Database Tutorial

Some explaining:

-This tutorial is about the Database of RM2K, and it’s for anyone who has RM2K. The Hel-file isn’t very complete, it explains only a few things, so you can always use this tutorial.

By the way, if you want a version with help-file, try the RPGmaker section of RPG Zone, the link is in the top-right corner of the site. It’s also a great ROM site, and it has some nice graphics.
If you want to see a good RM2K site, check Gormash’ Cavern, and the forums. It’s a great site, it has good resources and I have never seen the site down, even when Gormash wanted it to be down.  ;-)

I’m on as Michael Chandra, I’m also moderator of the Help forum, if you need help, just mail me.
And if you know something I don’t know about the database, please mail me, I’ll add it to the tut.

-If you don’t understand Events, Switches or Variables, sorry, this is a tutorial about the Database, not about the main part of RM2K, and not about those other 2. Find a tutorial about those yourself.
-I use a lot of colors in the tutorial, to show you what’s important, here’s an explanation of them: 

Subject of the explanation

Titles of a part of the Tutorial

Special (Sp.) Options

Not the explanation’s subject

Stuff that’s not from the Database
Sp. Option as Subject
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Chapter One: The Hero Section

To the left you see a list of numbers and names. Each name is from the Hero in that slot.

Press Delete to get rid of a Hero. Ctrl+x, Ctrl+c and Ctrl+v work like they usually do in Windows.

-In the down-left corner you see the button Max Field Number…, which is often used in RM2K.

If you press it, you can input a number of slots that can be used for Heroes. The max is 5000.

Right of that, you see 2 slots with above of them Name and Degree.

-In the Name slot, you put the Hero’s name. The maximum of letters the name may have, is 12.

-In the Degree slot, you put a degree. e.g. A Royal Guard gets the degree Royal Guard. 

Next to that, you see a walking character. This is the Hero’s walking graphic. If the Hero is the Party Leader, the party will have this graphic, unless you change it with a Event.

-Press the button Set… to choose a new graphic from the available character-sets.

-The option Transp. stands for Transparency, if you mark it off, you can see through the Hero. This is handy for ghosts or in dreams and stuff like that.

Below that stuff, you see three options:

-Initial Level. This is the level the Hero starts with when he/she joins the party.

-Max Level. This is the maximum level the Hero can achieve. The highest level available is 50.

-Critical Hit Chance. Okay, this is the toughest part of this section, so I’ll explain it very carefully.

First of all, you can mark it off. If you don’t do that, the Hero can’t hit an enemy critically.

If you do so, you can change the number from 1 to 100. This number doesn’t stand for the percentage of critical hits the Hero will make. I’ll give you an example to explain it.

If the number is 1, then EACH strike will be critical. If you change it to x, then there is a change of 1/x that the attack is critical. So, the LOWER the number, the HIGHER the critical hit chance is.

Below of that, you see a square with Select Face Graphic standing above of it.

-If you press Set…, you can choose a face for the Hero from the available faces.

This face will be showed in the Menu if the Hero is in the party.


Below of the face, you see 4 options with the word Options standing above it.

-2 Sword Style. If you mark off this option, the Hero can use two single-hand weapons, but he/she can’t equip any items with the classification Shield. A solution for this problem is making a sort of shield item, only with the classification Arms. (For the classifications, see the Item section.)

-Equipment Fix. If you mark off this option, you can’t change the Hero’s equipment in the Menu.

But you can try to change it with a Event, if you want other equipment somewhere in the game.

-Control by AI. If you mark this off, the Hero will fight automatically. You can’t command him.

-Strong Defense. The Hero will have a strong defense if you mark off this option. Simple, isn’t it?


In the top-right corner, you see 5 slots with Initial Equipment standing above of it.

This is the equipment the Hero starts with, when he/she joins the party.

-Arms: Here you can select a piece equipment with the classification Arms.

-Shield/Weapon: If you didn’t marked off the option 2 Sword Style, it says Shield. Then you can select an item with the classification Shield. If you marked it off, it says Weapon. Then you can select an Arms-item. Unless the (other) weapon is 2-handed. Then you can’t select an item.

-Armor: Here you can select an Armor-item.

-Helmet: Here you can select a Helmet–item for the begin equipment.

-Other: Well, as you could have guessed, you can select a Other-item for the Hero’s equipment.


Below of that, you see the option Unarmed Battle Animation, here you can tell which battle animation you’ll see when the Hero attacks in battle without a weapon.


Below of Unarmed Battle Animation, you see the option Skills. Here you choose which skills the Hero can learn, an4d at which level he/she learns them.


More below, at the slot TechSkill Slot Name, you give the Hero’s skills a group name. This name you see in battle, below the option Attack and above of the option Defense.
-Condition Effect. Here you can choose how the Hero does against the different conditions by clicking with right and left on the letters. (See the Conditions section.)

-Afflicted Condition. Same as above, only against the attributes. (See the Attributes section.)


In the bottom of the screen you see, again, a button called Set…, in the right of a slot.

Above of the slot stands Curve of Experience, and in the slot some words with numbers.

If you press Set…, you come in a two-paged menu with 3 bars.

-Common Cost goes from 10 to 50 and inflects the necessary Experience a lot.

-Increasing Power goes from 10 to 50 and inflects the necessary Experience much more.

-Corrected Cost goes from 0 to 40, and inflects the necessary Experience only a bit.

Advice: Use Common Cost and Increasing Power first, and then modify a bit with Corrected Cost.

And now the last subject of this Chapter: The Curve of Abilities.
In the middle you see 6 graphs, with Curve of Abilities standing above of it. In each graph you see Now: and then the ‘amount’ of this ability you’ll have when you start at the Initial Level.

-If you press twice, you enter the Curve of Abilities menu. In this menu you can change the amount of each ability you’ll have on each level. 

*First of all, you can change it by clicking with the mouse and dragging with the cursor.

*Second, you can change the number in the slot with the name of the ability. By changing the number in the Level slot, you can modify the number of the ability of each level.

*Third, you can press the buttons below Simple Creation: Genius, Excellent, Normal and Low.

This will create a random graph. 

*Fourth, you can tell the program to make a graph with some settings:

=>Level 1 Cost. This is what the number is at level 1.

=>Level 50 Cost. This is what the number is at level 50.

=>Growth Style. This changes the form of the graph. Just experiment with it, you’ll understand.

The minimum is 0 and the maximum is 999.

About the 6 abilities, I’ll tell you what they are and what they mean:

-Max HP. This is the maximum number of hitpoints the Hero can have. When this becomes 0, the Hero is dead, and can’t fight. When every Hero in the party dies, you are game over.

-Max MP. This is the maximum number of magic points the Hero can have. A skill costs a number of MP. if you don’t have enough MP to cast a skill, you can’t use it.

-Attack. This is your attack power. It inflects the damage you do to an enemy with a normal attack, and also the damage of some skills. This can be raised and lowered by equipping items that raise this ability. (For more info, check the Skills and Items sections.)

-Defense. This inflects the damage an enemy does to you. The higher it is, the less HP you lose. This ability can also be changed by equipping items. (See the Skills section.)

-Mind. This can inflect the damage of a skill. Again, this can be changed with equipment. 

(Skills and Items section.)

-Agility. This has to do with when you attack in battle. If your attack is higher than that from an enemy, you’ll attack first, unless it’s only a small difference, then there’s a change that the enemy will attack first. This ability can change thanks to equipment. (See the Items section.)

[image: image2.png]St P
Heto F8K85 7 s | Monstr | Marsters Paty | Atdos | Conion | BatieArimation | Teran | Chisets | Vosabuiay | Syse | Cormon Everts

o e P Cost
[Foson [iom = ot

002 Dak Sk
005 5y
0004araysis
005 P Fosonstreremy [Single Eremy
006 S Starm

0007 et Sock Using Message Batte Arimaton

Explanation Effect Range

0005 Td Wave T
005 Earth

010Teck T
00110 Poisen

g Seep spchent || s rcas s rusl |
014BHna Dust

0015 Bersek Dust Faiure message
001 Choos Polen

0017 Paralysis Plen [ TargetPersortame]. [ dodges =l
015 Scund Wave
0015 Supe Sund Wave Hit Chence Basi Effect | -Basio sucoess rale | -Atlack Atibule
0020lsp S [o = | ([w =06z ||[Owe =
021 o e Spon

0022 TeepFog e
0023 Tence Song o
024 Chis Song Tome
025 L Song o
00265 2nd lsh Toder
0027 Rodint Ray vl
0025 5tun eed ot
025 Parss -
0030 Biod uck

031 Dance

Ma Fild Number.

(Useane] | [sospm

[Feen

Abiity Do Changs to condition
W HP.

I MP

I Attack

I Defense
I~ Mind

I Agiity

™ Absarplion
™ Defnelgnore I™ Deferse Down

fe] o Concel | | el




Chapter Two: The Skills Section

Well, I guess the left part is clear, since it’s the same as in the Hero section and already explained.

So, let’s start with the slots that every skill has and then with their different parts.

-Name, here you enter a name for the skill, which you see in combat and in the Tech Skill menu.

-Description, the game shows this when you select the skill in combat or in the Tech Skill menu.

-MP Cost. Here you tell how much MP the skill costs. 

-Classification. You have 4 choices, Norm, Teleport, Escape and Switch.

-I think I now what Teleport and Escape do. Teleport is a field skill, and Escape is a combat skill.

With the third page of the Event Mode, you can select a Teleport place and a Escape Place.

I think these skills bring you to these places. I never tried it out, but you can do it yourself easily.

You can also select to delete the Teleport place or Escape Place, so that they won’t work in a part of the game. The Event options Disable Teleport and Disable Escape disable these skills, or make it able to use them. In the Map Properties you can also select if these skills can be used or not.

This is for if you want to deactivate or activate it for a while, while you programmed otherwise in the Map Properties. And you can select a sound effect for these skills.

-Switch. With this kind you can activate a switch, and cause events in the game to happen, or so. 

You can make the skill a combat skill, a field skill, or a skill that can be used in combat and field. You can also enter a cast message. For more info about the cast message, see the skill type Norm.

-Norm stands for a normal skill. This skill has a lot of options:

--Effect range. Here you tell who gets hit by the skill: 

Single Enemy, All Enemies, User, Single Ally, Whole Party.

If the skill ‘attacks’ the user’s side, it will change some other options a bit. But only between ‘getting hurt’ and ‘getting cured’, ‘attack’ and ‘defense’, and ‘cause’ and ‘cure’.

--Battle Animation. Here you select a Battle Animation for the skill, that will appear on the screen if it’s casted on a enemy. (For those Battle Animations, see the Battle Animation section.)

--Using Message. To the left, you see ( User Name ). This means that there will stand the name of the user, when the skill is used in combat. Right of that, you can enter stuff, like “uses flame wall”.

The same counts for the place below of that. Below of that are 3 buttons, those create a very stupid standard message, for people who are very stupid, and can’t even make up a Using Message.

And don’t forget to add a space just after ( User Name ), otherwise you get stuff like “Bobcasts…”

--Failure Message. This is for if and when the skill fails and doesn’t hit the target.

(TargetPersonName) stands for the (1 of ?) target of the skill, who got it casted on himself/herself.

With the option next to that text, you can select 1 of 4 failure message, those can be modified in the Vocabulary section of the database. (See the Vocabulary section of the database.)

And now the lower part: 


First the damage/curing part. If the skill is casted on the user’s party, it will cure conditions and raise abilities. If it attacks the user’s enemy, it will cause conditions and lower abilities.

--Basic Effect. This is how much the skill inflects the abilities. If it is cast on the user’s party, the box will say Ability Up, otherwise it will say Ability Down.

--Ability Up/Ability Down. Here you tell which of the 6 abilities get damaged/cured by the skill.

Just mark off the abilities you want to get decreased or increased.

If you mark off Absorption, you’ll get some HP, or maybe of some of each ability you attack with the skill, you gain it from the victim. Ignore Defense causes you to do the same damage to an enemy, even if it defends itself, like you can do in combat, with the button Defense.

Then you have 3 bars, which inflect the damage the skill does.

--Hit chance. This bar stands for the influence of your Attack power, the higher the number, the more your Attack power will determine the damage done by the skill.

If it’s high, equipping a very strong weapon will increase the damage very much.

--Mind Chance. Same as above, only this counts for the ability Mind. 

--Variance. This is how much the damage can vary. The higher it is, the more different the damage can be. But the damage will have a maximum and a minimum.

If it’s 0, the skill will always do the amount of damage put in the Basic Effect box.

If it’s 10, the damage can be enormous, or very weak. You never know.


Then there are 4 options left.

--Basis success rate. Here you set what % of the time the skill will be effective.

--Change to condition/Cure condition. Here you can select conditions that the skill can cause/cure.

The causing chance has to do with the resistance the victim has against the condition, and with if the skill fails or not. 

The resistance of a Hero or Monster against a condition can be changed in the Hero and the Monster section, the condition and the 5 types of resistance in the Condition section.

--Attack/Defense Attribute. This has to do with the resistance of a Hero/Monster against a attribute.

Watch it! If you choose a weapon attribute, you must have equipped a weapon with that attribute, or else you can’t use the skill. I don’t understand the Defense part. (More info, Attributes section.)

--Defense down/Defense up. I guess this inflects the defense of the victim against some things.
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Chapter Three: The Items section
Well, I already explained the left part, just check the Hero chapter for that stuff.


Okay, I’ll first explain the top:

-Name: This is the name of the item. Just like in the Hero and Skills sections. Easy.

-Price: The cost of the item, what you have to pay for it in the shops. You get half of the price when you sell it. Items with 0 as price can’t be sold.

-Explanation: When you select the item in a shop, in the field menu or in the combat menu, you see this text in the top of the screen.

-Classification: The kind of item. There are 11 kind of items:
Common Goods
Arms

Shield

Armor

Helmet

Other

Medicine

Book

Material
Unique

Switch

The upper row are 5 pieces of equipment and a item that cannot be used.

I’ll explain all 11 kinds, but first the top-left corner.

-Use number of times: This is the amount of times the item can be used. If you use up the item, it will disappear. You can choose between 1, 2, 3, 4, 5 and limitless.

(This option is no part from the Common goods or equipment options, that stuff is the top row.)
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Equip hand: You select 1 option. One: You can equip a shield or a second weapon in the other slot. Both: You can’t. This option is part of Arms items.

-Common Goods: This kind has no extra options. You maybe wonder how to use them in a game.

Well, you could let an event check if you have the item, like a key. If so, something will happen.


Equipment: You can equip the party members with pieces equipment in the game.

There are 2 options that are the same for all 5 sorts of equipment:
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The Hero who can equip it: Here you   select which Heroes can equip the item.

-Change Ability value: Here you select how much the abilities will change from the standard max from the Hero. Some examples: Heavy Armor will lower your Agility, weapons raise your Attack and shields raise you Defense.

Picture of the common options all 5 equipment item types have.
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-Arms: These items can be equipped in the first slot. (If you marked off the option 2 Sword Style in the Hero section for the Hero, you can also equip a weapon in the second slot.)

Picture of a part of an Arms item without the stuff I’ve already explained.

--Battle Animation: The battle animation you select here will be shown in battle when a Hero attacks normally with this weapon equipped. If you have two weapons equipped, you’ll attack with each weapon, and see both battle animations.


Then you have 4 mark off options:

--Preemptive Attack: I think that if you have this weapon equipped and attack with it, you’ll attack first.

--Attack Twice: If you attack normally with this weapon equipped, you attack twice instead of once in a turn.

--Attack All Enemies: You attack all enemies with this weapon, instead of only 1 monster.

--Ignore Monst. Evasion: I guess you always hit, and that the enemy can’t ‘evade’ the attack.


Three options below of that, and if you want to modify them, you must input a number:

--MP Cost: This is how much MP attacking with this weapon costs. You can still attack if you don’t have enough MP, even when it’s 0, but I believe your attack will be a bit less effective. 

Why would you use it, you ask? Well, maybe for a magician. With this option you can force a player to choose between using healing spells and attacking the enemy, or stuff like that.

--Hit chance: How big the chance that you hit the enemy is. A Knight will hit more often than an ordinary thief, because the Knight is well trained. With this option, you can add that to the game.

--Critical Hit Chance: I don’t quite understand the way the game uses this in combat, I think that if you attack normally with this weapon equipped, that in case the Hero will not hit critical with his normal critical hitchance, see the Hero section for that stuff, that in that case you STILL can hit critical, and that the chance that you DO hit critical is based on this number. If you want a better explanation than this one, good luck with translating the (Japanese) help-file.

(Did you know that the program is an illegal translation of the Japanese program, and that Don used a program for translating? The program couldn’t translate the help-file, so Don never tried.)

--Attack Attribute: You give the weapon attributes. I’ll tell you what this option can do.

First of all this inflects the damage you do, depending on the ‘resistance’ the monster has against the attribute. That ‘resistance can be changed in the Monsters section, and the percentage of the damage from each ‘strength of resistance’ can be changed in the Attributes section.

Second of all, skills with a weapon attribute, see the Attribute section for that, can only be used if you have a weapon with that attribute equipped. More info about this in the Attribute section.

--Change to condition: This is which conditions attacking with this weapon can cause. You just mark off the conditions you want to be caused. If you want it to cause dead, mark the first off.

--Changing Chance: This is the chance that the condition(s) will be caused. But, a 100% doesn’t mean you always cause the condition. The resistance from the victim also inflects the result.

It’s hard to explain for someone who knows the language as bad as I do, but here goes nothing:

First of all, I’ll call this the ‘infecting chance’. Like if the condition is a virus.

Well, if you ‘infect’ the monster, he still can be  unharmed by the ‘virus’.

If the monster gets infected, his resistance against the ‘virus’ will be the chance that he gets ‘sick from the virus’. This resistance is nothing more than a letter in his stats, and the percentage of these 5 types of resistance, A-E, can be changed in the Conditions section. The combination of 100% and 100% will cause the monster to always receive the condition. A combination of 50% and 20% will cause a chance of 10% that the monster will get the condition. Easy, don’t you think?

-Shield, Armor, Helmet, Other: The four other types of equipment all share the same options. 

But the Shield items have something special. A Shield item can’t be equipped by someone who can use two weapons. Those Heroes can only equip another weapon in their second slot.

And also a Shield cannot be equipped together with a 2-hand weapon. If you equip the shield, you unequip the weapon. If you equip the weapon, you unequip the shield.

(Sometimes equipping 2 single handed weapons is better than equipping 1 two handed weapons.)
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Picture of the unexplained part of the Shield,Armor,Helmet, Other items, the four other equipment item types.

First of all there are 4 options.

--Prevent Critical Hit: Equipping an item with this option marked off will make sure you don’t get hit critical by a monster, or maybe you can’t hit critical if you equip it, I don’t really know.

--Rise Avoid of Phys. Attack: I guess that if you mark off this option, and if you have theitem equipped, the item will raise the chance that you get missed if a monster attacks you with a skill. 

--Half MP: Your attacks will only cost half the MP they usually cost you. I don’t know if this also counts for the MP cost from a weapon. Equipping 2 items with this option will probably NOT bring it back to ¼ cost. Too bad guys, but ½ is already a lot of reducing.

--No Terrain Damage: Some terrain types do damage every step you do on them. Equip an item with this option, and you don’t get harmed. (For more information, check the Terrain section.)

Then you have 3 other options left:

--Defense Attribute: Not the slightest idea what this does. Maybe it raises your defense against skills who have ine of the attributes you marked off? Please mail me if you know what it does.

--Prevent condition: This will prevent you from getting a condition, but it doesn’t always work.

--Prevent Chance: I don’t really know how it works, but remember my story about the difference between ‘getting infected by a virus’ and ‘getting sick thanks to a virus’? Well, I guess that this chance calculates the chance that when you ‘get sick thanks to a virus’. that you still don’t get the condition. I don’t know what happens if you equip 2 items who can prevent the same condition.

The lower row of items have 1 option that is almost the same as for the equipment items.

Only it’s not who can EQUIP an item, but who can USE an item. Mark off those who you want to be able to get cured with the item. You could make items for special groups, like wizards.
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-Medicine: These items cure you. They recover your HP and MP and cure you from conditions.









        Picture of the unexplained part 








                     from an Medicine item.

--Effect Range: You select who will be cured, only one person, or everybody in the Party.

--Change to: You select conditions that will be cured when you use the item.

--HP Recovery: You select the maximum of the recovering. Maximum means you can only be cured to your maximal ability, and not over it.

You can select a percentage of restoring, and also a solid amount of HP. Percentage will be useful for some reviving potions, and for potions that restore all your HP.

--MP Recovery: Does the same as above, only instead of HP it restores MP.


Then there are 2 options left, really simple ones.

--Only use in field (menu screen): If you mark this off, you can’t use the item in combat.

--Effective only on unconscious heroes: Mark this option off, and only heroes with 0 HP will be cured. If you don’t mark this off, then it can cure everyone, dead or not.

BUT, if you want to restore HP to a dead Hero, then it won’t work, unless you also revive the Hero by curing him/her from the first condition. MP can always be restored, also from dead Heroes. 
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-Book: These items can learn you skills. You could use them for Wizards ann people like that. Only 1 unexplained option for this:

--Learn Tech Skill: Select the Skill the book must learn the user.
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-Material: With these items you can raise and lower the max of an ability. Why would you LOWER an ability? Well, you could do that you can raise your Defense a lot, but that you would lose a lot agility. Or you could give the player a lot of these items, and he would be able to change his abilities, like in some old RPG games. Make a decission what abilities you prefer to be high, and which abilities do you lower for them?

This is for a game where your abilities inflect other stuff than 

fighting. The thing is, you can also use events for this, if you know how to use them well enough.
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-Unique: I never tried these items, but my guess is that if you use a Unique item, that you cast a skill with it.

This item has 2 new options, both very simple.

--Invoke Tech Skill: Here you select the tech skill that will be cast when you use the item.

--Using Message: Here you select on what the using message will be based, on the message that you see when you use a normal item, you can change this in the Vocabulary section, or based on the Using Message from the skill, this can be changed in the Skills section.
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--Switch: These items put on a switch. You could do this to start a special event, in combat or in field. Only 2 options for this one:
--ON Switch: You select the switch that will be turned on.

--Available at: You mark off the places where you want this item to be used, Field and/or Battle. You can use items to call up events with, like for showing a map, or for ‘reading’ history books with.

Okay, and that was the last part of the Items section.

This is the first version of my tutorial about the RM2K Database. 

Attributes, Terrain, Vocabulary, System and Common Events will be next.

The other stuff will wait a while. Tutorials for the Chipsets and Monsters are on Gormash’s site.

If you have questions about this tutorial, or if you know stuff I don’t know, or stuff I guessed wrong, just mail me the right stuff, and I’ll put it in the tutorial, and credits if you want. 

You may put this tutorial on your site, but please ask me for permission first.

Don’t forget to check Gormash’s Cavern, the link is in the intro. 

Again: I’m on his forums as Michael Chandra, the moderator of the RM2K Help forum, my e-mail adress is Michael_Chandra@hotmail.com and if you need help, just ask me.

Sincerely, 

Michael Chandra.
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