| Loop Vertical

Auto Scroll: l:l

|| Show in the Editor

Troop

Steps Average:

*New Map settings.

[ SGQa yIYS GKAA YIL /I @S 2F 5S8Sy2ya [S@St mod 2 SQf ¢
an appropriate BGM. Since this CaveisichaF dzft f 2 F Y2y aiSNARZ ¢SQff | R2dz i
later.

s Point: When to Set the Monsters?

While there are no hard and fast rules regarding making an RPG, there are good ways and bad ways.
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of any RPG, allowing the characters to build up jgofits and collect money. But, they can also be very
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to deal with them again and again during playtests, and that can become very tedious.
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Since dungeons are typically mdi¢e areas, it can be very difficult to draw them well if you are not
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1 VXQuest
=] Field
9] Good King's Castle
= [E] Minato Port
(=] 1nn
=] Weapon Store
[=] 1tem Store

E cave of Demons Level 1

Map Properties... Space
MNew Map... Ins
Mew Area... Shift+Ins
Copy Ctrl+C
Paste Ctrl+v
Delete... Del
Shift... Ctri+T
Generate Dungeon... Ctrl+D
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This feature is called from in the map tree. Right A 01 2y GKS YIFI LI ¢S 2dzad ONXBI i
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Generate Dungeon
e e
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row in both the wall and floor sections.

*The automatically generated dungeon.
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will most certainly look diérent from the one shown here.
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Decorating the Map
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tiles to make iook better.
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*Tileset D
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The best tiles to use in a dungeon are found mostly in tileset D. That said, feel free to use tiles from sets
B and C as well if you like. Arranging things just the way you like can be a lot of fun.



*Tileset A pools

*Cave d Demons Level 1 completed.
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and accented the terrain with a few pools of water.



Placing Stairs

*Tileset C¢ stairs
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Field map, and another set of stairs to continue down into level 2. We can use tiles from tileset C
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*Stairs leading up to the Field map.



*Stairs leding down to level 2.

2S0pS aSiG GKS aidlANBR €SFRAY3 dzlJ G§KS CASER YIF L i
2 at 028,028. Since our map will probably look much different than yours, there is no reason to put the
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Switch to Event mode.



Delete

Quick Event Creation
Door...
Treasure Chest...
Inn...

Set as Starting Position

*Calling the Quick Event Creation function
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Rightclickoni KS adGlF AN&R fSFRAYy3I dzlJ 2 GKS CAStR YI L {S¢
from the popup menu.

(21 vXQuest | 1/1 l | 1/2 | I 1/4 | | 1/8 I (027,010)
=] Field
[%] Good King's Castle g Soeee S
= (5] Minato Port
&l 1nn
[H] weapon Store
] Item Store

I Cave of Demons Level 1

*Selecting the destination map and coordinates.
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the opposite directiont into the Cave from the Field map.

*Calling theQuick Event Creation function.

Rightclick on the entrancetothe @S 2 F 5SY2ya yR aSHSOEG NHydzF ONE 90

*Setting the estination map and coordinates.



