
 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. 

 

 

 

 

 

[ŜǘΩǎ ǎǘŀǊǘ ǿƛǘƘ ŎǊŜŀǘƛƴƎ ǘƘŜ wtD ǎǘŀƴŘŀǊŘΥ ǘƘŜ ǇŜǊǎƻƴ ǿƘƻ ǘŜƭƭǎ ȅƻǳ ǘƘŜ ƴŀƳŜ ƻŦ ǘƘŜ ǘƻǿƴΦ 

  

Switch to Event mode. 

Step 16: Creating Villagers 

Step 16: Creating Villagers  

Step 16: Creating Villagers 



 

*Creating a new Event 

Select the coordinates you want to put the ǇŜǊǎƻƴ όǿŜΩǊŜ ǳǎƛƴƎ ллтΣллуύ ŀƴŘ ǊƛƎƘǘ-ŎƭƛŎƪΦ {ŜƭŜŎǘ άbŜǿ 

9ǾŜƴǘέ ŦǊƻƳ ǘƘŜ ǇƻǇ-up menu. 

 

 

 

 

 

*Selecting a graphic 

Double-ŎƭƛŎƪ ǘƘŜ άDǊŀǇƘƛŎέ ōƻȄ ǘƻ ǎŜƭŜŎǘ ǘƘŜ ƎǊŀǇƘƛŎ ŦƻǊ ǘƘŜ ŎƘŀǊŀŎǘŜǊΦ ²ŜΩǾŜ ŎƘƻǎŜƴ ǘƘŜ ƎƛǊƭ ǎŜŎƻƴŘ 

ŦǊƻƳ ǘƘŜ ƭŜŦǘ ƛƴ ǘƘŜ ǘƻǇ Ǌƻǿ ƻŦ !ŎǘƻǊмΦ [ŜǘΩǎ ŀƭƭƻǿ ƘŜǊ ǘƻ ǿŀƴŘŜǊ ŀōƻǳǘ ǘƘŜ ǘƻǿƴ ŦǊŜŜƭȅΦ 

Setting the Graphic and Other Options 



 

*Setting the random movement feature. 

 

Set an Eventΐs movement using the Autonomous Movement pane. The default is set to ΓFixedΔ, or 

no movement. Characters can be set to move along a fixed path or randomly. To select random 

movement, click on the drop-down arrow ΓỘΔ to the right of ΓTypeΔ and ǎŜƭŜŎǘ άwŀƴŘƻƳέ ŦǊƻƳ 

the pull-down menu. The Speed pane is for adjusting how quickly the Event 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 



 

 

*List of Event Commands (page 1) 

Wǳǎǘ ŀǎ ǿŜ ŘƛŘ ƛƴ [ŜǾŜƭ пΣ ƭŜǘΩǎ ƛƴǎŜǊǘ ǘƘŜ ŎƘŀǊŀŎǘŜǊǎ ƭƛƴŜǎ ōȅ ŘƻǳōƭŜ-ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ άϪέ ƳŀǊƪ ƛƴǎƛŘŜ ǘƘŜ 

ά[ƛǎǘ ƻŦ 9ǾŜƴǘέ /ƻƳƳŀƴŘǎ ōƻȄ ŀƴŘ ǎŜƭŜŎǘƛƴƎ ά{Ƙƻǿ ¢ŜȄǘέ ŦǊƻƳ ǘƘŜ ƴŜȄǘ ŘƛŀƭƻƎǳŜΦ  

 

*The Show Text Event Command 

  



Insert the cursor ƛƴǘƻ ǘƘŜ ά¢ŜȄǘέ ōƻȄ ŀƴŘ ƛƴǇǳǘ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƭƛƴŜǎΦ ¢ƘŜƴ Ǝƻ ŀƘŜŀŘ ŀƴŘ ŎƘƻƻǎŜ ŀ 

suitable Face Graphic.  

  

*Learning the name of the village. 

 

!ƴŘ ǘƘƛǎ ƛǎ Ƙƻǿ ǿŜ ǳǎŜ ǘƘŜ ά{Ƙƻǿ ¢ŜȄǘέ 9ǾŜƴǘ /ƻƳƳŀƴŘ ǘƻ ŎǊŜŀǘŜ ǇŜƻǇƭŜ ǿƘƻ ƎƛǾŜ ƻǳǊ ŎƘŀǊŀŎǘŜǊ ƘƛƴǘǎΦ 

Of course we ŘƻƴΩǘ ƴŜŜŘ ǘƻ ǊŜǎǘǊƛŎǘ ƻǳǊǎŜƭǾŜǎ ǘƻ Ƨǳǎǘ ƘƛƴǘǎΣ ōǳǘ ƻǇǇƻǊǘǳƴƛǘƛŜǎ ǘƻ ƭŜŀǊƴ ŀōƻǳǘ ǘƘŜ ƎŀƳŜΩǎ 

worldview, bits of information to move along game play and even unrelated information can be very 

entertaining. Such characters are very important to creating the atmosphere of your game. 

 

 

 

bŜȄǘΣ ƭŜǘΩǎ ŎǊŜŀǘŜ ǘƘŜ ŎƘŀǊŀŎǘŜǊǎ ǿƘƻ ǿƛƭƭ ǿƻǊƪ ƛƴ ǘƘŜ ǾŀǊƛƻǳǎ ǎƘƻǇǎ ǿŜ ƘŀǾŜ ŎǊŜŀǘŜŘΦ ²ŜΩƭƭ ōŜƎƛƴ ǿƛǘƘ 

the Inn. 

  

Switch to Event mode. 

Step 17:  Creating the Inn  

Step 16: Creating Villagers 



  

 

 

*Quick Event Creation 

We can create the Inn Event using the Quick Event Creation function. Right-click on the coordinates you 

want to place your Inn-ƪŜŜǇŜǊ όǿŜΩǊŜ ǳǎƛƴƎ лмнΣллрύΣ ŀƴŘ ǎŜƭŜŎǘ άLƴƴΦΦΦέ ŦǊƻƳ ǘƘŜ vǳƛŎƪ 9ǾŜƴǘ /ǊŜŀǘƛƻƴ 

menu. 

 

  

 

 

*Quick 9ǾŜƴǘ /ǊŜŀǘƛƻƴ άLƴƴέ ŘƛŀƭƻƎǳŜΦ 

Connecting with the Field map 

Setting the Graphic and Price 



In the full version of RPG Maker the Inn-ƪŜŜǇŜǊΩǎ ƎǊŀǇƘƛŎ ƛǎ ǇǊŜǎŜǘΦ LŦ ȅƻǳ ǿƛǎƘ ǘƻ ŎƘŀƴƎŜ ƛǘΣ Ƨǳǎǘ ŘƻǳōƭŜ-

ŎƭƛŎƪ ƛƴ ǘƘŜ DǊŀǇƘƛŎ ōƻȄΦ ¢ƘŜ άtǊƛŎŜέ ōƻȄ ƛǎ ǘƘŜ ŎƻǎǘΣ ƛƴ ƎƻƭŘΣ ƻŦ ƻƴŜ ƴƛƎƘǘΩǎ ǎǘŀȅΦ Lƴ this case, the price is 

мл ƎƻƭŘ ŦƻǊ ƻƴŜ ƴƛƎƘǘΦ hƴŎŜ ȅƻǳΩǾŜ ŘŜŎƛŘŜŘ ƻƴ ŀ ƎǊŀǇƘƛŎ ŀƴŘ ŀ ǇǊƛŎŜΣ ŎƭƛŎƪ ƻƴ hYΦ 

  

*Completed Inn Event! 

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



 

*You may edit the default settings in the Event Editor. 

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

to change parts of the message if you wish. 

  

 

 

Tiles with Counter Attributes 



 

*The table between the Inn Event and Our Character 

Some of you may have noticed how our character is able to talk with the Inn-keeper even though there 

is a table separating them.  

 

*Graphics with counter attributes. 

¢ƻ ƳŀƪŜ ǘƘƛǎ ǇƻǎǎƛōƭŜΣ ǿŜΩǾŜ ǳǎŜŘ ǘŀōƭŜ ƎǊŀǇƘƛŎǎ ǘƘŀǘ ƘŀǾŜ ŎƻǳƴǘŜǊ ŀǘǘǊƛōǳǘŜǎ ŀǘǘŀŎƘŜŘΦ ¢hese are used 

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, do not have this attribute and will not allow for conversation.  

 



 

 

bŜȄǘΣ ƭŜǘΩǎ ŎǊŜŀǘŜ ǘƘŜ ǿŜŀǇƻƴ ǎƘƻǇΦ ²Ŝ ŎŀƴΩǘ Řƻ ǘƘƛǎ ǿƛǘƘ ǘƘŜ vǳƛŎƪ 9ǾŜƴǘ /ǊŜŀǘƛƻƴ ŦǳƴŎǘƛƻƴΣ ǎƻ ǿŜΩƭƭ 

need to create a new Event. 

  

 

 

ϝ{ŜƭŜŎǘƛƴƎ άbŜǿ 9ǾŜƴǘέ 

Right-ŎƭƛŎƪ ƻƴ ǿƘŜǊŜ ȅƻǳΩŘ ƭƛƪŜ ǘƘŜ ǎƘƻǇ-ƪŜŜǇŜǊ ǘƻ ōŜ όǿŜΩǾŜ ǎŜƭŜŎǘŜŘ ллуΣллрύ ŀƴŘ ǎŜƭŜŎǘ άbŜǿ 9ǾŜƴǘέ 

from the top of the menu that appears. 

 

  

 

 

*Graphic selection window 

/ŀƭƭƛƴƎ ǘƘŜ άbŜǿ 9ǾŜƴǘέ CǳƴŎǘƛƻƴ 

Step 18: Creating the Weapon Shop 

Setting the Graphic 



 

Double-click on ǘƘŜ DǊŀǇƘƛŎ ōƻȄ ǘƻ ǎŜƭŜŎǘ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƎǊŀǇƘƛŎΦ ²ŜΩǾŜ ǎŜƭŜŎǘŜŘ ǘƘŜ ǿŀǊǊƛƻǊ ƭƻŎŀǘŜŘ 

second from the right in the bottom row of Actor1. 

 

  

 

 

*Event Commands menu (page 3) 

 

Double-ŎƭƛŎƪ ƻƴ ǘƘŜ άϪέ ƛƴ ǘƘŜ [ƛǎǘ ƻŦ 9ǾŜƴǘ Commands box to bring up the Event Commands menu. 

{ŜƭŜŎǘ ǇŀƎŜ о ŀƴŘ ŎƭƛŎƪ ƻƴ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέΦ 

Shop Processing Event Command 



 

ϝ¢ƘŜ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ 9ǾŜƴǘ /ƻƳƳŀƴŘ ŘƛŀƭƻƎǳŜΦ 

 

²ƛǘƘ ǘƘŜ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ ŎƻƳƳŀƴŘΣ ǿŜ Ŏŀƴ ǎŜǘ ǿƘŀǘ ƎƻƻŘǎ ǘƘŜ ǎƘƻǇ ǎŜƭƭǎΦ 

 

*Goods dialogue. 

 

Double-click in the ΓShop ProcessingΔ box to bring up the Goods dialogue. By selecting the Item, 

Weapon or Armor categories you can access a list of goods by clicking on the  ΓỘΔ on the right. From 

this list you can choose what youΐd like to shop to carry. The goods listed in each menu are controlled 

ōȅ ǘƘŜ άLǘŜƳέΣ ά²ŜŀǇƻƴέΣ ŀƴŘ ά!ǊƳƻǊέ ǘŀōǎ ƛƴ ǘƘŜ ŘŀǘŀōŀǎŜΦ  



 

*Selecting what weapons the shop will sell. 

{ƛƴŎŜ ǘƘƛǎ ƛǎ ŀ ǿŜŀǇƻƴǎ ǎƘƻǇΣ ǿŜΩƭƭ ƳŀƪŜ ǎǳǊŜ ǘƘŜ [ƻƴƎ {ǿƻǊŘ ŀǘ ƭŜŀǎǘ ƛǎ ŀǾŀƛƭŀōƭŜΦ CŜŜƭ ŦǊŜŜ ǘƻ ŀŘŘ 

whatever other weapons and armor you see fit. Each item must be chosen individually. 

  

*Entering lines for the shop-keeper. 



You can enter lines for the shop-ƪŜŜǇŜǊ ǳǎƛƴƎ ǘƘŜ ά{Ƙƻǿ ¢ŜȄǘέ ŎƻƳƳŀƴŘΦ CƻǊ ŜȄŀƳǇƭŜΣ ƛŦ ȅƻǳΩŘ ƭƛƪŜ ǘƘŜ 

shop-keeper to offer a greeting before purchasing, then you need to set that command to occur before 

ǘƘŜ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ ŎƻƳƳŀƴŘΦ ¢ƻ Řƻ ǘƘƛǎΣ ǎŜƭŜŎǘ ǘƘŜ άϪҔ{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ ƭƛƴŜ ŀƴŘ ŘƻǳōƭŜ-click. Then 

ǎŜƭŜŎǘ ά{Ƙƻǿ ¢ŜȄǘέ ǘƻ ƛƴǎŜǊǘ ǘƘŜ ƭƛƴŜǎΦ 

 

*Completed weapon shop event. 

 

 

 

²ŜΩǾŜ ǎŜǇŀǊŀǘŜŘ ǘƘŜ ǿŜŀǇƻƴ ŀƴŘ ǘƘŜ ƛǘŜƳ ǎƘƻǇǎ ƻƴ ƻǳǊ ƳŀǇΣ ōǳǘ ǘƘŜ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ ŎƻƳƳŀƴŘ ƛǎ 

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. 

 

 

 

 

Step 19: Creating the Item Shop 



 

  

 

 

ϝ{ŜƭŜŎǘƛƴƎ άbŜǿ 9ǾŜƴǘΦΦΦέ 

Right-ŎƭƛŎƪ ƻƴ ǘƘŜ ŎƻƻǊŘƛƴŀǘŜǎ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ǇƭŀŎŜ ǘƘŜ ǎƘƻǇ-ƪŜŜǇŜǊ όǿŜΩǊŜ ǳǎƛƴƎ ллуΣллрύ ŀƴŘ ǎŜƭŜŎǘ άbŜǿ 

9ǾŜƴǘΦΦΦέ ŦǊƻƳ ǘƘŜ ǇƻǇ-up menu. 

 

 

 

*Graphic selection pane. 

Double-ŎƭƛŎƪ ƻƴ ǘƘŜ DǊŀǇƘƛŎ ōƻȄ ǘƻ ǎŜƭŜŎǘ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƎǊŀǇƘƛŎΦ ²ŜΩǾŜ ǎŜƭŜŎǘŜŘ ǘƘŜ ǎƻǊŎŜǊŜǎǎ ƻƴ ǘƘŜ 

far right of the bottom row of Actor2. 

 

 

CallinƎ ǘƘŜ άbŜǿ 9ǾŜƴǘέ CǳƴŎǘƛƻƴ 

Setting the Graphic 



  

 

 

*Event Command window. 

 

Double-ŎƭƛŎƪ ƻƴ ǘƘŜ άϪέ ƛƴ ǘƘŜ [ƛǎǘ ƻŦ 9ǾŜƴǘ /ƻƳmands box to bring up the Event Commands menu. 

{ŜƭŜŎǘ ǇŀƎŜ о ŀƴŘ ŎƭƛŎƪ ƻƴ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέΦ 

  

ϝ¢ƘŜ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ 9ǾŜƴǘ /ƻƳƳŀƴŘ ŘƛŀƭƻƎǳŜΦ 

ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ 9ǾŜƴǘ /ƻƳƳŀƴŘ 



Next we will set what goods the shop sells. 

  

*Goods dialogue.  

 

Double-ŎƭƛŎƪ ƛƴ ǘƘŜ ά{ƘƻǇ tǊƻŎŜǎǎƛƴƎέ ōƻȄ ǘƻ ōǊƛƴƎ ǳǇ ǘƘŜ DƻƻŘǎ ŘƛŀƭƻƎǳŜΦ  

  

*Selecting what items the shop will sell. 

  

{ƛƴŎŜ ǘƘƛǎ ƛǎ ŀƴ ƛǘŜƳ ǎƘƻǇΣ  ǿŜΩƭƭ ƳŀƪŜ ǎǳǊŜ ƛǘ ŀǘ ƭŜŀǎǘ ǎŜƭƭǎ Ǉƻǘƛƻƴǎ όллмΥtƻǘƛƻƴύΦ ¢ƘŜǊŜ ŀǊŜ Ƴŀƴȅ ƳƻǊŜ 

ƛǘŜƳǎ ǘƻ ŎƘƻƻǎŜ ŦǊƻƳΦ LŦ ȅƻǳΩd like to enter a message from the shop-keeper, follow the instructions 

ŀōƻǾŜ ŀƴŘ ǳǎŜ ǘƘŜ ά{Ƙƻǿ ¢ŜȄǘέ ŎƻƳƳŀƴŘΦ  



  

*Completed item shop Event! 

  

Congratulations! You have cleared Level 7. In the next lesson we will add teammates to the initial party.  

 

Return to Table of Contents 

http://www.rpgmakerweb.com/tutorial/rpg-maker-vx

