Bringing your town alive
by Zakano
----------------------------------------

I find that many games with towns pretty bland. There really isn't much there that gets people interested in it. Sure lots of detail to the city can spice it up a bit but only to a certain point. To bring your town alive make it so that the people inside the town not say the same thing over and over and over again. Give them some depth. You can do this by doing the following.


<>Change Variable: Var [0001:name] = Random (1 to 3)
<>If Var [0001:name] 1
<>message: Hi
<>End Case
<>If Var [0001:name] 2
<>message: Hello there
<>End Case
<>If Var [0001:name] 3
<>message: Adios amigo
<>End Case

some of you may be unsure of what these commands are doing. Lets cut it down. Step by step.

<>Change Variable: Var [0001:name] = Random (1 to 3)
This here is randomizing the variables in which you will be using 1 2 & 3

<>If Var [0001:name] 1
<>message: Hi
<>End Case
This is the IF case that chooses one of the 3 numbers, in this case 1.

<>If Var [0001:name] 2
<>message: Hello there
<>End Case
This is doing the exact same thing as the one above. The last one will be doing the exact same thing.

You may be wondering how does this randomizing work. Lets use dice as an example. Lets say you role a six. You'll say Fantastic (only an example). Then you role a 4, then you'll say well.
Then your final role is a 1, you'll aw poey. (only an example). You have no control over the dice except the fact that you know it will be a # 1-6. This is the same thing, you set it as a # 1-3 or 1-4 or whatever you want it to be set at. 1 of those # will be luckily chosen and the command you gave in-between If and end case will the executing. So in this instance, it will be #2, the executing command(s) is "Hello there". Starting to see the picture?

Now lets try something else with variables. After this demonstration I will make another tutorial combining the 2 together to give multiple options and possibly making people ether hate, like you, or just not care about you all together.

Getting someone to hate you 0_o

in real life, you can just throw a rock at someone and they would hate you instantly or at least want revenge on you. If you throw a rock in a game, the same exact emotions can happen.

Lets start off with the code and then break it down like I did before. (This will be using code from above as well but not random)

1st Page
<>Change Variable: Var [0001:Angryman] + 1
<>Change Variable: Var [0002: Plus] + 1
<>If Var [0002: Plus] = 1
<>message: Please leave me be
<>End Case
<>If Var [0002: Plus] = 2
<>message: I said leave me be boy
<>End Case
<>If Var [0002: Plus] = 3
<>message: Your asking for a beating boy
<>End Case
2nd Page
Event Conditions: Variable 0001:angryman
3 greater then or equal to
<>message: That’s it boy!!! I'll teach you a lesson!
<>Start Battle: Angry man

now lets cut this down a bit.
<>Change Variable: Var [0001:Angryman] + 1
what this variable is doing, is adding +1 for how much the angry man hates you. Each time you talk to him it rises. It’s only a certain amount of time till you step over the line.

<>Change Variable: Var [0002: Plus] + 1
this variable is adding +1 instead of randomizing it. So it makes it seem like is angry man is getting angry instead of angry to not so angry to extremely angry. What’s also great about this is you don't have to make a new page for each new message while the angry man is getting angrier.

<>If Var [0002: Plus] = 1
<>message: Please leave me be
<>End Case
Just like randomizing it except going in the order you want it to. Goes for the same as the other 2.

Event Conditions: Variable 0001:angryman
3 greater then or equal to
What’s happening here is, once the angry man +1 equals to 3 the page will switch the next page. Easy enough.

<>Message: That’s it boy!!! I'll teach you a lesson!
<>Start Battle: Angry man
Since both of these are pretty simple and self-explanatory, I'll explain how you got to here if you are confused on how you got here. It’s pretty simple really. Angry man is counting +1 each time you talk to him. He gets madder and madder each time you do. The plus variable is more like an added bonus. Its not needed there but your glad it is anyways. Instead of the angry man saying the exact same thing over and over again with out really giving you a warning that he’s going to beat on you if you continue to talk to him. It gives you a signal, "hey I think I should leave him alone or else you just might actually attack me". As I said before, its not needed but your glad it's there anyways.
Now back to the angry man. When the counter gets to 3, the condition event is alerted and changes pages. So when you talk to him for the 4th time he attacks you.

For my next tutorial, it will be using the same basic functions but with a few newer ones. It'll show ways of making a relationship system or anything you could use it for. I hoped you enjoyed this tutorial.
