ﬁ Level 5: Creating a Main Character

Welcome to Level 5 of the RPG Maker VX Introductory Course. In Level 4, we created an Event for the
conversation with the Good King and looked at the fundamentals of Switches.
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Text:

Well come brawve Hero!
Cur good kindom is suffering at the hand of a Devil King!
Forgive my brusgueness, but will you please save us!

Background: Paosition:

|N0rma| Window v| |Elcrttc|-m v| | Preview... |
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Step 11: Creating an Original Main Character
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need. You can access all this data in one placedditabase.
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Database

To bring up the database, click on this button.



Database (% it

Actors | Classes I Skills I Items I Weapons I Armors | Enemies | Troops | States I Animations | Common Events I Systemn I Terms |

m Name: y 2 L=

Ralph
001:Ralph I—I MaxHP MaxMP
002:Ulrika Class:

003:Bennett -
004:Ylva _001.Pa|adm -

005:Lawrence

Initial Level:
006:0scar =

008:Elmer

EXPF Curve:
Basis:30, Inflation:35 =

Character Graphic:

Attack Defense

Spirit Agility

Face Graphic:

11
A

Starting Equij t Options
Weapon: 002:Long Sword - [ | Two Swords Style
Shield: 001:Leather Shield || Fix Equipment

[ | Auto Battle

saime
["|super Guard
Body Armor: | 014:Leather Breastplal - [ ] Pharmacology

Vi (Mone) - || critical Bonus

Change Maximum...

| ok |[ cancel |[ zeplv

" -

*The Database window.

Preparing to Create the Main Character

The components of the database are separated in tabs. There are so many options here that it is
impossible to set everything aince. Instead, we call up the database on amesded basis and edit
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spot.



Mame:

| Ralph |
001:Ralph
002:Ulrika Class:
003:Bennett _
004:Ylhva |UUl.PE|IE||:I|r1 v|
005:Lawrence Initial Level;
006:0scar -
007:Vera 1 =
008:Elmer
EXP Curve:

| Bas=iz: 30, Inflation: 35

Character Graphic:

=
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Actors | Classes I Skills I Itemns I Weapons I Armaors | Enemig

| Ralph |
001:Ralph
002:Ulrika Class:
003:Bennett i
Doaryios |UUl.PE|IE||:I|r1 T|
005:Lawrence Initial Level:
006:0scar &
007:\Vera ! s
008:Elmer
EXP Curve:

| Basis: 30, Inflation:35

Character Graphic:

="

On the left, you will see a list of all the available characters. There are 8 in the full version and 4 in the
0NR I @S bding ta I¥ade thes @dfcters alone and add two of our own.




||' Change Maximum...
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*The Change Maximum dialogue.
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Actors | Classes | Skills | Itemns | Weapons | Armors I Enemies | Troops | State

001:Ralph
002:Ulrika
003:Bennett
004: ¥ va
005:Lawrence
006:Oscar
007:\Vera
008:Elmer

!

0o09:
010:

MName:
| Ralph
Class:
|UUl:PE|EI:|iﬂ v|
Initial Lewvel:
1 s
EXP Curve:

|Elasis:3tl, Inflation:35

Character Graphic:

*2 additional spotdor characters appear in the list.
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Entering the Main Characters' Names

Database

Actors |C|E|5-5E5I Skills I Itemns I Weapons I Armaors | Enemies | Troops | St

Kenta
001:Ralph e
002:Ulrika Class:
003:Bennett i

001:Palad
004:¥hva =i -
005:Lawrence Initial Level:

006:0scar =
007:Vera . - _—

008:Elmer .
009:Kenta EXP Curve: Attack
010:Bray Bas=is: 25, Inflation: 35

Character Graphic:

*Inputting the name.
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party who join later, it indicates their level when they join your party. For most purposes, we can start

with Level 1.

Choosing a Character Graphic
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game. By doublelicking in each box we open up a window where we can choose each graphic.



-
Character Graphic

(Mone)
Il | @ Actor2
@ Actord
@ Animal
@ Ewil
@ Monster
@ Peoplel
@ People?
@ Peopled
@ Peapled
@ Peoplef
@ Spiritual
@ Vehicle
@ '$Gatel
@ '$Gate2
@ !Chest
@ !Crystal
@!Door 1
@ !Door?
@ !Doord
@!Flame
@ !Hexagram

n

(None)

@ Actor2
@ Actord
@ Evil

@ Monster
@ Peoplel
@ People2
@ People3
@ Peopled.
@ Spiritual

|

L

*Selecting the graphic for Kenta

For Kenta, we chose the young man with the green hair located itopheow, 3rd box from the left in

the Actorl selection.

*Selecting the graphic for Bray

For Bray, we chose the young girl wearing a hat located in the top row, 4th box from the left in the

Actorl selection.

Choosing

the Class

Here, we can definew character as a warrior, a sorcerer, or choose from a wide selection. We can
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Actors | Classes I Skills I Items I Weapons I Armors | Enemies I Troops I States I Animations | C

“ Name: F 18 Cul
[ke.a | e

001:Ralph MaxHP

002:Ulrika Class:

003:Bennett : - _

004:¥lva _001.Pa|ad.|n

005:Lawrence ool alam

006:0scar O

007:Vera st

008:Elmer 004:Magician

009:Kenta 005:Knight Attack
010:Bray 006:Dark knight

007:Grappler
008:Thief

\

Spirit

Starting Equipment

Weabpon: (None)

*Setting Kenta as a watrrior.
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Actors | Classes I Skills | Itemns I Weapons I Armors I Enemies | Troops I States | Animations | Commo

“ Aame g T

Bra

001:Ralph IV—I MaxHP
002:Ulrika Class:
003:Bennett " |
oa-viva
005:Lawrence 001:Paladin
006:0scar 002:Warrior
007:Vera 003:Priest |
008:Elmer 004:Magician
00%:Kenta 005:Knight
00s:Dark knight

007:Grappler

008:Thief

Face Graphic:

*Setting Bray as a priest.
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Choosing the Class

- N
EXP Curve 2 [

To Next Level | Total

L 1: 3 L21:

L z: 43 Lzz:

L 3: L23

L 4: 154 Lz4

L s: 2 Lz

L &: 215 Lzs

L 7: 127

L a: Lz8

L 3: Lz9

L40: 44658 g0: 51003 Leo: 518 I

Basis Inflation

' ' ' T ' ' ' 25 = ' ' ' T ' ' ' 35 =

| OK | | Cancel
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numbers, we can set the numer of experience points needed by our characters to level up. However,
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leave these at the default settings.
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and agility parameters. Each parameter has its own tab and can be adjusted independently. In RPG

Maker, characters are defined by their differences in rates of increasing their ability scores. For example,

a warrior will find it easy to increase his HP and attach strength, but will increase in MP and trust much

more slowly. Each ability can be vissatl as a graph that begins at level 1 and continues to level 99.
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decided to go with the default settings. A represents a skilled character and Eesfg@s unskilled

one. Each curve, A through E, comes with 5gragrammed settings.



ﬁe Point: Type of Parameters
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to assess the damage caused by a charatiieing battle.
MaxHP I OKIF NI OGSNDa YIFEAYdzY KAG LRAyGaA® LT aSaG G2
MaxMP I OKIF NI} OGSNRa YIFEAYdzY YF3IAO LRAyGad ¢KSas |
Attack Influences the amount of damage a character can inflict on enemies.
Defense Influences the amount of damaged received in attacks.
Spirit LYyFfdzSyO0Sa | OKINIOGSNRa 2FFSyardS I yR RSTEC
Agility Influences the order of attack in battle.
Parameter Curves

MaxHP MaxMP

Attack Defense

A

Spirit Agility
*Kentt Qa LI NI YSGSNE®
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MaxMP to curve E, his Attack to curve A, his Defense to curve C, his Spirit to curve E and his Agility to
curve C. Kenta is very skilleithwwweapons, but has no ability with magic whatsoever.



F.NI2Qa LI NI} YS(GSNE

2 500S RSOARSR G2 YIS .NIXe I LINARSAd gAGK adNey3a N
MaxMP to curve A, her Attack to curve D, her Defense to curve D, her SpuiveoA and her Agility to
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Add Some Uniqueness to by Customizing Starting Equipment

E E E

E

*Starting Equipment and Options

In thel” Starting Equipmert pane, you can decide what weapons and defensive gear your characters
will start the game off with. Click on the draimwn arrowl” O A to see a list of all available items. The
available items in the list will depend on what clgsesr character is.
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Database
m Name:
001:Ralph
002:Ulrika Class:
003:Bennett - -
004:Ylva _ﬂﬂl.PaIadm -
005:Lawrence Initial Level:
006:0scar L
007:Vera =
008:Elmer
EXP Curve:
010:Bray
i

* Kenta



coatnse T T T .

Actors | Claszes | Skills I Items I Weapans I Armors I Enemies I Troops I States I Animations | Commo
Actors Name: Parameter Cu
Bray
001:Ralph | | MaxHP
002:Ulrika Class:
003:Bennett . |
003:Priest
004:Ylva | nest T|
005:Lawrence 001:Paladin
006:0scar 002:Warrior
007:Vera 003:Priest |
008:Elmer 004:Ma_giu:ian
009:Kenta 005:Knight Attack
010:Bray 006:Dark knight
007:Grappler
008:Thief
Spirit
Face Graphic:
|
Starting Equipment
i
* Bray

Nowthe main character calledKenta and éBray are created.

Step 12: Bringing your Initial Party Together
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( Actors assesl Skills I Items I Weapons I Armarsl Enemie
Name:
| Ralph |
001:Ralph
002:Ulrika Clazs:
003:Bennett .
P |UUl.F’a|a|:||r1 v|
005:Lawrence Initial Level:
006:0scar =
007:\Vera 1 =
008:Elmer
EXP Curve:

|Elasi5:3t], Inflation:35

Character Graphic:

="
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Database i -— . B N G < ]
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|l 002:Ulrika

*Initial Party pane
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make up the default Initial Party. You can choose up to 4 members.
[ SGQa OKLI y Jehta dn&Bray aré il the2lyhitl Party.
First, delete the four names from the default Initial Pary.

" Database

| Actors | classes | skills | 1tems | weapans | Armors | Enemies | Troops | states

[ |
|

001:Ralph 001:MAPOO1 (008,006)
| Edit... Enter

Delete Del

001:Melee
002:5lashing
003:Piercing
004:Blow
005:Bow
006:Whip

*Deleting members.
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In the now empty box, righdf A O] 2y GKS @SNE {2L] NRupmény.

*Initial Party dialogue.

You should now see the Initial Party dialogue. From thedmyiin menu select Kenta, and then Bray.
CAY Ll ff &3 hoboltdnirightiohteddatabase ti set all of our changes.
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Skill Q@ -
Equip K\ / >

Status
Save
Game End

Paladin

O D0 o 20,
M of O

Priest
irESc Ll e o)
M. 107/ 107,

"

*Kenta andBray are now the Initial Party
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menu. Kenta and Bray shoutdw make up the Inial Party.
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this sample data, you will need to purchase the full version.

Ol ¢ FversianddNRBG Maker \RXA |1 drderftoduBy

Return to Table of Contents



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

