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Step 1: Making a trap


Step 2: Making the "Find Traps" Skill





Requirements:


A good knowledge of switches and variables.


A familiar grasp on Common Events


Rm2k 1.07





You must have Rpg Maker 2000 v. 1.07 before you try to attempt this. The reason why is because some of the text in your event commands has changed and any newbie using an older version will get easily confused.





In this tutorial, I will show you how to make a traps system like the one in the Buldar's Gate series. For those who have not had the pleasure of playing Buldar's Gate, the traps system is a unique way to enhance your game. It allows your character to trip traps and take damage.The traps are invisible at first, but later in the tutorial I will show you how to make a "Find Traps" skill , which allows your character to discover the trap and safely avoid it. One major part that I have left out of this tutorial is the ability to disable the trap once you have discovered them. In the next update of this tutorial i'll try to make that possible but for right now this system works just fine. Ok...now to the coding...








Step 1. Making a Trap





There are a total of 4 pages in this event.


The first thing that you have to do is make an event anywhere on the map that the character can walk on. This will be your first trap. Set its graphic to a transparent graphic (invisible) and make its event start condition to "On Hero Touch". Next, set its position to "Below Hero". Make sure that its "Movement Type" is set to "Stay Still".





Page 1


In the event commands box double click in the box and select "Play Sound Effect" (It's on the third page). What this will do is play a sound effect when the hero steps on the trap. You can set this sound to whatever you like.





Next select "Flash Event" (It's on the second page). Make sure that the event is set to "Hero". Set the color to any desired color (I'd prefer red), and type in "10" in the time box and make sure that the "Wait Until Done" box is unchecked. What this will do is flash your character the chosen color when he steps on the trap. You can choose not to include this in, but I think that it adds to the intensity.





Underneath this command select "Take Damage" (It's on the first page). In the target panel check "All Party Members". Now you can set how strong the damage is on your trap. For 1st level characters, I'd put Attack 10 and Variance 5. You can always change this for higher level characters. What this will do is when the hero steps on the trap, the party will take damage.





The next command is optional but if you want your character to take a jolt backwards when he steps on the trap, read on:





Select "Move Event" from the 2nd page. Make sure that "Object Character is set on "Hero".


Ok...now we can do this a few ways. Either you can have the character jolt back in a random direction or a direction of your choice. If you make it a direction of your choice, it is handy if you want to make it so that the character cannot proceed to the area on the other side of the trap. Therefore, they would have to find the trap instead of just repeatedly walking over it hoping that it will throw them over the trap. If you want it to throw the hero in a random direction select "Random Dir Step" in the Move event box. If you want him to take a step of your choice, set it to whatever you want.





Ok...you've finished the first page of the trap. It should look something like this:





<> Play SE:   (your sound effect)


<> Flash Character...:    Hero , 1.0s


<>Take Damage :  All Members Attack 10 Damage


<>Move Event...:    Hero ,RandomDir Step


<>








Click on "New Page".


Page 2


This page is for when the character successfully finds the trap.


On the event conditions (upper left) of page 2, click the check mark beside "Switch". Now click on the [...] and make a new switch called "Found Trap". Set the graphic to whatever you want your trap to look like. Make the "Event Start Condition" to "Parallel Process", set the "Position" to "Below Hero" and make sure that the "Movement Type" is set to "Stay Still".





In the Event Commands double click and select "Play Sound Effect" (on the 3rd page). Set this sound effect to whatever you like. This is the sound that chimes when the hero successfully finds a trap. This is optional.





Under that make a new switch by clicking the "Change Switch" button. Put a dot in the box marked "One" and make a new switch called "Trap Wait" by clicking the [...] button. Make sure that this switch is set to "ON".





Your Event Commands should look like something like this:





<> Play SE:   (Your sound Effect)


<>Change Switch: [Trap Wait]-ON Set


<>





Click on "New Page".


Page 3


This page is simple. On the event conditions (upper left) of page 3, click the check mark beside "Switch". Now click on the [...] and make a new switch called "Trap Wait". All of the Event Start Conditions and whatnot are exactly the same as page 2. There are no Event Commands in this page so go ahead and click "New Page".





Page 4


This page is for when the time runs out and the traps disappear, going back to being invisible traps again. You probably don't know what i'm talking about but it will all come together when you make the "Find Traps" Skill.





On the event conditions (upper left) of page 2, click the check mark beside "Switch". Now click on the [...] and make a new switch called "Trap Armed". Set the graphic to a transparent graphic (invisible) and make its event start condition to "On Hero Touch". Next, set its position to "Below Hero". Make sure that its "Movement Type" is set to "Stay Still".





This page should look exactly like the very first page. Just in case you're confused at this point, i'll show you the code again.





<> Play SE:   (your sound effect)


<> Flash Character...:    Hero , 1.0s


<>Take Damage :  All Members Attack 10 Damage


<>Move Event...:    Hero ,RandomDir Step


<>





Step 2: Making the "Find Traps" Skill





Congrats on making your first trap, but we're not done yet. In your database (F8) go to the "Skills" tab. Make a new skill and call it "Find Traps". Make its Classification "Switch" and set it's MP cost to whatever you like. Make it available only in the field by checking the "Field" box and making sure that the "Battle" box is left unchecked. Now, on the "ON Switch" box, make a new switch by clicking the [...] button and name it "Find Traps".





Next in your database, select the "Common Events" tab. Make a new common event and call it "Find Traps". Above the event command box there are three boxes. Make the "Event Start Condition" to "Parallel Process", check the box beside "Appearance Conditions Switch" , click the [...] button and select the switch that we just made in your skills database called "Find Traps".





This next part is extremely confusing so I divided it into steps. Make sure you read every step word for word. 





1.) In your "Event Commands" double click and select "Show Message". In the message say something like "Search for traps?". 





2.) Next select "Show Choice". A screen will pop up. In the "Choice 1" box Type in "Search". In the "Choice 2" box type in "Nevermind". On the right side of this screen will be a box labeled "Cancel Case". Put a dot beside "Choose 2". What this means is that when you select the "Nevermind" Choice, it will cancel the action and it won't search for traps. In the "Nevermind Case" make the event "Change MP" . Select fix and then choose the party member that has this skill. In the "Set" box, choose "Increase MP" and in the box under that, put in the amount of MP the skill usually costs to use. The reason for this is because when you use the skill, it will aotomatically decrease your MP. If you were to cancel and not use the skill, you'd still lose the MP. This gains it back and makes it so that you won't lose MP if you decide to cancel it.





3.) Inside your "Search Case" (the space in between "[Search] Case" and "[Nevermind] Case") select "Change Variable" (on the 1st page). A new window will pop up. Click on the dot next to "one" and press the [...] button. Create a new variable and call it "Trap Find Chance". Below that is a row of dots. Select the dot  next to "Set". Under that is a panel called "Operand". Click on the dot next to "Rand." and put "0" in the first box and "100" in the second box. Click "OK".





4.) Under the Change Variable command (still inside the "[Search] Case")  that you just inserted, make a "Fork Conditions" command (on the third page). A new window will pop up. Click on the dot next to "Variable" and select the variable you just made called "Trap Find Chance". Under that click the set dot and in the box type in "60". Under that is a pulldown menu. Select "Below". At the very bottom of the fork conditions window is a box labeled "Add ELSE Case". Check that box.





5.) Ok...Hopefully things are going by smoothly. This next part is pretty much the chance of finding the trap. The variable 60 is stored and if the random number is 60 or less....you find the trap. If it's 61 or higher...you don't find the trap. In plain english, you have a 60% chance of finding the traps. You can edit this number to be higher or lower if you wish.





6.) Now in between your fork option and your else case change the switch "Trap Armed" off. Directly below this, change the switch "found trap" on.





7.) Insert a "Wait" command (bottom of the second page) and make it for 10.0 seconds (or just type in 100 in the text box).





8.) Still inside your fork and your else case, change the switch " Found Trap" off and then change the switch "Trap Armed" on.





9.) In between your "End" case and your "nevermind" case, change the switch "Find Trap" off. Change the same switch off in between your nevermind and your end case.





If you've finished it all, it should look like this:





<>Messg:Search for Traps?


<Show Choice: Search/Nevermind


:[Search] Case


<>Variable Ch:[####:Trap find chance]Set,Randm[0*100]


<>FORK Optn:Varbl[####:Trap find chance]-60less


<>Change Switch : [trap armed]-OFF Set


<>Change Switch : [found trap]-ON Set


<>Wait:  10.0s.


<>Change Switch : [found trap]-OFF Set


<>Change Switch : [trap armed]-ON Set


<>


: ELSE Case


<>Messg:Didn't find any traps...


<>


:END Case


<>Change Switch : [find trap]-OFF Set


<>


: [Nevermind] Case


<>Change Switch : [find trap]-OFF Set


<>Change MP:(Your character) MP # Increase


:END Case


<>





There you go, that's all there is to it. If you need any help, email me at: nacht_blud@yahoo.com.





Things to think about:


Even though this is a lengthly tutorial, I have left out so much that could enhance your game dramatically. Here's a few tips on customizing and improving this skill to fit your game.





Skill increase at level up


Why not allow the find traps skill grow as your character developes throughout the game? It can be simple with an extra line of code. Just Add the stored variable with the current level of the character who possesses this skill. It also may be handy to increase the odds against the character. If the character is level 50, it's almost certain that the character will find the trap. It may be helpful if  instead of using a random number between 1-100, try making it 1-200. In that case, the challenge doesn't stop even if the character is 50th level.





Finding secret doors


The find traps skill is cool and can add a sense of intensity to any game. But why not expand your options? Your find traps skill doesn't have to completely revolve around just finding traps. Why not make a few secret doors here and there? It can be easily inserted into your game. Actually....it's probably a lot easier than making a trap.





Moving traps


Intead of just having a trap just lay there, you could make a moving trap that could actually follow the character. I know that traps don't normally chase people, but it's something different for the platform type of feel. Simply change the movement type.





The jump function


I know that I haven't said anything about the "set passwords" function and if you have no idea what that is, it would be best to get a tutorial on that. The set password function allows anything to happen at the press of a key. Suppose you wanted to jump when you hit enter, just set the variable for that key and underneath that command just set your character movement to "start jump, move forward, move forward, end jump). So everytime you press enter, your character hops one tile. This might be of some use if you wanted your character to be able to jump over the traps.


