SiliconHero’s Party Change System for RPG Maker 2000

What this system will require:

· At least 5 playable characters

· Plenty of switches

· Plenty of variables

· A custom menu

· Knowledge of the “Set Password” function

Author’s note: For the purpose of this tutorial, event names (common events and map events) will be shown in blue, switch names will be shown in red, variable names will be shown in green, and map names will be shown in black.

Part 1: Your Custom Menu

The menu part of this tutorial is relatively simple, so I’ll explain it in words.

To set up your custom menu, you’ll first need to create a common event (called CustomMenu), with the following properties:

· Event Start Condition: Parallel Process (if set on Auto Start, it may run forever, freezing your game!)

· Appearance Conditions Switch: create a new switch called MenuIsActive (this will allow you to use the custom menu only when this switch is turned on).

Next, inside this event, select the Enter Password function. Store the password in a variable called KeyInput, and check only the boxes marked “Wait until Key Hit” and “Escape (6)”. This means that the menu will only accept a response when you press the Escape key on your keyboard.

Set a Fork condition to be activated when KeyInput is equal to 6 (when the Escape button is pressed).

Inside the fork, you should give your user two choices: Open Menu, and Change Party. You can add more if you want, but for the purpose of this tutorial, we’ll only focus on the party changing option.

· If the user chooses the “Open Menu” option, then call the item menu with the Call System Menu Command.

· If the user chooses the “Change Party” option, then call the event PartyChange (this will be set up and implemented in the next part of the tutorial).

· You can place a fork around this event to activate it only when your party grows to 5 or more members (but if you want to change party members at any time, then don’t include this fork).

And finally, outside of the fork, set the KeyInput variable back to zero.
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This is a screenshot of the menu that I’ve used.

Part 2: The “Party Change” Event

The next part of this tutorial is difficult for me to explain in words, since it requires a LOT of coding, so I’ll use the RPG Maker 2000 code, with explanations to guide you along.

Now that you have your custom menu ready, you can now implement the party switch function. Start by creating another common event (called PartyChange), and leave its event start condition on “Call”. In this event, use the Memory Place command to memorize your hero’s current map and position (use three variables, MapID, MapX and MapY). After that, create a few more variables, as follows:

· PCCursorSelect, to keep track of your menu cursor in character select mode.

· PCKeyInput, to monitor what key is being pressed (don’t confuse this with the KeyInput variable you used in your other menu).

· You should create four variables to store the number of each hero selected (we’ll call them PartyMember1, PartyMember2, etc.)

· MembersInParty, to show how many people you’ve already chosen.

Set the values for all of the above variables to 0, except for PCCursorSelect, which should start at 1, for this is the initial cursor position. Next, turn OFF the MenuIsActive switch, so that it doesn’t coincide with your party select menu (you can turn this back on once you’re done); and then remove all of your characters from your current party. Now, create two new maps, called Party Select 1 and Party Select 2. You should set Party Select 1 as your splash screen map, and Party Select 2 as the map where you change your party members. In the last line of code for the PartyChange event, teleport your party to the Party Select 1 map. 

On the Party Select 1 map, create a blank event somewhere (called Prompt), and set its start condition to Auto Start (the event will start automatically when your hero teleports to this screen). Inside this event, put a message that says, “Select a party of up to four characters”, and then have your hero teleport to the Party Select 2 map.

The Party Select 2 map is where most of your programming work will take place. Create a “Joined” switch for each character that activates when they become part of your permanent party (something like “JimmyIsInGroup”), and put a character graphic that makes the character appear when the switch is on. Under each of your characters, put an event called CursorAtPoint# (# is the number defined by PCCursorSelect). In each event, create a fork condition with the following code:

· FORK Option: Variable[****:PCCursorSelect]-# (a number from 1 to the maximum number of playable characters)

· Move Event: this Event, change graphic (to a cursor, or a sword, or any graphic from a character set)

· ELSE Case

· Move Event: this Event, change graphic (to a blank character set)
This code above will display a cursor under the character when he/she is selected, and will disappear when he/she is not selected.

Once you’ve done that, you’ll want to make the cursor move around. Set up a blank event (Parallel Process) called “KeyPress”. Start this code by using the “Enter Password” function, and storing the variable in PCKeyInput. Check all of the boxes for this one (Wait Until Key Hit, Directions (1,2,3,4), Enter (5), and Escape (6)). After that, create a fork condition, with the following code:

· FORK Option: Variable[****:PCKeyInput]-3 (when right arrow key is pressed)

· Play SE: your cursor sound (optional)

· Variable Change:[****:PCCursorSelect]+, 1 (moves the cursor to the right)

· FORK Option: Variable[****:PCCursorSelect]-# more than (set the condition to “bigger” from the drop-down menu under the variable condition; this checks to see if the number for PCCursorSelect is greater than the number of playable characters (#))

· Variable Change:[****:PCCursorSelect]-1 (returns the cursor to the left)

· END Case

· ELSE Case

· FORK Option: Variable[****:PCKeyInput]-2 (when left arrow key is pressed)

· Play SE: your cursor sound (again, optional)

· Variable Change:[****:PCCursorSelect]-, 1 (moves the cursor to the left)

· FORK Option: Variable[****:PCCursorSelect]-1 less than (set the condition to “smaller” from the drop-down menu under the variable condition; this checks to see if the number for PCCursorSelect is less than 1)

· Variable Change:[****:PCCursorSelect]-# (returns the cursor to the far right, the number of playable characters (#))

· END Case

· END Case

· END Case

Now, under this fork condition, create another fork condition that operates when Enter or Escape is pressed:

· FORK Option: Variable[****:PCKeyInput]-5 (when Enter key is pressed)

· Call Event: Create a new blank event called SelectedCharacter on the Party Select 1 map, and click the Direct Designation button, and set it to read the page number that matches PCCursor Select (i.e. if the cursor is in the first position, have the event call the first page). This will be explained later.

· ELSE Case

· FORK Option: Variable[****:PCKeyInput]-6 (when Escape key is pressed)

· FORK Option: Variable[****:MembersInParty]-0 more than (checks to see if the selected party has at least 1 member)

· Message: “Your party has \v[****] members. Is this okay?” (\v[****] displays the variable number).

· Show Choice: Accept/Make Changes

· Accept Case

· Call Event: AssembleParty (this common event will put all of the party members selected into your party. This will also be explained later.)

· Make Changes Case

· Set PCKeyInput, MembersInParty and all of the PartyMember# variables to 0.

· END Case

· ELSE Case

· Play SE: a buzzer (optional)

· Message: “You need to assemble a party before returning!”

· END Case

· END Case

· END Case
Outside of this fork, set the PCKeyInput variable to zero, so that it doesn’t repeat itself endlessly.

Now, it’s time to create the SelectedCharacter map event. Create a blank page in the event for each character (leaving its start condition as Push Key), and make a fork condition that runs the loop if the character you selected has joined the party. You’ll need to use embedded forks to add characters to your party. Here’s the code that I’ve compiled:

· FORK Option: Switch [****:JimmyIsInGroup] – ON

· FORK Option: Variable [****:MembersInParty] – 0

· Message: “Add Jimmy to the party?”

· Show Choice: Yes/No

· Yes Case

· Variable Change: [****:PartyMember1] Set, Variable [****] value (the value of your PCCursor Select variable, so that you don’t have to change the code multiple times).

· Variable Change: [****:MembersInParty] + , 1 (adds one to the available party)

· GOTO Label: 1 (should be placed at the end of the fork)

· No Case

· GOTO Label: 1

· END Case

· ELSE Case

· FORK Option: Variable [****:MembersInParty] – 1 (if you’ve selected a character already, then the fork will go to this condition)

· FORK Option: Variable [****:PartyMember1] – Variable [****] Except (checks to see if the person you selected is not already in your party)

· Message: “Add Jimmy to the party?”

· Show Choice: Yes/No

· Yes Case

· Variable Change: [****:PartyMember2] Set, Variable [****] value

· Variable Change: [****:MembersInParty] + , 1

· GOTO Label: 1

· No Case

· GOTO Label: 1

· END Case

· ELSE Case

· Play SE: buzzer (optional)

· Message: “Jimmy has already been selected. Choose another character.”

· GOTO Label: 1

· END Case

· ELSE Case

· FORK Option: Variable [****:MembersInParty] – 2

· FORK Option: Variable [****:PartyMember1] – Variable [****]

· FORK Option: Variable [****:PartyMember2] – Variable [****]

· Message: “Add Jimmy to the party?”

· Show Choice: Yes/No

· Yes Case

· Variable Change: [****:PartyMember3] Set, Variable [****] value

· Variable Change: [****:MembersInParty] + , 1

· GOTO Label: 1

· No Case

· GOTO Label: 1

· END Case

· ELSE Case

· Play SE: buzzer

· Message: “Jimmy has already been selected. Choose another character.”

· GOTO Label: 1

· END Case

· ELSE Case

· Play SE: buzzer

· Message: “Jimmy has already been selected. Choose another character.”

· GOTO Label: 1

· END Case

· ELSE Case

· FORK Option: Variable [****:MembersInParty] – 3

· FORK Option: Variable [****:PartyMember1] – Variable [****]

· FORK Option: Variable [****:PartyMember2] – Variable [****]

· FORK Option: Variable [****:PartyMember3] – Variable [****]

· Message: “Add Jimmy to the party?”

· Show Choice: Yes/No

· Yes Case

· Variable Change: [****:PartyMember3] Set, Variable [****] value

· Variable Change: [****:MembersInParty] + , 1

· GOTO Label: 1

· No Case

· GOTO Label: 1

· END Case

· ELSE Case

· Play SE: buzzer

· Message: “Jimmy has already been selected. Choose another character.”

· GOTO Label: 1

· END Case

· ELSE Case

· Play SE: buzzer

· Message: “Jimmy has already been selected. Choose another character.”

· GOTO Label: 1

· END Case

· ELSE Case

· Play SE: buzzer

· Message: “Jimmy has already been selected. Choose another character.”

· GOTO Label: 1

· END Case

· ELSE Case

· Message: “Your party is full. You can’t add any more characters.” (This will occur if the MembersInParty variable is at 4, meaning that the party you selected is full.)

· GOTO Label: 1

· END Case

· END Case

· END Case

· END Case

· ELSE Case

· Play SE: buzzer

· Message: “You can’t select that character.” (If the JimmyIsInGroup switch is turned off, then that character can’t be selected.)

· GOTO Label: 1

· END Case

· Label: 1

For each position the cursor rests at, it will call a separate page on the SelectedCharacter event corresponding to the hero you want to choose.

Now, to display your party, you should have four blank events set up (five boxes from the bottom of the map, centered, and lined up in a row) that shows each person you’ve selected (we’ll call them PartyMember1, PartyMember2, PartyMember3, and PartyMember4, just like the variables). Create a blank page for each playable character in your game, and set it to activate when the PartyMember1 variable is at a certain number (1 for your first hero, 2 for your second, 3 for your third, etc.) and show a character graphic for each. As you add members to your party, they will be shown here.

With your party members selected, you can now add them to your party. Create a common event called AssembleParty (called from the character select screen), and set the screen tone to black. This will give an illusion of loading while your party is being reassembled. To actually add the characters, input simple fork functions to put each hero into your party.

· FORK Option: Variable[****:PartyMember1]-1

· Change Hero’s Party: Jimmy->Add

· END Case

· FORK Option: Variable[****:PartyMember1]-2

· Change Hero’s Party: (second person’s name)->Add

· END Case

· FORK Option: Variable[****:PartyMember1]-3

· Change Hero’s Party: (third person’s name)->Add

· END Case
.
.
.
and so on, all the way down to…
.
.
.

· FORK Option: Variable[****:PartyMember4]-# (number of playable characters)

· Change Hero’s Party: (last person’s name)->Add

· END Case
Now, turn the MenuIsActive switch back ON, teleport your hero back to the memorized place (stored from MapID, MapX, and MapY), and show the game screen again.

In the end, you should have a fully functional (and quite cool-looking!) character change system.
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This is a screenshot of the system that I used. (Your hero names and graphics may differ from this one.)

And that’s all for this tutorial. If you have any questions or comments about this one, e-mail me at waltos_1999@yahoo.com or mega_man_digger@msn.com. Please be sure to give me credit for this if you use it in your game.

Other contact information:

ICQ#: 44133820

AIM SN: SiliconHeroAlpha

