

By Flavioli
Switches, Variables, Fork Conditions and Passwords.

Yep, you have heard of the big four. To some they sound confusing, but if you can understand these you can get alot done. However, these really arent the only 4 important opperations in Rpg Maker 2000, there are also other very important things such as timers and all the graphic opperations such as screen tone and playing around with pictures. This tutorial will explain ALL of these things, in as much detail as I can find polssible. I will explain as though you’ve never even HEARD of switches, variables, fork conditions and Passwords, but will continue the other concepts with a little more familiarity.

First I’ll start from switches.




Wax on, Wax off(Switches)

Starting here, you should at least have a basic understanding of events... or at least knowing how to make an event will do=).

Now I will explain the science of switches. Long ago Edison invented the lightbulb by using a very basic idea: a switch; a wire could be positioned to be ready to work as a conductor that would power the lightbulb (if any of my facts are wrong I was kinda drowsy when I typed this =D). 

RM2k (Which you must know is abrev. For Rpg maker 2000) is no different in working with switches, from one possible perspective. Immagine that you are going to open a closed chest and you want it to give you one potion and only once, and then you want the chest to appear closed again. Have you tried just making an event saying “add item”and noticed that it kept adding items till no end if you kept trying to select the chest? This is because you did not have a ready switch that would cause the chest to become empty. Pretend you have a light that is on and there isn’t a light switch, hard to turn it off eh?=)

This is what you do, explained first: you will make it so opening the chest and recieving the potion will turn on a switch. That switch will make it so the chest is automatically and from now then (or unless decided) open and empty. 

Now, it’s time to do the commands!! Have the potion ready.

Make a new event and make the graphic a chest (I will assume that you know how to do this allready, if you do not, then dont read anymore of the tutorial because it will confuse you.). The RTPe charset for “Object 1” has a good enough chest. I will also assume that you know what the position and start conditions are. Now set the position to same level as hero (beware you might have a different version with a different option right here, select the one that sound like same level as hero), and set the start condition to Push Key. 
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 So far let it look like this. 

Now make the event that makes clicking on the chest give you a potion, like so:

Double click on the <> on the very top of the huge empty white square, and it will give you something that looks like this:
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 This is how you make the event do things, and I hope you now this by now. Make sure you have an item for Potion and do as follows: 

Note: If you know how to make a potion appear in your inventory and make it so the game tells you that it did, then skip this paragraph.

See the “Add item” button? It should be the tenth button on the first column, and make sure it is the first tab (out of 3). It will give you a list, and select the potion. The maker’s default items include a potion, and unless you deleated them it should be the first item on the list. Once item is set to potion be sure that the option is set to Add item and the operand is on Set and a “1” is there. Now time to make the player be informed that you recieved this item. Under the new command in your event window (the big white box that was empty before) it should say <>Add/remove item:potion ->1 incr.

Under that there should be another <> with nothing by it, double click that. The very first button on the list on the first tab should be “Show message”. Select this and a box comes up, where you type in “Found a potion!!” or something of the sort. There, now you have a chest that magically emits an unlimited amount of potions. 

Now we make it so that the chest only has ONE potion. This is the switch part and it might get a little bit confusing so follow the steps carefully and as for now try to forget my previous examples of switches, lol. 

We will make a switch to prevent another potion from coming out after the chest is opened. First, be sure that you know and understand that when you assign events in the (here I go again with baby talk) “big white box that had the <>”, they will follow through in order. For example, from what we did so far, FIRST the potion will be added to the inventory and THEN the text will say “found potion!!”. Howeverm since you cannot see the item going to your inventory and this is almost instant, the message will come up as soon as you open the chest. KEEP THIS IN MIND!!

After the Show message select the <> that is under it to make a new command. Now go to the 6th button down in the first column in  the first tab, which is called Change Switch. Select this. Now if you have just seen this for the first time you should be looking at the following: 
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This is more simple than it looks. Double click on the ... that is to the right of the 0001:StrongBox. Now it will come into this: 
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“Uhoh” some of you must be saying. Nope, it is simple. I’m not sure what these 2 are suppose to be, but they dont do anything, so erase both of them. YES, I’m sure. Now select the 0001: and rename it.... call it “Chest open”. The name is purely for you to recognize it. Simple huh? Close this by hitting ok, and hit ok on the next box as well. Now it gets tricky. You should be at the event menu or the one with “the big white box that had an empty <> in it”. Make a new page, which is a large button at the top. 
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Now you have a totally empty page like you’ve started, but worry now, your work is still in page 1, this is only page 2. See all the check-boxes to the left? Select one of the ones that say switch and when the box becomes visible select the ... on the right. This will automatically select the last switch you have done, so you can just hit ok. LEAVE THIS EVENTS PAGE BLANK!!!!!!!!! That will make it so that when you select the chest again nothing will happen, and make sure this is on the second page, which are the tabs at the top-left under name. If you wanna make it so that the chest looks open after you inspect it once, then go to the second page. Under graphic select set and pick the same red chest, but make it look up, so it will look like this: 
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If you wanna make it say “empty!” when you inspect the chest a second time, under the “big white event box that has a <>” Select show message and say Empty or whatever. This will be permanent. 

NOTE: You cannot use the same switch for many different chests, like, you cannot use the switch “0001: Openbox” for 2 different chests because they will both open and become empty at the same time when you select one of them. You will get experience with this in time and will notice exactly why.

So there you go, ta da!! Explained with much detail (at least for me too much), but now you must at least understand general concepts of this game. The next tutorial will be alot less discriptive but will also be on switches. 

Have you tried to make a character join the party but he just wont get out of his current possition???? He just joins you and stays there... he has a split personality!! Ahhh.. ok, maybe not, but this is how you use switches to avoid this: Under “Change hero party: whateverman ->add”, select the <> and choose change switch, and make sure you make a totally new switch. Now it is time to make a new page. Make one and under the hero’s graphic click set and choose the very first square on the very first coice, which is called *chipset1. This is a “blank” square. Make sure the position is Bellow Hero so that there isnt a solid spot of air where you cannot walk through.





Overview on switches

This is what both pages should look like for the chest to work properly: 
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 Variables, what a pain in the ***

Back to algebra!! You know algebra, right? Well, actually, this is nothing like it!! No factoring, no FOIL, none-a that crap here, just simple honest variables and values, and a lot of confusing crap!! I will skip the detail on “go to this button and hit set and select a character with yellow hair and blue overalls”. No, none of that, I’ll just say: Choose a graphic; live with it, life is though. 
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You have most likley seen this above while screwing around with options... it is very frustrating because you dont know what it is, I know, I know!!

Well, time to find out!! First be sure that you understand how to make events and if you do not then dont read on ‘cause I’m not explaining. Let’s make a minigame first. Make a horse, a cat, and a dog, as events. Now select the Horse and make a new command called “change variable”, which is right under change switch. Now you will see one of these screens: 
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Nothing much here. Let’s make a new Variable. See where it says Choose Variable(s)? Select one and hit the ... , then name the variable that is called 0001 points or something. Lets treat this as a variable like X.. it will allways be there, and by using variables you can simply change its value. That is all variables are about. Where it says set you will hit the + . Under operand hit “set” and type in 1. 

Now make a new command but for the dog rather than the horse. Do everything the same, and make it the same variable, but under set select – rather than + . 

Now for the cat, under the event menu, select the following: 
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Instead of Flaviolirocks yours should say Points or whatever you chose to name it, heh. Then make a command for the cat and make it be a message: “Yay!!”.

This is a goofy little game but it will help understand how variables work. 

Note that when you talk to the horse your variable increases by one, but when you talk to the dog it decreases by one. If you talk to the horse twice 0001:Points

Will have a value of 2, and the cat will say yay, but if you talk to the dog once after that 0001:Points will have a value of 1 because 1 was subtracted from the variable, therefore the cat will not say yay anymore. Pretty useless huh? No, not quite, you will see the use of this when we start working with fork conditions. 
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Fork over those switches and

 


Variables (Fork Conditions)
Have you ever been looking like mad for IF STATEMENTS and just gave it up and said “Sheesh, forget it, RM2k HAS NO if statements!!”.

Look harder Ace, right here, fork conditions. Yep, dont ask me why they didnt just name them if statements for people to be able to find it more easily, life is rough. But of course, they could be among the most usefull tools for creating an extraordinary RPG. Using a small example, you could make it so someone only appears when Brian is in the party (Excuse my lack of originality). It is simple, but I’ll show rather than explain it.

 
[image: image13.png]Forks Conditions

Condiian
1 2 |

© llem [ |
@ Heo B <

€ Event o o Fece i
 Veficle o Fite

€ Started By Decision Key
 Play BGM Dnce

Option:
¥ AddELSE Case




 

Note the Add ELSE Case at the bottom, that means if Brian is NOT in the party, it gives you a chance to say something. Watch. 

Note: Fork condition can be found on the 3rd page of the list of buttons on the second column.
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Note how this girl will say “Hi Brian!!” only if Brian is in your group. If he is not in your group, she will say: “Where is Brian?”. Observe how the <>s apply to what is directly over them in this case, which means that if the <> carry a Message command, it will happen if Brian is in party and the other <> will only happen if he is NOT in the party. Sorry if it sounds a little confusing, heh.

Note: You can also do this by checking in the box that says HERO on the left rather than using a fork condition, but bellow will be explained a case in which fork conditions are necessery. 

Now it is time to apply our 3 lessons and make one combo, a  box with random items. This is a trick chest that will give you one of 3 items. I will just use the items Potion, Tear Drop and magic ether as examples. 

First let us make a box, you know how, or you should. It will look like this: 
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Ok, now lets make this similar to the other chest idea but this one will have more than one item. We will select a number, a random number, from 1-3. To do this we MAKE a new variable, yes, this is, in  fact, a variable. Select the <> on the- ensemble- “Big white empty box with the <> on the top”. And select Change Variable. You will make it a random value by doing this: 
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This time name the new variable Flavioliiscool to credit me, hehe. Now we want to make it a set number, rather than add TO the number. Right now there is no variable 0002, and it begins with value 0, which means that if you add a value it will add to zero. Lets say your value is 3, and you add, the number will be 3, if you subtract, it will be –3, if you multiply, it will be 0 (3x0=0). Now Lets say you’ve allready used this variable before and its last value was 3. For example, the cat, horse dog game (which I am proud to say I invented), lets say you use the same variable, 0001:Points, and it had a value of 3 points. If you use an operand of 5, and you select +, the value will be 8, but if you select set, the value will be 5, because you are seting the number equal to 5. Understand? I’m glad you did because I just wasted half a page explaining that, hehe. 

But the value this time will not be set, it will be random, from 1-3. 

Note: Many people would have done a value from 1-100 and said <33<67<100 for the chance of getting either of the 3 items. Dont.

Use 1, 2, and 3, it is better, easier, and a whole lot less confusing. 

Looking at the model and doing the same, including the name of the variable, hit ok and proceed. This draws a number from 1-3 from a hat, now to decide what it does. 

Make a new fork condition, and be sure to check in the box on the bottom that says Add ELSE Case, you will need this. Now select variable, it should be in the first page.. and be sure to hit the ... and select the variable that we just made (the one with value 1-3). Make it set to 1 and be sure it says “same” in the bottom, not more than, less than, bigger or smaller. Now you can hit ok. You will see that it says Fork Condition Something or another (hehe, sorry) and there will be another <> on the “forget it, I’m not saying this one again”. Select it and make it an Add item like in the chest excersize, and make the item a potion. Now here comes something new.... select the <> (from now on I’ll just say make another command or new command) and select Label (find it under Fork Condition, 3rd page). Call it Label 1, soon you will see what it does. Now under Else case make a new command (Ahh, that feels good) and make it a fork condition. That’s right,m a fork condition inside a fork condition. Make it the exact same but make it so the variable has to be equal to 2. 
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Now under the fork condition make it “Add item” Tear drop. After this, make a new command called “goto Label” and select 1. If you havent yet guessed, this goto makes it so that right after the item is added, rather than keep going down through the list of commands it goes right to the label 1 and goes through from there. 

Now under ELSE case make ANOTHER fork, this time under the same variable but make it set to 3. This time uncheck the Else case because it is impossible to get a number other than 1, 2, or 3 when you roll a 3 sided die. 

Now make it so it “Add item” Magic ether, and then make a goto Label one. To finish off, be sure that you can only get one item out of it, rather than a chest with an endless supply of items. You should know how to do this, but under the <>End that is at the VERY VERY bottom, make a change switch and make it a new switch. Make a new page, and make the condition be the previous switch (check in the box on the left called Switch [there are 2 of these, either will do]).

Then change the chest animation to an open chest and m ake it say “empty”

If you wish.

There, now you should know how to work with switches, variables, and fork conditions, or at least I hope you do, hehe. 




          MULTIPASS!!

I dont really know why they are called passwords... but they are very simple to understand and use. First, they are not what they sound like. A password can be used for asigning a new function to either of the 6 buttons. For example, if you select to make the password be activated by the “action” key, you can make a move event that causes your character to jump. This can me very usefull when making minigames. 
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So far this is everything on this subject, I will update passwords soon when I fix up some better examples and uses, hehe. However, you will not be using passwords too often, maybe once or twice. One good example on using one is to make a better menu, lets say. You can use passwords to make a menu with music in it. To do that, you must simply make a set of commands like such: 
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I picked random musics and my example has a really crummy music choice, so choose some of your preference. Mostly what was done was first disable the menu so it is not triggered by hitting esc. Now assign the password, dotting in an option called Cancel(6). Now choose a music which will be the menu’s BGM. The dungeon 7 was just supposedly my background music for the map, but to make this a “global” event that will occur anywhere in the game make a “memorize BGM” trigger before the enter password and replace what is in my example Dungeon 7 for “play memorized BGM”. Do this is common event tab of the database. 

Note: If you make a password that sets a trigger for the esc button (Cancel) it will not cancel the effect of esc calling the menu as a default, so you must make a Disable Menu command. 




            Summary

Switches

Here is where I summarize switches. If you want a person to say something only once, at the end of that dialogue make a “Change Switch” command. Then make a new page. In that second page make sure that you check in either of the 2 switch boxes and click the ... , then select the switch that you created on the previous page. Leave this page either blank or give the character new dialogue.

Variables

To make an X or Y variable of your choice, make a command called “Change Variable” and select from here what kind of value it will have. If the variable 0001:Flavioliisthebest (that’s getting old isnt it, heh) has a  set value of 3 added, you can add more to it, subtract, multiply, etc, all by doing change variable. The variable keeps its value through the whole game unless changed by the player. In a text, you can see the numerical value of a number by typing /v[0001] (In the case for this last one at least. This is very usefull. Variables are handy when it comes to fork conditions.

Fork Conditions

Also known as “if statements”. Use these to make something only occur on certain conditions, such as you have 100 gold with you. You can make a store that does not use call shop, for example, with one item(you can do more than one by using show choice). You can make a man say: Wish to buy a potion?

Then make show choice Yes or No. If yes is selected, use Fork Condition to make a “money check” or to see if you have enough. Select Money and 30 then above, for example. If you have thirty he will say sold, and be sure to do change gold held, decrease by 30, and add item potion. Be sure to check in Add ELSE case, and if you have less than 30 gold, he will tell you Sorry, you need 30 gold.  


PHEW!!

                  Created by Flavioli. 

Comments, concerns, corrections, fan mail, hate mail, etc plz direct to Flavioliravioli5@hortmail.com. 

I’d love to hear your feedback, thanks!!=) 
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