
 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. 

 

Lƴ ǘƘƛǎ ƭŜǾŜƭΣ ǿŜΩƭƭ ƳƻǾŜ ŀǿŀȅ ŦǊƻƳ Events and focus on creating our Hero. 

 

 

 

 

 

Lƴ wtD aŀƪŜǊ ±·Σ ȅƻǳΩƭƭ ŦƛƴŘ ǎŀƳǇƭŜ Řŀǘŀ ŦƻǊ Ƴŀƛƴ ŎƘŀǊŀŎǘŜǊǎΣ ƛǘŜƳǎΣ ƳƻƴǎǘŜǊǎ ŀƴŘ ŜǾŜǊȅǘƘƛƴƎ ŜƭǎŜ ȅƻǳΩƭƭ 

need. You can access all this data in one place: the database. 

 

To bring up the database, click on this button. 

Step 11: Creating an Original Main Character 



 

*The Database window. 

 

 

 

The components of the database are separated in tabs. There are so many options here that it is 

impossible to set everything at once. Instead, we call up the database on an as-needed basis and edit 

ƻƴƭȅ ǿƘŀǘ ƛǎ ƴŜŎŜǎǎŀǊȅΦ Lƴ ǘƘƛǎ ǎǘŜǇΣ ǿŜΩƭƭ ŎǊŜŀǘŜ ǘƘŜ Ƴŀƛƴ ŎƘŀǊŀŎǘŜǊΦ  

¢ƻ ŀŘƧǳǎǘ ǘƘŜ ǎŜǘǘƛƴƎǎ ŦƻǊ ǘƘŜ Ƴŀƛƴ ŎƘŀǊŀŎǘŜǊΣ ǎŜƭŜŎǘ ǘƘŜ ά!ŎǘƻǊέ ǘŀō ƛƴ ǘƘŜ ŦŀǊ ƭŜŦǘΦ ¢ƘŜ YƛƴƎΩǎ ǘƘǊƻƴŜ 

should bŜ ƭƻŎŀǘŜŘ ŀǘ ŎƻƻǊŘƛƴŀǘŜǎ ллуΣллп ƛƴ ǘƘŜ DƻƻŘ YƛƴƎΩǎ /ŀǎǘƭŜ ƳŀǇΦ tǳǘ ǘƘŜ ƳƻǳǎŜ ǇƻƛƴǘŜǊ ƻǾŜǊ ǘƘƛǎ 

spot. 

Preparing to Create the Main Character 



 

ϝ¢ƘŜ ά!ŎǘƻǊέ ǘŀōΦ 

 

On the left, you will see a list of all the available characters. There are 8 in the full version and 4 in the 

ǘǊƛŀƭ ǾŜǊǎƛƻƴΦ ²ŜΩǊŜ going to leave these characters alone and add two of our own. 



 

/ƭƛŎƪ ǘƘŜ ά/ƘŀƴƎŜ aŀȄƛƳǳƳέ ōǳǘǘƻƴ ƻƴ ǘƘŜ ōƻǘǘƻƳ ƭŜŦǘΦ 

 

*The Change Maximum dialogue. 

{ƛƴŎŜ ǿŜΩǊŜ ŀŘŘƛƴƎ н ŎƘŀǊŀŎǘŜǊǎΣ ƛƴŎǊŜŀǎŜ ǘƘŜ ƴǳƳōŜǊ ƛƴ ǘƘŜ ōƻȄ ōȅ н ŀƴŘ ŎƭƛŎƪ άhYέΦ 

 

*2 additional spots for characters appear in the list. 

²ŜΩǾŜ ƴƻǿ ŀŘŘŜŘ н ƴŜǿ ǎǇƻǘǎ ǘƻ ŎǊŜŀǘŜ ƻǳǊ ƻǊƛƎƛƴŀƭ ŎƘŀǊŀŎǘŜǊǎΦ 

 

 



 

 

 

*Inputting the name. 

[ŜǘΩǎ ŎƘŀƴƎŜ ллфΥΩǎ ƴŀƳŜ ǘƻ άYŜƴǘŀέ ŀƴŘ лмлΥΩǎ ǘƻ ά.ǊŀȅέΦ  5ƻ ǘƘƛǎ ōȅ ǎŜƭŜŎǘƛƴƎ ŜŀŎƘ ŎƘŀǊŀŎter 

ƛƴŘƛǾƛŘǳŀƭƭȅ ŀƴŘ ŜƴǘŜǊƛƴƎ ǘƘŜ ƴŜǿ ƴŀƳŜǎ ƛƴ ǘƘŜ άbŀƳŜέ ōƻȄ ƻƴ ǘƘŜ ǊƛƎƘǘΦ ¢ƘŜ ά/ƭŀǎǎέ ŘǊƻǇ ƳŜƴǳ ƭƻŎŀǘŜŘ 

ǳƴŘŜǊƴŜŀǘƘ ǘƘŜ άbŀƳŜέ ōƻȄ ŀƴŘ ǘƘŜ ά/ƭŀǎǎŜǎέ ǘŀō ƭƻŎŀǘŜŘ ƴŜȄǘ ǘƻ ǘƘŜ ŎǳǊǊŜƴǘ ά!ŎǘƻǊέ ǘŀō ŀǊŜ ŎƻƴƴŜŎǘŜŘΦ 

¢ƘŜ έLƴƛǘƛŀƭ [ŜǾŜƭέ ƛƴŘƛŎŀǘŜǎ ǘƘŜ ŎƘŀǊŀŎǘŜǊǎ ŀōility at the beginning of the game. For members of your 

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

with Level 1.  

 

 

ά/ƘŀǊŀŎǘŜǊ DǊŀǇƘƛŎέ ŀƴŘ άCŀŎŜ DǊŀǇƘƛŎέ ŀǊŜ the options we can adjust for how our character looks in the 

game. By double-clicking in each box we open up a window where we can choose each graphic. 

Choosing a Character Graphic 

Entering the Main Characters' Names 



 

*Selecting the graphic for Kenta 

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

the Actor1 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 

Actor1 selection. 

 

 

Here, we can define our character as a warrior, a sorcerer, or choose from a wide selection. We can 

ŦǳǊǘƘŜǊ ǊŜŦƛƴŜ ǘƘŜ ŘŜǘŀƛƭǎ ƻŦ ŜŀŎƘ Ŏƭŀǎǎ ƛƴ ǘƘŜ ά/ƭŀǎǎŜǎέ ǘŀōΦ CƻǊ ǘƘƛǎ ǘǳǘƻǊƛŀƭ ǿŜ ǿƛƭƭ ƪŜŜǇ ǘƘŜ ŘŜŦŀǳƭǘ 

settings. 

Choosing the Class 



 

*Setting Kenta as a warrior. 

YŜƴǘŀ ƭƻƻƪǎ ƭƛƪŜ ƘŜΩƭƭ ƳŀƪŜ ŀ ƎƻƻŘ ǿŀǊǊƛƻǊΣ ǎƻ ǘƘŀǘΩǎ ǿƘŀǘ ǿŜ ǎŜƭŜŎǘŜŘΦ !ǎ ŀ ǿŀǊǊƛƻǊΣ ƘŜΩƭƭ ōŜ ǳƴŀōƭŜ ǘƻ 

ǳǎŜ ƳŀƎƛŎΣ ōǳǘ ƘŜΩƭƭ ōŜ ŀōƭŜ ǘƻ ǳǘƛƭƛȊŜ ƴŜŀǊƭȅ ŀƭƭ ƛǘŜƳǎΦ 

 

*Setting Bray as a priest. 

.Ǌŀȅ ƭƻƻƪǎ ƭƛƪŜ ǎƘŜΩƭƭ ƳŀƪŜ ŀ ƎƻƻŘ ǇǊƛŜǎǘŜǎǎΣ ǎƻ ǘƘŀǘΩǎ ǿƘŀǘ ǿŜΩǾŜ ǎŜƭŜŎǘŜŘ ŦƻǊ ƘŜǊΦ ¢ƘŜ ƪƛƴŘǎ of items she 

Ŏŀƴ ŎŀǊǊȅ ǿƛƭƭ ōŜ ƭƛƳƛǘŜŘΣ ōǳǘ ǎƘŜΩƭƭ ōŜ ǾŜǊȅ ƎƻƻŘ ǿƛǘƘ ƳŀƎƛŎΦ 

 



 

 

 

ϝέ9·t /ǳǊǾŜέ 5ƛŀƭƻƎǳŜ 

.ȅ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ ŜƭƭƛǇǎŜ ƴŜȄǘ ǘƻ άLƴƛǘƛŀƭ [ŜǾŜƭέΣ ǿŜ Ŏŀƴ Ŏŀƭƭ ǳǇ ǘƘŜ ά9·t /ǳǊǾŜέΦ .ȅ ŀŘƧǳǎǘƛƴƎ ǘƘŜǎŜ 

numbers, we can set the number of experience points needed by our characters to level up. However, 

ǘƘƛǎ ƛǎ ŀ ǇǊŜǘǘȅ ŀŘǾŀƴŎŜŘ ǎŜǘǘƛƴƎ ŀƴŘ ǊŜǉǳƛǊŜǎ ŀ ƎƻƻŘ ŘŜŀƭ ƻŦ ƎŀƳŜ ŜȄǇŜǊƛŜƴŎŜΦ tŜǊƘŀǇǎ ƛǘΩǎ ōŜǎǘ ƛŦ ǿŜ 

leave these at the default settings. 

 

 

 

ϝέtŀǊŀƳŜǘŜǊ /ǳǊǾŜέ 5ƛŀƭƻƎǳŜ όaŀȄItύ 

Lƴ ǘƘŜ άtŀǊŀƳŜǘŜǊ /ǳǊǾŜέ ŘƛŀƭƻǳƎŜΣ ȅƻǳ Ŏŀƴ ǎŜǘ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊΩǎ aŀȄItΣ aŀȄatΣ ŀǘǘŀŎƪΣ ŘŜŦŜƴǎŜΣ ǎǇƛǊƛǘ 

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 visualised as a graph that begins at level 1 and continues to level 99. 

¸ƻǳ Ŏŀƴ ŜƴǘŜǊ ǾŀƭǳŜǎ ŘƛǊŜŎǘƭȅΣ ōǳǘ ǘƘŀǘ ƛǎ ŦƻǊ ŀŘǾŀƴŎŜŘ ǳǎŜǊǎΦ ¦ƴǘƛƭ ǿŜΩǾŜ ƎŀƛƴŜŘ ƳƻǊŜ ŜȄǇŜǊƛŜƴŎŜΣ ǿŜΩǾŜ 

decided to go with the default settings. A represents a skilled character and E represents an unskilled 

one. Each curve, A through E, comes with 5 pre-programmed settings. 

Choosing the Class 

±ƛŜǿƛƴƎ ŀ /ƘŀǊŀŎǘŜǊΩǎ {ƪƛƭƭǎ ŀǎ ŀ άtŀǊŀƳŜǘŜǊ /ǳǊǾŜέ 



 Point: Type of Parameters 

tŀǊŀƳŜǘŜǊǎ ŀǊŜ ŀ ǿŀȅ ƻŦ ŜȄǇǊŜǎǎƛƴƎ ǘƘŜ Ƴŀƛƴ ŎƘŀǊŀŎǘŜǊΩǎ ǎǘǊŜƴƎǘƘ ƛƴ ƴǳƳōŜǊǎΦ ¢ƘŜǎŜ ƴǳƳōŜǊǎ ŀǊŜ ǳǎŜŘ 

to assess the damage caused by a character during battle. 

MaxHP   ! ŎƘŀǊŀŎǘŜǊΩǎ ƳŀȄƛƳǳƳ Ƙƛǘ ǇƻƛƴǘǎΦ LŦ ǎŜǘ ǘƻ ȊŜǊƻΣ ŀ ŎƘŀǊŀŎǘŜǊ ƛǎ ǳƴǳǎŀōƭŜΦ 

MaxMP         ! ŎƘŀǊŀŎǘŜǊΩǎ ƳŀȄƛƳǳƳ ƳŀƎƛŎ ǇƻƛƴǘǎΦ ¢ƘŜǎŜ ŀǊŜ ŎƻƴǎǳƳŜŘ ǿƘŜƴ ǎǇŜƭƭǎ ŀǊŜ ŎŀǎǘΦ 

Attack                 Influences the amount of damage a character can inflict on enemies. 

Defense         Influences the amount of damaged received in attacks. 

Spirit                 LƴŦƭǳŜƴŎŜǎ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ƻŦŦŜƴǎƛǾŜ ŀƴŘ ŘŜŦŜƴǎƛǾŜ ǎǘǊŜƴƎǘƘ ǿƛǘƘ ǎƪƛƭƭǎκƳŀƎƛŎΦ 

Agility    Influences the order of attack in battle. 

 

 

*KentŀΩǎ ǇŀǊŀƳŜǘŜǊǎΦ 

²ŜΩǾŜ ŘŜŎƛŘŜŘ ǘƻ ƳŀƪŜ YŜƴǘŀ ŀ ǾŜǊȅ ǇƘȅǎƛŎŀƭ ǿŀǊǊƛƻǊΦ !ŎŎƻǊŘƛƴƎƭȅΣ ǿŜΩǾŜ ǎŜǘ Ƙƛǎ aŀȄIt ǘƻ ŎǳǊǾŜ !Σ Ƙƛǎ 

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 skilled with weapons, but has no ability with magic whatsoever.  



  

ϝ.ǊŀȅΩǎ ǇŀǊŀƳŜǘŜǊǎ 

²ŜΩǾŜ ŘŜŎƛŘŜŘ ǘƻ ƳŀƪŜ .Ǌŀȅ ŀ ǇǊƛŜǎǘ ǿƛǘƘ ǎǘǊƻƴƎ ǊŜŎƻǾŜǊȅ ǎƪƛƭƭǎΦ IŜǊ aŀȄIt ƛǎ ǎŜǘ ǘƻ ŎǳǊǾŜ /Σ ƘŜǊ 

MaxMP to curve A, her Attack to curve D, her Defense to curve D, her Spirit to curve A and her Agility to 

ŎǳǊǾŜ /Φ {ƘŜ ƛǎ ǾŜǊȅ ƎƻƻŘ ǿƛǘƘ ƳŀƎƛŎΣ ōǳǘ ǿƻƴΩǘ ōŜ ƳǳŎƘ ƘŜƭǇ ƛƴ ŀ ōŀǘǘƭŜ ǿƛǘƘ ǿŜŀǇƻƴǎΦ 

 

  

 

 

 

*Starting Equipment and Options 

 

In the ΓStarting EquipmentΔ pane, you can decide what weapons and defensive gear your characters 

will start the game off with. Click on the drop-down arrow ΓỘΔ to see a list of all available items. The 

available items in the list will depend on what class your character is. 

Add Some Uniqueness to by Customizing Starting Equipment 



  

In the άhǇǘƛƻƴǎέ ǇŀƴŜΣ ȅƻǳ Ŏŀƴ ŎǳǎǘƻƳƛȊŜ Ƙƻǿ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊ ƘŀƴŘƭŜǎ ǘƘŜ ƛǘŜƳǎ ƘŜ ƻǊ ǎƘŜ ƛǎ ŜǉǳƛǇǇŜŘ 

ǿƛǘƘΦ LŦ ȅƻǳǊ ŎƘŀǊŀŎǘŜǊ ŘƻŜǎƴΩǘ ŎŀǊǊȅ ŀ ǎƘƛŜƭŘΣ ǘƘŜƴ ƛǘ ƳƛƎƘǘ ōŜ Ŧǳƴ ǘƻ ƘŀǾŜ ƘƛƳ ŎŀǊǊȅ ŀƴ ŜȄǘǊŀ ǎǿƻǊŘΦ 5ƻ 

ǘƘƛǎ ōȅ ŎƭƛŎƪƛƴƎ ǘƘŜ ōƻȄ ƴŜȄǘ ǘƻ ά¢ǿƻ {ǿƻǊŘǎ {ǘȅƭŜέΦ CŜŜl free to adjust these options as you see fit. 

 

*  Kenta 



 

*  Bray 

Now the main character called άKentaέ and άBrayέ are created.  

 

 

 

bŜȄǘΣ ƭŜǘΩǎ ōǊƛƴƎ ƻǳǊ ƴŜǿ ŎƘŀǊŀŎǘŜǊǎ ƛƴǘƻ ǘƘŜ ƎŀƳŜΦ 

  

Step 12: Bringing your Initial Party Together 



Click on the ά{ȅǎǘŜƳέ ǘŀō ƛƴ ǘƘŜ ŘŀǘŀōŀǎŜΦ 

  

*Initial Party pane 

Lƴ ǘƘŜ άLƴƛǘƛŀƭ tŀǊǘȅέ ǇŀƴŜ ȅƻǳΩƭƭ ǎŜŜ ŀ ƭƛǎǘ ƻŦ ǘƘŜ ŦƻǳǊ ŎƘŀǊŀŎǘŜǊǎ όwŀƭǇƘΣ ¦ƭǊƛƪŀΣ .ŜƴƴŜǘǘΣ ŀƴŘ ¸ƭǾŀύ ǿƘƻ 

make up the default Initial Party. You can choose up to 4 members.  

[ŜǘΩǎ ŎƘŀƴƎŜ ǘƘƛǎ ǎƻ ƻƴƭȅ Yenta and Bray are in the Initial Party. 

First, delete the four names from the default Initial Pary. 

  

*Deleting members. 



  

wƛƎƘǘ ŎƭƛŎƪ ƻƴ ŜŀŎƘ ƳŜƳōŜǊ ŀƴŘ ǎŜƭŜŎǘ ά5ŜƭŜǘŜέ ŦǊƻƳ ǘƘŜ ǇƻǇ-up menu. Repeat for the remaining 

members. 

  

*Adding members with ά9Řƛǘέ 

In the now empty box, right-ŎƭƛŎƪ ƻƴ ǘƘŜ ǾŜǊȅ ǘƻǇ Ǌƻǿ ŀƴŘ ǎŜƭŜŎǘ ά9ŘƛǘΦΦΦέ ŦǊƻƳ ǘƘŜ ǇƻǇ-up menu. 

  

*Initial Party dialogue. 

You should now see the Initial Party dialogue. From the pull-down menu select Kenta, and then Bray. 

CƛƴŀƭƭȅΣ ŎƭƛŎƪ άhYέ ƛƴ ǘhe bottom right of the database to set all of our changes. 



  

*Kenta and Bray are now the Initial Party 

[ŜǘΩǎ ŎƘŜŎƪ ŜǾŜǊȅǘƘƛƴƎ ǿƛǘƘ ŀ ǘŜǎǘǇƭŀȅΦ hƴŎŜ ǘƘŜ ƎŀƳŜ Ƙŀǎ ǎǘŀǊǘŜŘΣ ǇǊŜǎǎ ǘƘŜ 9ǎŎŀǇŜ ƪŜȅ ǘƻ ōǊƛƴƎ ǳǇ ǘƘŜ 

menu. Kenta and Bray should now make up the Initial Party. 

 

/ƻƴƎǊŀǘǳƭŀǘƛƻƴǎΗ ¸ƻǳΩǾŜ ŎƻƳǇƭŜǘŜŘ [ŜǾŜƭ рΦ 

 

 

 

 

 

Return to Table of Contents 

ϝ¢ƘŜ άhǇŜƴ tǊƻƧŜŎǘέ ŦŜŀǘǳǊŜ ƛǎ ŘƛǎŀōƭŜŘ ƛƴ ǘƘŜ ǘǊƛŀƭ version of RPG Maker VX. In order to use 

this sample data, you will need to purchase the full version.  

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

