
 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. 

 

Lƴ ǘƘƛǎ [ŜǾŜƭ ǿŜΩƭƭ ƭŜŀǊƴ ŀōƻǳǘ ǘƘŜ ІŎǊŜŀǘŜ ŘǳƴƎŜƻƴ 9ǾŜƴǘ ŀƴŘ ǳǎŜ ƛǘ ǘƻ draw the Cave of Demons map. 

  

 

 

 
 

Step 24: Using the Terrain to Guide Player Movement 



 

bƻǿ ƭŜǘΩǎ ǘŀƪŜ ŀ ǎǘŜǇ ōŀŎƪ ŀƴŘ Ŏƻƴǎǳƭǘ ƻǳǊ ǎǘƻǊȅ ƭƛƴŜ ǿƘƛƭŜ ǊŜŦŜǊŜƴŎƛƴƎ ǘƘŜ CƛŜƭŘ ƳŀǇΦ  

The next step for our party is to reach the Cave of Demons. Looking at the Field map, we see that the 

/ŀǾŜ ƻŦ 5ŜƳƻƴǎ ƛǎ ƭƻŎŀǘŜŘ ƻƴ ŀ ŘƛŦŦŜǊŜƴǘ ƛǎƭŀƴŘ ŦǊƻƳ ǘƘŜ DƻƻŘ YƛƴƎΩǎ /ŀǎǘƭŜ ŀƴŘ ǘƘŜ ǾƛƭƭŀƎŜΦ hǳǊ ǇŀǊǘȅ 

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 the ǇƭŀȅŜǊΩǎ ŀŎǘƛƻƴǎΦ ¢Ƙƛǎ ƛǎ ŀ ǇǊŜǾŜƴǘŀǘƛǾŜ ƳŜŀǎǳǊŜ ŜƴǎǳǊƛƴƎ ǘƘŀǘ ǘƘŜ ƛƴǘŜƴŘŜŘ 

story line is followed.  

A cursory glance at the Field map may lead us to think that we have everything well-planned out. But if 

we look deeper, it is possible for the player to skip the Cave of Demons all together and head straight for 

ǘƘŜ 5ŜǾƛƭ YƛƴƎΩǎ ƭŀƛǊΦ Lƴ ƻǊŘŜǊ ǘƻ Ƴŀƛƴǘŀƛƴ ƻǳǊ ƛƴƛǘƛŀƭ ǎǘƻǊȅƭƛƴŜ ǿŜ ƘŀǾŜ ŀ ƭƛǘǘƭŜ ŜȄǘǊŀ ǿƻǊƪ ǘƻ ŘƻΦ 

  

 

  

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 maze-like qualities and the monsters that 

appear. Our plan is to create a Cave of Demons that, if our player is lucky enough to navigate through, 

ƘŜ ǿƛƭƭ ōŜ ǊŜǿŀǊŘŜŘ ǿƛǘƘ ǘƘŜ ŀƛǊǎƘƛǇ ƴŜŜŘŜŘ ǘƻ ǊŜŀŎƘ ǘƘŜ 5ŜǾƛƭ YƛƴƎΩǎ [ŀƛǊΦ 

 

 

 
Creating the First Level of the Cave 

Step 25: Using the Generate Dungeon Function 



 

*Creating a New Map 

We will build the Cave with 2 levels. Each will be created separately. From the map tree on the right, 

right-ŎƭƛŎƪ ƻƴ ±·vǳŜǎǘ ŀƴŘ ǎŜƭŜŎǘ άbŜǿ aŀǇΦΦΦέ 

 

*New Map settings. 

[ŜǘΩǎ ƴŀƳŜ ǘƘƛǎ ƳŀǇ /ŀǾŜ ƻŦ 5ŜƳƻƴǎ [ŜǾŜƭ мΦ ²ŜΩƭƭ ƳŀƪŜ ƛǘ ŀ ōƛǘ ōƛƎƎŜǊΣ ǎŀȅ пл ōȅ плΦ 5ǳƴƎŜƻƴм ǎŜŜƳǎ 

an appropriate BGM. Since this Cave is chalƪ Ŧǳƭƭ ƻŦ ƳƻƴǎǘŜǊǎΣ ǿŜΩƭƭ ŀŘƧǳǎǘ ǘƘŜ ά{ǘŜǇǎ !ǾŜǊŀƎŜέ ƻǇǘƛƻƴ 

later.  

 

 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. 

²ƘŜƴ ƛǘ ŎƻƳŜǎ ǘƻ ǎŜǘǘƛƴƎ ǳǇ ƳƻƴǎǘŜǊǎΣ ƛǘΩǎ ƎƻƻŘ ǘƻ ǎŀǾŜ ǘƘŜƳ ǘƛƭƭ ǘƘŜ ƭŀǎǘΦ aƻƴǎǘŜǊǎ ŀǊŜ ŀƴ ŜǎǎŜƴǘƛŀƭ ǇŀǊǘ 

of any RPG, allowing the characters to build up EXP points and collect money. But, they can also be very 



ǘƛƳŜ ŎƻƴǎǳƳƛƴƎΦ ¢ƘŀǘΩǎ ǿƘȅ ƛŦ ȅƻǳ ǎŜǘ ǳǇ ƳƻƴǎǘŜǊǎ ƛƴ ǘƘŜ ƎŀƳŜ ŦǊƻƳ ǘƘŜ ǾŜǊȅ ōŜƎƛƴƴƛƴƎΣ ȅƻǳΩƭƭ ōŜ ŦƻǊŎŜŘ 

to deal with them again and again during playtests, and that can become very tedious.  

 

 

 

Since dungeons are typically maze-like areas, it can be very difficult to draw them well if you are not 

ǳǎŜŘ ǘƻ ƛǘΦ ¢ƘŀǘΩǎ ǿƘŜǊŜ wtD aŀƪŜǊ ±·Ωǎ άDŜƴŜǊŀǘŜ 5ǳƴƎŜƻƴέ ŦǳƴŎǘƛƻƴ ŎƻƳŜǎ ƛƴΦ 

 

  

ϝ/ŀƭƭƛƴƎ ǘƘŜ άDŜƴŜǊŀǘŜ 5ǳƴƎŜƻƴέ ŦǳƴŎǘion. 

This feature is called from in the map tree. Right-ŎƭƛŎƪ ƻƴ ǘƘŜ ƳŀǇ ǿŜ Ƨǳǎǘ ŎǊŜŀǘŜŘ ŀƴŘ ǎŜƭŜŎǘ άDŜƴŜǊŀǘŜ 

5ǳƴƎŜƻƴΦΦΦέ ŦǊƻƳ ǘƘŜ ǇƻǇ-up menu. 

Using tƘŜ άDŜƴŜǊŀǘŜ 5ǳƴƎŜƻƴέ CǳƴŎǘƛƻƴ 



  

ϝ¢ƘŜ άDŜƴŜǊŀǘŜ 5ǳƴƎŜƻƴέ ŘƛŀƭƻƎǳŜΦ 

Lƴ ǘƘŜ άDŜƴŜǊŀǘŜ 5ǳƴƎŜƻƴέ ŘƛŀƭƻƎǳŜ ȅƻǳ ŎƘƻƻǎŜ ǿƘƛŎƘ ǘƛƭŜǎ ȅƻǳ ǿƻǳƭŘ ƭƛƪŜ ǘƘŜ ŘǳƴƎŜƻƴΩǎ ǿŀƭƭǎ ŀƴŘ 

ŦƭƻƻǊ ŎƻƴǎǘǊǳŎǘŜŘ ŦǊƻƳΦ ²ŜΩǾŜ ǎŜƭŜŎǘŜŘ ǘƘŜ ǇŀƛǊ ƻŦ ǘƛƭŜǎ ŦƻǳƴŘ ǎŜŎƻƴŘ ŦǊƻƳ ǘƘŜ ǊƛƎƘǘ ƻƴ ǘƘŜ ǾŜǊȅ ōƻǘǘƻƳ 

row in both the wall and floor sections. 

  

*The automatically generated dungeon. 



Ҍ¢ƘŜ άDŜƴŜǊŀǘŜ 5ǳƴƎŜƻƴέ ŦǳƴŎǘƛƻƴ ƎŜƴŜǊŀǘŜǎ ŘǳƴƎŜƻƴǎ ƛƴ ŀ ǘƻǘŀƭƭȅ ǊŀƴŘƻƳ ƳŀƴƴŜǊΦ ¸ƻǳΩǊŜ ŘǳƴƎŜƻƴ 

will most certainly look different from the one shown here. 

 

  

 

¸ƻǳ Ŏŀƴ ŜŘƛǘ ǘƘŜ ƴŜǿƭȅ ŘǊŀǿƴ ƳŀǇ ǿƛǘƘ ǘƘŜ ƳŀǇ ŜŘƛǘƻǊΦ ¢ƘŜ ƴŜǿ ƳŀǇ ƭƻƻƪǎ ŀ ōƛǘ ōŀǊŜΣ ǎƻ ǿŜΩƭƭ ǳǎŜ ǎƻƳŜ 

tiles to make it look better. 

 

*Tileset D 

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. 

Decorating the Map 



  

*Tileset A ς pools 

 

*Cave of Demons Level 1 completed. 

²ŜΩǾŜ ŀŘŘŜŘ ǎƻƳŜ ǊƻŎƪǎ ŀƴŘ ƛǾȅ ǘƻ ƻǳǊ ƳŀǇ ŦǊƻƳ ǘƛƭŜǎŜǘ 5Φ ²ŜΩǾŜ ŀƭǎƻ ƳŀŘŜ ǳǎŜ ƻŦ ǘƘŜ ŀǳǘƻǘƛƭŜ ŦŜŀǘǳǊŜ 

and accented the terrain with a few pools of water.  



 

 

 

 

*Tileset C ς stairs 

²ŜΩƭƭ ƴƻǿ ǇƭŀŎŜ ǎƻƳŜ ǎǘŀƛǊǎ ǘƻ ŀƭƭƻǿ ƳƻǾŜƳŜƴǘ ōŜǘǿŜŜƴ ƳŀǇǎΦ [ŜǘΩǎ Ǉǳǘ ǎƻƳŜ ǎǘŀƛǊǎ ǘƻ ŜȄƛǘ ǳǇ ƻƴǘƻ ǘƘŜ 

Field map, and another set of stairs to continue down into level 2. We can use tiles from tileset C 

  

*Stairs leading up to the Field map. 

Placing Stairs 



  

*Stairs leading down to level 2. 

²ŜΩǾŜ ǎŜǘ ǘƘŜ ǎǘŀƛǊǎ ƭŜŀŘƛƴƎ ǳǇ ǘƘŜ CƛŜƭŘ ƳŀǇ ŀǘ ŎƻƻǊŘƛƴŀǘŜǎ лнтΣлмл ŀƴŘ ǘƘŜ ǎǘŀƛǊǎ ƭŜŀŘƛƴƎ Řƻǿƴ ǘƻ ƭŜǾŜƭ 

2 at 028,028. Since our map will probably look much different than yours, there is no reason to put the 

stairs in the same locatƛƻƴΦ ¢ƘŜ Ǉƻƛƴǘ ƛǎ ǘƻ ŜƴǎǳǊŜ ǘƘŀǘ ǘƘŜ ǎǘŀƛǊǎ ŀǊŜƴΩǘ ǘƻƻ ŦŀǊ ƻǊ ǘƻƻ ŎƭƻǎŜ ǘƻ ŜŀŎƘ ƻǘƘŜǊΦ 

!ƭǎƻΣ ŘƻƴΩǘ ŦƻǊƎŜǘ ǘƻ ǎŜǘ ǳǇ ǘƘŜ ά¢ǊŀƴǎŦŜǊέ ŜǾŜƴǘ ƻƴŎŜ ǘƘŜ ǎǘŀƛǊ ǘƛƭŜǎ ŀǊŜ ƛƴ ǇƭŀŎŜΦ 

 

Switch to Event mode. 



  

*Calling the Quick Event Creation function 

Right-click on ǘƘŜ ǎǘŀƛǊǎ ƭŜŀŘƛƴƎ ǳǇ ǘƻ ǘƘŜ CƛŜƭŘ ƳŀǇΦ {ŜƭŜŎǘ άvǳƛŎƪ 9ǾŜƴǘ /ǊŜŀǘƛƻƴέ ŀƴŘ ǘƘŜƴ ά¢ǊŀƴǎŦŜǊέ 

from the pop-up menu. 

  

*Selecting the destination map and coordinates. 



 ²ŜΩƭƭ ǎŜǘ ǘƘŜ CƛŜƭŘ ƳŀǇ ŀǎ ǘƘŜ ŘŜǎǘƛƴŀǘƛƻƴ ƳŀǇΦ 5ƻǳōƭŜ-click on the entrance to the Cave on the Field 

ƳŀǇ ǇǊŜǾƛŜǿ όлмрΣлмфύΦ [ŜŀǾŜ ǘƘŜ ά5ƛǊŜŎǘƛƻƴέ ǎŜǘǘƛƴƎ ŀǘ άwŜǘŀƛƴέΦ bŜȄǘΣ ŎǊŜŀǘŜ ǘƘŜ ά¢ǊŀƴǎŦŜǊέ 9ǾŜƴǘ ŦƻǊ 

the opposite direction - into the Cave from the Field map. 

  

*Calling the Quick Event Creation function. 

Right-click on the entrance to the /ŀǾŜ ƻŦ 5ŜƳƻƴǎ ŀƴŘ ǎŜƭŜŎǘ άvǳƛŎƪ 9ǾŜƴǘ /ǊŜŀǘƛƻƴέ -Ҕ ά¢ǊŀƴǎŦŜǊέΦ  

 

*Setting the destination map and coordinates. 


