How to Make Doors Inside Houses

By SiliconHero

Let's say you want to make a door that leads to another room, but you don't want to bother making a whole new map for the room.  Well, there is a really simple way to do this, which I will demonstrate in this tutorial.  Yes, I am aware of the fact that most experienced RM2k users can do this with no problem, so this tutorial is mainly for the beginners ("newbies", as we often call them.)

Okay, first, you'll need to draw your indoor map. Go to your map folder tree in the lower-left hand window, and start a new map. Set the ChipSet to Inner, since we'll be using that. Now, click on the Fill tool in the toolbar above your ChipSet, and then highlight a good floor tile (preferably the red castle carpet, just for testing).
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Next, we’ll line our room with some overhead squares. Click on the Drawing tool, and then the first overhead square (directly under the dirt road square), and draw around the carpet, so that it looks like a frame. Like this!
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Now, let’s make our smaller room-within-a-room. Using the same selected tool, draw a square in one of the top corners of the room. Then, once you’ve set that up, solidify your walls with one of the wall sets. Once you’ve done that, switch to the upper layer editor (press F6 on the keyboard) and draw a passageway somewhere on the outside of your square room. Your map should look something like the map below.
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Okay, the map is set up, so now it’s time to make our door event. Put an event at the bottom of the passageway (called Door), and give it a door graphic. Put a Move Event code in the event to make the door open.

· Move Event: this Event, Play SE (an opening sound), Face Right, Face Up, Face Left (Set this event’s Movement Frequency to 6 so that the opening looks fluid)

· Move All (this will prevent all other events from moving until the above movement is completed)

Your door will now open as soon as you guide your hero in front of it and press the Enter Key. But wait…it seems that s/he can’t go through the door! How to fix this? It’s really quite simple. Go back to the Move Event that you just made for the door, and add a Start Slip Through movement to the end of it. This way, your character will appear to walk through the empty passage.


Excellent! You’ve just completed making a door for a room in your house without using an extra map. But what if you wanted a little privacy, so that no one would disturb you? You could have an event that makes the door close behind you after you walk through it. To do that, create a new blank event one square above the door (called CloseDoor), and set its start condition to On Hero Touch, and its position to Below Hero. After that, you should make two forks: one to see if your hero is facing upward, and another one inside that fork to see if the door event is facing left (in the open position). Inside the middle fork, put a Move Event to make the door close. Make the event rotate until it’s at the closed position again, and then add a Stop Slip Through command to make the door solid again (so that your hero doesn’t walk through the door!) The code for this next event should look like this:

· FORK Option: Hero – Up Face Direct

· FORK Option: Door – Left Face Direct

· Move Event: Door, Face Up, Face Right, Face Down, Play SE (a closing sound), Stop Slip Through

· Move All

· END Case

· END Case

To make the door close behind you once you leave the room, copy and paste the CloseDoor event one square below your door, and change the outside fork to FORK Option: Hero – Down Face Direct.

And there! You’ve completed making an inside door. This is good for making separate rooms for inns, or even your own house. If you have any questions or comments about this tutorial, e-mail me at waltos_1999@yahoo.com or mega_man_digger@msn.com.
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