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	I need to know what the “Allow Teleport”, “Disable Teleport”, “Exit Point” events and Adjust Palette under Tools does? If you happens to know! Please e-mail me.

	Also…In the Monster Editor, Setup Character, Attack Pattern. There are five Japanese words at the top of the box at the right. I need to know what the 4th Japanese word is. Sir Izlude  said it is “Counter Attack” and Dr.Kain said it should be defend, final attack or hide.. Does anyone know ?        
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New!! Return Vehicle, Remove Picture, Monochrome(Effect) events explanation added!!!

Explanation of Palette Switch in the Monster Editor added!!!

A more detailed Change Event Speed(Event) explanation.

FAQs, Change HP, Change Exe, Change Level, ChangeNoOfItm, Cash Held events updated!!

Fixed the wrong explaining for the item, member, and gold in the event editor.
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New!! Map tiles window, Battles and Tricks added!!!
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Explain most of the event functions.

Updated the BGM & Switch Screen Setup \ Switch Screen \ Map, Battle1 and Battle2 
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FAQs



1: Where do I get it?

Go to http://www.rpg-haven.com/ 

remember to click on their sponsor!



2: How do I install the program?

Unzip r95main.zip and r95sound to "C:\", do not unzip it in "C:\rpg95" or "C:\whatever"



3: Where can I Download the musics, sounds and tilesets?

Try RPG Maker 95 Realm at:

http://members.xoom.com/jeffvii/rpg.htm

He also have games there.



For midis and wavs of RPG games, go to

www.rpgamer.com



4: How do I edit tile sets for my game?

Replace the new tile sets with the old one, or edit the existing one.



5: How many sprite can I have in my game?

You can have up to 64 sprites. That’s not a lot, but people are trying the hack it so it can have unlimited sprites.



6: When I replace the tile sets I downloaded from other site with the default tile sets that come with RPG Maker 95,  it seems that when I place a tile on the map, it place 9 random tiles on the map instead of the tile I picked. How do I fix that?

Make sure the dimensions of the tile sets is exactly 256 pixels X 1024 pixels. If its not, you can edit it in Paint. All tile sets must be in 256 Color .bmp mode.



7: How do I make a NPC disappear after I speak to him? I want the NPC to disappear forever!!!!

1)Make a NPC, choose a picture for the NPC. 

2)Displayed = "Same Level as Hero"

3)Movement = "Don't Move"

4)Condition = "On Talk/Search"

5)Decide what the message will be.                 NOTE: Doesn't matter what you put here.

6)Click on Change Game Switch, Yes. "Switch[000]ON" should appear 

7)Click on the ">>" button

8)Check the box where it said "Switch", then click the button next to it. Click on "000" and "OK"

    The word "000" should be on the button.

9)At the bottom where it said "Event Options", "Display" There are Three Japanese(Kanji) words there. Select the Last one, which means "Clear". This will cause the NPC to disappear in the game.



8: What does the switches do?

A switch is used when you want to make �something occur as a result of something (i.e.�A chest icon turns to an open chest icon only�when you pick up the treasure inside.) 

Using that example, here it is: 

First, make an event. Find your closed chest icon,�place it and edit it.�Put a message ("You got 1 Piece of Crap!!") then�follow it with a 'change item #' option. After�that, select 'Change Game Switches' which�brings up another dialog box, and pick a switch�you haven't already used. To pick one, click�on the number. Click on 'On' . Do that,�then look at the bottom of the list of events�in that dialog box for a >> button. Click it�and you'll go onto the next page of events. You'll�notice a whole lot of options on the left are�available now.�Put a checkmark next to the box saying "Switch�XXX is on" where xxx is the number of the switch.�Sephiroth Katana's comprehensive explanation of�switches! 

A switch is a way to make an event lead to another �event (i.e. a chest filled with stuff changes�to an open chest with nothing inside only when�you stop to take the goodies therein.) 

Using that example: 

Click on 'Events' and find the picture of a chest�in Set C of tiles. Pick a location for it. Now edit�it. Put the following in the menu: 

1) Message such as "You got 1 Piece of Crap!!"�2) Pick Same Level as Hero in the box at the upper left.�3) Change # of Items so you actually do get the item.�4) Change Game Switches: A dialog box comes up, click�a number to go to a list of numbers from 000 to 999.�5) Pick a number (you can name them, too).�6) Select 'Switch is ON'.�7) Look for a >> button below the window where your�events are. Click on it.�8) Please note that a whole bunch of new options are�open to you on the left now.�9) Click "Switch XXX is on" where XXX is the number or�the name. 

After that... 

Click on the name/number to go to the list, select�the one you used on the previous page, and�change the picture to that of an open chest.�Set Below Hero/Above Hero/Same Level to Same�Level. Start test game.�If you did it right, then when you take the�stuff inside the chest, it's picture will change�and there will be no more stuff in it. 

Hope that helped. If not, feel free to yell at me. 



------By Sephiroth Katana 



 9: Where can I find a FAQs for RPG Maker 95?

Try the -=Perefin=- ‘s FAQs base on posts of the KH Message Board. 

It is really good. Or you can use this one, which is not as good as 

-=Perefin=- ‘s FAQs



10: How do I make a key item?

1. Make a item and name it “Key”

2. Make an event, which is a door. 

3. Make a switch, and switch to “Open”

4. Click the “>>” button

5. Turn the switch ON and select “Open”

6. Checked the “Item” box and select the item “key”

7. Put a Message “You opened the door”



The message “You opened the door” will not occur unless you have the  item “Key”

You can replace the “Message Event” with a “Teleport Event”.



11: How do I make what a NPC say change?

Gotta use the switches�Here's how... 

1. Put in the text as usual then after that use the event that turns switches on. �ex: Message: Ah my pants are on fire!�Switch on, 001 

2. Then go the next page by pushing the next page button 

At the bottom of the page click the switch box and et it for the specified switch, Ssuch as the 001 like I described above.�From now on the person will do what is on this page instead of what you put before. 



------By Spackle 



12: When I make a gamedisk, it show the progress but when I check the directory, it’s empty.

Here's how you do it and don't say it doesn't work because I did it. You go to the game directory and make a dir called game disk and when it asks you to pick the dir to compile it in go to�that game's dir -Example: I have a game called New_Game, go to c:\rpg95\New_Game,make a dir called GAMEDISK,now I have C:\RPG95\New_Game\Gamedisk,now go to make game disk but select C:\RPG95\New_Game,NOT C:\RPG95\New_Game\GAMEDISK,If all goes well you'll be done�

------By SBC 



13: When I start my game with the gamedisk it saysUSER32.DLL is missing?

Find Unlha32.dll, it should be in C:\Rpg95. Put it in the directory C:\Windows\System and then go to dos and type: set TZ=JST-# <- This should be number of the time you’re earlier than the Japan time. 



Example:  set TZ=JST-9



Features in RPG MAKER 95



File

	New: Make a new game

	Open: Open a saved game

	Save: Save game

	Save as: Select where to save	

	Make Game Disk: Make the game!



Edit

	Undo: Undoing your last action

	Copy: Copy Tiles, NPCs, or Events

	Paste: Paste Tiles, NPCs, or Events

	Delete: Delete Tiles, NPCs, or Events

	Select All: Select everything in the screen



Map

	Edit Mode

		Copy & Paste: Copy and Paste tiles or events

		Map: Edit map

		Event: Edit Event

	Scale Size

		1: View the map normally

		1/4: Zoom out 4 times

		1/16: Zoom out 16 times

		Zoom: Select where to zoom with mouse



Tools

	Character Editor...:			Open the Character Editor window.

		

		Select Characters: 		You can have up to 8 characters in your party. To add 						a character to your party, check the box above the 							character picture.

		Change Character Pictures:	Double click on the picture to select a new sprite for 							that character.

		Setup Status:			Single Click the picture of the character you want to 							setup. Then edit your character with the setup status.

		Reference:			Select the class/job of your character. It'll affect the 							growth rates of your character.

		Growth Curves:			Edit the growth rates of your character.

		Magic Memorized:		Select the default magic the character use.

		Magic Damage:			Edit the Damage/Target rate of the magic.

		Equipment:			Select the default equipment for your character.

		Starting Items:			Select the default items for your character.



	Monster Editor...:			Create Monsters.	

		

		Add/Delete  Monster in battle:	Select the Monster in the box and then click 								"Add" to add, "Delete" to delete.

		Setup Character:			Edit the name, status, attack patterns, and magic 							damage..etc of the monster.

Note: The top five Japanese words in the Attack Patterns window are "Physical Attack", "Critical Attack", "Combo Attacks", "Defend/Counter Attack" <-not sure , and "Flee" 			

Party No. #:			Set the number for that Monster.(Not the numbers of 

						the monsters!)

		Background:			Set the background in the battle.

		Land Type:			I'm not sure, I think its where the monster will appear.

		Setup Appearance:		Set which map will the monster appear.

		Battle Test:			Well....Battle Test....

		Palette Switch:			Change the palette of a selected Monster, to make it 

						look right on the screen. Especially when you’re 

						making your own background.

	Item Editor...:				Create Items. Set the name, cost, kind, Power(Not 							sure what it is), and equip by. 

	Magic Editor...:				Create/Edit magic. Set the name, Effect, MP Cost, 							and Power of the magic.

	Adjust Palette:				I don't know what this is for, tell me if you 								know.				

					

Other Settings

	

	Game Properties

		Message Speed:			Set message speed.

		Max No. of Each Item Type:	Set the Max number of each items you can store.

Currency Unit:			Change the money unit in your game.(Gold, GP,

Gill…etc)

Transparent Window:		Make the windows (The window that appear

when the characters talk, or the menu window) to be transparent.

Save Without Event:		If the box is checked, you can save anywhere in the 

				game.



	BGM & Screen Switch Setup	

		BGM:				Set the music/sound effects.

		Switch Screen:			

			Map:			Set the screen switching mode when moving from one 

						map to another.

			Battle 1:			Set the screen switching mode between map and 

						black.

Battle 2:			Set the screen switching mode between black and

			battle.

	Starting Party Position:			Set where the Main character/s will be standing at the 							beginning.

	Opening Event...:				Event that happen before the game begin.(Logo, 							prologue...or events that happen in the story before

						the player can use the main character…etc)	

						Note: You can make a logo(logo of your game or 							logo like Squaresoft) to appear at the beginning using 							AVI.

	Death Event...:				Event that happen when everyone in your party is 							dead. Note: You can put a 									Gameover message.					

	Text Editor...:				Edit the menu text, such as weapon, armor, item..etc, 

						or things that you comp display in battle.

Test Play

	

	Start Test:				Test Play.

	Load Test:				Load a game to test.

	Full screen mode:				Run the game in full screen during test play.

	No Opening:				Skip the opening at test play.(So you don't have to 							run it every time to test your game.)

	No BGM				Turn all the music off during test play, except the

						music or sound that play when a event happen.

	No Combat:				No combat during test play.

	Invincible:				HP doesn't decrease while fighting in test 								play.



Events



	To create an event, click on the "EVENTS" button at the top, and then click where you want the event to happen on the map. Then the Event Editor will pop up.



	Select Picture:				This is where you can select the picture that's going to 						appear on the map.

	Type:					This is where you can select what type of event you're 						making. Since this is not a complete translation, the 							text a mess up. This is what’s in the box: NPC, 							Wagon, 	Sled, Boat, Ship, Balloon, and Airship.

	Displayed:				

		Below Hero:			The Hero(the person you're controlling) will be on top 						of this tile.

		Same Level as Hero:		Same level as you, meaning you can't walk across it.

		Above Hero:			You can walk across it, but it'll be on top of you.

	Movement:				

		Don't Move:			The tile will not move.

		Follow Hero:			The tile will follow you.

		Evade Hero Char:		The tile will run away from you.

		Random:			The tile will move randomly.

	Condition:				

		On Talk/Search:			The event will happen when you press "ENTER" near 

						it.

		On Contact:			The event will happen when you touch it.

		AutoRun:			The event will happen as you entered the map .(The 							map where this tile(NP, Wagon..etc) is in.

	Item:					Select what item/s you has you have for the event

						to occur.

	Member:				Select which party you’ll need for the event to occur.	

	Gold:					The amount of cash you need for the event to occur.

	Switch:					Jump to another event. For example, if you want a 							tree outside of the town to disappear, while you're 							talking to a NPC in the town. Set the message you're 							going to say with the NPC, then put "Change Game 							Switch" just before [END]. If you set the switch to 							000, "Switch [000] ON" should appear. Set an event 							to the tree outside of the town. Check the Switch box 						and set the button so that it said "000". In "Event 							Option", "Display". Select the last option(clear).Now 							when you finish talking to the NPC, the tree outside 							of the town will disappear.

	Event Option:				

		Display:				

			Normal:			The tile appear on the screen as normally.

			Invisible:		The tile is still there but you can't see it.

			Clear:			The tile will be clear.

		Animation:	

			Normal:			The NPC move as normally. 

			RightTurn:		The NPC will keep turning right.      

			LeftTurn:		The NPC will keep turning left.

			Random:		The NPC will move randomly

			Same Direction:		The NPC will move as normally, but it'll always face 							the same direction.

			NaShi:			Same as "Same Direction", but the sprites of the NPC 						will not change.(The arms and legs of the NPC will 							not move)

			?????:			Same as "NaShi", but when you talk to this NPC, it'll 							keep facing the default direction, and not facing 							you. Note: “?????” means I don’t know what it is 

						call.

	Speed:					Set the speed of the tile. 9=slow 1=fast

	Setup Movement:				Set the movement of the tile. 

		Move Up:			Move up one tile

		Move Right:			Move right one tile

		Move Down:			Move down one tile

		Move Left:			Move Left one tile

		Turn Up:			Turn upward

		Turn Right:			Turn right

		Turn down:			Turn downward

		Turn Left:			Turn Left

		P?????1:				Walk one tile to the direction where the hero is facing.

		P?????2:				Walk one tile to the opposite direction the hero is 							facing.

E?????1:				NPC will walk one tile to the direction the NPC is						facing.				

		E?????2:				NPC will walk one tile to the opposite direction the 

						NPC is facing.

		P?????3:				The NPC will face the same direction as the hero

						while standing still.				

		P?????4:				The NPC will face the opposite direction the hero

						is facing while standing still.

		E?????3:				The NPC will face the same direction the NPC is 

						facing while standing still.

		E?????4:				The NPC will face the opposite direction the NPC

						is facing while standing still.

		NOTE: The 8 functions above is “P?????1”..etc because I don’t know what it’s call.

		

Forward:			Move forward one tile.

		Stop:				Stop for a moment. 

		ANorm:				NPC will change it’s tiles(Front, Back, Left, and 

Right) as normal. Meaning when the NPC walk upward, the tile will be “Back”. When it walk downward, the tile will be “Front” This is use when you set the NPC to “ARightSpin”, “ALeftSpin” or “Arandom” and you want to change it back to normal.

		ARightSpin:			NPC keep spinning right.

		ALeftSpin:			NPC keep spinning left.

		ARandom:			NPC will change it’s tiles(Front, Back, Left, and 

						Right) randomly.

		ASameDirection:			The NPC will move as normally, but it'll always face 							the same direction.

ANaShi:				Same as "ASameDirection", but the sprites of the

NPC will not change.(The arms and legs of the NPC will not move)				

A????				Same as "ANaShi", but when you talk to this NPC,

it'll keep facing the default direction, and not facing		you.

Vnorm:				NPC will be display in the screen as normal. You will 

						use this when trying to turn a “invisible” or

						“disappeared” NPC back to the screen.

		VTrsp:				NPC will be invisible.

		VRmve:				NPC will be disappear in the map. 

		Loop:				Keep repeating the function above it.

		Reverse:				Repeat all the functions above of it one time.

		ReverseLoop:			Keep repeating all the functions above of it.



Events					To add an event in the event box, double click on it. 

						Right click an existing event and click on 

						“Properties” to edit the event.

		Message				This is for talking to another person or send a 							message to the screen such as “You received 10 

						Gills!!” when open a treasure chest. 

			Wait For Action		If the box is checked, the message window will not 

						disappear until you press “Enter”. If the box is not

						checked, then the window will disappear after 2-3 sec.			Display At Bottom	The window will display at the bottom of the screen.

		Change Game Switch		Switch to another event in the game.		

		If..Then Branch			This is for when a NPC ask you a question, you can 

						answer up to 4 answers. After you put this event in 	

						the event box, Ask- <Yes, No> should appear. 

						Below it should be “Yes” and then “No”. If you 

						want an event to happen after the player chose 

						Yes, put the event that’s going to happen after 

						“Yes”.	

		Teleport				Teleport your characters to another place. Example: 

						when the hero walk to a door, it’ll teleport him inside 

						the house.

		Shop				I think most of you already get this, but at the lower-

						Left of the “Store Manager”, there is a check box.

						When you checked it, you can’t sell anything in that

						shop.

		Inn				This is the Inn! At the very top of the window, in 	

						should say “100”, this is how much this Inn cost.

						“100” means you have to pay $100. There are 5 

						check boxes, I think you should know what Hp

						and Mp are, when you check it, the Inn will

						restore your Hp and Mp. The other 3 is unknown,

						guess we have to wait until it is translated. If you

						happens to know what it is, e-mail me! The 3 text

						boxes are “Greeting”, “Trade Complete” and 

						“No deal”.

		Ride Vehicle			You will ride on this “event tile”. This is for

						riding a vehicle such as boat, airship..etc.

		Bring Vehicle			Unknown

		Return Vehicle			I’m not sure about this one. 

I make an event with the type “Airship”. The condition of this event is “On Talk/Search”.

I make another event, the condition is

“On Contact”. This event is called “RV”

 						I put a event “Return Vehicle” there.

						I run test play. The Airship and the “RV” event

						is on the map. When I walk to the “RV” event,

						The airship disappear. I think this event is for

						making all the vehicles disappear on the map.

		Picture				Display a picture or animation on the map.

			Browse			Select an picture/animation.

			Display Effect		choose the display effect

				Instant		……………..									RandomBlockA	……………..

				RndmBlckdown	…………….		

				RndmBlckUp	……………

				RndmBlckB	…………….

				HorzBlind	……………..

				VertBlind	……………..

				HrzStrpe	……………..

				VrtStrpe1	……………..

				VrtStrpe2	……………..

				BigWhirl	……………..

				SmallWhirl	……………..

				Quad		……………..

				Msaic		……………..

				Fade In/Out	……………..

						For all of the effects above, I think you should test it 

						by yourself, because I don’t know how to explain it,

						and I don’t think you’ll understand even if I try. All 

						I can tell you is that, the effects above are same as the

						“Screen Switch” effects in “BGM & Screen Switch

						Setup”

			????????			Expand the picture to fill the screen, you must set

						“Fade To Black First”

			Fade To Black First	Fade to a Black Screen before the picture is display.

			Do Not Expand To Fill…	Set don’t expand the picture.

			Wait For Action		The picture will not disappear until you press “Enter”

			Display Position		Set where on the screen the picture will be display at.

		Remove Picture			Put this event after the “Picture” event. This is where

						you can create an effect of how the picture you

						display with the “Picture” event will disappear.

		Effect				Create screen effect

			Flash1			Make the screen flash

			Flash2			Make the screen flash							Flash3			Make the screen flash

			Tremor			Make a tremor effect(the screen shake)

			Quake			Make an earthquake effect(shake harder than tremor)

			InstantPalChnge		Make the screen turn to a certain color(fast)	

			FastPalChnge		Slower than InstantPalChnge	

			DelyedPalChnge		Slowest

The PalChnge effect is very useful. You can make the screen to turn kind of red while the town is on fire or under attack. Or you can turn the screen color to Black and white during a flashback scene.

			Monochrome		I don’t know what exactly this does. When I make a 

						“PalChnge” event, and set the colour Hue to [R-200, 

						G-0, B-200] the screen will turn purple, and you can 

						barely see anything on the screen. But when I checked

						the “Monochrome” box, the screen still turn to purple

						but I can see all the stuffs on the map clearly.

					NOTE: You might have to turn on Full Screen Mode to see 

					some of the affects.

			Play BGM		Play music, sound or stop them.

			Retrn BGM		Return to the original music while playing other

						musics.

			Play Sound		Play sounds. You can set “Stop Previous Sounds” 

						so that the sound that is already playing will stop

						before playing this sound.

			Play Movie		Play an AVI movie.

				????????		Expand the movie to fill the screen.

				Fade To Black..	Fade to a black screen before playing the movie.

				Display Position	Set where the movie will be playing on the screen.

			Chng Screen Switch	Change the switch screen mode for a certain event.

						This is what’s in the boxes:

						Left box:

Map

							Battle 1

							Battle 2

						Right box:

							Instant												RandomBlockA	

							RndmBlckdown			

							RndmBlckUp	 										RndmBlckB											HorzBlind											VertBlind		

							HrzStrpe	

							VrtStrpe1	

							VrtStrpe2	

							BigWhirl	

							SmallWhirl	

							Quad		

							Msaic		

							Fade In/Out	

			Change BGM		Change the BGM. The words in the first box are:

						Walking

Wagon

Sled

Boat

Ship

Balloon

Airship

Battle Start

Battle

Victory

Level Up

Rest 

			Change HP		The top-left box contain all the character’s name in 

						your party, the top one is “Allmembers”. All the 

other functions are not translated yet. Click the left option to +/- HP by number. Click the right option to change the character’s HP to the number you put at the top-right text box. To make the HP to change

randomly, click on the button above the cancel 

button. A window will appear. Put 20 in the left box and 10 in the right box will make the character’s HP to increase randomly between 10-20 points.

			Change MP		Basically the same as “Change HP”, but it change

						the MP.

			HP&MP % Recover	The left box is the characters in your party, the top

one is “Allmembers”. The right box is the % of the 

character’s total HP&MP will recover.

			Change Stat		The right box is the characters in your party, the top

						one is “Allmembers”. The words in the right box are

						“Normal”, “Poison”, “Paralyze”, and “Dead”	.

			Change Exe		The right box is the characters in your party, the top

						one is “Allmembers”. Click the left box to +/- the 

						number of Ex. in the top-right box to your 

						character’s current Ex.. Click the right box to 

						change your character’s Ex. to the number you

						putted at the top-right box. Click the button above

						the cancel button, a window will appear. Put a 

						number in each of the two boxes, than the character’s

						Ex. will change randomly between the two number.

			Change Level		The right box is the characters in your party, the top

						one is “Allmembers”. Click the left box to +/- the 

						number of level in the top-right box to your 

						character’s current level. Click the right box to 

						change your character’s level to the number you

						putted at the top-right box. Click the button above

						the cancel button, a window will appear. Put a 

						number in each of the two boxes, than the character’s

						level will change randomly between the two number.

			ChangeNoOfItms		The left box are the items you can add/change.

Click the left box to +/- the number of items in the top-right box to the No. of item you already have. Click the right box to change the No. of item to the number you putted at the top-right box. Click the button above the cancel button, a window will appear. Put a number in each of the two boxes, than the No.

of item will change randomly between the two number.

			New Magic		Left box = “Allmembers” and other characters in 

						your party. Right box = Magic that your 

						characters will learn.

			Gold Held		Change the number of cash you have.

						Click the left box to +/- the number of cash to the

						cash you have. Click the right box to change the No.

of cash to the No. you putted at the top-right box. Click the button above the cancel button, a window will appear. Put a number in each of the two boxes, than the No. of cash will change randomly between the two number.

			Change party		You can add, remove or replace the characters

						in your party.

			Move Hero Char		Edit the movement of your hero character. Go to

						“Setup Movement” above for the definition of the

						movements.

			Change Hero Picture	Change the picture of the hero character.

			Return Hero Picture	Change the hero picture back to the default 

						picture.

	Change Hero Walk Speed	Set the hero character’s walking speed.

						9 = slow, 1 = fast

			Change Hero Movement	Change the hero type. NPC, Wagon, Sled,

						Boat, Ship, Balloon and airship.

			Move NPC Char		Edit the movement of the NPC.

			Change NPC Picture	Change the picture of the NPC.

			Change Event Speed	Set the speed of the event. Click the left option to

						+/- the number you putted at the top-right box to your

						current event speed. Click the right option the change

						your event speed to the number you putted at the top-

						right box. Click on the button above the cancel button

						a window will appear. Put a number in each of the 

						2 boxes. The event speed will change randomly 

						between the two number. (I don’t know what is event

						speed, if you know, please tell me!)

			NPC movement Type	Change the event motion.(Stop, follow hero…etc)

			Disable Control of Hero	The player can’t control the hero.

			Stop All Movement 	Stop all moving objects on the map.

			Restore Movmnt		Restore the control of hero.

			Cmbt			Enter a battle. 

			Allow Teleport		Unknown

			Disable Teleport		Unknown

			Exit Point		Not sure.

			Wait			Freeze the game. The box at the right is where you

						can set how long the game will be freeze. If you put

						10 in the box, then the game will freeze for 1 second.

						Because 1 = 0.1 second.

			Save Point		Save the game. There are 3 check box. When you

						checked the first box, you’ll be able to locate a 

						directory/folder to save your game. If you checked 

						the second box, you’ll turn the “Save Without 

						Event” ON, if you haven’t already. This mean that

						you can save anywhere in the game. If you checked 

						the third box, you can no longer save anywhere in

						the game if you set the “Save Without Event” ON.

			End Game		Exit the game.



Map Tiles Window				



Adding tiles on the map			Select the tiles in A, B, C or D sets and then click on

					the map to add a tile.

	Add one tile for the entire map		Click on the button with a glass and blue ink. Select a

						tile, and then click on any where in the map. The 

						entire map should be that same tile…

	Add one tile for a specific portion of the	

	map.					Click on the button with a square in it. Select a tile, 

						and then select a portion on the map where the tile

						will appear at.

	How do the comp know which tile is 

	Below you, Same level as you, or

	Above you?				Click on the button with a red X on it. Then right

						click on a tile. A list of tile types will appear. Select

						the type you want, and then click on a tile to make 

						it the tile you want. For example: Select the Flat 

						Land, then left click the grass tile. The Grass tile

						will be a Flat land, which you can walk on it.





Battles

	

Make random battles for the entire map	In Monster Editor, create a battle. In Setup 

						appearance, select a map and then click “add”.

						Set the encounter rate then you should be able

						to encounter this battle in that map.

	Random battles for a specific portion of	

	the map.					Right click the map in the white area at the left side of 

						the screen. Select “Setup Area”. Make a square in the 

						map, that’s where you’ll encounter the monster. A 

						window called “Area Name” should come up. Name

						it then go to “Monster Editor” and click on “Setup

						Appearance”. You  will find the map you just create 

						there. Select it and then click on the “Add” button.

	Fight a boss battle after I talk to the boss	Ok, make an event. Select the picture of the 

						boss(NPC). Use the “Message” function for the thing

						you’re going to say with the boss. Put a “Cmbt” 	

						function right after the message. Select the battle.

	How do I change the battle music in my 

	boss battle.				Before the “Cmbt” function, put  a “Change BGM”

						function. Select the 9th option in the box. Than click 							on “Change” and change a BGM. After the “Cmbt” 

						function, you may also want to add one more 

						“Change BGM” function to change the battle music

						back to normal.



Tricks



	When you teleport from one map to another, for example: You exit Map1 at the left side of the map, then you teleport to the top of Map2. Because when you walk to the left side of Map1, you’re facing left, when you appear at the top of the Map2, you’re still facing left. Um.. that looks weird. Your character should face down. To fix that, do the following:

1. Make two map(Map1 and Map2)

2. Put the hero’s staring position at Map1

3. Put the same event at the left sides of Map1, I call this event “E”



                      ________________________

Map1 (	       I                                            E I                                   

 	       I			           E I

	       I                    	           E	I             E = the event in No.3

	       I_______________________E	I

	       

4. Put a “Move Hero Char” event in there. Put “VTrsp” and “TurnDown” 

5. Put a teleport event. And teleport the hero to the top of Map2

	      _________________________

Map2 (      I                    T                        I

	      I			            I

	      I			            I      T = where the hero will be after teleport from Map1

	      I________________________I

6. Put another “Move Hero Char” event. Put “VNorm” 

	      

Analysis: At No.4, I put “VTrsp” and “TurnDown”. “VTrsp” will make the hero invisible, and “TurnDown” will make the hero face down. The reason I put “VTrsp” before “TurnDown” is because if you just put “TurnDown”, you’ll see the hero turn downward before teleport to Map2, and that doesn’t look good. At No.6, I put “VNorm”. This will make the hero visible again.  

-------------------------------------------------------------------------------------------------------------------------------

	The biggest limitation of RPG Maker 95 is the limited tiles. You can only have 64 character tiles, and that’s not enough, for most people. To save the character tile spaces, put the character tiles in the map tile sets. For example: You’re making a shop, there will be a shop owner there. The shop owner doesn’t move, so you can put the picture of this shop owner in the map tile set. If you want the character to move, you can make a character who only face one direction. Make a NPC, use the tile of a person which is placed at the map tile set. Make him move randomly. 

-------------------------------------------------------------------------------------------------------------------------------
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