Item Storage System Tutorial

Some notes:

-Since  I’ll have to tell you where the options you must use, are, I’ll split the event mode in parts.

I’ll use a code to tell in which part the command is. Learn them well before you read the rest.

There are 3 pages in the Event Mode: 1  &  2  &  3
Each page has 2 Columns: L from left  &  R from right

I’ll split the columns up in Parts: T from top  &  C from center  &  B from base

-You have to know variables for this system. If you don’t know what those are, learn that first, the system stands or fails with the use of variables.

-Bold words are important. Italic words are texts you read while you’re working. Brown is code.

The Simple System:

If there is only a small amount of items that you can deposit, then this system will do. I advice you to split things up if there are more than 10 to 15 items for banking.



Preparations:

-Create a variable for each item that should be depositable. And put those variables to 0 before 

the game has a bank in it, I believe a variable doesn’t work very well without a starting value.

-Call the variables after the items, and sort them a bit, arms with arms, shields with shields, etc.

-Create a new “Common Event” for depositing and 1 for withdrawing. Make them “Call Events”.

Depositing:

-[3 R C: Label...] Each item must have its own label number, this is very important!
-[3 R T: Fork Conditions...] Go to the second page, click in the round for “Item”, click the arrow, select the right item, press enter. The square left of “Add Else Case” should be empty.

NOTE: The next stuff should be placed above of the line with the text “:END Case” in it.

--[1 L T: Show Message...] Here you input the question ‘Do you want to deposit the item?’.

--[1 L T: Show Choice...] Leave it as it is, or change the text a bit. This will create 2 options.

NOTE: The next stuff is from the “Yes” choice.

---[1 L C: Change Variable...] Select the variable of the item. Click on the white dot left of the +.

And by “Operand” you put the number next to “Set” to 1.

---[1 L C: Change Item...] It should be “Drop Item”, select the right item, “Operand” should be 1.

---[3 R C: Goto Label...] The number must be the same as from the label above of the fork.

NOTE: Don’t put anything between the “No” choice and the text “:END Case”.

NOTE: Now you only need to repeat this stuff for other items.



Withdrawing:

NOTE: The systems are very alike, so I’ll repeat most of the deposit system. I’m lazy, I know. ;-)

-[3 R C: Label...] Again, add a label with a new number above of each fork.

-[3 R T: Fork Conditions...] 

NOTE: The next stuff should be placed above of the line with the text “:END Case” in it.

--[1 L T: Show Message...] Here you input the question ‘Do you want to withdraw the item?’.

--[1 L T: Show Choice...] Leave it as it is, or change the text a bit. This will create 2 options.

NOTE: The next stuff is from the “Yes” choice.

---[1 L C: Change Variable...] Select the variable of the item. Click on the white dot left of the -.

And by “Operand” you put the number next to “Set” to 1.

---[1 L C: Change Item...] It should be “Add Item”, select the right item, “Operand” should be 1.

---[3 R C: Goto Label...] The number must be the same as from the label above of the fork.

NOTE: Don’t put anything between the “No” choice and the text “:END Case”.

NOTE: Now you only need to repeat this stuff for other items.

Okay, that was the simple system. Use the big system if you want lots of items to be banked.

The Hard And Big System:

What if you have a lot of items that can be banked? It would be very irritating if you have to go to tons of “Do you want to deposit ...?” questions, when you want to deposit 1 item. 

Well, then you'll have to create groups of items. So split the items up in logical groups.

But what if you have a lot of groups? Well, simply split them up in categories. An example:

-Equipment (--Arms  --Protection (---Shield ---Armor ---Helmet) –Other)

-Medicine

-Material

-Special (--Common Goods --Book --Unique --Switch)

You can also create other groups, you can combine items into 1 group, and you can make groups in 1 kind of items, like for Weapons: You can create groups like ‘Bows’, ‘Swords’, ‘Knives’ etc.

But it’s hard to decide when to make a new group. I advice min. 3 and max. 15.

But there is another problem: you can’t put over 100 items in 1 Common Event, because you’d need more labels then you can use. And you also need labels for returning to choosing a category when you have chosen the wrong category. And all those forks would make it very hard to find something in the system. So how to solve it? Well, the Bank system is a “Common Event”, right?

In all events you can ‘call’ Common Events. So you must create a Common Event for each group of items, and if you choose a group, you ‘call’ the event of that group. Good thinking, isn’t it?

Since you might wonder how to make such groups, I’ll give you an example, based on the Items from the Database you start with when you make a new game. The Weapons will be sorted in different kinds of Weapons, each kind gets a number. Here is the list of those items:

8 Medicines:

26 Arms:

8 Shields:

8 Helmets

-Potion


5)Club


-Wooden Shield
-Hat

-Tear Drop

1)Iron Sword

-Bronze Shield
-Wood Helmet

-Magic Ether

2)Spear

-Heavy Shield

-Leather Helmet

-Miracle Drop

4)Bow


-Iron Shield

-Light Helmet

-Phoenix Down
3)Claw


-Titanium Shield
-Heavy Helmet

-Antidote

1)Thin Blade

-Body Shield

-Steel Helmet

-OmniAntidote
3)Iron Knuckle
-Sacred Shield

-Iron Helmet

-Pocket Shelter
3)Leather Fist

-Dragon Scale

-Dragon Helmet

6 Materials:

2)Flint Spear

13 Armor:

5 Other

-Apple


1)Thick Blade

-Robe


-Talisman

-MP Apple

4)Long Bow

-Cloth Armor

-Magic Pendant

-Powr-Up

5)Axe


-Wood Armor

-Save Tea Boots

-Defensive-Up

1)Katana

-Leather Armor
-Bandana

-Mind-Up

2)Arbalet

-Light Armor

-Magic Ring

-Speed Up

3)Metal Fists

-Heavy Armor






1)Soul Blade

-Steel Armor






4)Cross Bow

-Iron Armor






3)Spiked Knuckles
-Armadillo Armor





3)Bear Claws

-Bronze Armor





2)Bee Sting

-Diamond Armor





1)Long Sword

-Titanium Armor





5)Big Axe

-Dragon Armor





4)Ice Bow






3)Dragon Claws





2)Titan Spear






1)Titanium Sword


As you can see, I made 5 Weapons categories: Swords, Spears, Hand Weapons, Bows, Other.

There are 26 weapons, and you can make 2 groups or 4 groups with these categories:

-2 Groups: 1+2=Swords and Spears
3+4+5=Hand Weapons, Bows and Other.

-4 Groups: 1=Swords
   2=Spears
3=Hand Weapons
4+5=Bows and Other.

Both don’t even touch the limit of 15. 2 groups are handy if you don’t have a “Special” group. 

I’ll give you some examples of stuff you can try:

System 1:

-Medicines

-Material.

-Swords and Spears

-Hand Weapons, Bows and Others

System 2:

-Medicines

-Material

-Weapons:

 --Swords

 --Spears

 --Hand Weapons

 --Bows and Other

-Special:

 --Common (Choose another name if you know one, this one sucks.)

 --Spell Books (The items with classification “Book”, those can learn you spells.

 --Scrolls (Items with classification “Unique”, I thinks they cast spells, see my Database Tutorial)

 --Other (“Switch” items.)

System 3:

-Curing (Medicines AND material.)

-Weapons: (Same as in the second system.)

-Magic: (Same as "Special" from system 2, except for if you have only a few of these items.)

My example uses system 2, use it if you only have a few extra items. ("Materials" & "Specials")



Preparations:

-Create a variable for each item that the player should be able to deposit. Again, put those variables to 0 before the game has a bank in it.

-Call the variables after the items, and sort them in the groups and categories you've created.

-Create a deposit and a withdraw “Common Event” for each group, and also 2 others, those are the normal deposit and withdraw events. Make all of them “Call Events”.




The Main Event:

-[3 R M: Label...] This label is for going to the entire system again.

-[1 L T: Show Message...] Input the question "What do you want to do?" here.

-[1 L T: Show Choice...] You should give three options: Deposit, Withdraw, and a Cancel choice.

NOTE: The withdraw and deposit choices are almost the same, so I'll only give one of them.

NOTE: The next stuff should be below the choice message it's for, e.g.: below of "Deposit".

--[1 L T: Show Message...] This question: "What kind of item do you want to deposit?"

--[1 L T: Show Choice...] "Medicines";"Material";"Weapons";"Special". Add a case for "Cancel".

NOTE: I'll give you the entire system now, with what must happens for each choice.

--CHOICE: Medicines

---[3 R B: Call Event...] The deposit/withdraw event for "Medicines".

--CHOICE: Material

---[3 R B: Call Event...] The deposit/withdraw event for "Material".

--CHOICE: Weapons

---[1 L T: Show Message...] "What kind of weapon do you want to deposit?

---[1 L T: Show Choice...] "Swords";"Spears";"Hand Weapons";"Bows and Other".(+Cancel case)

----CHOICE: Swords

----[3 R B: Call Event...] The deposit/withdraw event for "Swords".

----CHOICE: Spears

----[3 R B: Call Event...] The deposit/withdraw event for "Spears".

----CHOICE: Hand Weapons

----[3 R B: Call Event...] The deposit/withdraw event for "Hand Weapons".

----CHOICE: Bows and Other

----[3 R B: Call Event...] The deposit/withdraw event for "Bows and Other" items.

--CHOICE: Special

NOTE: 2 options for this category. If you have many items, use option 2. If not, use option 1.

--OPTION 1:

---[3 R B: Call Event...] The deposit/withdraw event for "Special" items. 

--OPTION 2: 

---[1 L T: Show Choice...] "Common";"Spell Books";"Scrolls";"Other". (Add a Cancel case)

----CHOICE: Common

----[3 R B: Call Event...] The deposit/withdraw event for "Common" items.

----CHOICE: Spell Books

----[3 R B: Call Event...] The deposit/withdraw event for "Spell Books" items.
----CHOICE: Scrolls

----[3 R B: Call Event...] The deposit/withdraw event for "Scrolls" items.
----CHOICE: Other

----[3 R B: Call Event...] The deposit/withdraw event for "Other" items. ("Switch" Items)

NOTE: The next commands come after all these options, this happens when the player uses the NOTE: "Cancel" case (by pressing X) or when the Deposit/Withdraw Events have happened.

--[1 L T: Show Message...] Now you get the question "Anything else?".

--[1 L T: Show Choice...] "Yes";"No".
--CHOICE: Yes

---[3 R C: Goto Label...] This goes to the label in the top of the event, so that everything repeats.

--CHOICE: No

NOTE: Nothing more for this option, this answer ends the event.

-[1 L T: Show Message...] "Okay, bye then. And have a nice day." Or whatever you want.




The Groups Events:

Note: These events are the same as the events from the Simple System.

Depositing:

-[3 R C: Label...] Each item must have its own label number, this is very important!
-[3 R T: Fork Conditions...] Go to the second page, click in the round for “Item”, click the arrow, select the right item, press enter. The square left of “Add Else Case” should be empty.

NOTE: The next stuff should be placed above of the line with the text “:END Case” in it.

--[1 L T: Show Message...] Here you input the question ‘Do you want to deposit the item?’.

--[1 L T: Show Choice...] Leave it as it is, or change the text a bit. This will create 2 options.

NOTE: The next stuff is from the “Yes” choice.

---[1 L C: Change Variable...] Select the variable of the item. Click on the white dot left of the +.

And by “Operand” you put the number next to “Set” to 1.

---[1 L C: Change Item...] It should be “Drop Item”, select the right item, “Operand” should be 1.

---[3 R C: Goto Label...] The number must be the same as from the label above of the fork.

NOTE: Don’t put anything between the “No” choice and the text “:END Case”.

NOTE: Now you only need to repeat this stuff for other items.



Withdrawing:

-[3 R C: Label...] Again, add a label with a new number above of each fork.

-[3 R T: Fork Conditions...] 

NOTE: The next stuff should be placed above of the line with the text “:END Case” in it.

--[1 L T: Show Message...] Here you input the question ‘Do you want to withdraw the item?’.

--[1 L T: Show Choice...] Leave it as it is, or change the text a bit. This will create 2 options.

NOTE: The next stuff is from the “Yes” choice.

---[1 L C: Change Variable...] Select the variable of the item. Click on the white dot left of the -.

And by “Operand” you put the number next to “Set” to 1.

---[1 L C: Change Item...] It should be “Add Item”, select the right item, “Operand” should be 1.

---[3 R C: Goto Label...] The number must be the same as from the label above of the fork.

NOTE: Don’t put anything between the “No” choice and the text “:END Case”.

NOTE: Now you only need to repeat this stuff for other items.

Well, that's it. With this example you should be able to create a Bank System for a Database with lots of own items. Just follow my tips, and then it's a piece of cake!

If you have any questions or comments, just mail me at Michael_Chandra@Hotmail.com, or go Gormash's forums at Gormash.net, register, and ask me and the entire group of members. See ya!

Sincerely,

Michael Chandra

