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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light patterns or
flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing video games,
including games played on the PlayStation game console, may induce an epileptic seizure in these individuals.
Certain conditions may induce previously undetected epileptic symptoms even in persons who have no history of
prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior
1o playing. If you experience ény of the following symptoms while playing a video game - dizziness, altered vision,
eye or muscle twitches, loss of awareness, disorientation, any involuntary movament, or convulsions —
IMMEDIATELY discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation game console to a projection TV without first consulting the user manual for your
projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen.

USE OF UNOFFICIAL PRODUCT:
The use of unofficial products and periphnrals’ may damage your PlayStation game console and invalidate your
console warranty.

HANDLING YOUR PLAYSTATION DISC:

» This compact disc is intended for use only with the PlayStation game console,
* Do not bend it, crush it or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other source of heat.

= Be sure lo take an occasional rest break during extended play.

» Keep this compact disc clean. Always hold the disc by the edges and keep it in ils protective case when not in
use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use
solvents or abrasive cleaners.
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Eﬂu become the creator of the universe, giving eternal life to a world of nothmuntﬂu
; Tt is vou who will breathe Etﬁ: into this world and pen an ¢pating tale.
You are¢ limited only by vour imagination.
IDilLdt be a legend, a myth ora drcam?

= hat will be the world in which vour story unfolds?
AL I0hat fate awaits your hero!

Biva Evervtbing is in vour bands.

a8 Yes, you are the creator of the universe!

SR T U e O ies RRPRs nes aumnrnaxes PRlERs s 13 103 nungazsts solil 3
Controller Operation.... il
Overview of the Sampiﬂ Game PSRN SR

Fiow of Game Creation ......uvixsesses 8.7

How to Start the Edit Screen ......iooaummmmsmunsismnamn: 9

SR VR 1 ety e | RER i , 10

{0 4 BT L R QR . S

About the Memory Card .........ooenninn cwinmsisisniimres g, B

AL R T P R R S S e
FARE  Royalty=FIEe LICBNSE ......cceeiscicssasssmmsssssssonmesreisnsncasensnsssisat 09
W CUSTOMEBE SEIVICE ...uouesesesvnsensesssss iubibhssnubisintanssiaeressssniviasis | FVE ) SeU 1S

B8 - SCANAMI0 Data ......oveoseneeeresmremsmmsimssiasesassanssnta BOOKIE (AL LR
SEBNIME MaKer......oovesscomvaimusdsraniais GGG e BOOK 2 == 27 T4




dr W— |

STARTING

---

Top View

156 ng or remmring a compact disc. oy
j disr: and close the Disc Cover,
olless and tirn on the PlayStation game ~ RESET BUTTON==0

sen instructions to start a game. _ -

POWER BUTTON-——— ‘ : j;_ ~OPEN BUTTON
= POWER INDICATOR %- -~ DISC COVER
| AR o1 e : 1 ]

—EElsuTToN  IGEEBUTTON— CONTROLLER PORT
- ElFI"I'ﬂH _Blﬂ_.TﬂH—-— : 5 E MEMORY CARD
. T T - ol SL&T 1
@ “MEMORY CARD
g SLOT 2
=

! —iNlesutToNn  IGEMBuTTON
L‘——mBUTTﬂH mﬂurn:m—-!

START e o |
Bi.ﬂ?l’l]ﬂ-:g—. e
an g

BUTTON

: nmzjnuuu

BUTTONS

¥

Bkl iy~ &

L]
B B i Y

= b

3
i ANALOG BUTTON-——— mnuwﬂu-—--_-g

S

r— |
T
byl — %
e
B
5
1

o



£ e e Rt ke et R L
e PSS -

RPG Maker is operated via a cantroller (please refer o
the diagram on the laft for information regarding
buttons and their functions). Additionally, Anime Maker
can he operated with & mouse (see pg. 27 Book 2).

DIRECTIOMAL BUTTONS

These buttons are used to select various commands, or
to move the cursor in the [Edit] screen. They are aiso
used to increase/decrease values, or to select lettars in
the text entry screen. During the game the player moves
the main character using the directional buttons. The
character moves in the direction corresponding to the
directional button pressed.

! BUTTONS

These buttons are used to automatically select map
parts in [Field Edit]. When creating a town in [Field Edif],
you can use these buttons to jump to the town you have
created before. You can also use the NS/ buttons
to engage the [Auto Fix] setting, which automatically
corrects map parts when they are placed in [Dungaon

select letars.

L R1 B BUTTONS

These buttons are used to erase map parts when
creating & dungeon map or field map using the [Map
Editor]. When creating a town in [Field Edit]; you can
use these buttons to jump to the town you have created
befare, The button performs the same function.

START BUTTON / SELECT BUTTON

When creating a dungeon map or field map using the
[Map Editor], pressing the Start button displays the [Fart
Selection] screen. It RPG Maker, the Select button (&
never used alone.

ControLLer Orerarion

Edit]. In the text-entry screens, [Auto Fix] can be used fo.

oo i "'l-n--_,__,__! — ity gﬁmh‘t Iﬁ"‘"_:
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i BUTTON ‘
Press this button to confirm commands in the Edit, or text- l
entry screens. During the game, this bufton is used to
allow the main character to check on something.

@® BUTTON

This button is used to cancsl various commands. It's
also used io return to'the previous screen after
canceling the selection you've just made,

@ BUTTON
In the [Map Editar] for [Field Edit] and [Dungeon Edi],
pressing this bution open the Command menu,

(®) BUTTON :

This allows you 1o tdelete or re-gdit the event contents
being set in the event contents setfing screen. When a
cursor displays on the event number, press the e button to
edit the event contents. Pressing the (B button again will
resume the creation of a new event. This function can be
used in the [Scenario Edit]. '

COMBINED OPERATION :
RPG Maker provides a feature that allows users to perform
operations using a combination of buttons. These are
described befow;

START BUTTON + SELECT BUTTON + HSH + XN
Reset the test play

L

(®) BUTTON + DIRECTIONAL BUTTON
Scrolls the screen mare quickly in the Map Editor
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~ Overview OrF The Samere Gave™

"'-.'-'i:' ' : 4
 entitled “Gobli" is available in RPG Maker. Playing the sample game allows you to understand the i

ns of RPG Maker and what kind of game you can create with it. Before creating an original game, we '
hat you play the sample game.

o Tl i
=W OF THE SAMPLE GAME g
ot Gl 3r is Gobli, who is & Weakling in the RPG-series games. His wish is to become a Boss and fight the
/8 35, ¥ Fhl vish be granted? Playing the sample game gives you the basic knowledge you'll need to create an RPG
§  game of your owi. It also helps you understand the key points of game creation using RPG Maker. Select [Sample] and
ass the €9 hution to start the sample game. '

R i i

e the U Id - .
= - 1 stage, then the Lower ez '.
% dAWorld is the backstage. e et

T e e Y L e e T

i

Tha&aimp!argmﬂa '_':Enhii" lets you learn the basics of game creation in a fun manner. This should help you
“understand the workings of RPG Maker,

1
|
i



LOADING THE SAMPLE GAME
To view the sample game data, lpad data =~
using {Load Sample], Loading the sample game
will overwrite any game data you're currently. ¢
creating. Be sure o save any game data you have
been creating before Iﬂadmg the sampie game,

ou can make games like this in 4
i Maker! Try playing this sample T3
game. It has lot of information ;.
lyou can use ta create your own
| . Read the Game Manual to

diearn more iﬁuuf game GFEEtIﬂﬂ
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‘"J - J‘ " J" - --.-. *H ;J# * Ji .--‘II-‘.. .- .I-I

it =
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CHANGING THE SAMPLE GAME DATA
Not only can you view the loaded sample game, you
can also edit it. Use this data as the basis for creating {8 e
your game. For example, if you wish to change the data [BELCTRE LU ESEEEEEE HEe S|
for the main character in the sample game, load the o iy, 8 £ B R PRl S
sample dat and sslect the charadtoryou wish o« IS ETH E s e suaes
changs in [Character Edit], If you're not familiar with e quip.
this function, try changing the character's name first. 3 DEF o Lawel e e |
Use your creativity to edit the sample data in many -; mt‘ Magic Leve! i
different ways. e i ‘Ernhm -
8 Eiiot _m; =1
LH.{:I:
; H EEF




i ﬁeatmg our game, it's important to understand the tasks involved in the process. You can basically
_,i’gﬁm butif this is the first time you have used RPG Maker, we racommend following the steps fisted below:
_ .,:‘i_‘fﬁ i 30

ﬁ?ﬂ l%‘IE.\ ABOUT THE CONTENTS OF THE GAME THAT YOU'LL BE CREATING. YOU CAN CREATE THE GAME
VIOOTHLY Hnwmﬁ SUME ROUGH IDEAS ABOUT THE SCENARIOS, CHARACTERS AND MAP SETHHES IN ADVANCE.

{ERA -'.r'.-; E]S,m-w[ Wﬁ,L APPEAR H ?HEWE. HEHE YOU'LL CREATE EACH MONSTER

i il
S

T 'ITE!{S UﬁED INTHE EAME HERE YOU'LL CREATE THE ITEMS CARRIED BY THE CHARACTERS, AS
HE EEEJEPMENT AND TRANSPORT USED, BY SPECIFYING THEIR TYPE.

6. ﬁFIEhTE THE HM}IE USED IN THE GAME, SET THE APPLICABLE ITEMS, SUCH AS [EFFECT] AND [MP], THEN
‘GHEATE ACCOMPANYING GRAPHICS. HERE YOU'LL ALSO SET THE USE OF SPECIAL ATTACKS.

1 "

7. CREATE THE MAPS THAT PROVIDE THE ENVIRONMENTS FOR THE GAME. WORLD MAPS ARE CREATED AS |
[FIELDS], WHILE ROOM INTERIORS AND TOWNS ARE GREATED AS [DUNGEONS]. YOU'LL CREATE EACH MAP
BY COMBINING A NUMBER OF PARTS. |




8. CREATE THE COMPONENTS THAT MAKE UP THE GAME'S SCENARIQ. HEHE YOU'LL CREATE EACH E"-I'EHT
/ BY COMBINING THE EVENT CONTENTS STORED N THE SOFTWARE.

9. ONCE YOU'VE FINISHED CREATING THE GAME, RUN A TEST PLAY AS THE FINAL STEP TO CHECK THE OVERALL

BALANCE OF THE GAME. YOU CAN ALSO USE THIS FUNGTION TO CHEGK YOUR PROGRESS, SINCE TEST PLAY CAN EE
l RUN AT ANY TIME.

{!
f
1

|

NOW YOUR GAME IS COMPLETE!




EDIT *

Seleﬂmg [RPG Maker] from the main game screen dlspia m& SCreen you
sge in the screen shot on this page. Select [EDIT]. Selacting [GAME] wﬂi allow
you to play the game you've just created, or choose [HEII%H} if you'd like to
go back fo the Main screen.

EDIT MENU
The Edit menu includes [System Data] and [Scenario Data).
[System Data] is used to create characters and maps, while ¢
[Scenario Data] is used to create events,

| ¥ S - L - P
Monstar Opoearanca
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CONFIGURATION

Here you can set things such as the cursor speed and BGM, as well as the sound effects used during the game. Simphr
move the cursor 10 the item you wish to change, press the @ button and change the value or item setting,

Use Configuration to set the ideal environment in which to create your
game.

' EDIT
Gursor Speed
= You can change the speed at which the cursor maves while you c:mate
i your game, (3) is the default setting. The larger the number, the slower
the cursor movement will be,

ﬂnlh;:lun ﬁuund .
o i You can change the BGM that is plaved while you create your game. if 0
¥ is selected, no BGM will be played, There are a total of 35 difﬁ:ﬁnt BGM

selections,

Sound
Make a selaction between eithar mono or stereo, depending on the TV you're using.

GAME

Collision Sound

Set the sound effect used when the charactar hits an impassable saction, such as the edge of the map. You gan set the
dﬁswed fsuumi effect by selecting the corresponding number with the directional buttons. There are 73 sound effects to
choose from

Message Sound
set the sound effect used when a message is displayed during the game. You can set the desired sound effect by
selecting the corresponding number using the directional buttons. There are 78 sound Effeﬂts to choose from.

Level up Sound j -
Set the sound effect used when the character increases their level during the game. You can set the desmad Lo § g—
sound effect by selecting the corresponding number with the directional buttons. Thﬂfe are 78 sound effects (e
choose from. .



e .
1l create the title sereen displayed during the game. Create a title screen that
e 0f your game, since it will become the face of the game. You can enter the

sing [Game Infa].

round graphic for the title screen. When [Screen] is selected a list of graphic names will be |
vg the ctirsor to a desired graphic name, and then press the €3 button to confirm your selaction. A table \\ ,
_:;g;ivha!:kgmunzf graphics is provided on pg. 66. \

RGN that will be played while the tille screen is
hen [BEM] is selected, the names of available

2 displaved. Select a desired tune using the
uttons, and then confirm the selection using the

iple listing the different BGMs is provided on

{ Coler  [Stars
4 Place. Sky
| Effect Country
Y I R Preview Mazic Symbol
figr oF not to display the name of the title on L upid Bricks
i plgct [Text], then choose YES or NO.
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PLAGE

Set the position on the screen in which the title name will be displayed. Select [Place], choose Tﬁp, i
Center or Bottom then press the #9 button to confirm the selection. The text display positions are shown on the
right. [Place] cannot be set unless YES has been selected in [Text],

You can combine this function with [Effect] to create many different

" variations. | E

¢ EFFECT "

« Set how the title name will be displayed. Selecting [Effect] displays a Lo

& list of effects. Select a desired display effect from the gight Typ_em_ A %
PREVIEW 5

When the necessary items are set, check the ftle you've just
created, Select {Preview] to do so. To exit the preview screen, press
the €9 button,




dﬁ, decide whether or not to 2nable the items described below. Setting these
' [{iﬂ] or [OFF] changes what can be set in each editor. To change the setting, simply
e :'*b-_é.;_‘-i;- t_u the item you wish to change and press the 3 button.

Rt

- Decite whe! fier or not to use Special Attacks which consume HE Setting this item to [ON] enables the set’nng of
[Tvpe] in [M: Mag lr: Editj Special attacks are similar to magic, except that they consume HP instead of MF

M DEF | ﬂﬁ]‘@lﬂiﬂﬂ;& to magic (Magic Defense). Setting this item to ON enables the setting of [M DEF] in Character
it, Skil E:Iit aznzl Manster Edit, ?

"'_ﬂirhﬁm@rﬂr not to use the abilities specific to skills. Setting this item to [ON] enables the sattmn of [Abilrty] in Skill
t. Bee _pg. 33, for a list of abilities.

Choose wh : 'fnir not the probability of the monster's appearance will be set automatically for each dungeon or
ma_; l}ffﬁ‘ i [}aﬂ Ghzmgmg this s&t!mg changes the contents of the EM;mster Appearanﬂe] IMEAL.



g PARAMETER NAME | '
¢ . You can change the name of each parameter. Changing the name of & parameter (such as by changing
Magic to Spell) changes the names of all related parameters. To change & parameter name, seleet a ]iarametﬂr
and enter the new name.

SELECTING A PARAMETER |
First, select the parameter you'd like to change. Move the cursor to the parameter, then press the €3 button. The text- |
E"ti!? sereen will be disptayed. Enter the desired name. The procedure used to enter textis explained on the next page. ':'|

The new parameter name will also ba reflected in the
Edit menu,

TﬁBLE_ﬂF PARAMETER NAMES
STR - Strength

DEF - Defense

STA - Stamina

INT - Intelligence

AGI - Agility

Luck

Level

Equip - Egquipment
Magic

S ATK - Special Attack
Item

HP

MP

Attack

Guard

Gold

EXP - Experignce

M DEF - Magic Defense
Magic A - Class A maagic
Magic B - Class B magic
Maagic C - Class € magic
None - No class magic

NOTE: For [MagicA] through [None]. also see the table on pg. 41.




B RS R  ° S TR ENTERING LETTERS, L2

2 field in which the registered text is dlsplayerj and the one in which the
% displayed.
is used 1o select [etters.
I %i&&ﬂn switch between the two text-eniry modes and exit the text-entry screen.

ADJUSTING THE CURSOR POSITION, L1

When the button is pressed, the cursor in the text-entry
field begins to flash, indicating that it can now be moved. Use
the lefi/right directional buttons to move ihe cursor within the
field. To create a space, move the cursor oné space of press @

AECDEFGHI JKLMNOSE Irelat- N Sl

g
A

Pressing the sutton switches to the ﬁe!r;r Selecta

[129008TE008% 1 | Jetter and confirm the selection using the (9] button. Note: The

JEILECY " TR w5 : Ha L ©  selected letter will be entered in the L1 text-entry field.
B2y L7 _—4=880 i

R e

The text-entry procedures explained here apply to all edit \Q
SCrEens. _' g




FINISH, R1

When [FINISH] is selected, a message will be displaved asking if you wish to update the data. Selecting
the appropriate button closes the text-entry screen. You may also press the Start button to exit the screen.

If you should have second thoughts, press the @ hutton to cancel the command.
INSERT, R1

You can use the &% button to switch betwean the two text-entry modes. In the INSERT mode the selected letter will be

inserted at the cursor position. In the REPLACE mode the letters behind the cursor position will be replaced with the
NEW ONes.

PASTE, R1 |
Used to enter the lettars registered with [COPY]. Selecting [PASTE] pastes the letters displayed in the upper window
of L1 into the text-entry field at the bottom. Also, you can paste the names of Characters, Dungeons, Towns,

Monsters, ltems, Magic and Skills which you create using each of the [Edit] modes.

e COPY, R1

& Select [COPY] and enter how many fatiers you wish 1o
copy from the cursor position. The copied leters will be
dispiayed in the upper field of L1,

hz2sssezss0se\ >
a1 o e 8
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MAGIC EDIT

In [Magic Edit], you'll create the
= AR Mapic and Special Aftacks the
B e characters use by consuming their MP and

HP, respectively. The following explains the

Tiove i tems you'll need to set in order to create magic. )
e e F : bR i
e EDIT SCREEN COMMANDS X
it Select [Edit] from the command menu displayed when \

[Magic] is selected in [System Datal. The magic list screen
will be displayed. For the command menu itams, including
[Edit], ses the table shown below,

""" "8 The edit commands explained here apply o all edit scraens.

© momTIrTe s m’ -

PETTTAR

e

s
et

ﬁ.lf'ffE-.. ) the destina
‘manic will move to

| Copy i
T G Select this command if you'd like to create multiple sets of
d .%&ﬁfsmn}mand i£ you'd like to create a new Item, magic having the same content. Select the magic you want
* Magic, etc., or fo edit an existing item. Selecting [Edit] to copy, then select the number under which to create a
- displays the Ff]_'@?ﬁ'_list SGreen. copy. Copying will begin. :
Move T TR
the maai g ir_;mwrg the magchwtﬁBiIEﬁMm the cursor to the magic you wani

Button: The magic will be

on, and press the €9 button, The £ delete, theri press
i s =N '1'-."'E:,____ ; - ; | ]
Delete All
Select this command If you'd like to delete all magic
creations, Selecting [Delete All) displays a confirmation
message. Select the appropriate button,

MEM

At the top of the screen, there is [MEM#&#] and [MAG##], MEM indicates the overall capacity available, ¢
which is not currently used by system data, MAG (Magic) indicates the remaining number of magic that

can be created. MAG will be replaced in other edit menus with the following;

Item edit screen - ITM

Character edit screen - CHA

Monster edit screen - MON

Skill edit screen - SKi

Main Characters, Skill and Monster Edit screens, which will be described later

i

*Jﬁé’%& of these commands is the same as for those corresponding commands displayed in the ltem,

L



Eelecnng [Edit] from the command menu displays the magic list screen, In this screen, select A ﬂl]l‘ﬁhﬂ!'
denoting No Data and confirm the selection using the €8 button. The maaic edit screen will be dlﬁﬂiﬂyﬂife

You can create 230 types of magh:: in the M:agin Editor. ;1_' _

S - — 1T
:_Eﬂ ﬁ"'ﬁ Inf ""t B-“' o Here is where the name of the magic wil be entered. The
21 Mega smash  Inflict Damage =8 name assigned here will be displayed during the game as
it o Exrlnﬂm = Ini‘lmt ﬂml' o the name of this magic. Moving the cursor to [Name] and
28 Slumber ' Sleep ~ & pressing the €9 button displays the text-entry screen. See
| 28 Green ﬂhrm Rurma:r !-F = pa. 15 for text-entry procedures.
' 25 ﬁ'ﬂlﬂ In‘fi.llr-t Bm:ﬂﬂ'--'ii-:"“-é:

ad bl : i w1 THPE R |
i E H“Er ﬁ::n H‘ -’-"t-j't?'_': g Before setting this item, set [Special Attacks] to i]ﬂ 1 g e

e “. Hﬂ e [Gameplay Edit). Here yﬂu'll decide whether you're
A eSS Creating a Magic that uses MP or a Special Attack that
Lses EP After selecting [Typel, select Magm 0r 8 Spemﬁl
Attac '

_r-'--—

Effect

Here you can set the effect of the magic. Selecting
[Effect] displays the menu of magic effects. Select a fhdte, :

desired effect from the menu and press the €8 button, @ 2 Inflicet Damage

You can check the magic effects listed on pg. 67. B i ﬂ:::“;’,f:“
4 9 Cure Silence
i & Cure Confuse
{7 Cure Sieep
8 Cure Paraluze



Use of MP {(HP)
~ This item sets the value of MP, which

15 reduced when the magic you're now  °
editing is used. To set the MP valug, move

§ the cursor to [Use of MP (HP-When Special

L Aftack is selected)] and press the &8 button, Then,
simply enter the desired valie,
(Screen 19-1) A maximum of 99 points can i;t. sel,

E S

Tn:pll
Effect I+
Use of WP

o015

g damage (in the form of penalty points) & e
set__%h&_.degreemwhiuh the value will et e

: Class (Magic Class)
Before satting the class, set [Use of Class] to ON in
[Gameplay Edit]. Moving the cursor to [Class] and
e ] 8  pressing the &8 button displays the class menu.
Tupe. T | Select a desired class you'd like to assign. The
Effect [ InfLicy Camadga -~ S magic class is related to the monster class, For
Use of WP Y S example, when a player uses Class A magic on a
P e o e R e S8 monster which his Magic Class was set as Class
¥ TEEEErE e B maaic in [Monster] Edit {refer to page 41), that
R iR # monster will get more damage.

Sruphics E-H“."_i“_q : |f Class names can be changed in [Parameter
Mmesien | iGN 1 ' Name].
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-

Range ' 4
Set the range within which the magn:: hecomes effective, Selecting [Rangg] ﬁ:spla}“s the Ranga meny, %
: _ _ i Select a range from the menu. [Single] means the nfagit .
is effactive against un!y one enemy; [Grotp] against & b
enemies of the same type; and [All] againgt ali enammﬂ

Graphic
From here, you can create animation that is dtspfa;f&ﬁ
when magic is used during the game, Animation may M,
"8 consist of three action stages: the first, sacond and third.
7o craate animation, first move the cursor to [Graphic] agq,
i press the € button. This displays the Animation Edit
screan, which is explained in detail on the ne:-:t page_

r =y . roey o .
L i B e g e SR e g gt e+ e e b e

Use the sampie se! until you hﬁGﬂH’IE Eamﬂiaﬁ* with tlm
procedure.

- - cadie 1hid I's e A [ i [ 3
Y e e i ror—
= :'_--\.-\.-nw-c-rw.hl.h.-, ﬁkﬂilﬁ-ﬁtuhhf- S e r'- = = - . . : s
H! ] P ] L S S e ¥ O

i T



I You create [ nimation by setting the graphics and movements for each action, Three
action stages ranging from 1 through 3 are available, but you don’t nead to set actions for all. You can

1ecK the current action stage by the position of the bar shown in the upper lefi-hand corner of the screen.
 the sample animation data. In all, 16 data sets are available, }
om

k5 3? ; i _:I_IE_.II'I'II',IE‘I'_ corresponding fo the desired animation graphics. In all, there are 30 different patterns fr \
i3 which fo choose.
4 4 You carn set different movements, such as various fades, Flash and Fall gpart,

oAy *mnﬂjeqity the size of the animation graphic &t the beginning and the end.
* 6: You ¢an specify the position of the animation graphic at the beginning and the end.
7: You can set the animation graphic in shaking pattern or turning pattern.
| 8: You can set the pattern of turning movement, as well as reversing.
- 8 You can set the number of animation graphics and their arrangement.
:  Effect 1 - Only one animation graphic
Effect 2 - Two animation graphics horizontally
 Effeet 3 - Three animation graphics horizontally
L Effeet 4 - Two animation graphics vertically
- Effect & - Three animation graphics vertically
| can set sound effects for the animation, There are 78 sound effects in all,

e

i
= ;

10

4

= v e T




SETTING THE ACTION 1 THROUGH AGTION 3

TABLE OF MESSAGES

Summon ~
Enchant ~ !
Invoke ~
Charm ~ |
Gall Upon ~ !
Hurl ~
Project ~ !
Radiate ~ !
Emit ~ !
Discharge ~

Selecting an action nuniber enables the menu for setting the movement in animation, Use this menu o
set the size and position of the animation. You can combine these effects as desired. When the satting is
complete, press the @ button to return to the Magic Editor,

== The more actions you set, the more complex the mw&ment'__ o

-|..=;_

Gather ~ !

Command ~
Exhale ~ !
Release ~ !

Raise ~ |

Call Forth ~
Beckon ~ !

Awake ~ |
Ignite ~ !

will be.

MESSAGE : i
Finally, set the message to be displayed when the magicis |
used during the game, Salecting [Message] displays {
Message Menu, Select a desired message, The table below
lists the available messages. .

Set a different message for each magic and spacial move.

%1ﬁ Eatae = 1

-F'lsﬁ ﬂ-ﬂ! Fnrtl: |



L i.ih_:;g&ain a variety of items used during the game. You'll also create special
Fﬁ:};pgrt__and Key here. The following explaing the procedure used to create items:

;féy’_stem Data]. From the command menu that is displayed, select [Edit]. For more |
ﬂ;&igi;_nﬁpaﬂds- in this menu including [Edit], see pg. 17. 24

G THE EDITING ITE | N
it] from the command menu displays the item list screen. From this list select a number denoting No Data
éﬁéﬂ‘ﬂﬂhﬁ" using the ¥ button, The [item Edit] screen will be displayed. You can now edit & new item,

L~ N i =

A maximum of 250 items can be created.

o = A Fuem oo ‘.“.:_!""— S Selecting [Name] displays the text-entry scraen. Here, enter
o BT B R the name you'll assign fo the item. Enter the name by
i R T B LR following the same procedure as explained on pg. 15.

- SDismond | Accessary

1. 6 Blimp . Tramspart =~

D GET T i e e e R ¢

: Mo data

- Na data

—



TYPE
Set the type of item you'd like to create, such as Weapon or Transport. Selecting [TypE] dlﬁpiays a manu
Select the item type from the list. The items you can select for each type are explained beginning on pg. 26,

e T e matate

-&-::]‘“ gz:"‘ § " Decide whether or not to make the items sellable at a store {&&&
3 ILEIA.-““ g : g = po. 14 Book 2). Move the cursor to [Sel], then press the €3
 Bta mor el hutton. Select YES or NO. The selling price will be half the

. Qurse Shield Key : [5
i NN Food amount set as the purchase price [Iﬁ [Gold]).

‘Iﬂ i.-: ._.;#EEEEEEW Lol iactlind ; |

e STATS '
=& Decide whether or not to display the contents of the effect of 'ihi}
i¢ selected item when the list of items belonging to the character is

=l displayed during the game. To use this funclion, Sﬁlﬂﬂl [S’tats] prtss

= the @y button and select [Hide] or [Show].

| The effect of an item can be checked using the [Check ltem] niagic.



not to allow the character to drop the item during the game. Select [Drop],
on and select {Able] or [Unable},

|f [Unable] is selected, [Drop] can't be
 executed during the game.

7 Name - | e GOLD

t Fapw o Fa % In[Gold], enter the price the player must pay during the
5T -7 e R i S game to buy the item at a store. Select [Gold], press the &3
Status _ ' pm————  Dutton and enter the desired value. The price will be fixed.

I{H T!lﬂ P e P e 8 You cannot enter a negative value,

BREAK
In [Break], set the percentage for which an item
has & chance to break. For axample, setting the
break percentage as 10% means the item will
break and be lost after it's used approximately
S g B 10 times. The larger the break percentage, the
Bl S fewer times the item can be used. Selecting
aph s ¢ [Break] displays the menu used to set the break
ﬂ‘?"“ o percentage. Set the break percentage by
Lol (00NN : choosing the desired value from the menu.
4 Magic : s i o
The smaller the break percentage, the longer the
itern can be used.




ITEM EDIT
ITEMS THAT CAN BE SET BY TYPE

The previously explained items are set with the same procedure, regardless of their type. The following explaing
the items that are set differently, depending on their type. See pg. 24 for [Type],

WHEN WEAPON 15 SELECTED

Graphic

set the effect graphics used when the character attacks
an enemy during battle. Selecting [Graphic] displays a
iist. Choose the desired effect from the list.

Curse *

Decide whether or not to make the weapon removable
from the equipment. If the weapon is cursad, it can't be
removed from the equipment. Select [Curse], then YES
or NO. If & Cure Curse magic is created, the player can
remove the curse when vou use the magic.

Class

You can set the class of weapon. Select [Class], then
choose a desired class from the Class menu. This class
is refated to [Class] in [Monster Edit],

Magic

During battle, the weapon releases the specified magic
when &n attack command s executed from [EQUIP] if it
is 50 equipped, or when used from [ftem] if the weapaon
is held as an item.

Who

Set the characters that can be equipped with the
weapon. In the character list displayed from [Who],
select a character using the left/rioht directional
buttens, then indicate whether or not they can be
equipped with the weapon using the up/down
directional buttons,

Attack
Set the offensive strength. Select [Attack] and enter a

desired value. This [Attack] will he added to the
equipped character's [Attack].

s |
Decide whethear the attack can hit an enemy or enamies ,
once or twice at 4 time. You can increase the number of i
attacks allowed by selecting Attack + 1 from [Ability] in t
[Skill Edit].

Range

Set the range within which the weapon is effective.
Selecting [Range] digplays a4 menu. Set the range by
selecting {Single], [Group] or [AI,

Curse *

Decide whether or not to make the
armor/shield/helmet removable from the equipment.
If the armor/shield/helmet is cursed, it can't he
removed from the equipment. Select {Curse], then choose
YES or N0 If a Cure Curse magic is created, the player can
remmove the curse,

Magic

During hattle, the armor/shield/helmet releases the
specified magic when an attack command I8 executed from
[EQUIP] if it is so equipped, or when used from [ftem] if the
armor/shield/helmet is held as an item,

Who

Set the characters that can be equipped with the i
armor/shieldmelmet. Selecting [Whol displays the character
list. Select a character using the left/right directional
buttons, and then indicale whether or ngt they can be =
eguipped with the armor/shield/helmet using the up/down
directional buttons.



ng power of the armor/shild hielmet,
tﬁu d} and enter a desired valug, The value setin
%ﬂ] will be added to the [Guard] valuz of the

W "_u ACCESSORY IS SELECTED

Effect

| Saﬂh
BeL wfﬂl the accessory. Szlecting [Effect] displays a

' i m&ntl ﬁ%ﬂngiﬂa settable abilities. Select the desired ahility.

ﬂf ability that will be manifested when

Nothing
: N effect
- MDEF
. Inerease or decrease Magic Defanse
~ Attack
increase or decrease Attack point
- Magic GRD
Set the Y% of Magic defense. Use this effect,
youl can create the aceessory which never
i 'gjei&ény magic damage if equipped.

Hﬁﬂﬁi‘ﬂfﬂ&nr?as&* Guard point
éwz u’fﬂaﬂmﬂsa Magic A point

Incre ﬁmdei:mm:ﬂm'pnfn’t‘ =
M&g B

increase of decrease Magic B point
Luck

Increase or decrease Luck point
Magic C

Incraase of decrease Magic C point
None

Increase of decrease None class Magic point

' NOTE: Differences between M DEF and Magic GRD - M DEF will increase or decrease of Magic
Defense (+ () - 9999). Magic GRD sets the % of magic damage you can prevent. If you sel 50%, as

Curse *
Decide whether ar not to make the accessory remavable
from the equipment. If the accessory is clrsed, it can't be
removed from the equipment. Select [Curse], then choose
YES or NO. If a Cure Curse magic is created, the player can
remove the curse.

Magic

During battle, the accessory relzases the specified magic
when an attack command is exacuied fram [EQUIP] if it is s0
equipped, or when used from [ltam] if the accessory is held
as an item.

Who

Set the characters that can be equipped with the accessory.
Selecting Whe) displays the character list. Select a
character using the left/right directicnal buttons, and then
indicate whether or not they can be equipped with the
ACCESSORY usmg thee lfpmﬂwn directional buttons.

gt

" Value

Set the amount by which to change the value of the ability
specified in [Effect]. Select [Value], enter the desired value,
and then press the &% button to confirm the selection,

= long ag you equip this aecessory, you can prevent 50% of any magic damage. If you set 100%, you

can create an accessory that will prevent alf Magic damage as long as player has if equipped.



WHEN MAGIC IS SELECTED
Magic

You can create an item capable of inflicting specific magic damage. Select [Magic] and set the desirec
magic by making a salection from the list.

WHEN CURE IS SELEGTED

Cure
You can create an item that enables the character to recover their HP or status. Selecting [Cure] displays & list of

selectable items. Select the desired effect,

= e : ¥
T L e g o~ E - e

Value .
If [HP] or [MP] is specifiad in [Cure], set how much the HP or MP value will increase. Select [Value] and enter a value
to be added.

WHEN TRANSPORT IS SELECTED

Type

Select the type of transport item, Bring the cursor to [Type] and press the &3 button. You can now choose [Roat] or
(Blimp]. it

WHEN KEY IS SELECTED

Key

You can create sight types of keys, from A through H. From the list that is displayed when [Key] is selected,
choose a desired key and confirm the selection by pressing the &9 bution.

WHEN FOOD IS SELEGTED

Food

A Food turns into an item capable of changing the character's ability. Selecting {Food] displays 2 list of specifiable
ahilities. Specify the desired item.

Effect
Set the amount by which to increase or decrease the valug of the ability specified in [Food]. Ghoose [Effect] and enter

the value to be added or deducted. You can set a negative value.

STR - Strenath AGI - Agility

DEF - Defense Luck - Luck

STA - Stamina M DEF - Magic Defense
INT - Intelligence EXP - Experience

Only level up or this Food can increase characters' ability.

* To remave from the equipment any item cursed during the game, use a magic that releases it fram the
curse feure).
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161 Fﬂ you'll create main characters in the game by setting paramaters such as
il |1|sr fﬂllmlﬂng explains the procedure used to create the characters,

lﬁl‘iﬁfﬂﬂfﬁﬁ] in ['?!iﬁh?:m Data] displays the command menu for [Character Edit]. Selecting [Edit] :
ﬁisplays the main character list screen, where you can create a new character. See pg. 17 for other \<
: I

h

b}
START PARTY
Spzcify the members of the party with which the game will
start. Selecting [Start Party] from the command menu displays
the member selection screen, Move the cursor to a member
number and press the &9 button. You can naw select members
who will form the party. Select the desired main characters.

You can choose a maximum of four marﬂutﬁrs for the Starting
party.

SPECIFYING THE MAIN CHARACTER TO EDIT

To create a new character in the main character list screen,
select a number denoting No Data. The Main Character Editor
will be displayed, with which you can create a new character.

& To edita main character you've already created, select the

number: Eufresgunﬂing tu that r;haranter

s
al: 2 I'"H"'ﬁ'." THN



Enter the name of the main character. You can enter a maximum of eight letters for each name. See.
pe.15 for a detailed explanation of the entry method.

SKILL

Specify the skill of the main character (see pg. 33},
Setting a skill enables the setting of spacial abilities and
valuas applicable to the skill, Selecting [Skill] and
confirming the selection displays the menu used to
speciy the skill, From the menu, set the Skill you'd like to
assign to the main character.

See pg. 34 for a table of special abilities available for each skill,

TABLE OF ITEMS THAT GAN BE SET

STR - Strength

Each time the level of the character increases, the value of
the character's [STR] parameter increases by the valus set
here. This setting is related to the charactar's attack power,

DEF - Defense

Each time the level of the character increases, the value of the character's [DEF] parameter increases by the
valug set here, This setting is related to the character's defensive power,

STA - Stamina
Each time the level of the character increases, the valie of the character's [STA] parameter increases by the value sat
here. This setting is related to the characler's HP value.

INT - Intelligence
Each time the level of the character increases, the value of the character's [INT] parameter increases by the value set
here. This setting is related to the character's MP value.

AGI - Agility
Each time the level of the character increases, the value of the character's [AGI parameter increases by the value set
here. The higher the set value, the easier it is for the character to escape the battle.

Luck
Each time the level of the character increases, the value of the character's [Luck] parameter increages by the value set
here. The higher the set value, the less likely it is that the character will fall prey to an engmy's attack.

M DEF - Magic Defense
Each time the level of the character incraases, the value of the character's [M DEF] parameter increases by the
value set hiere. The higher the set value, the less likely itis that the character will submitto a monster's magic.



‘I!]f: articles with which the character is already equipped when the game is
Ihg [Equip] displays the equipment menu. Specify appropriate items for the
wfma body, such as Helfmet for the head and Sword or Shigld for the hands.

You must create the desired eguipment in aduanc&
using [item Editor].

L orasrammnr e e |tems That Can Be Set

st 18 Head  Items of the [Heimet] type can haequrppaﬁ
e . Body  Items of the [Armor] type can be equipped.
s R = g . R Hand  Items of the [Shield] or [Weapon] types can be
; i.. Hand Llow Usrt X! Equmped
R e | L Hand  ltems of the [Shield] or [Weapon] type can be

fAccess? Ho Eguipmentisy equipped.

: ety Access1 |tems of the [Accessory] type can be equipped.

'Wﬁ“h“ 2 Access? Items of the [Accessory] type can be equipped.
Pu'mr Gald | 153:[!-3 [ ryl ty p

s character's Level for t e startof the |
| ﬂ!ﬂah_ﬂﬂ}f ueofthe @S
 corresponding to the starting S
ar the ,ﬁieyekumn




MAGIG LEVEL
Here you'll specify the level of each magic
that the character can master, Selecting [Magic
Level] displays a list of magic. Choose a desired
magic and press the €3 button. Then, simply enter
the fevel of magic the character ¢an master.

The character will not master a magic for which no
[Maaic Level] is set.

GRAPHIC AND CGLR (COLOR)

In [Graphic], specify the graphics used for the
character. Selecting [Graphic] displays the screen from
which you can select tha number corresponding to the
graphics you'd like to assign the character, Use the
directional buttons to view different graphics, then
choose the desired character graphics. Once the
character graphics are set, select one of the four color patterns for the character in [CLR].

Sixty-gight graphics are available. You can also create your own character in Anime Maker, After you impart the data,
you can choose it here.

HOW TO USE AN ORIGINAL CHARACTER

You can register in advance the characters you've created in Anime Maker {(see pa. 27 Book 2) using [Import] from
[Memory Card]. To use an original character in the game, specify its reqistry number in [Graphic], as explaingd above.



DI (Edit ﬁasqh s the skilllist screen. To create @ new skill, move the cursor to a number denating No \’Qf‘ F
e ':'tl;lHrT n];hg button. !

-l
el et pL
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ng;mx al:nillty you must set the use of abilities to ON in [GamePlay Edit]. Selecting [Ability] !;'JISFJ|EI"!||'S a selection
eleutme desired ability from the window.
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1.

. Reflect Attacks - Enables the character to reflect the attack and inflict damage upaon the enemy,

. HP Drain - Sometimes increases the character's HP value by stealing the HP of the enemy being hit.
. EXP up - Increases the EXP (experience) value gained upon defeating the enemy.

. No Class - fgnores the clagss relationship between the magic and the enemy,

. Random Ability - During batile, the character choose one of Abilities randomly in each turn, therefore, in the

. Al - Causes the character to act according to the situation without accepting commands issued during battie,

. Resist Magic - Causes the enemy’s magic to become ineffective during baftle.

TABLE OF ABILITIES
None - No ability,

First Attack - Enables the character 10 attack before the enemy does.

Treasure Find Up - Increases the probability at which the treasure box shows up upon defeating the enemy,

B ."'I_.. -
=2 ; \:1.. ;

1/2 MP Cost - Reduces to half the value of the MP consumed when magic is used.
2x Magic damage - Doublss the magic damage sustained by tha enemy,
Critical Hit Up - Increases the probability at which a eritical hit occurs.

Battle Heal - Causes the HP value to increase randomly during battle.

Counter attack - Enables the character to attack at an appropriate probability when attacked by the enemy,

Attack +1 - Increases by one count the set number of attacks allowed with the weapun.'

battle, sach turn, the character has different ahility,



l:.i-é: "'a?acter s lavel increases, the value of the character's [DEF] parameter increases by the value )
' ,J?F wiue aﬁ&cts the character's defensive power. A ;']

- Each time the ﬁlarﬂe‘mr s lovel increases, the value of the charaster's [STA] parameter incroases by the value set here.
==.--.: fects the character's HP valuie,

f .' telligence
 time the character's level increases, the value of the character's [INT] parameter increases by the value set here.
Th]; 3lue af {:IE the character's MP u&Euﬂ
gilit

fime | B ﬂfﬂﬁtﬁr s level increases, the value of the character’s [AGI] parameter increases by the value sat here.
_’ r’tha atvalue, the easier it becomes for the character to escape a battle.

Im&‘lh,e gharantEr s level increases, the value of the character's [Luck] parameter increases Dy ﬁ":ﬁ value set here.
| % Q’i&rﬁﬁ&t yalue, the lass likely it (s that the character will fall prey to the enemy's attack,
| M DEF *ﬂhgﬁ: Defense
' ch time the character's level increases, the value of the character's [STR] parameter increases by the value set here.
aftﬂats ﬂm character's defensive power against magic.

o displa /s the setting screen for Special Attacks. First of afl, you decide what level of player can get the
¢ player acquires the skill which you are now creating. Choose the level (of special attack) you'd
4 j ,,ﬁ 4 ' Iist Nspe cial Attacks (magie) you've creatad in advance will be displayed. Select

You have to create Special Attacks using [Magic Edit]
before setting an [S ATK].




CONDITION : '
Condition is a function that allows the character to change their skills by visiting a Skills selection shop
(see pg. 14 Book 2) once a specific condition has been satisfied. In [Condition] you'll set the conditions for
changes in skill. Selecting this item displays the condition list screen. Select the item you'd like to set as the
condition, then press the right directional button. You can now set the specific content for each conditional item.

All items can be set as conditions for changes in skill.

Level -~ M DEF

From Level through M DEF, specify a desired valug as the
condition. In other words, the character can change their
skills when the applicable value reaches the specified

number,

LVL 00, - Level

STR 0000. - Strength

DEF 0000, - Defense

STA D00O. - Stamina

INT 000D. - Intelligance

AGI 0000. - Agility

LUGK D000, - Luck

M DEF 0000. - Magic Defense

Characters :

Specify the characters that can acquire the skill you're now editing, Selecting this item and pressing the right
directional button displays the character selection menu. In this menu you can select the applicable character with the
left/right directional buttons, and switch between O (gligible) and X (nof eligible) using the up/down directional buttons.

Has Item
The character can change their skills only when they have a specific item. Here, specify the item used as the condition
for change in skill. Highlight [Has ltem] and choose a specific item which you ereate using [item Edit]. You have to

create item/s using [ltem Edit] before setting this.

Switch #&# ON _ _
The character can change their skills only when a specific swifch is set to ON. For [Switch], see pg. 9 Book 2.

Has a Skill
The character can change their skills only when they currently have a specific skill. Specify the skill to be set as the
condition. The skill has to be created before setting this item, b



1] }.'nu‘li create data for monsters that will show ug during the game. To place on
'_.I'ﬂll ve created in this editor, use [Monster Appearance] in [System Data] (see

SPEGIFYING THE MONSTER TO EDIT ‘,
Selecting [Edit] from the edit menu displays the monster list
=i screen, To create a new monster, select a number denoting No
; PRty wﬁﬁfﬁ;}’.:amq 8 Data. To edit an existing manster, select that monster.
"2 Forest Fairs W/ 5 i i
1 3 Plain Fairy WV g HP and MP are displayed next to the name of the monster,
Skeheid o wmrop o LU
| IS 37 [ Select a monster number with New Monster indicated next to
s 0 T G it then press IEJE 3 button. The text-entry screen will be
= | Hn da o displayed. For text-entry explanations, see pg. 15.

Mo data
: : 1‘2!



ITEMS THAT CAN BE SET

R R 2
Set the [HP] value, A maximum of 9,999 points can be set for this value. The larger this -.ralue the iarger
the monster's STA value will be,

MP :
Set the [MP] value, A maximum of 9,999 points can be set for this vaiue. The Iargerthls value, the ldrgar the mnns’aer 8
MP value will be.

Attack ! ¥
Set the [Attack] value. A maximum of 9,999 points can be et for this value. The [arger this value, the greatar the-
damage sustained by the main character will be.

Guard
Set the [Guard] value. The greater this value, the higher the monster's guard against physical attack becoemes, {8,
the monster will be less likely to sustain damage from the main character's physical attack.

AGI - Agility
Set the [AGH] value, & maximum of 9,999 points can be set for this value, The greater this valug, the less IIkEly it is
that the monster will fall prey to the main character's aftack.

M DEF - Magic Defense
Set the [M DEF] value, The greater this valug, the higher the monster's guard against magic becomes, i.e., the
monstar will be less likely to sustain damage from the main character's magic attack.

EXP - Experience : _ : . i
Set the [EXP] (experience) value, A maximum of 9,999 points can be set for this valug, which becomes the experience
the main character gains upon defeating the monster you're now creating,

Gold
Set the [Gold] value. A maximum of 8,999 points can be set for this value, which becomes the amount af money the
main characier gets upon defeating ’the monster you're now creating.

=====8 BALANCE BETWEEN THE MAIN CHARAGTERS AND THE MONSTERS
et 1116 gaMe 0585 a good sense of balance if strong enemies appear right after
the game is started or weak enemies show up toward the end of the game.
Consider the attack power and stamina of the main characters, and proparly
;.sretltn:!a strength of each monster by checking the balance through repeated

1al piays.

Make the Boss slightiy stronger than the others,



Aftack/Treasure] displays the screen in which you can set the attack patterns of

items regarding the treasure box. Ten items are available in this screen, including

bl [Treasure] - (Treasura Box Probability). The foliowing explains the procedure used to set
2 ftems set here can be checked in [Battle Test] from [Monster Appearance],

{Abilities] displays the ability list screen. Select the
you'd like to 'as‘sl%n the monster you're now creating.
helow for the abilities that can be set.

The monster will not score any critical hits.

 Critical Hit Up

~ The monster's critical hit probability will go up.
Bouble Attack

Attack twice in one turn.

:I_ Mo eritical Hits

Attack
; ck three times in cne turn.
: " '-';I-lr'.: i .jl" ‘ﬂ"mﬁ aﬂﬂﬂks S it ;
probability that the Monster will miss the

......

L] s 1} ]
I e e

FI‘I image . o - | -um::--lu-hl-ﬂ—“*““-‘*‘*
e monsier's magio ettack power will be doubled.

i

E'f]r aﬁties that are set in [Attack Patterns] will all be the same. For example; when you set
probabilities as; normal attack 80%, Magic 10%, Guard 10% and then [Auto Battle] is initiated, all

probabilities will be changed to 33% each. Only patterns that are not 0% will be affected when [Auto Battle]
is initiated.

B i e i P ir—
ol e

Sy e



ATTACK PATTERNS
Set the pattern in which the monster mounts its attacks, Select the action pattern, then press the right
directional button to enter the probability at which the monster mounts the applicable attack. When &

probability is set for all action patierns, the total probability value should not exceed 100%. : ] :

NORMAL (Direct attack pattern]

Normal Attack - Attacks only as a physical attack.
Charge Attack (normal damage) - Attacks by charging but receives a counterattack of the character being attacked, ;
Poison Attack - Poisons the character who has sustained damage. <.
Paralyze Attack - Paralyzes the character who has sustained damage, '
Sleep Attack - Futs to sleap the character who has sustained damage.
Petrify Attack - Patrifies the character who has sustained damage.
Critical Hit - Immediately kills the character who has sustained damage.

ACTION (Indirect attack pattern)

Do nothing - Does not attack or defend himself.

Guard - Guards himself. The damage inflicted by the character is reduced to about half.

Flee - Runs away from the battle. The character will nof gain EXP from a monster that ran away.
Self-destruct - Self-destructs when the HP value drops 1o half, thereby inflicting damage upon the character.
Steal MP - Mounts an attack to steal MP from the character.

Hide - Hidas himself. Even when the battle ends while the monster is in hiding, the characier still receives the
freasure box and other entitlements.

Magic
Mounts attacks using the magic specified here.

S ATK (Special Attack)
Mounts attacks using the special move specified here,




( 'ptams the setting items regarding monsters other than their abilities and attack
5. Selecting the item you'd like to set displays the corresponding menu. You can use this
* menu o set the contents of the item.

-||-'~I'|'.|

X))
: g classiof the monster you're now creating. Selecting this item dis plays the class menu [MagicA], [MagicB], ™}
il and [None], The classes displayed are the same as those of magic. This item can be set if [Use of E:Eaas} 5 x|
setto oN in [E&mepiay Edit]. ¥

iMFﬂHTﬁHﬁ
H&E&ﬁﬂh&]ﬁ:ﬁ%eﬂeen Magic Class and Damage:
The chart below explains the relationship between Magic Classes and damage.
The ehart explains when the magic class of Monster is set, how much damage the main characters can give to monsters

fﬂt aaﬁh Magis t:las:;

MAIN CHARACTER'S MAGIC CLASS| FOR EXAMPLE; when you set the
Magic A Magic B Magic C None| monster's class as Magic A, Class C
i 50% 150% 100%| magic will cause more damage than
T50% D50 iR T00% Lsing any other class magics.
50% 150% 257 100%
T 100% 100% 100% 100%]
) - Magic Guard

whi 'ﬂrr_mﬁu anable the magic guard value Magic C |
J. This ftem can be set if [Use of Class] is Decide whether or not a Class C magic attack, released

16s q!ﬂ g fromi the main character party, is effective on the monster
i e eyoutiee TIOW CrEating.
MagicA e 1§ It OFF is selected, the monster will not sustain any damage

e whather or nut a EEass A magic from Class C magic.
attack, released from the main character
party, is effective [ON] the monster you're None - No class magic
now creating. Decide whether or not a No Class magic attack, released
If [OFF] is selected, the monster will not from the main character party, is effective on the monster
sustain any damage from Class A magic. you're now creating.

If OFF is selected, the monstar will not sustain any i

Magic B damage from No class magic,

Decide whether or not a Class B magic
et A attack, released from the main character
S party, is effective on the monster you're
e ' now ereating.

If OFF i3 selected, the monster will not
sustain any damage from Class B magic.



TREASURE
Set the probability at which the character receives a treas ure box upon defeating the monster, me the
menu displayed when [Treasure] is selected, choose the desired probability value.

What is Treasure Box? o
The treasure box is a reward the character receives upon defeating & monster in battle. You can specify the ftem A
contained in the treasure box. Only one item can be placed in the treasure box, The character can't receive a freastre
| Dox if all enemies have run away during battle.

CONTENTS ]
Set the item contained in the treasure box. Selecting [Contents] displays the menu used to SDEGIf'_I, an item, Select the
desired item.

GRAPHIC
Set the graphics for the monster. Select [Graphic] and uss the directional bittons to select the manster.

Color
You ca én choose ong of four color patterns for the monster selected in [Gmphﬁﬂ] The color pattern ﬂilanges pach HmE
the %% butlon is pressed,

Reverse

Decide whether or not to use the monster graghics by reversing it 180 degress. .
: LS
Selecting a graphic enters the name automatically. If you
don't want to spend time on name entry, you can select the

graphics first,

HOW TO USE AN ORIGINAL MONSTER
Create a monster in Anime Maker, then save the data to the
Memory Card. Next, foad it into the game data by iu!!nwing
the same procedure explained on pg. 32, :
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g & dungeon map on which the main character actually engages in action. You
ariginal map by combining different parts. such as towns, castles and dungeons.
3 ~_aph|;:: data provided with the software to create an mt&resimg dungeon,

EDIT COMMARNDS

Edit
Used fo create/edit a dungeon map. In [Sample], you can
use the sampie data provided in the software. In [Custom],
you'll create an outside world, or dungeon within a building. \

Move

Used to change the map number of the dungeon you've
craated, Select a map and move the cursor to its destination,
then press the &9 button, If data already gxists at the
destination, that data will be overwritten.

Gopy
This is used to copy a dungeon. Select the dungeon you'd like

to copy, then specify the destination. A copy of the selected
dungeon will be created at the destination. If data already
exists at the destination, that data will be overwritlen,

mand deletes ﬁi&ﬁﬁlﬁﬂﬁd dungeun it yﬂu‘ﬂ Ilkeindﬂlﬁie muﬂlglle.:!ungauns you must select them

._ -I.._..|.,.
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e
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Rl % M
> all dungeon data at once. Deleted data cannot be restored,



Select [Edit] in Dungeon Edit. Selecting the dungeon you'd like to edit displays the creation screen.

Select [Sample] or [Custom] to display the map-creation screen. If {Sample] is selected, the screen will only
display the Name, BGM and BG {Background Image) commands in the edit command list. When [Custom] is selected,
alt commands shown below will be displayed. T T T T T

dungenn ﬂ“’-

e o Pats Fixile

Use the various functions available to create a
dungean that matches the one you've imagined,

EXPLANATION OF COMMANDS

Information window:

NO. Indicates the map number and name of the
dungecn map currantly being displayed.

BGM Indicates the BGM set for the dungeon map
currently beina displayed.

Size indicates the size of the dungeon map
currently displayed using the number of
map parts,

MEM Indicates the overall capacity available that
15 not currently used by system datg,

Used Indicates the capacity used on the dungeon
map screen cunently being dispiayed.

POS Indicates the current cursor position in the map-creation screen,

Auto Fix  Indicates whether or not the Automatic Fix mode is ON {or OFF).
Shoe lcon Indicates whether or not the created characters can move on the block or not, {(0=0K, X=N0)

GCommand list:

Parts 1 Displays the list of parts you can use to create a dungeon map, oné tile at a time.

Parts 2  Displays a part list similar to that in Parts 1, but allows you to place many tiles in a single operation. Select
the starting point with the &3 button, move the cursor to lay the parts down in & confinuous pattern and
then press &8 button again to complete the operation.

Gut Deletes the parts inside the spacified area of the dungeon map and stores it in the clipboard so it can be
pasted later.

Copy Tempararily stores the specified area of the dungeon map.

Paste Pastes the data temporarily stored using [Copy] to a specified destination on the map.

Name Displays the text-entry scresn where you can assign a name to the dungeon map,

BGM Sets the BGM that will be played during the game while the screen is showing the map currently displayed.

BG Selects walipaper or tile as the background to be pasted into the dungeon map.

Mode Togales the Automatic Fix mode ON and OFF, which applies while creating & dungeon map.



P
A DUNGEON
aple Dala
npie] in [New Dungeon Data] displays a list of commands you can use to select
i data providad with the software. Select one of the 20 types of graphics available from
(ther], then select the number corresponding to the item you'd like to set.

Use the sample data that best matches the setting.

Data L hbg © B.Creating Custom Data x,
S . @ Create a new dungeon of your own. 1
S a8 1 Select the type of map you'll be creating. Select [Custom] from |
SRS DR e %o [New Dungeon Data] and decide whether to show the inside or
m— ; TR outside of the building with the map. Pressing the €9 button
i M cRacmwrBl displays the dungeon-creation screen, _
2. Selact the parts you'd like to use from [Parts 1 (2)]. First, press
the €9 button fo return to the dungeon-creation screen, then
move the cursor to the location in which you'd like to place the
part. Pressing the & button displays a command list, Select the
part from the list and place it using the €3 button. You can also
display the Part Selection screen using the Start button,
3. Select [Wallpaper] or [Tile] in [BG] to fill in the empty space on
the map.

parts for the inside and outside fo effectively depict.
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You can also create a map by placing the tile first.

T



Cut
[Cut] is used to delete argas of the map you find unnacessaﬂ Move the cursor to the stariing puirrt of
the area you'd like to cut, confirm the selection, and set the end point. Pressing the 90 blrttﬂn cuts out the
sefected area. You can also delete an area by executing the command while holding the R1 or B2 button.
The data that has been cut is stored temporarily, and can be pasted.

COPY/PASTE : :
[Copy] is used to temporarily store a specified area of the map. First, saleci the area of the map ynu o ke to ﬂﬂ]?‘; H‘lﬂﬂ '
confirm the selection. Specify the destination and execute [Paste] to copy the selected area. M

-

-g_;. ?1942 ﬂ-si:ﬂ “3? ‘ Egglg? paste the same data continuously untﬂ mfferent ﬂat&‘rs ;

Use [Copy] and [Paste] to copy the data.

ABOUT NAME/BGM. :

Use [Name] to assign a name to the dungeon map. Selecting this command displays the text-entry screen {for t&xt*entnr
Bxplanations see po. 15). [BGM] is used to sef the BGM that will piay in this dungeon screen during the game. Select the
name of the BGM using the directional buttons, then confirm your choice. You can aiso set No BGM.




B \CKGROUND IMAGE
kground Image is a function used to fill in empty space on the dungeon map. Graphic data
an:E {Tile} types are provided with the software. You can only set one type,

0" [[ile] for the background-image data.
Different patterns of background-image data are 2 i
provided. /\T'H

......

Sele{rgng [Made] enabl E, oul t iﬂ 1:11:_3:;5& whether or not to
automatically fix the arrang Fi
(il Selﬂﬂin&‘ﬂﬁ't'ﬂﬁ 565 ¢
0 be placed/rearranged autamaﬂr:alm
~ but only when tie specified parts are selected. You
can also switch between the ON and OFF settings
using either g L2 |

' Select the mode setting according to the dungeon
you're creating.

(LA




FIELD EDIT
Here you'll create a field map, which will be used as the setting for your story. The field mapis a
world map that represents the entire world the main characters will explore in their adventure. Position
parts by considering the geography of the overall map, then refine the field map by setting the towns in
which various events take place and the roads that connect these fowns.

o
EDIT COMMANDS b4 |
Edit ‘

Used to create/edit a field map. Select parts from the Tield-
map Part Selection screen, and place them on the scregn

you're now craating. You can create a maximum of gight 1
field maps.

Move

Used to change the map number of the fisld map you've
created, Select the map yau'd like fo maove, place the
cursor over the new destination, and prass the ¥ button,

Copy

Used to copy a specified area of the field map. When the
destination is specified, the same map area will be
craated in that lncation. If data already exists at the
destination, that data will be overwritten,

Delete
Executing this command deletes the selected map. If vou! |:I
like to delete multiple maps, you must select them ane hy
one.

Delete Al

Used to delete all field-map data at once. Deleted ::Iata
cannot be restored.



 piap you'd like to edit in [Edit]. Press the €9 button to display the map-creation
Tess the. @ button to dispiay the command list, and use the mmmands to create/edit a

e

fr k '.-;::t-::: g o

' ﬂ;%ﬁ 360 parts can be placed on & single map.

ST Y o e l}:ﬂunn

y ormat 'Hindnw 1 Used
4 NOE = ﬁ‘rﬂptatas the name and number of the field map Town /30 Path

.- B “ﬂﬂ’ ntly being displayed, E el T

Bﬁ#% o atas__ti;: BGM set for the field map currently
g | ~ Deing created.
él | POS (Position)  Indicates the cursor position in the
4 © map-creation screen currently

TRt e : being displayed.
Mﬂl}mu&mm] Indicates the overall capacity
= B available that is currently not

g : being used by system data,

_lhgi;l; | indicates the capacity used on the field-map

: - spreen currently heing displayed.

: ’mm& Inﬂﬂﬂ&& the number of the town currently l:remg
Path
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5. Disp !T%t“ﬁf”ﬁ'ﬁﬁs ﬁﬁn use o create a field map.
Cut Deletes the parts from within the specified area of the field map currently displayed.
Copy Tempoararily stores in memory & specified area of the field map.

Paste Pastes the data temporarily stored with [Copy] to a specified destination on the map.

Name Switches to the text-entry screen, in which you can assign a name to the field map.

BGM Setfs the BGM that will be played while the screen is showing the current fisld map.

Tile A Switches between [Tile A] and [Tile B] and sets & desired tile in the field-map screen.

Town Sets a town on the field map. This will be a connection to the dungeon map. %
Path Creates a Path on the field map. The Path will connect the towns you've already set. -



CREATING A MAP
The following describes the procedure used to create a field map.

1. Selecting [Parts] from the command list in the map-creation sereéen (or pressing the Start button), Displays the Pat *
Selection screen. Choose a desired part and press the €9 butfon. The selected part will be temporarily stored, and
you'll return to the map-creation sereen. :

2. Move the cursor to the desired position and press the &3 button. The selected part will be placed in the desired
position, Be sure to place the cursor ingide the white frame. If the cursor is in contact with the frame, the part will not |
be placed. i

i

3. Repezt the abave procedurs to complete the field map. Useful features such as [Cut], [Copy] and [Paste] are also
available, '

Place the selected parts one by one.

L The [World Map] in
which your adventure
lakes place Is now

complete,
And

' Pressing the or in the field-map position screen displays another
& window next to the cursor. Selecting [UP], [Down], [Left] or [Right]

¢ automatically displays the part(s) that will be connected on the sefected
4 side. If more than one part is available, use the left/right directional buttons,

Place the applicable part using the €% button.



TOWN-CREATION SCREEN
Graphic

Select the town graphics that you'll placs on
the field map. Various graphics such as castles,
houses, towers are available. You can also set No
Graphics.

Name

Set a name for the town, The name will be displayed on the
field-map screen when the main character enters the town
during the game.

Appear - Conditions for Appearance

Set the conditions for town graphics. Selecting [Switch ON]
(Displtay when the switch is ON} enables you to control the
appearance of town graphics using the switch number. If
Select [Always], the town you created will appear any time.

Destination - Warp Destination |
Connéct the town and dungeon, Select the dungeon of the warp destination, then confirm the selection. To return fo the
fiekd map from the dungeon, you must set the event.

Location - Warp Location e e .
Set the exactlocation in the dungeon where the main character will appear, Check the warp location in the dungeen to
SOTTIAN o SOREHONEE . B eSS

e
e

=

- i

o
Method - Warp Method . : :
Here, you can choose the screen eficct thal will take place when the main character warps. For instance, if you
choose [Black (melt)], the screen will fade out.



PATH
Set Paths that will r:unneﬁ towns.

1. Pressing the @& Button displays the command list. Select and exectte [Path], and the Path-creation screen will be
displayed.

iy

2. Place the cursor on the town where you want to start the Path, and press the &9 button, Next, select the town where
you'd like the Path to end and press the &9 button. The Path will be displayed. To create a Path, you must set two or

more towns in advance.

— et

3. When the Path is displayed, a screen used to set the [Appear /Move] will appear. If you don't want to set the
conditions, simply exit the screen. If you want to use the switch to contral when T make the Paths appear and
when to make them movable, enter the switch number.

Appear - Gonditions for Appearance

Set the conditions for Path . Selecting [Switch ON] {Display when the switch is ONj enables you to control the
appearance of Path using the switch number. i you select [Always], the Path will always be visible and can be usad
by the player at anytime,

Move - Conditions that enable the use of the Path _

Set the conditions that will enable the use of the Path. Selecting [Switch ON] (Display when the switch is ON)

enables yﬁu to control whether the player can use the Path using the switch number. If you select [Always], the
SR — Path will always he visible and can be used by the player at anytime.

Select the towns you'll use fo start and
! end the Path in order to create the
Path.

¢ [ You can control when to make the Path
© ! appear by setting the conditions.

. ABOUT NAME, BGM AND TILE A
| Selecting [Name] lets you assign a name to the field map. In [BGM] you can set
& the background music that will be played during the game. [Tile A} is fised to sat
¢ whether or not to wrinkle the map. The presence of the tile greatly affects ﬁle
I map’s appearance.

selecting [Tile B} makes map creation easier.
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MONSTER APPEARANCE

You can set the monsters created in
¢ [Monster Edit] to appear randomly on the
dungeon map. Before setfing any details here,
you must choose eithar the mag unit or the parts unit
in [Gameplay Edit]. Depending on your selgction in :
[Gameplay Edit], the method of monster appearance will differ. \

ps

The monsters that you have set will appear on the dungson ma

MANUAL OR AUTOMATIC

If you select [Auto] in [Monster Appearance] in [Gameplay Edit], you'll
set the probability at which the monsters appear for each dungeon
map. Selecting [Manual] sets the probability for uﬁ:::h part of the map.

 set the. m'nﬂst&r appearance, you must create monstar data in
Eﬂunamrﬂﬂft]sln system data first. You'll also need the dungeon
maﬁﬁiﬁa

. iﬁamﬂlﬂa}.f Edit], select [Auto] or [Manuall in advance to decide | ok G ﬂuh t"!
L ﬂgm@ﬁmﬁmw ‘EL:: of ﬂlassn_:'ff.' ITEF G
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‘No data

You must create data for monsters and dungeon
maps in advance.



EDIT
Menu Screen

Select Monster

‘. Maker

i are Ten different levels - 0 (Min)-
® music that is played during battis,

Battle Test

BATTLE SCREEN MENU

Fight Go to the Fighting command mentL.

Auto  Automatic fighting.

Flee  The party will run from the enemy if possible.

Plan  Setting for Auto battle.

Config Various system seftings within the Battle.

Data  Displays all status data for party members and
enemies.

Exit  Exit test play.

Select the dungeon map in [Edit] in [Monster Appearance] in
order to decide how the monsters will appear. Selecting the
dungeon map unit in [Gameplay Edit] displays the Menu for e
monster appearance, while selecting the paris unit displays the === =+
screen to select the area of monster appearance. |

You'll set the monster you'd like to display on the dungeon map. To set the monster, you
g can select a monster created in [Monster Edit] in RPG Maker or in [Monster] in Anime

" You can also set a monster you've created on your own,

. Set the Probability/Select BGM
& You can change the probahility of the manstar's appearance in [Probabilityl. There
: S(Max). In [BGM] vou can set the background

After setting the monsier appearance, fry the Battle Test. You can check the strength of the monsters you've
positioned by having them fight against the main character you've created, Select the main character, set the battle
conditions in [Conditions], and select [Start Test]. The test will begin.

DATA SCREEN
(1) Data#:?? (2) Edit#:??? (3) Group:???
Name; 7777777

HP:2292/2297 MP: 277212977

(4) GRD:2277 (5) AGI:2777 (6) LUK:2777 (7) MGR:7777
{8) Attack: (L 2777 R: 2727) (9) Class: Magich

(10} MAG:(AM:?77 BM:777 CM:777 NM:777)

{11) STA: Death, Petrify, Paralyze, ::Iaap Confuse,
Silence, Hida

(12) Effect: M-Ref M-Res M-1/2Res 5-1/2Res
(13} ABI: 7777

(1) Data #:

(2) Edit #:

(3) Group:
(4) GRD:
(5) AGL
(6) LUK:
(7} MGR:

(8) Attack
(9) Class:
(10) MAG:
(11) STA:

(12) Effect

(13) Abi:

Data # for all characters in the battle included
Main Characters and enemies,

Edit number of Main characters and muns‘[ern;
in each EDIT mode.

Enemy or Main Character
Guard
Agility
Luck

Magic Guard (AM - MagicA, BM - MagicE, EM
- MagicC, NM - None Class Magic

Attack power

Magic Class (A or B or C or None)

Magic Guard by Class (AM: MagicA, BM:
MagicB, CM: MagicC, NM: Nong)

indicate Status abnormalities (Death, Petrify,
Paralyze, Sleep, Confuse, Silence, Hida)
Effect - M-Ref(Reflect Magic), M-Res:{Resist
Magic), M-1/2Res:(Resist Magic 50%),
S-1/2Res:(Resist S ATK 50%)

Ability listings next page,



Ability — Main Characters
L hit probability down. First Attack

hit probability up. Treasure Find UP

auble Attack 1/2 MP Cost

Viuiti Attack 2% Magic Damage

Miss attack probability 50% up Battle Heal

: ic effect twice more Gounter Attack

- The probabilities which you set in [Attack Reflect Attack
- Patterps] will be all the same,

WHEN THE MAP UNIT (AUTOMATIC) IS USED FOR SETTING
o : e o & 1. The following describes the procedure used to position the monsters
i NProbability S =7 when monster appearance is set by map unit (Auta). By selecting the
| pEa R (dungeon map on which to position the monster, a Menu will be displayed.
RSO e B Select the manster to position in [Select Monster] and decide the

T e W REEEREE St il probability at which the monster appears in [Probability].

The probability of monster appearance can be set for each dungeen,

« w48 2. [BBM] lets you set the background music that is played during battle.
“.  Selecting the main character that you want to use in the test and sefting
the battle conditions in [Battle Test] starts the test. If you select [Exit]
 during the test, the test will be terminated, and you'll return to the
o il - setting screen fu; the hﬂﬂf&”lﬂﬁ -~
a e
%miﬁﬁ@m&wmmﬁ&ﬁm gar
3. You can mave the monster appearance data you've already set 1o
another dungeon using [Move], which is one of the commands far
monster appearance, [Copy] duplicates the data on the specified
dungeon. You can't move or copy the data to a place in which no
mtn gann tata ls awEahle

2 WeakTing Tam
_! mh E Ii—l
A8 Furl-st 1

© 7 Forest 8 smmammmrrait \Vith [Move] and [Copyl, yau can create the game much more
& Forest & seer -:-: tty o A qm[:my,
F B Ferast 5 ; A gl e
: 1B Stans’ ;Ii {
AV Eeldiee ?“"""." :




WHEN THE PARTS UNIT (MANUAL) IS USED FOR SETTING

1. The following describes the procedure used to position the monsters when the monster appearance is
gt using [Manual] in [Gameplay Edit]. [Manual] lets you position the monsters in 2 smaller area than
when they're positioned with the dungeon map unit. First, select a dungeon map in [Monster Appearance
Edit] in which to position the monster. The dungeon map will be displayad.

You can make the monster appear only within a specified area.

- = oo Glarb g i

i FRpar

o
e A

S s e s i 2 Select the area in which you want the monster to appear. Move the
e e - 8 cursor o the starting point and press the €2 button. Then move the
Pl - B cursor o the ending point and confirm the selection. The selected area
will be highlighted. The € button displays the list of commands for
the monster appearance. Follow the same procedure as the dungeon

map positioning for setting.
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COMMARND LIST:
Cut Data You can cut the monster appearance data you've

already set to the area. - i
Copy Data You can copy the monster appearance data you've

already set to the area
Paste Data You can paste the monster appearance data you've copied or cut to the area you want.
Delete Area Delete area you've created.

WHEN T0 USE
If you want monsters of different types or levels to appear separately in one dungeon map, select [Manual] in [Gameplay
Edit] for monster appearance. This is useful if you've created different areas on the same dungeon map for the main
character to enter when his level is low and when his level is high. The game will be more exciting if the monstars are
categorized on the same dungeon map according to the main character's level,

NOTE: :
You can not use [Manual] and [Auto] at the same time in one dungeon map. If you set the [Monster Appearance] as
[Aufo] and want to change the setting as [Manual], select [Manuall in [Monster Appearance] in [Gameplay Ed%men filr
hack to [Monster Appearance Edit] and select [Edit] and choose the dungeon map you want to set; Press the :
Button to display COMMAND LIST. Select Delete area first, Then you can select the area(s) you want moaster to
appear in,



‘game information for the management of game data, The setlings here will
display the title name of the game and the staff name during the game, Specifying
ame will also mike data manag&mﬁnt gasier, In addition, setting a password can

SET SYSTEM DATA SCREEN
Titie Name

Enter the title name for the game. The title name entered will be
set for display in the title edit menu. To display the title during the
game, you must create an event called [Display Title], in which the
content of the event 15 already set,

Scenario Name !
Specify the scenario used to start the game. The Scenario name can't
be displayed during the game. The name is specified only for the

[ sake of managing the scenario data. You can check the scenario

name in the data load (save) screen stored in the Memory Card, Al

& the scenario names can be set or changed in [Scenario Name] in the

scenario registration data,

os for each Title name and authior name in the game. The information set here will be displayed on the

‘game; The author name Emarﬂ{i mﬂﬁr [fiﬂ%f at the top will be displayed as the

= "-.._-,-arr“ the ﬁﬂﬁﬂﬂ!}‘ Card.

g il T e — . = S



System Password e * e
Set @ password to manage the game data. R LT L

= e m

Laad System LR EA
I'

Once you set the password, you'll pot be able @ or s - ior
to load the system data unless you enter the RN
passward. This will prevent the data from i ’Euin

i ST : : o [ :;;;“_m"ﬁ_;i;j“.LL.;t;ra- ﬁ
accidentally being overwritten by a third party, & ‘“piﬁﬂ enter Password. psay i

x: 0K o: Cancel

I =i 1
T

Sefting the password can prevent accidents from occurring. [ Peewe

an t Eintt

MINGE Be swre te read
Gome Masuz! before
hang i ng p..s....ar*‘ i lgstd

ben dats wen’ ¢ be Attention:

| In the password setting screen, & warning messags will ba
displayed {see the screenshot on the right). Once you set the
passward, you won't be able to deiete it unless you initialize
the game data. Please be advised.

Don't forget the password you've setl

Delete System Data i g
You can delets all the system data at once. There will be no need to select and delete data one by one, A confirmation
message will be displayed before the deletion of data.



LR

s:t ]:l!a!_.f following the ereation of each event.

umes from the scene in which a save was executed with [Quick
prewnus test play, or from the save point immediately before the

| T8, SRS R T R
LT the Lpper World is the
shtage, them the Lowsr

';.clata fmm among the data sets saved at different EEWE p{am?,s F55 Wor1d 15 the backstess.

i save the data to a Memory Card in the |Eid Map screen during game play.
f me i the data save using (Quick Save] from {Contiue] menu

[
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Hayatarts af the vaﬂr heﬂmmng of the game you've just created, Selecting [Start] and pressing the
@ hyrton ﬁegins the Test Play. 3 =

EHFI.AHATIGH-DF MENU COMMANDS

Pressing the (8 button during test play displays the command-list screen,
as shown in the screenshot on the right. The settings made with these
commands remain effective only during the Test Play. The settings are

initialized upon each reset.
'ﬁzu uan avoid battles by setting the monster appearance to OFF

i Ttem
8B Used to zet items. Selecting [ltem] displays the setting screen. When the @
button is pressed once, you can set [Use], [Oral (Organize) or [Drop]. Pressing the
§ button twice returns you to the list screen.
! You can organize items according to their priority.




Name - Sort items by name
Type - Sort the items by type

Gure - Organize the order of items - Cure items being the priority
Aftack - Organize the order of items - Attacking items being the priority

Magic, Equip, S ATK

You can check the personal data for 8 main character, such as the Magic, Status, Equipment and Special Attacks
currently sat, by moving the cursor to the name of the character ; a
Status 1
PON * Poison :
PAR Paralyze :
PET = Petrify i
GON  Curse

Settings

This is used to setup the Test Play, Salections [invincible} to [Game System] can be used during Test Play only.

[Invincible] If set to ON, the player will not receive damage during baftle. This makes checking all game play
gasier,

[Battle] If set to OFF, monsters will not appear in the dungeons.

[Switch] Switch ON/OFF all 500 Switches set in Event Edit. You can easily check Events which use the

[Switch] function. For example, if you set up an event that uses a [Switch], like... Player cannot

go into & building without a ticket. Once player gets the ticket, the [Switch] will be ON, and

player can go into the building. In this instance, when you are in Test Play, you can go into the

building without having the ticket if you use this command to set the [Switch] ON for the avent,
[Game System] Check the setting you have initialized in Event Command [Game System].

Quick Save
Only during test play can you save data using [Quick Save] without displaying the Memory Card screen. Selecting [Quick
SEI.‘JE] and pressing the button axecutes a save, Prassing the @ button returns you to the command-list screan,

During test play you can use the @ button and directional huttons to allow the main character to pass
through/ignore dead ends, events and ohstacles set on the dungeon maps. This function is availahle only
during test play.

BATTLE SCREEN Fighting Command menu Status Message
Battle Main menu ATK  Attack with equipped weapon.  Poison  Confuse
Fight  Attack the enemy using GRD  Guard the character against PON CON

the equippad weapon an enemy attack, Death  Silence
Auto  Fight automatically. ltem Use item DTE SIL
Flee  The party will run from Equip Equipped item release the Petrify

the enemy if possible. spacified magic when an FET
Plan  Setting for Auto battle attack command is executed Paralyze
Config Various system setting from [Equip] if it is so PAR

within the Battle,  equipped. Sleep

Magic Use Magie SEp

S ATK Use Special Attack



"'in'HPE Maker is saved to a Memory Card. The Memory Card must have a minimum free area of three
3 5 e or load ecommand is executed from [Memory Card] in the main menu.

ﬁ}s used to save the game data you've created to a

ard, If game data already exists on the Memary Card, the
dy & message askmg ifyou'd like to overwrite the

® ;u l::an»ne ‘mesafﬂ. :

'ﬁx i u.i;*-r_ ';




LOAD
This command is used to load data from the Memory Gard. First, select System or Scenario as the :
type of data you want to load. Next, select the data to be foaded. If a password IS required, 2 password
entry screen will be displayed here, Enler the password and the data will begin loading.

The screen shows [Access in progress] while
data is being loaded.

SAVE

This command is used to save data to & Memory Card, Sefect
System or Scenario as the type of data you want to save. When
the save screen is displayed, select the data to be saved and
oress the €9 button. To overwrite the existing data, select
[Overwrite]. |

You should save game data as often as you can during the
creation process.

IMPORT
RPG Maker supports graphic data created using Anime Maker, With Anime Maker you can create main characters,
monsters and fitle graphics. To use data not created in RPG Maker, first save it to a Memory Gard and import it as RPG

game data.



agis ration screen, move the cursor {o select the location where you wish to register the data,
2 038 button displays the data-import screen,

i3 M”g¢_  gursor to the data you'd like fo import and confirm the selection. The message Access is in progress is
i ﬂiplaygﬁ;ﬂnddata import starts. When the import is complete, the display returns to the data-import screen.

me———————— === Check the available memory space when importing data

This mhmand.is used to delete imported data, Select [Delete] from the menu, When the data-deletion
sereel is displayed, move the cursor to the data you'd like to delete and press the €9 buiton. Pressing the
HER/EER buttons in the deletion screen scrolls the screen up, while pressing the IGEN/IGER button scrolls
the screen dowi,



How to Delete Data

1. Select [Delete]. Move the cursor to [Monster], [Character] or [Title] as the type of data you'd like
to delete, then press the €8 bufton. A list of imported data will be displayed.

2. Move the cursor to the data you wish to delete and press the &3 button. Deletion will begin. When the
deletion is complete, the name of the data disappears and the field shows [No Data).

. 2 e

UTILITY

In this [Utility] menu, you can Delete, Move and Copy the data in your Memory Card, When your Memory Card is Full and
can not save the RPG data which you just created, you can delete some data in your Memory Card to make some space
for your RPG data.

e ey If hearts and certain other symbols are used in the System

e T =

MO AR 45 | - ¢ data and Seanario data settings, viewing these files in the
DAY GhRD Uribis 4 [Utility] screen will convert these characters o asterisks, ()

BEWRY CARD siot 15 :
i1 Free 7 Bleck | Laduon

T L i While the Memory Card is being accessed to execute a save or
=17 EEE EE i load command, be careful not to perform certain cperations
B A NER SARER SN & _® suchas [1] pressing the reset button, [2] removing the Mamory

Gard or [3] turning off the power, Doing so may destroy the
game data being saved on the Memary Card. Besides being
it triggered by these accidental operations, data may also be

lpst due to a power failure. Exercise due caution so as not tg
lose important data,




Dara TdpLes

BATTLE 1
BATTLE 2
BATTLE 3
CASTLE 1
CASTLE 2
6 DUNGEON |
7 DUNGEON 2

b A ok 3 e
o p— T < B
s e [e

i i . R L

e e mimt

s R e 0 ) S S e T i s
e e e B == ol i =
L 3 e == ] 15 ; T
. 3 " : 2 = : s AR I
IR = e O e - e e
id = - el 5
= L s 5 5 o y
iy H s, B8 o - - s :
5 - % e - g e " i
- a ¥
m-@: LJ .o
» s u I e . -
ol =3 T o, a E b ik 4 i -
PRl LT S et £ i 1 = =
: AR g s T
=P ES T gk - o B

B SR ¢
i ) e s o
" L
Pl oo

[

the BEME-: ﬁtﬂred in RPG Maker. You can use a desired BGM as a sound effect r.lurlng an event or
und music durmg game creation.
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TITLE SCREEN GRAPHICS TABLE
The table below lists the background graphics for the title screen storad in RPG Maker Tﬂu can also
use a backaground drawn in Anime Maker.

SUNSET STARS




%E F_r;r TABLE

pefow lists the kinds of Effect that can be set in [Magic Edit]. See the explanation
hii»;pg 17 for the procedure used to create magic,

Eﬂﬂ-‘l%%m Eﬁiﬁﬁ&nk ATT, Gure = CUR, Aid = AID, Special = SPE]

{TH
ATT
CUR
CUR
GUR
. GUR
CUR

CUR
CUR
CUR
CUR
AlD

AlD

AlD

SPE
SPE
e EEE

CUR..

22 Death

23 Increase Attack
24 Increase Guard
25 Increase AGI
26 Steal MP

28 Reflect Magic

29 100% Res Magic

29 50% Res Magic
30 50% Res S ATK
31 Enemies HP

32 Dispel

33 Teleport
34 Escape Dungeon

35 Encounter Down
36 Check tem

=PE

AlD

AlD

AlD

AlD

AlD

AID (100% resist Magic)

AlD (50% resist Magic)

AlD (50% resist S ATK)

AlD (Show engmies HP)

AID (Cancels any party's or
enemy's Aid Magic)

QTH (Teleport to the place
playver have ever heen.)

OTH (Escape from Dungeon or
inside buildings, houses

(OTH {Encounter % will be down)

OTH (Check Item status)




ITEM TYPE TABLE
The following table lists the types of items that can be set in [item Edit]. See the explahation
beainning on po. 23 for the procedure used to create an e,

OTHER
Cannot be equipped. The item i of a type other than the followina,

WEAPON
Can be used in either hand. An item of this type has the ability to increase or decrease the character's attack power
by a desired valug :

ARMOR
Gan be equipped on the body. An item of this fype has the ability to increase or decrease the character's guard by a

desired value,

SHIELD
an be used in gither hand. An item of this type has the ability to increase or decrease the character's guard by a
desired value,

HELMET
Can be equipped on the head. An item of this type has the ability to increase or decrease the character's guard
by a desired valug.

ACCESSORY
When equipped, an item of this type can be used to increase or decrease by the desired value a specified ability nmer
than basic abilities.

MAGIG
Cannot be equipped. An item of this type gives magic damage when used,

CURE
An item of this type is used to recover HP or cure an abnormal status such as a poison.

TRANSPORT
You can create a boat and a blimp.

KEY
An item of this type is used in an event reguiring a key. :

FOOD
An ftem of this type is used to increase or decrease a specified basic ability by the desired valug,

[.'




10 a world-wide rl}].rarty-frﬂe license to make, use, sell,
g:umish any works that you create with RPG MAKER, or using

pmlgagmg with the above RPG MAKER logo and that you have
nowledgement of your intended use,

edgement should be in the form of brief details about the works
d and your contact information, and should be mailed to:
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il‘llis ﬂne sé does not ]H{IE ihe rlght to use any game design or components
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Agetec, Inc. warrants to the original purchaser of this Agetec, Inc. product that the medium on which this software program is
recorded is free from defects in materials and workmanship for a period of ninety (90} days from the date of purchase. Agelec e
aprees for a period of nirety (30) days to either repair or replace, at its option, the Agetec, Inc. product. You must call (650) 780-
(1166 to receive instructions to obiain repair/replacement services. _

This warranty shall not be applicablz and shall be void if the defect in the Agetec, Inc. product has arisen through abuse,

- unreasonable use, mistreatment or neglact. THIS WARRANTY IS [N LIEU OF ALL OTHER WARRANTIES AND NO OTHER
{ REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE AGETEC, ING. ANY IMPLIED WARRANTIES
. APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
L PURPOSE, ARE LIMITED TO THE NINETY (90} DAY PERIDD DESCRIBED ABOVE. IN NO EVENT WILL AGETEC, INC. BE LIABLE FOR
. INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSICN, USE, OR MALFUNCTION OF THE AGETEL, INC.

- SOFTWARE PRODUCT,

L Some states do not allow limitations as to how lang an implied warranty lasts and/or exclusions or fimitations of consequential &
I damages, so the above limitations and/or exclusions of liaility may not apply to you. This warranty gives you specific legel
rights, and you may also have other rights which vary from state {o state,

Repair/Service After Expiration of Warranty - If your game disc requires repair after expiration of the 90-day Limited Warranty:
Period, you may contaet the Consumer Service Department at the number listed below. You will be advised of the estimated cost of
repair and the shipping instructions.

Agetec, Inc. Customer Service Department/Technical Support Line (650) 780-0166 - Call this number for help in installing or
operating our products or for general product questions. Representatives are available Monday-Friday, 10am-Gpm Pacific Time. There
i3 no charge for this service.

Agetec, Inc. Online at hitp://www.agetec.com - Qur news is always cool! Visit our website and find out what's happening at

Anetec, Inc.- new titles, new products, and fresh tidbits about the new caming world!
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Licensed by Somy Computer Entariznmeant Aménca for use with the PlaySiation game corsoi. Fayslaten and the =
PlaySiation iogos are reqistored Trademarks of Sony Compiter Entertainment inc. Tha ralings. [con s 3 iradenark of the -
inderactive Dimtal Software Association. Manufactured and printed in the LS A, THIS SOFTWARE 15 COMPATIBLE WITH

|« PLAYSTATION GAME CONSOLES WITH THE NTSC LG DESIGNATION. U.S. AND FOREIGN PATENTS PENDING.
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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light patterns or
flashing lights. Exposure to certain patterns or backgrounds on a lelevision screen or while playing video games,
including games played on the PlayStation game console, may induce an epileplic seizure in these individuals.
Certain conditions may induce previously undetected epileplic symptoms even in persons who have no history of
prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condilion, consult your physician prior
to playing. If you experience any of the following symptoms while playing a video game — dizziness, altered vision,
eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or convulsions —
IMMEDIATELY discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation game console to a projection TV without first consulting the user manual for your
projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen.

USE OF UNOFFICIAL PRODUGT:
The use of unofficial products and peripherals may damage your PlayStation game console and invalidate your
console warranty.

HANDLING YOUR PLAYSTATION DISC:
» This compact disc is intended for use only with the PlayStation game console.

* [o not bend it, crush it or submerge it in liquids.
» Do not leave it in direct sunfight or near a radiator or other source of heat.
« Be sure to take an occasional rest break during extended play.

* Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when not in
use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use
solvents or abrasive cleaners.
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layStation® game console according to the
;Instmctmn Manual. Make sure the

re inserting or removing a compact disc,
e disc and close the Disc Cover.

EEEEeUTTON
EEERBUTION —— |

anlnnr'_'l

SONY

e aam

— I

EéLE(I START
BUTTON BUTTON

'I @BUTTON-
| omecionat  @aimon
BUTTEE;IS @ BUTTON

g

SRS 1
o

T

StarTing Up

T;Ip View
AT
RESET BLTTON——
POWER BUTTON——— | : - OPEN BUTTON
POWER INDICATOR g DISC COVER
CONTHOLLER PORT
MEMORY CARD
Front View 3 5L0T1
MEMORY CARD
ﬂJHmEFLLEH SLUS
PORT 2
— W eurton  IEEEsuTTON —
' Iﬂ&unun IGENEUTTON

i

START
BUTTON———— -
SELECT—— s |
BUTTON 4 i @
jE e S
DIRECTIONAL ’ |
Sions .,, .|
IIII 1
.r! gnumu! ;
BUTTON |
ANALOG BUTTON i, Al
B BUTTON e



| dungeon is created in advance using [Dungeon Edit].

SceNdRrIo Dﬁm

E
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PRODUCTION FLOW

An event is similar to the commands such as {Display Message], and will be created through the combination of other
avents. You'll set the events and create the scenarios to play the game. The following explains tiow to craate an Event‘-

Here you'll select from the list, the dungean in which the event will be sat. it will be easier to set the event if the

2. LOCATION IN WHICH THE EVENT TAKES PLACE

On the selected dungeon, specify the location where you want to set the event. [Start Point] will be set here, as well,

3. SETTING THE EVENT :
Here, specify the event contents, You can choose the event type from among four options: [Create Event], Erreasure

E,rent] [Duplicate Event] and [Intro Event]. Use an appropriate type according to the event contents you wish to set.

Dnce the event is set. perform test plays as many times as you need In order to check the contents you've just set.



s ‘*%é%ﬁét'[Euent] from [Scenario Datal in the main menu. A command menu will
§. Select [Edit] from this menu. For other commands, see pg. 17 Book 1.

— S —esasss==g - Set events for each dungeon. "

SELECTING THE DUNGEON . \‘ﬁ

From the list being displayed, select the dungeon in which
, W you wish to set an event. The dungeon is displayed, so now

TR o youcan set an event in it In this screen, move the cursor to

TE 3 & the location where you'd like to set an event antslj1 press the

= : 7 & 4> g8 button. This displays the event menu shown in the screenshot

e 1S 1o foft, Select a desired event fype from this menu.

; Eintrn Event : - ._

@ Start Paint MEN

H =

REEN CO I;IBUHEIIB!;I e
te Event - You can ereate a vari
- gvents, The fﬁlin*ivgllilg pages

-i&iﬁiﬁg a fraasure box, See
pg. 20 for the freasure event,

Duplicate Event - Creates an event where a
: copy of the character is created. Sec pg. 20 for the Duplicate Event.

intro Eifan‘t - Greates an introductory event. See pgs. 21 and 26 for the intro avent.

T s e



SET START POINT
Before you create scenarios, you had better set the [Start Point] first. Choose the dungeon where your
RPG will start, and press the Y button to display the Command menu. Choose [Start Point] and set wherever — T%%
you want to start the game. Whichever dungeon you st the [Start Point] in, your RPG will start from, If you dert set = 8
this [Start Point], your RPG will start from Dungeon number 1, and the main character wili appear at the upper left 1

corner of the dungeon map.

| Pase LR LR The ® button allows you to delete or re-edit the event contents being set in
SRR BT the event contents setting screen. When a cursor displays on the event
e :‘:";g:;;‘: EE R number, press the €3 bution fo edit the event contents. Pressing the @
| i Messame’ ns s [ i i i ;
E s o AL S button again will resuma the creation of a new event.
ve Dufault Scrsam
| oy EffectBird it ey
‘g% Character DirectioniBown |
£ Goblin: ¢ EVENT CONTENTS
{  Herees have arrivedt # Event contents are instructions based on which an event unfolds. Event
© contents are set within the dungeon map. You'itsetthe happenings that.

lake place during the target event.

ABOUT @ BUTTON £ i
|

You can edit the event content that has been set,

e 5t Event contents are set as a combination of different componants,

:._-g_*_-;ﬂe.;_{&!_tﬂ_ﬂ! ;Emw i EVENT CONTENTS 1: DISPLAY MESSAGE

et 5 Tuke Over o [f you wish fo display a message o the screen, setit from the menu
'83 Change B % Zay Choice ! displayed by selecting [Display Message]. Sefect [Enter Message] to enter
5 Default Scr 5 May Chaice (8 the message text. Use the [Table of Message Types] shown below to decid

L B 1w you want the message to be displayed. .

+  CGoblin: | & [sventery H : _
K Heroes havs O Wait [Display Message] is a feature

B you'll be using frequently. BHZ

R N L Lo T

 Enter Messese

TABLE OF MESSAGE TYPES
Normal - A window appears at the bottom of the screen, and in it a sentence
is displayed.
Main Character - A balloon appears containing the words spoken by the
character, A balloon can't display a long sentence.

Event - A balloon is displayed at the location in which the event is set.

Message 1 - The sentence entered slowly scrolls up from the bottom of the
SCreen.

Message 2 - The sentence entered is displayed in the center of the screen
against a black background, |

* See pg. 15 Book 1 for text-entry explanations.



ungegn], then set the destination dungeon using
cting [POS Eﬂs;ﬂagsthe destination dungeon. e i e et
2 destination position using the directional

6 ,= jto i} seiﬁﬁ the snrem effect Wmmwmm ﬁfaﬂe When the setting is completed,

ERI X T T

Moving from [Dungeon] to [Field]

Select [Field], choose the field names, and press the €9 button. Next, select the name of the destination field
and press the €9 button again. You can now select the town set in the field. Follow the same steps as with
[Dungeon].

EVENT CONTENTS 3: TAKE OVER

Set this function when you'd like to execute another event while the current event is in progress, such as B
baging talking with the main character while he's still talking with A, You can only connect the events that
are both set within the same dungeon. Selecting [Take Over] displays the menu used to specify the svent
you want to execute. To execute a different event, specify it by selecting [Event No.] and maoving the cursor
directly to the location of the event that will take over the current event. To execute a different Page (see po.
19) of the same event. select [The Event] and specify the page number.




EVENT CONTENTS 4: 2 WAY CHOICE
[2 Way Choice] is a function that allows the player himself to set what will happen next by selecting

gither of the two choices presented to him. Use this function if you'd like to add cerfzin changes to the
subsaquent events, according to choices made by the player,

Selecting the Choice Type
Selecting [2 Way Choice] from the avent menu displays the menu used to select the Choice type. Set a desired Choice

type by selecting it from the menu. The available Choice types are listed in the table below. %
Select a Choice fype that matches the scenario. )

Choice Types:
YES/NO - One of the two events is executed when the

player selects YES or NO. Naturally, the content of the
other event will not be executad unless the player
comes back to the same Choice and selects that
event, In- many cases you'll set [Display Message]
hefore the Choice,

2 Messages - You, as the gpame creator, can enter
messages that explain the choices presented, As with
the YES/NO Choice, you can let the player select either
of two choices by himself. The content of the event not
salected will not be executed unless the player comes
hack to the same Choice and selects that event.

W S g el e e g

Probahility - You can create an event in which the

player cannot select the dastination himself but the
program decides for him, according to a set probability. Set the probability for which the event in Choice 2 1s executed. For

gxample, setting the probability as 50% means the event in Choice 2 will be executed at the probability of around once
gvery twao times. .o

Win/Loss (Battle) - You can change the destination based on whether the character has Won or lost the battle. In many
cases you'll set [Fight Monster] before the Choice. In Choice 1, set the event that occurs if the character has won. In Choice

2. set one that occurs if the character has lost



: As shown in the screenshot, you sat the
# event contents that apply when YES is
i I selected, between [2 Way Choice: Yes/No] and
£ [Choice 2} Then, following [Choice 2] you set the
event contents that apply when NO is selected. Use the
same procedure to set other Choices.

Sat the Event Contents executed after the Choice.

What is Choice?

Choice is a function that allows the p]dyeriu change the
direction of the scenario himself at each Choice point he
encounters during the game. Set conditional event contents at
points where you want to let the player select his or her own
destination. For example, set [YES = Choice 1] and [NO =
Choice2] in [2 Way Choicel. If the player selects YES af the
Choice point, the scenario moves to [Choice 1]. If they select
NO, the scenario moves to [Choice 2],

JENT CONTENTS 5: 3 WAY CHOICE
N S h f;;astmatim;:s ataSWa Choice, To set [3 Way Choi ;Eﬂlﬁﬁla Choice type and set the event
s in {2 Way Cholce]. Howey w’;ﬁ: a SWay Choice you can only use the

&5 E&E [{Choice Types] on {}& 8

" - Here you'l the swm:m tn he uperated Seiaut {Swltr:hmg} fram the event menu and choose whether to set the
switch to ON or OFF Select either of the two and specify the number of the switch you want to operate. Sea the
following paragraph for a detailed explanation of the switch,

What is Switch?
Switch is a frigger that sets off the event that follows. For example, let's assume that a conversation event
with A Is setin event number 1 {or any other number, for that matter), At the end of the event contents, set
that [Switch 001] so that it will turn to ON. This provides proof, in the form of [Switch 001], that the main =~ °
character has talked with A. Next, set the event contents that apply when the main character has yet to talk
with A on page 1 of event number 2. On page 2, set the event contents that cause B to talk to the main
S 8 character on the condition that the main character has already talked with A. In other words, page 2 is

& executed on the condition that [Switch 001] is ON, With this setting, if the main character talks to B after

having talked with A, B will talk to the main character.

:
'
:
i



EVENT CONTENTS 7: GHANGE SCREEN

Here you can set various screen effects, such as shifting the
position of the screen, Selecting an item you'd like to
change allows you to perform a defailed setting for that
item. For example, you can specify the shift direction in
[Shift Screen] or & new color in [Change Color]. To return
thase effects to their original settings, set [Restore].

Use various screen effects to create a screen with a depth.

i

Shift Screen - Enables you to shift the screen Up, Down, Left and right up {1l o T TR T
in 65 spaces. For example, sef & big monster off-screen B PSSO SN B
and when the player arrives the dungean, show them -y Foriel

whera the monster is by using the [Shift Screan]

command. This will give them some idea of where they shotit go.

8 Default Screen - You have to use this command to ravert the screen back 1o its default after ksing the [Shift Screen|

i command, otherwise, the screen will never shift back.

Flash Screen - Enable an on-screen flashing. For example, when lightning strikes, or when a player is hit, i you want
to use this command continuously, it is better fo use the [Wait] command between each of the [Flash
Screen] commands,

Swing Secreen - Enable an on-screen-swinging motion. Far example, when there is an earthquake or when the player
takes damages. It is recommended to use the [Sound Effect] command before or after this
command.

Change Color - Enable a change to the color of the entire screen. For example, changing the screen color to RED

when fire is present, or changing it to monochrome for & retrospective sequence.

Default Color - This command must be used to revert the screen back to its default color after using the [Change Color]

command, otherwise the screen coler will not reset to its default.

EVENT CONTENTS 8: INVENTORY i
You can change the Inventory of the character. Select [Add ftem] to add new items or [Remove Iteim] to remove existing
items. To change the gold valug, select [Gold]. A menu will be displayed according to sach setting item chosen. Specify the

item to be added/removed, or enter the value to be Increased/decreased.

===t EVENT CONTENTS 9: WAIT
i S e S St | YU caN defay by the specified duration of time for the execution of event
FOE . CORLEEREE e content set next to [Wait]. While [Wait] is in effect, the controller buttons are
“E‘;ﬂ‘f;" "l“: Wi isabled. You can use this function fo express silence or insert a pause
e it Detween events. Select [Wait] and set the desired number of Secpnds.

il The [Wait] time can be set in increments of 0.1 seconds.



IENTS 10: EVENT STATUS |
the orientation, position and display status of the graphics set for the event.

'..yuur party has moved tD a different dungeon map; ‘Ihe Euent will ba reset.
jl‘ra graphins tempararily.

B AN

Event Direction - Enables the player to change where the T:\r{}.f'
graphics (Character, ltem, etc.) face. \ i

Move Event - Enables the player to move the graphics (Characteror Y

Item). |
Move to Point - Enables the player to move the graphic to a specified
point. For example, you can make a character that will
run back to his house once the player has talked to him.
Flashing Event - Enables a flashing graphic. For example you can make

b= .

a ghost character.
S S R i S Turn Right - Turn the graphic to right.
=[T..T am sorry. .. % & Turn Left - Turn the graphic fo left.
BT lied .4 8 Change Event Graphic - Temporary enables you to change the graphic
#This is my true form.... SRS to another. For example, when a Boss character

transforms into a monster.
Unable to Execute - Once this command is executad, all events after
this command will not be executed

display status. You can atsu change the ﬂ;ﬂphmﬁ uf the main characters. To return the
lid ﬁi%re Party Display] as event confent.

e
=
m‘.i —

o executed, evenhough the graphics have been deleted,

Disappear - Make the party disappear. Even though the
party vanishes, they still exist and can be
| moved, and can also execute events,

Ghost - Turn the party into Ghosts. For example, you
create an event such as using an item that will
furn party members into ghosts, allowing them to

~ sneak into an enemy’s castle,

Default - You have to use this command to make the

B . party default after using [Party Display]

I - commands otherwise the party will not revert | . -

rpes _— : hack to normal. 8l Where. . 2171

Flashing - Enable ta make the party flashing. (IR | They disappeartll

Ma:néﬂharanter Enables you to change the main -

: character's graphic. For example, their
i graphic could change after they acguire a new skill,




EVENT CONTENTS 12: PARTY MEMBERS
The makeup of the party can be changed. You can add a new member or remove an existing one. Yol
can also change all the members. With [Main Character] you can change who will appear first as the

main character, :

You can also change the main character who appears first.

Add - Add a new character, which you ¢an create in [Character Edit].

, The new character will be added to the end of the party, -

. Remove - Remove a character |
Change Whole Party - Ehan%e all party members, |

Move to Front- Enables you to change the main characler who

appears first in the party, For example, you can

-1 - - Rl i  EENERE create an event such as; the party got lost on their

" .5; T - 'é’::'fg; = ol way to the enemy's castie and ong of them says
B~ T Tou Tie T Tan Tea Tin Te | “Hey, | know where the castle is! Follow me!l” and

g —y : use this command to let that character take over

L m—— i —

i Hari has become a guide. -: tha pﬂ!‘bj lead.

EVENT CONTENTS 13: MOVE PARTY L
You can mrﬂmly change the orientation and position of the main characters. You can use [Gather Party Members] to
gather the entire group at the first character's location. Note that in [Move Party to Point] you can only seta destma’unn

that is within the same dungeon.

Use this function to make the main character turn around, etc.

Character Direction - Enables you to forcibly change the direction in
which the lead party member is facing. For
gxample, when the character who is in the lead
finds something, then he turns back and says o
the other members, “I found a special sword!™

Move Party - Enables you to move the party [UP], [Down], [Left] and

[Right], up to 29 spaces in the dungeon,

Move Party to Point - Enables you to forcibly move the party to a
specific location in the dungeon. By Nere

Gather Party Members - Enables you to gather the entire party at the  elmiElciNmlahlit -4

lead character's location, (IR ncnline nerds erowl - SESNE



| Tah  of Iﬂlanges \

:;' NTS 14: PARTY STATUS

1 ¢ ange the status of the enfire party. When Poisonad, the characters lose one HP
int foreach step forward that they take on the dungeon map. During battle they sustain

amage of four HP points for each turn, When Paralyzed the characters lose all their powers except
4 and use magic. When Petrified the characters become unable to fight, although
r HP and MP ' remain unchanoed. Tha characters are released from pefrifaction using the specified
e Status] event or magic.

sans all main characters in the party. The characters take 1 point of damage per each space of movement.
ges the ﬁtat:ts of the entire party to Paralyzed. The characters cannot move and cannot use magic,
ifies all main characters in the party. The characters cannot do battle,
%ﬁﬁ’ﬁﬂlﬂﬂ Restores any abnormal status of the entire party to normal,

_; _ 8 {or dlecreases) the Party members' HP by the set number of points.

P- greases {or decreases) the Party members' MP by the set number of points.

H&Eﬂif Increases the main character's EXP by the set number of points. Keep in mind the chiaracters' level will

| notincrease, even if they acquire enough EXP for the next level, until they fight and win another battle.

- Bﬁﬂi’ﬁﬂlﬁ 5: CHARACTER STATUS

Yo can Set an event where the main character's parameters are changed. With each event, first select the main
character wiiose status you'd like to change, then perform the appmpnaﬁe settings. With the commands from [Change
: ctbelfmange M DEF], you can set the value of the main character's strength, defense, stamina, intalligence, agility,

'quk@ad mmﬂfﬂnsﬁ To set [Change M DEF], the corresponding item must be set te} 0N in [Gameplay Edit]

1gic - An order aﬂﬂwmg letting a specified EEmraﬂtBr mamﬂnz& magic. For example, create a
wﬁaﬁlﬁ'ﬁiﬂ that cannot be learned from Leveling Up. Player will have to train the
r, then they can p.specialmagie”
‘ “na oo nge specified character's skill,
~ Remove p- Enahies youl to forcibly remove a specified character's equipment
ﬂhmtga STR - Enables you to change the Strenath of a specifiad character
Ghange DEF - Enables you to change the Defense of a specified character
Change STA - Enables you to change the Stamina of a specified character
Ghange INT - Enables you to change the Intelligence of a spacified character
Change AGI - Enables you to change the Agility of a specified character
Change Luck - Enables you to change the Luck of a specified character
Ehanga M DEF - Enables you to change the Magic defense of a specified character

3=
£




EVENT CONTENTS 16: BGM : pell :
You can change tha BGM set for the event. You may also adjust the volume, tempo and Music Effect
data of the BGM selected here. Process the BGM to fit the avent. In the case of Music Effect, use

[Defauit] to reset all Music Eﬁe::_ia.

I
Change BGBM - Enables you to change the BGM !
BGM Volume - Enables you to change the volume of the BGM f
BGM Tempo - Enables you to change the tampo of the BGM. %
BGM Reverb - Enable you to change the reverberation of music. You can select depth of reverberation among six phases. |

EVENT OPTION 17 SOUND EFFECT
You can add a sound effect by selecting one of 78 sounds. [Pitch] allows you 12 stages of variation in the piteh ofthe
sounc. Note that [Pitch] has no effect if the sound effects are set to [None]. .

Sound - Enables you to add a sound effect. For example, use this command when going up and down stairs, or
opening a door,
Pitch - Enables you to change the pitch of the sound effect.

EVENT CONTENTS 18: SHOP

Four typas of shops, listed in the following chart, are available for ereation. If you want to make an event in which
the character talks with a clerk over the counter, what you'll need to do is set enly a graphic of the clerk at his/her |
standing position, and create the event above the counter in which the character talks with the clerk that you've
made in [No Graphic].

Shop List
Inn - In [inn] set a charge in the monetary amount between [0] and [9999]. With one overpight stay &t an inn Everyone
in the main characters' party will completely regain HP and MP. While playing the game, talking ta the clerk displays
confirmation message. Select YES fo stay there. :

ltem (Item Shop) - Create an item shop by selecting [item] in the event setting. Up to 8 types of items you've created
in Item Edit can be sold here. The shop also buys any item that the main character no longer needs. The buy price is
half the price set for the item.

Skill (Skills Selection Shop) - You can switch the skills of a character who meets the selection criteria set at [Skill].
Set the types of skills avaitable to switch here. While playing the game, selecting & main character and the type of skill
to switch will complete the switch.

Trade (Trade Shop) - Trade the items of the main characters for goods In [Trade]. For instance, a main character's item
worth 100G can be fraded for one 506 item o five 10G items, That is, the character must have sofmething at izast twice
the value as the item he or she wants to obtain by trading. Note that no trade can occur between the samg items.



TENTS 19: BATTLE
y aitie monsters created in Monster Edit, Let's create a highlight scene in the story
here, sunh as a baitle against the Monster King. Note that this battle always takes place at the
| msﬁ!mn setfgr*ﬁ':e event, unlike battfes against monsters designed in [Monster Appearance].

Saant Mnﬂs’tar Enables you to select up to & monsters. b 1

BGM - Enables you to select a BGM that will play during baftile (35 total).

Baﬁfa'ﬂﬂ End - Enables you to set the number of turns in the hﬂl’!lﬂ If you want to keep the battle till player or |
 monster dig, just leave “Battle Till End" setting. y

Emj 7?? '-I'um If you want {0 end 4 battle in 2 specified number of turns, enter the number here,

ENTS 20: GAME SYSTEM
":_’uu,%an change the system of the game. Six game systems are changeable from [Magic] to [Monsters]. For instance, if
you set {Monster] to OFF, no monster will emerge after the dungeon until an event that sets [Manster] ON is executed.

Magic - If this command is set to OFF, magic cannot be used until the command is set to ON.

Lewel - If this command is set to OFF, EXP cannot be gained until the command is set to ON

EQUIP - if this command is set to OFF, specified equipment cannot be equipped until the command is set to ON.
Skill - If this command is set to OFF, s:haracters cannot acouire any skills until the command is s&t to ON,
Giold - If this command is set to OFF, characters cannot acquire any gold until the command is set tu ON,
.Mﬁﬂ;‘tﬁr I this command is set to OFF, no Mensters will emerge until the command is set to ON.

[{[Eﬁlﬁ 21: EFFECT
You can choose a graphic fo enrich the scene while playing the game (see the following chart). Select a graphic and

decide on a pasition in which to disptajg it. You can choosg just one of ?H‘Eﬂﬂl‘llﬁl effects. Once the setting is performed, a
preview lets 'm ﬁ&gﬁ:ﬁﬁ result. n

Explosion - Wmm&@mrﬁmpﬁms orovided,

Main Charac Set a position to display the graphics on the screen,
Sound Effect - Set a sound effect to add while the graphics are displayed.
Preview - This lets you check the effect you've set using the actual screen.




EVENT CONTENTS 22: DISPLAY TITLE
This displays the title entered in [Game Infa] of System data

while playing the game. You can display the titie at any time, § -
anywhere within the dungeon, That is, it's up to the producer. §
to display it in the beginning or in the middle of the story.

You can decide the timing for display of the title,

EVENT CONTENTS 23: ENDING
When [Ending] is executed, upon completion of the story, the scraen
becomes dark and the credits roll. Since it works with [Snapshot], you

can deyvise your own production in order to enhance the game you've created.

Ending - Choose the BGM that will play at the end of the game here. If [Ending] is set alone, the background for the
credits will display as black.
Snapshot - By setfing this in one or more scenés during the adventure, they can become parts of the background
during the ending. This production effect, of creating a background like an album, will surely enhance the
ending. Maximum 20 snap shots will be used at the Ending.

EVENT CONTENTS 24: PROHIBIT ESCAPE
When [Prohibit Escape] is executed, the main character can no longer use the [Escape Dunggon) magic. However,
ance he or she leaves the dungeon, the effect of this event nptmn vanishes, allowing the use of magic to gscaps

dungeons.

EVENT CONTENTS 25: SAVE POINT
You can save the game data while playing. To do this, choose [Save Point] from the event menu, It's also a good idea to

set [Display Messagel, [2 Way Choice] and so on pricr to the event.
EVENT GONTENTS 26: NEXT SGENARIO

Use it to read an alias scenario data. If you choose [Next Seenaria] from the event menu, the menu used to enter a name
for the next scenario will be displayed. Press the &% button. See pg. 15 Book 1 for text-entry explanations.

Enter the name of the scenario data accurately.

What is the next scenario? ,
The next scenario is the scenario data to be lpaded next. When this event is executed, the scenaric tata is searched and

loaded. It can be used only if the scenario data is divided into several sections. Sge pg. 22 for details.

- EVENT CONTENTS 27: EXIT EVENT
This allows you to exit the currently executed event. In the same manner as Stop during the test play, it can be used when you'd
like to play only a part of the event option that has been sef. Just choose [Exit Event] from the event menu to set this one.




L

!HH EMPHIEH
his allows you to set a graphic for the

E i et eyent. Choose [Character] for a human figure, or
ki e [Object] to display things such as treasure hoxes
’ ::E :,E:l:ri_fh & &l and stairs. It also allows you to change settings such as
colors, direction the graphic is facing and invisibility {Ghost).

If no graphics are required for an event, you can choose

[No graphic].

I.—l---...'

Six sefting types are available.

i l,_l_g

.' Dseta move pattern for the graphic in the event. Choosing [Mave Type] displays a list menu of move
_____ %;ta pattem from among them. You can set any pattern for a human or object.
Jon! m #E*.rant graphic will not move. For example, when you want to set a character integral to the story, the
E 'fgskla;ﬂater shouldn't move but should stay in a specific place.
- Event araphic will randomly move around. This can be set when you create characters that exist in a town.
- Event graphic will move right and left.
:ra mwlem;mup and down. |
'y to get close to. ﬂmmrgm; cﬁm&t&r piiebgy
€ d a:.(ﬂhlﬂ ain chiaracter W —
' ere they are.an



START (STARTING METHOD) L
You can specify the directions and situations used to start the event. Select one direction from [Topl,
[Below], [Right], [Lefi], and [Al). Situations can De.
chosen from [Touch], [Use ltem] and so on. [Do Not  Wpesesssmm

A L r e e —

Start] is used only after [Choice] or [Switch]. | Event Mo EF-:- :

An event to open a door with a key can be an E""*““;::_H_“ it

example of such a use, it ‘Do Mot Start i
e _:-;Tuu:h S

The condition of execute event - -

From Al - Event will be executed when the Character does one of
the following: [Touch], [Check], [Use Kayl, [Use ltem] to
the event graphic from any directions. :

From Top - Event will be executed when the Character does one of §

the following: [Touch], {Check], [Use Key], [Use ftem] to
the event graphic from the top.

From Below - Event will he executed when the Character does

one of the following: [Touch], [Gheck], [Use Key],
[Use ltem] to the event graphic from below. : :

From Left - Event will be executed when the Character does on of the following: [Touch], [Check], [Use Key], [Use

ltem] to the event graphic from the left side

From Right - Event will be executed when the Character does cne of the following: [Touch], [Check], [Use Key], Use -8

ltem] to the event graphic from the right side.

Methods used to execute an event

Do Not Start - The event will not execute even character [Touch], [Check], [Use Key], [Use liem] to the event graphic from
any directions. '

[Touch] - The character just needs to touch the event graphic to execute the event.

[Check] - The character needs to check the event graphic (by pressing the &3 button) to execute the event

[Use Key] - The character needs to use a KEY {created in [Item Edit]} on the event graphic to execute the event. |

[Use item] - The character needs to use an Item (created in [item Edit]) on the event graphic to execute the event,




can use this to display different mess éﬂs on the first occurrence, the second occurrence
d 50 0, Set conditions by pressing the @ button to create a new page. A page can be moved

wgaﬁmmu nght directional buttons. Note thaf you can set the conditions from the second page.

__H- ﬁl}ﬂﬁﬁ decide whether the specified [Switch] is ON or OFF, in order to execute the event. Select
: &Iym OFF and enter the switch number. u
Uharacters - Decitle whether or not a specific character needs to be in the party in order to execute the event, N
~ Select YES or NO, then select the character \
Ilam Dﬂﬂiia vihether or not a Specific item is requirad te be in the party’s possession in order to execute the event.
Select YES or NO, then choose the item.
EIIHI = Decide whether or not the gold in your character's possession is equal to, above, or below the monetary amount
l’lﬁﬁﬁﬂﬂ 1o exeeute the event. Select [More] or [Less] and enter the amount.
-’Hﬂcl’ﬂe whether ar not the number of people in tha party is equal to, above, or below the required number needed
i order o execute the event. Select | [Specified] or [Other] and enter the number.
suaﬁms- Decide whether the specified game system is ON or OFF in order to execute the event, Choose either [On] or
. [0ff] and choose the game system.

| 'Hha} is a page?
e itself is somewhat like a condition. You can set conditions page by page, and events in each page are executed
the appropriate conditions are met, Which Page event will execute first is determined from the larger page number,
H i, if, for example, there are 4 pages in one event and conditions for Page 4 aren't satisfied and neither Page 2 nor
@3 haﬂaﬁ;ﬂhhg 5&1 in them, Page 1 will then be executed.




GREATE TREASURE BOX EVENT [TREASURE BOX]
The event allows different graphms to display depending on whether it's before or after startingit,
You cannot set [Page Condition] in this event, That is, unlike [Create Ef.rEnﬂ it doesn't allow you to ﬁlsplayr
a different message gach time.

Set an event for the time when this event is executed at [Event

Contents], then specify each graphic for [Before] and [After]. A _
graphic you have chosen will be displayed as a praview atthe i
bottom of the screen. The remainder of the setting procedure i3 |
similar to [Create Event], iR

.' | This is not anly for the opening [Treasuré Box] but for nthé_‘-r
& avents, as well. ;

CREATE DUPLICATE EVENT [DUPLICATE EVENT] o
This allows you to display one or more duplication of a preset © 0
pvent in a specified position, it isn't just a simple copy of the
event, If any one of the imitated events via Duplicate Event is

Craste Caaut executed, the execution spreads through the rest of the mnias;é
an W

Treasure Event

Dkt B ! Editing the original event also changas the duplicated events,

Intro Event



1 character moves from one dungeon to another, you can set an event that will

weenditionally upon his or her arrival, Since choosing [Intro Event] brings up the

setan event, set any [Event Contents] you'd like. You can use [Page Conditions] and

fiate conditions needed to execute the event automatically from the second time onward.

Howing column for more about [Intro Event].

=== [Intro Event] affects the entire dungeon, so the setting won't be \

: ; A S dispiayed on-screen.

What is Intro Event?

[Intro Event] is an event that is exacuted when the main character

: : s 8 arrives from another dungeon, In many cases you may set [BGM] and

15 % o SR TR SRR« Wl [Change Screen]. [Start (Starting Method)] needs to be set in other
el TP SRS s i 8 euents, but not in this one, as it's always executed at the beginning.

;T [E - Imtre Event b Some event options, such as [Display Message], are not available for

L e e this event. The method used to create an event using [Intro Event] is

: explained on pg. 26,

il R =5 T

p okl e



SET GAME INFO

This setting is intended to manage the scenario data. You can name each of the 15 scenaries, from A

third party.

SCENARIO NAME 1
Name each scenario. You can alse change a previously created scenaric name.

SCENARIO PASSWORD

DELETE DATA :
All data pertaining to the scenario is deleted. This saves you the frouble of having to select and delete data piece by

piece. Selecting YES from the confirmation window performs the deletion.

[Scenario Name] Relation . | ; : ‘
Create a [Scenario Name] identical to the scenario name used in game system info, If different scenano names are

used, the system data cannot be loaded and the game will not start. Up fo 15 separate scenarios can e saved.on a
Memory Card. Setting the event content [Next Scenario] in & dungeon allows you to connect scenaries, but the
previous scenario data dizappears onge the next scanario is reached, Accordingly, some events, such as Move
Location, must be set again. (Howevar, the main character's system data and level will be preserved,) Set the tart
Point {initial position) of the main characters' party in the next scenario. Note that only cne system data s allowed
per game, but that you can set an unlimited number of scenario data,

Set a passwaord to manage the scenario data, Once set, the password has to be entered in order to load the scenario data,

to 0, using [Scenario Name]. In addition, sefting a password can prevent the data from being loaded by a 1. ::

|



y OF EVENT CREATION
glps beginners learn the steps needed to create simple events. More
Sers can [earn how 1o create events that are automatically executed.

A TOWN RESIDENT
u're a beginner, you may want to learn how {o create a "town resident.” From [Event] in [Scenario Datal,

st select & fown you've already created. Next, move the square cursor on the dungeon map to specify the
ication where you want to place a town resident, Press the 3 bution to confirm the location. A menu will be il
. displayed upon confirmation. Selecting [Create Event] displays an editor. Select [No Graphic], choose {Eharast&t&and \
. select the dgraphics for town resident, and select [OK]. Next, move the cursor to [Event Contents] and press the
~ Dution, When the setting screen for avent content is displayed, press the #2¢ button again to display a list of event
1 contents: Select [Disolay Message] from the list, then enter text using [Enter Message]. Here, let's enter “Good Morning”.

| Goback to the dungeon map and press the @ button to set the Start Point (initial position) of the main character near
W the fown resident. Now, run a test play. If the message “Good Morning” is displayed when the main character touches the
ik 'E&E%l%ﬁﬁ{i;’résideﬁt}; the setting is complete. Note that when you finish the test play, make sure to change back the

- #¢  Start Point to where your RPG will start fram, !

E
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¢ Move the square cursor 1o specify the location.

il Pese 1 |

8 Foood morninal]l —& Try experimenting with the function
{ once you've mastered the procedure.

'f.: e ——mee Enter the message you'd like fo display.
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CREATING A SHOP - ITEM SHOP
This section explains how to create a shop {item shop). Select [Shop] from the list of event contents,
then select [ltem Shop]. When the [item List] screen is displayed, move the cursor to & number denoting =~ T
iNo Data] and press the €% button. The [No tem selected] screen will be displayed. In this screen, use the  © |
up/down and left/right directional buttons to display the item names you've already created, then ﬁhﬁﬂﬁaa !
desired item. The setting is successful if the selected item name is displayed on the list, Hepeai the steps
to select a maximum of eight items sold at the shop. Finally, select [Confirm] to exitthe screen.

—— Select the items you'd like to display at the store, !

Set different items for each store.
MEM 40447 1y
e ftem Ui'ﬁ'
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HOW TO DISPLAY A BOAT OR BLIMP
Let's assume you've created a boat or blimp in [item], as well as an event in which the main character obtains that item,
You may wonder what the player can do with a boat or blimp, even though the main character has obtained it during the
game. Actually, the boat and blimp are not used according to the wishes of the player. When the main character owns a
boat, its graphic is displayed only while the character is traveling on the sea, if there happens fo be one between two
atljoining towns on the field dungeon map. Owning a blimp allows the main character to travel by air using the blimp (that
graphic is displayed in a similar manner) when geing to a remote town not connected by a direct route. The agraphics for

the boat and blimp can't be changed.




{ AUTOMATIC EXECUTION EVENT USING [TAKE OVER]
ent A, which starts when the main character talks to someone. Next, inside
ungeon map prepare event B {conversation with B), which starts when he finishes
it &. If no additional setting is done, B won't be executed unless the main character talks
re you'll set [Take Over] at the end of the event contents of A. When the [Take Over] -
yed, move the cursor to [Event No.] and press the &3 button. A dungeon map will be
I dungecn map, move the cursor to event B and press the &9 button again. An event-editor
il ba displayed. Press the €9 button to confirm, (If there are more than two pages, use the left/right
ns fo select the event page that will take over the current event.) A and B are now linked. You can
confirm that B is executed as soon as A is completed. With that you'll have created the event that

yoc
executes event B.
i

i

{ﬁfﬁpﬁi‘ﬁ two types of even

= _I m:“‘”"" Rq‘rl L ¥

ts, [A] and [B].

S e m———

Set [Take Over] in the event contents of [A].

B ey A

R g e o8 MessagaKil 1 Display Messass
| e i - fnix Flashing Ex 2 Move Location i
| P o2 Seund EFfec TETERESIREAIIIET
§5 Ghenge Ee 4 ZMes Choice
Jioa T S ey Chaice
g Pt | & Switching
ot f Uhange Screen
"~ | 8 Inventary

and button. .. Selecting the page that takes over the current event
s completes the setting process. _
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SMART WAYS TO USE [INTRO EVENT]

Pressing the €9 button on the dungeon map to place an event displays a smeen in which you can
choose the item called [intro Event], This section explains events you can create using fintro Eventl.

In [Intro Event], you can create an event that first occurs when the main character enters the dungeon map. This event ~
will ba executed automatically upon the main character's entrance into.the dungeon map. For example, youl can furn
the whole fown to red, as if it were engulfed in flames. Using this function, you can also set a separate event within the
same dungeon map to take over the entry event so that a town resident will come to the main character and talk to him g

the moment he arrives in the town. Try creating this event yourseif.

it it

You can alsn set & condition in [Intro Event]. For example, you can set the event so that it will be executed when the
main character arrives in the town for the second time, Or, you could set & crown item as the condition so that the _
intro event will occur only when the main character arrives in town carrying a crown he has obtained somewhese, In : i
short, you can control the point at which the infro event occurs. Note that only one intro event can be set for each |

dungeon map. |

SE|Eﬂ Bntrn Evanﬂ ‘r’nu Gan set the cﬂntem and condition of the event.

The avent begins the moment the main You can also create an automatic exscution event
character arrives in town. and set it to take place upon the moment of arrival.




: 8s With a built-in graphics creation tool called Anime Maker. The graphics created in Anime Maker can
;Maker You can also use a dedicated mouse for the PlayStation (sold separately) to create graphics. (The
IS section assumes that you'll be using a mouse.)

“THE MOUSE

-‘:: Ts |$~ the confirmation button. Click it to execute the item specified by the cursor,
g

in - T]_‘lls;is the help button, Clicking it displays an assistant who will explain the various ﬂh -8Creen items.
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Important |
ﬂlls ‘mammr dogs ot contain detailed explanation of each individual :
mmmq.nd If you have a question, press the HELP button that displays the [ BE{TON
! assistant. You can ask her for help. =

== RPG Data - Create graphics (for main characters and monsters) to be
el uset in RPG Maker. P

| Demio - Create an animation or story. Caution is necessary, since the data
greated with this function cannot be used in RPG Maker.

e

g Memory Card - Check the contents of a Memory Gard. You can also copy
ar delete data.

§ Return - Exit Anime Maker and return to the main screen.



RPG DATA (CREATE RPG BATHL
Create graphic data that can be used in RPG Maker. Three types of graphics can be created;

character, title and monster.

“L1 CHARACTER
=i Seepg. 30 - Draw main characters,
# subcharacters ant town residents.

TITLE §

See pg. 33 - Draw. a background that will be * ¢
displayed on the title screen. o

=i MONSTER
| See pg. 34 - Create original monsters,

{ DEMO (CREATE DEMO STORY) -
§ You can create an animation or story using the charauters [mu VE dravm

| Remember that RPG Maker doesn't e
Bt support this demo mods,

See pg. 35 - Create characters you can fl = =
use in your animation or story. [§j =

. ANIMATION
| See pg. 35 - Set the details of character

¢ animation.

BAGKGROUND £

See pg. 39 - Here you can create the #,
background of the story you'li be creating. §

§ See pa. 39 - Here, you can create a story
" featuring the characters you've drawn,

i

B @ ersatea i
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2 graphic data to be set in Character Edit and
5 thi I"ﬁjnnﬁun' 0 create original main characters.

éi “Wlﬁ the Palette is Transparent |

an change the hue of each of the 16 colors displayed on the palette (#5 in the screenshot above). You must

that the top section of the palette, which is initially shown in black, containg a transparent color. A transparent
ally see- through. For example, when a character drawn in {Bharanter] is placed on the background, the

rawn with the transparent color show the background. This color is used for special effect, so try not to change
qatun@aﬂlg palettﬁ, Initially, the entire arga of the edit window is filled with the transparent color.

W.ﬂ-ﬂmn e PR
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HOW TO DRAW

Draw in the edit window. As you draw, the same image e
appears in the bank window, When the drawing in the edit B
window is complete, meve the square box on the bank -
window to a blank area. Select the area and start drawing 8§
anain. Repeat these steps to draw nine movement patterns &
(turning to the side, ete.) for each character. (See the 4
sereenshot.)

Important 5w i : _
Create the front view, side view, back view and walking pattern. Be
careful, since the areas you can use to draw these images are specified,

1. Using the Free Hand Buttons
Twelye buttons are located at the bottom of the edit window. Use these
buttons to draw more efficiently. The first button you'll use is the Frea Hand button: Click on this button 1o draw free

hand in the edit window.

When you changs the 82
color, the current color 85
is overwritten by the
new color,

2, Enlarging the Display

#  As the drawing approaches the final stage, you may want to r:urrec:t the
i details, The enlarge button represented by a crosshair cursor is useful when
i adding the finishing touches, Clicking this bution slightly enlarges the image
® drawn in the edit window. You can only enlarge to one specific size,

¢ A Smart Way to Use the Enlarge Buﬂun

i If you want to display the entire design of the character in the Edit winﬁmﬂ.

| you can only enlarge to one specific size. If you want to drawi in more

f details, iry fo make size of while square small on the Bank Window
then you can enlarge the design to 6 specific sizes.

a - E
o -



=2 3. Correcting with the Transparent Color
il If you make a mistake, you can easily correct it

mll setin the top section of the palette.

Use the transparent color to correct (fill) the area ynu-'d;}'rkﬂ
= to erass,

. ~ 4, Ghanging the Colors on the Palettes

using the transparent color. The transparent color is

Sl As you draw, you may find that the palette doesn't offer the color you

need. If this is the case, you can change the colors on the palette. To do

this, first select a color on the palette, then adjust the Color-Changg bars

located at the bottom of the palette. Moving these bars changes the
selected color on the palette accordingly. When a desired color is created,
use that color to fill the target area.

5

You can select and change a color on the paletle as ymf see fit,

=& Do Not Change the Colors Already Used
== You must remember one thing when changing colors on the
& palette: You must not change the colors you've already used in
@ the Edit window, If you change them, the sections drawn
¢ with these colors will all change. You should change the 'i
W colors first, or remember the colors on the palette you haven't
. already usad.

it Changing the colors without minding this point can have grave
CONSAgUEnces.



§ Copying e
Drawing a back or walking pattern of the character is a cumbersome task if! yuu ar& doing it from el
scrateh. We recommend that you copy the sections you can use from the designs you've already created. TS

== How 10 use the Copy Button
o= & 1. Press the Gopy Button

_ 2. Select the image vou would like to copy. Press the Left mouse button

(¥ button) to decide a starting point on the Edit window, Move the

mouse (Directional button) and select the designs you want to copy... |
Press the (€9 button) again to decide the end point.

211 3 Move the cursor to the Bank window and select the area where you
| want to pasts, then press the Left mouse button (&9 button) fo i
confirm.

=1 4. Move the cursor to the Edit window and match a frame with the
Edit window well, then press the Laft mouse button (€3 bufton),

5. Now you can edit the copied picture,

Whien the drawing is complete, check to see if the character you've created
will move correctly. To check it, use the triangular Test Play button located at
the bottom of the bank window. Clicking the button displays the test-play
screen. Use the controller to maove the charactar.

Testing helps you find any unnatural areas on the image.

| SAVE
Thit icon of a Memory Card and Pencil shown at the bottom of the bank window is the [Save Button]. Elickmg this buﬁﬁn
*Eiﬂays the text-entry screen. In this screen, assign a name to the character you'd like to save. When the name is a&slgﬂ&d
click [OK] and select the number corresponding to the Memory Card on which you'd like to save the data, Th-Ei :
character will be saved to the Memory Card.




e hegmphlus created in [Tiﬂe] can be used in [Screen] provided in [Title Edif] of

; RFE Maker, The following explains the [Title] adit screen and gives a brief :
£ d&a-:nptmn of how to draw & title background. Note that you'll need to use [Impori] in
,@fder fo load the data saved here. (See pg. 63 Book 1.)

g ; 1. Thumbtack - Yol can to move a window within the screen.
| 2. Pen Window - Choose line thickness, use Spray, etc.
. | 3. Paiette Window - Select a desired color from the palette.
4, Tool Windew - Use Siraight Line, Fill, Reverse, etc.
- 5, System Window - Save, Load and end the edit.
’?.Wmﬁnw Clear - Clears the window currently displayed on-screen.

o Gursor Position - Indicates the current cursor position numerically.

, : .' : ‘w i a thin, black line by dragaing the mouse. To make the line thicker, open the [Pen Windﬂw] and change
e thickness, Mlhange the golor, seiect a desired color from the [Palette Window]. We recommend that you draw the
: ﬂﬂlﬁgﬂg the image using the [Enlarge Button] in the [Tool Window]. Don't forget to save the image when the

GRADATED PALETTE
[ In the Palette window, you can use the gradatmn button to make
‘B t:mimntﬂifjf g:‘adam Qﬂleﬂ& A aradation is when a color

anga&_ into another color, Use gradation to draw a
tic-picture, First, click the left side of the Palatte and

i 'uilange the color as desired. Then click the right side of the
¥ palette and change color as desired. Now press the gradation
bution to make a horizontally gradated palette.

donc diwrantes x s -
{
4 |
I‘ 1
§ it '-.“E I
u
e
|
|



DRAW MONSTER
The graphic data created in IMonster] can be used in the [Monster Edit] of RPG Maker. (See pg. 64 Book
1 for the procedure to import data.) Tha following gives a brief explanation of tasks performed in this editor.

i .'_-=- Monster Size Window R
8 Before drawing, open the [Monster Size Window] and set the size of the :
E
:

b nonster you'll be drawing (four sizes are available, with the fargest size
® being 240 x 120 dots). Deciding the size in this window determines the
¢+ available drawing area. :

{ The default size is 48 x 120 dpts. Selecting @ size changes the available |
& drawing area accordingly. iy

You can change the
size setting while W
you're drawing. i

How to Draw

After setting the monster size, draw & monster by following the same
procedurs used in [Character] or [Title]. Select the line thickness in the
[Pen Window! and fill areas with colors selected from the [Palette
Window], As with the previous two editers, you can change the colors on
the palette. Be sure to save the image when the drawing is complete,

If you have any guestions, check with the assistant by clicking the right
i mouse button (& button).



: explam the tasks performed In [Demo] in Anime Maker. We begin with the
: _ﬂrﬁnter] in [E]Elnﬂ 1. The characters you've drawn here will eventually be used in

CREATE CHARACTER !
How to Draw

In [Story], the character drawn in [Character] will be moved to front
and back (or up and down) or right and left. Moreover, you'll be able to
jump. You must draw a character that is suitable far the various
movements. If you aren't sure, you can load the sample image and
study it first. To load the sample data, click on the [Load Button] in the
editor. The drawing procedure is the same one used with [RPG data).

This screen shows what it looks like to load the sample data.

It's easy to understand the procedure if you load the image of a Rabbit
or Fox,

ek - =R See pgs. 30-32 for detailed steps on drawing.

| &nh&raﬁier you've drawn i in [Bfi':aractﬂ,r][ as Exmalnﬂd on page 38. For
he character 10 out his right leg and left leg, respestively, then combine them into
sg st are in ords on. The following explains the editor and how fo
In Anime Maker most of the time, it is better to use the Mouse, but not for creating [Animation]. For this it is better
to use the Ematm!ier

S i i s T LR e
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1. Bank-Selection Buttons (Buttons 1 through 4)
2. Bank Window

3. Scroll Button

4. Enlarge/Reduce Button

5. Load Button

B. Character Editor Switch Button

7. System Screen Switch Button

8. Button to Return to the Main Menu
9, All Button

10, Vertical Flip Button

11. Reverse Bution

12. Loop Button

13. Insert Button

14, Delate Button

15. Test Play Bufton

16, Film for Setling Animation

17. Film Scroll Buttons

18. Move Butions

19. Time Setting Buttons

SYSTEM SCREEN

1. Data Name

2. Displays the Action Pattern which you are now editing

3. Animation Editor Screen Switch Button

4, Button to Return to the Main Menu

5. Action Pattern Selection Buttons

B. This shows how high the character can jump. Use the bar to set
how high the character can jump.

1. This shows how fast the character can run. Use the har to set how
fast the character can run.

8. This shows whether or not the character is sef to Contact. If this is
sat to ON, the character can be damaged by others during the
creation of the siory.

8. This is the HP Setting button, which sets how many times the
character can be hit before being knocked down.

10. Test Play Button - You can manipulate the animation data you've Bl i
created using the controller. In the test play mode, €3 button = S, et ; = '
Jump, @ button = Attack, Directional button right = walk to the right, Directional button left = walk to the left,
Directional button right x 2 = run to the right, Directional button left x 2 = run to the left and IR button fo retirn
the System Screen.

11. Save Button ;

12. Load Button - Load animation data. Be careful, this is not loading Character data! If you want to load
character data, go back to the Animation Editor screen and click the [Load button].




F '_if_l'.tatiun, press the System Screéen Switch button to display the system
m screen becomes the main screen for [Animation]. In other words, you work in-~—
1]1*5[ and then edit data in the animation editor. For example, you spemﬂr wall-ung

How to Set

B Let's see how it works using an example. Go to the System Screen
& from the Animation Editor Screen,

1. First, click on the [Action Pattern Selection Button] for Walking
(second button from the left in the top row) of the screen.

2. Next, click on the left side of the [Direction Select Button] (four
buttons are available indicating up, down, left aﬁd right}. You've now
selected the action, Walking to the left.

3, Return to the animation editor screen and set thb animation of the
character walking to the left by referring to pgs. 38 and 39.

4. The Animation of the Character Walking to the Left is now
complete,

5. Return to the system screen again. This time, click on the right side
of the [Direction Select Button] and select the action, Walking to

: the Right.

‘ &ns explained above to create Animation of the Character Walking to the Right. Similarly, you can set

5, such as one of the ::harac:ter rinning or jumping, that are neadaﬂ in [Story].

S _.;. |

: .' '.-==J o jaﬁw serean. it is used ta copy the animation of a cerlain action pattern to another action
create Walking to the Ieft animation first, then, use this button to copy Walking to the Left to
Eae- Action Pattern Selectic Button] for Walking to the Right. Go back to the
1, First, press<{Albution], then press [ Vertical Flip button], Now Walking to the Right is

~ Ifyou wisﬁ to set a new movement not available with the nine action-pattern selection buttons, you can assign it
to the IESEM button. The HP setting button in the main screen is used to set the number of Blows the character
can withstand befare fainting. Adjust the jumping height and running speed of the character using the
t:ﬂrrespmdmg setting bars provided at the center of the screen,



HOW TO CREATE ANIMATION | |
The following pages explain how to create animation. The procedure explained here is just one example,
As you work you may want fa explore buttons other than those explained here. Click the right mouse button to .
display an explanation for each button. Use the various buttons effectively fo create your own animatian. il | |

¢ 1. Loading an Image You've Drawn !
bl Click on [Bank Selection Button] 1 {which should already be selected when the
-5 41l screen is displayed), then load the character data using the {Load Button]. Loading 3
o I is complete when the image is displayed in the [Bank Window],

& Find the image numbsr in the load screen.

i 2. Setting the Image onto the Film

§ | Paste the loaded image onto the film. in
S I the [Bank Window], drag the cursor to
change the size of the square box and
= specify the image, Releasing the left
' mouse button pastes the specified image
Wil onto the film,

A 4 * B | Paste image for asingle frame of the film.

' 3. Moving the Image inside the Film
" Use the [Move buttons] located below the film to move the image up/down or
=  left/right within the film, The image is positioned slightly to the left immediately

=4 I after pasting. Unless you'd like to do something fancy, click on the right side of the
==4 [Move Button] to move the displayed image to the center of the film.

4, Setting a New Image on the Film | ;
One image alone won't constitute animation, Click once on the lower part of the [Film Scroli Button] to display @ new
frame of film containing no image. Paste a new image onto the frame by following the same steps. Repeatthe procedure
to create a single animation.

HINT 1: It is better to use the WTKM/ICEM button to scroll the Film instead of using Film Scrofl buttons.

5. Running a Test Play .
When all images have been pasted, you can see how they work by tising the [Test
Play Button]. If you find a mistake, display the frame you'd like to correct using the

¢ [Film Scroll Buttons], and make the necessary changes. The animation is complete it
¢ no problem is found. L

i The same animation is repeated over and over during the test.
® HINT 2: [Loop button] - This is important. If this is not selected, your animation such
§ as Walking to the left, will repeat only one time. To avoid this, use the [Loop
button] on the 1st frame of film. Now, your animation will repeat all frames
automatically,



| Button] is used to repeat the specified segment of images pasted onto the film. For

B E assume you've created animation comprising of 10 frames, with each frame

10 an image. If you want to play the sixth through tenth frames again, press the [Loop

&1 _n}omgﬁgﬁﬂ‘rfmme to EEE a lnnp on the film. The film will be displayed from the first through tenth
: s (1AMES, and then the sixth through tenth frames will be displayed again.

i _- You can set only one loop per animatien.

¥ B Editing the Playback Time of Each Film

= You may notice during the test play that the animation is piayed in fast motion,
4 Adjust the playback time using the [Time Setting buttons]. Use the left/right buttons
§ 1o select the value. You must adjust the time for each animation,

“eia | Setthe speed for individual animations.

. nahw Bacxﬁanuun

An [t ﬁgmum:!],t you'll draw a background that is displayed in [Story]. When the
r.lm ng is complete, open the [Attribute Window] and set the passable/impassable
-Sections, sections that can be jumped over, stairs and o on.

- The flrawing procedure is the same as with [Title], which is described on pg. 33.

You mﬁmmﬁmp of the steps involved, by loading and studying a sample, 45

In iSiury} your'it oreate a story that develops within the confines of one screen using the animated characters
created {n [Animation] and background created in [Background]. The following explains the main window

and how to create a story,

1. Playback, Rewind, Fast Forward, Stop and other Buttons ‘
2. Character Add Button
3. Character Delete Button :
4. Redo the character’s movemant Button 0 @
5. Background Load Button
6. Top/Side View Switch Button
7. Line Add Button
8. BGM Setting Button
T T 9, Save Button
" Vi 10, Load Buttan

, A 11, Exit Buftan




R
. & HOw TO CREATE

- Before starting your work, be sure you've created the necessary characters in [Anrmatmn] and :
hackground in [Eathgrnundl The procedure explained here is just one example. Master the basic steps

then apply them to the creation of your original story,

=== 1. Loading the Background
B0 First, load the hackground using the [Background Load Button]. If you haven't _
£ created a background yet, select a desirad backgreund from the sample data, If i
i the story uses a black background, you needn't set the background.

4 The screenshot on the left shows the screen displaying the loaded sample data.

] = LSS 2. Switching Between Side View and Top View :

j SRR @ o100ias [ BENE || Set the use of gravity on the background using the [Top/Side View Switch

i i ﬂ = :-i ﬂ EE] a S Button]. When Side View is selected, the background will have gravity and

i - =———=== phiacts will fall fram a height to the level of the impassable section. When Top

4 View is selected, the background remains free of gravity,

This setting doesn't change the image itself,

3. Loading the Character
Next, use the character addition button to load the character. If you have no
original data, foad the sample data. When load is complete, use the controller,

not the mouse, to set the character's initial position.

i Bslpde g aeein B :
4 controller. EREESEEFF] - -

= |Jse the directional buttons on the

- 4. Recording
& When the initial position is set, press the button, Recording begins the
¢ moment the button is pressad. As you mave lhe charagter using the directional
% buttons and othears, the cnaracter performs the movements set in the [Animation]

: . systzm screen. Pressing the BEM button again ends the racording,
the charecter will

= then praess 12 buthn

: The movement of the character =
displayed on screen is recorded as is. |

3. Re-recording

EhEﬂk: the recorded movement by clicking on the [Reset bution] foliowed by
the [Play button]. If you don't like the animation, record it again. Click on the
(Redo the character's movements Button] and select the character you'd like
10 record again, Clicking on the [Edit Button] beains recording.




= 6. Adding a Character :
| You can add a character to the display by clicking the
{Character Addition Button] and loading & new character. As %
- with the procedure explained above, press the W button to
record the animation. As the recording progresses, the animation
you've recarded earlier Is played back and the two characters move
“together on the screen. 'f

.....

' '»ﬁﬁﬁﬁia are complete, use the [Line Addition Button] o add narration fo the screen g use the [BGM
slay a BGM. When all tasks are complete, click the [Save Button] and save the data according to the
S, B

I
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