ﬁ Level 7: Creating Shops

Welcome to Level 7 of the RPG Maker VX Introductory Course. In Level 6 we created the maps for
Minato Port and all of its shops.

In this Level, we will create the villagers and Events for the shops.

Step 16: Creating Villagers
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Switch to Event mode.
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Paste
Delete

Quick Event Creation

Set as Starting Position

*Creating a new Event
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Setting the Graphic and Other Options

*Selecting a graphic
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Graphic Autonomous Movement

Type: Fixed -
Fixed
Spest: 2en
Freq: 3: Normal -
Options Priority
< Walking Anim. Same as Characters -
Stepping Anim.
Direction Fix Trigger
Through Action Button -

*Setting the random movement feature.

Set an Eveiit s movement using the Autonomous Movement pane. The default is SetRixed\ , or

no movement. Characters can be set to move along a fixed path or randomly. To select random
movement, click on the drodown arrowl” O A to the right ofl TypeA andd St SOG awl YyR2 Y§
the pulkdown menu. The Speed pane is for adjusting how quickiEtlet moves, and the Frequency

pane is for adjusting the number of occurrences. We can leave these at their default settings. The

Option, Priority and Trigger panes can also be left at their initial settings.

Inputting a Message
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Hello!
Welcome to Minato Port!

Background: Position:

|Normalwinduw v| |Bcrttom v| m

Batch Entry

*The Show Text Event Command
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suitable Face Graphic.
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Hello!
Welcome to Minato Port!

*Learning the namef the village.
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worldview, bits of information to move along game play and even unrelated information can be very
entertaining. Such characters are very important to creating theoaphere of your game.

Step 17: Creating the Inn
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the Inn.

Game Help

Switch to Event mode.



Connecting with the Field map

New Event... Enter

u | £ il I cut Ctri+X
: Copy Ctri+C
Paste Ctrl+V
Delete Del
Transfer... Ctrl+1 Quick Event Creation »
2o Bl Set as Starting Position »
Treasure Chest... Ctrl+3
Inn... Ctrl+4

*Quick Event Creation

We can create the Inn Event using the Quick Event Creation function-dRaghon the coordinates you
wantto placeyour I SSLISNJ 6 6 SQNB dzaAy3d nmuInnpoI FyR &St SoOi
menu.

Setting the Graphic and Price

Mew Inn Event ‘ ‘ @u

*Quickd Sy G [/ NBIGA2Y GLYYé RAFE23dSo
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*Completed Inn Event!

The confirmation dialogue, music and other settings are adjusted automatically.



Paste Delete
Event Page Event Page

List of Event Commands:
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Same as Characters -
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@=>Text: -, -, Mormal, Bottom

: 105G for one night. would vou like to stay?\G

@=5how Choices: Yes, No
: When [Yes]

Conditienal Branch: Gold 10 or more
@>Change Gold: - 10

@>Fadeout Screen

@=>Play ME: 'Inn’, 100, 100

@=>Wait: 300 frame(s)

@=Recover All: Entire Party
@=Fadein Screen

@=Text: -, -, Normal, Bottom

: : You don't have enough money.
@=

Branch End

: Branch End

*You may edit the defatisettings in theEven

After completing the Eventts contents can be edited in the Event Editor like any other Event. Feel free

to change parts of the message if you wish

t Editor.

Tiles with Counter Attributes




*The table betweerthe Inn Event and Our Character

Some of you may have noticed how our character is able to talk with thkdeper even though the
is a table separating them.

*Graphics with counter attributes.
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for counters in shops and are designed to allow our character to speak with the people (Events) on the
other side. Tiles with this attribute are limited to the 4 tables in tileset A. Any other tile, even if they look

like a table or a desk,odnot have this attribute and will not allow for conversation.



Step 18: Creating the Weapon Shop
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need to create a new Event.
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Cut

Copy
Paste
Delete

Quick Event Creation

Set as Starting Position
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from the top of the menu that appears.

A = 4 oA X~

RightOf A 01 2y ¢6KSNB-183uMQRI 21 6SiK8SQVE1LIASE SOGSR nny =3

Setting the Graphic

Graphic

*Graphic selection window



w»
w
O
[ameN
c

A
(0p))
O
A
p
[N
O
[axtN
w»
5
Q¢

Doubleclickoni KS DNJ LIKAO 62E (2 a&
second from the right in the bottom row of Actorl.

Shop Processing Event Command

i ™
Event Commands M

3
Scene Control Battle Event
Battle Processing... | Change Enemy HP... |

Shop Processing... | Change Enemy MP... |

. Change Enemy State...

Name Input Processing...

Open Menu Screen Enemy Recover All...
| Open Save Screen | | Enemy Appear... |
| Game Ower | | Enemy Transform... |
| Return to Title Screen | Show Battle Animation...
Force Action...
System Settings | Abort Battle |

|  Change Battle BGM... |

| Change Battle End ME... |

| Change Save Access... |

Change Menu Access...

Change Encounter...

| Change Actor Graphic... |

| Change Vehicle Graphic... |

Advanced
| Script... |

L A

*Event Commands menu (page 3)
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Shop Processing @g

Goods Price

I
| | |
|
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\ |
|
|
|
|
: [ Purchaze only
| | ok || cancel |
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*Goods dialogue.

Doubleclick inthe ' Shop Processidg box to bring up the Goods dialogue. By selecting the Item,

Weapon or Armor categories you can access a list of goods by clicking 6n@h# on the right. From

this list you can choose what you like to shop to carryThe goods listéin each menu are controlled
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[ Purchaze only

| ok || cancel |
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Shop Processing @lg

Goods Price
Club 40
Long Sword 70
Long Spear 110

I Leather Shield 150 1
Chain Coif 770

I Robe a0 |
Leather Breastplate 250 I

I Fire Ring 1900

!
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*Selecting what weapons the shop will sell.
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whatever other weapns and armor you see fit. Each item must be chosen individually.
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*Entering lines for the shofeeper.
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shopkeeper to offer a greeting before purchagirthen you need to set that command to occur before
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A simple wooden club.

PHssession

Kenta

Bray

" A

*Completed weapon shop event.

Step 19: Creating the Item Shop
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needed to create either of them. While they sell a different category of goods, the steps we take to
create them are essentially the same.
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Cut Ctrl+X
Copy Ctrl+C
Paste Ctri+Vv
Delete Del

Quick Event Creation

Set as Starting Position
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Setting the Graphic

Graphlc

*Graphic selection pane.
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far right of the bottom row of Actor2.
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Event Commands

i 2 3

Scene Control

Battle Event

Battle Processing...

Change Enemy HP...

| Shop Processing...

Change Enemy MP...

Name Input Processing...

Change Enemy State...

Open Menu Screen

Enemy Recowver All...

Open Save Screen

Enemy Appear...

Game Owver

Enemy Transform...

Return to Title Screen

Show Battle Animation...

System Settings

Force Action...

Abort Battle

Change Battle BGM...
Change Battle End ME...

Change Save Access...
Change Menu Access...

Change Encounter...

Change Actor Graphic...

Change Vehicle Graphic...

Advanced
Script...

Cancel

*Event Command window.
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Shop Processing

Goods Price

[ Purchase Only

[ ok || cancel |
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Next we will set what goods the shop sells.

-
Goods

() Item |

© Weapon  [IE

:Long Sword

(7) Armar | v|
E | oK | | cancel |
A
*Goods dialogue.
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Shop Processing @g
Goods Price
Potion 50
Stimulant 250
Dispel herb a0
I Guard up 200 'l
Speed up 200 |
| |
|
: [l Purchaze only
I | ok | | cancel
*Selecting what items the shop will sell.
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Congratulations! You have cleared Level 7. In the next lesson we will add teammates to the initial party.

*Completed item shop Event!
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