Character Improvement Without Level Ups

a tutorial by

Warpmind de InzanE

(warpmind@hotmail.com)

Ever considered to allow the players to fine-tune their characters?

Ever wanted to allow characters the option of focusing on improving one specific attribute without having to waste energy and time waiting for enough experience to boost all the base stats?

Ever pondered adding a set of skills to improve by trading XP?

Consider no more; this tutorial will show you a reasonably quick, easy formula for creating a skill development/stat development system of trading XP for stats and skills.

An example of such a character:
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Argus, the Water Knight.

Weapon: sword.

Magic: water.

As we all know, water magic can be used both offensively and defensively, so there are plenty of spells to choose from. And making a set of skills for the sword, as well, makes Argus a potentially invincible dungeoneer. But I stray from the point. First, we must set Argus' max level to 1. With this done, he is ready to earn experience without his stats becoming directly affected... until he builds character. For that to happen, you need to first set up one switch and two variables that are unique to Argus: a switch that will trigger the common event of his learning system (let's call it ArgusXP for now) and the variables Sword and Water, for his respective skills. Now that's taken care of; some may favor allowing him to have a skill or item of infinite use to trade off XP at any time, but I counsel against this. Primarily because this will lead to the incessant boosting in the middle of the road, when the players SHOULD focus on obtaining whatever objective he is given. So I recommend setting up training halls or the like for this purpose. Variables Sword and Water should be set to 1 by default, and Argus should have a very basic sword trick and perhaps a weak healing spell at his command from the start, to reflect that he's not a total weakling. But now, we come to the common event...

First, name the common event something simple, like ArgusXP. Next, set it to Auto Start and the appearance switch to ArgusXP. Next, you need two new variables handy; one for the amount of XP you have, and one to calculate the XP cost of stat or skill improvements. Let's call them XP and XPCost, respectively. (The beauty of this is that those two variables can be used for everyone in the party, and aren't limited to just one character, unlike the skill variables.) Then we go to the code...

First, set label 1 at the top of the common event. You need this available at this precise location. You'll see.

Next, set the variable XP to Argus' experience.

Then I favor a message along the lines of "XP trade-off for Argus. You have \V[3] XP available." (assuming you set XP to variable #3.)

Next, it's time for a choice: Base Stats, HP/MP or skills. And a Cancel option, which just shuts off the learning system until later.

For Base Stats, add the choices Attack, Defense, Mind and Agility and set Cancel as an extra case; leave it blank - we'll get back to it.

Under Attack, do as follows:

Set variable 4 - XPCost - to Argus' Attack.

Change variable 4 by a multiplier you choose. (I favor 10 as a suitable base stat multiplier, but that's just me.)

Then we need a fork condition - if variable 3 - XP - is smaller than variable 4 - XPCost - Argus cannot afford to upgrade. Make note under Else case. If XP is greater than XPCost, however, give a message that "+1 Attack will cost \V[4] XP, out of \V[3] available."

Then, show choice yes or no - Argus MAY change his mind.

If choice yes, then add the following:

Change Argus' Exp down by variable 4.

Change Argus' Attack up by 1.

If choice no, leave blank - at End Case, set to goto label 1.

There should be an else case with a message of insufficient XP here, if you've followed the instructions so far.

For Defense, Mind and Agility, just copy the procedure for Attack (substituting, of course, the relevant stats.)

Under HP/MP, show choice HP or MP, with cancel as an extra case.

Under HP case, set variable 4 to Argus' Max HP. (note: make DAMN sure it's Max HP and not HP.)

Then increase variable 4 by an appropriate multiplyer - say, 2 or 3.

Now, if XPCost is greater than XP, then, like with the base stats, there is insufficient XP. Inform the player of this. Otherwise, I suggest setting up the exchange exactly like Attack etc.

At the first End Case here, goto label 1

Then the skills - show choice Swords and Water (and add cancel case, as usual.)

If choice of Swords, set variable 4 - XPCost to equal variable 1 - Swords.

(You can input a multiplyer here, too, but that might make this too expensive...)

Fork option if XPCost is greater than XP yadayadayada.

Show message of +1 Swords costs \V[4] yadayadayada. (Sorry, it just got a bit repetitive there.)

Show choice yes/no again.

If yes, then XP goes down by XPCost, while Variable 1 goes up by 1.

Then, if variable 1 - Swords - is a specific number, then Argus learns a new skill. (Easily done with a few fork conditions - I'll describe'em further in the code segment.)

If no, then leave blank and at End Case, goto label 1.

Then at the second last End Case in the common event, set to Goto Label 1, as well.

Then comes the Cancel case from the first choice. Leave this blank, and underneath, after the last End Case, set switch ArgusXP to off. And, as an example, we equip the learning event with a pair of spells listed for learning. (These are, of course, just examples. Pay their names no heed.)

Now, done properly, the common event should look mostly like this:

Name: ArgusXP

Event Start Condition: Auto Start

Appearance Conditions Switch: ArgusXP

<>LABEL 1No

<>Variable Ch:[0003:XP]Set, Argus EXP

<>Messg:XP trade-off for Argus.

:
:You have \V[3] XP available for trading.

<>Show Choice: Improve Base Stats/Improve HP & MP/Improve Skills/Cancel

:[Improve Base Stats] Case

<>Show Choice: Attack/Defense/Mind/Agility

:[Attack] Case



<>Variable Ch:[0004:XPCost]Set, Argus Attack



<>Variable Ch:[0004:XPCost]*, 10



<>FORK Optn:Varbl[0003:XP]-V[0004]abov




<>Messg:+1 Attack costs \V[4] XP, \V[3] XP available.




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Chang.Ability: Argus Attack-> 1 Incr.





<>




:[No] Case





<>




:END Case





<>GOTO Label: 1No





<>



:ELSE Case




<>Messg:Inadequate XP




<>



:END Case



<>

:[Defense] Case



<>Variable Ch:[0004:XPCost]Set, Argus Defense



<>Variable Ch:[0004:XPCost]*, 10



<>FORK Optn:Varbl[0003:XP]-V[0004]abov




<>Messg:+1 Defense costs \V[4] XP, \V[3] XP available.




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Chang.Ability: Argus Defense-> 1 Incr.





<>




:[No] Case





<>




:END Case





<>GOTO Label: 1No





<>



:ELSE Case




<>Messg:Inadequate XP




<>



:END Case



<>

:[Mind] Case



<>Variable Ch:[0004:XPCost]Set, Argus Mind



<>Variable Ch:[0004:XPCost]*, 10



<>FORK Optn:Varbl[0003:XP]-V[0004]abov




<>Messg:+1 Mind costs \V[4] XP, \V[3] XP available.




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Chang.Ability: Argus Mind-> 1 Incr.





<>




:[No] Case





<>




:END Case





<>GOTO Label: 1No





<>



:ELSE Case




<>Messg:Inadequate XP




<>



:END Case



<>

:[Agility] Case



<>Variable Ch:[0004:XPCost]Set, Argus Agility



<>Variable Ch:[0004:XPCost]*, 10



<>FORK Optn:Varbl[0003:XP]-V[0004]abov




<>Messg:+1 Agility costs \V[4] XP, \V[3] XP available.




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Chang.Ability: Argus Agility-> 1 Incr.





<>




:[No] Case





<>




:END Case





<>GOTO Label: 1No





<>



:ELSE Case




<>Messg:Inadequate XP




<>



:END Case



<>


:[CANCEL] Case



<>GOTO Label: 1No



<>


:[END] Case


<>

:[Improve HP & MP] Case


<>Show Choice: Improve HP/Improve HP


:[Improve HP] Case



<>Variable Ch:[0004: XPCost]Set, Argus MaxHP



<>Variable Ch:[0004: XPCost]*, 3



<>FORK Optn:Varbl[0003:XP]-V[0004]abov




<>Messg:+1 HP costs \V[4] XP; \V[3] XP available.




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Chang.Ability: Argus MaxHP-> 1 Incr.





<>




:[No] Case





<>




:END Case




<>GOTO Label: 1No




<>



:ELSE Case




Messg:Inadequate XP.




<>

:END Case


:[Improve MP] Case

<>Variable Ch:[0004: XPCost]Set, Argus MaxMP



<>Variable Ch:[0004: XPCost]*, 3



<>FORK Optn:Varbl[0003:XP]-V[0004]abov




<>Messg:+1 MP costs \V[4] XP; \V[3] XP available.




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Chang.Ability: Argus MaxMP-> 1 Incr.





<>




:[No] Case





<>




:END Case




<>GOTO Label: 1No




<>



:ELSE Case




Messg:Inadequate XP.




<>

:END Case


:CANCEL Case



<>


:END Case



<>GOTO Label: 1No



<>

:[Improve Skills] Case


<>Show Choice: Improve Sword Skill/Improve Water Skill


:[Improve Sword Skill] Case



<>Variable Ch:[0004: XPCost]Set, Var.[0001]val.



<>FORK Optn: Varbl[0003: XP]-V[0004]abov




<>Messg:+1 point to Swords Skill at \V[4] XP cost; \V[3] XP available




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Variable Ch:[0001: Swords]+, 1





<>FORK Optn:Varbl[0001: Swords]-5






<>Change Skill: Argus-DblSlash->Memory






<>





:END Case





<>




:[No] Case





<>




:END Case





<>GOTO Label: 1No





<>



:ELSE Case




<>Messg:Inadequate XP.




<>



:END Case




<>


:[Improve Water Skill] Case



<>Variable Ch:[0004: XPCost]Set, Var.[0002]val.



<>FORK Optn: Varbl[0003: XP]-V[0004]abov




<>Messg:+1 point to Water Skill at \V[4] XP cost; \V[3] XP available




<>Show Choice: Yes/No




:[Yes] Case





<>Change EXP: Argus EXP V[0004] Decr.





<>Variable Ch:[0002: Water]+, 1





<> FORK Optn:Varbl[0002: Water]-5






<>Change Skill: Argus-Splash->Memory






<>





:END Case





<>




:[No] Case





<>




:END Case





<>GOTO Label: 1No





<>



:ELSE Case




<>Messg:Inadequate XP.




<>



:END Case




<>


:CANCEL Case



<>


:END Case



<>GOTO Label: 1No



<>

:[Cancel] Case


<>

:END Case

<>Change Switch:[0001: ArgusXP]-OFF Set

Naturally, the Forked Conditions at the skills relating to gaining new spells etc. can be added to and subtracted from at your leisure...

