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SMILE GAME BUILDER: Easily create your own RPGs!

SMILE GAME BUILDERis a game built
for Windows that allows players to easily
create their own RPGs. Using the large
library of assets and the game's simple
user interface, anyone can use this
software to create a high-quality RPG, no
illustration or programming skills required!

m Easily create feature-rich 3D maps!

One of the best features about Smile Game Builder's
map editor is that players can use it to easily create
3D maps. Select Map Parts, choose your map layout,
or adjust terrain elevation; before you know it, you will
have your own unique map ready to use.

m Customize in-game data like characters, monsters, and items in
any way you like!

Whether it's the look or abilities of the main
character and party members, an item that will help

your adventurers during their quest, or monsters

that stand in the way of advancement, players are

able to customize even small details to create their

own unique in-game data. Creating things from
scratch can be hard work, so SMILE GAME BUILDERalso comes with a built-in library full of different data options
waiting to be used straight away.

m Create Advanced Events in a series of simple steps

Say you wanted to create an event where the path forward
opens after the player gives an item to a villager. In the same

way as if they were placing a tree or a house on the map, all
you need to do is to use an event template. SMILE GAME
BUILDERcomes with a large library of event templates that

have been designed with a wide range of events in mind, and

players can either use these or Customize them further to ; 100 Yoo ook et Man!! [Name of a Monster] is hiding inside the treasure box!

suit their own needs.
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Foreword

This manual explains the following sections of
Smile Game Builder: Start Menu, Main Screen,
and Creating Your Own Games. However, it is not
necessary to read each section in the order that
they are listed in this manual. In particular, the
How to Play section explains each of the functions
of the editor in great detail, and it is unlikely that
you will be able to absorb all this information in one
sitting. It is recommended that you first familiarize
yourself with the basics of the game as stated in the
Creating Your Own Game section, referring to the
How to Play section as you encounter functions you
would like to know more about. Alternatively, you
could open a completed game and try adjusting the
settings, referring to the respective manual entry as
you encounter functions they are unsure about. You
should create games using the method that suits you
best, customizing games and becoming more familiar

with the functions as you play.
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Start Menu

The following discusses the menu displayed when starting Smile Game Builder, or by selecting Game File after the

game is already running.

W New Game

Create a Game File to start making a new game.
This will be where all data for the game will be
stored. There are two ways to begin a new game:
by using the provided sample game with a pre-
made map that you can then alter as needed, or by
starting with a blank map and creating your own
from scratch.

W Continue

Pick up a game already in progress from the last Game File
that was saved. This option is not available if there is no save
file.

&7 Open Game File

Choose a Game File from any of the previously saved files to

continue working on that game. Selecting this option will open

up a Select Game File screen. Once there, select the Game File

you would like to open. You can also select a file from the Recently Projects list by double-clicking the file you wish
to open.

4 Save File As--

Enter a file name and save the game that is currently open. This option is not available if there is no game currently
open.

@ Save File

Overwrite and save the game that is currently open. This option is not available if there is no game currently open.

& Create Public Game File

Export a finished game. Use this option to allow other people to play your game. This option is not available if there

is no game currently open.

B Exit Editor

Close Smile Game Builder. Game Files that are not saved before closing SMILE GAME BUILDERcannot be
recovered. Be sure to save your files before closing.

@ Visit Official SMILE GAME BUILDER Website
Open the official SMILE GAME BUILDERwebsite in a browser. m

W
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Main Screen

The following discusses the main screen used in Smile Game Builder.

Menu —®

Menu

The Menu in the upper-left-hand part of the screen is
where you create and edit in-game data. Use this Menu
to playtest the currently open game as well.

Map List

From here you can select a map to edit, change
settings, or create new content. Below the toolbar is
a list of maps that are in progress. Selecting one of
these maps will display it in the main Map Edit screen
where you can edit the map. Click and drag maps in
the Map List to rearrange their order.

Edit Map

This refers to the central section where the map you
select is displayed. You can edit maps here. At the
bottom are the camera controls and a mini map that
help adjust the view of the map. Click the tab on the
left side of the map to toggle the Menu and Map List
on and off.

Edit Tools

Next to the Map Edit screen are Edit Tools, consisting

Edit Map

Edit Tools

— Map Parts

: W — Advanced

Events

of 14 icons. Use these tools to arrange items on the
map, alter the height of the terrain, and in general
create the setting of your game. Clicking on a Map
Part will bring up a quick toolbar, while right-clicking
on an item will bring up a context menu for that item,

both of which can be used to edit your map.

Map Parts

SMILE GAME BUILDERprovides many Map Parts
to create unique maps for your game. Map Parts are
divided into three main categories: Terrain, Objects,
and Events. In general, any selection from any category
can be placed anywhere on the map, including indoors
and outdoors.

Advanced Events

Some events in the game are already provided in the
Map Parts section to place throughout your game.
However, for a more individual, unique event, you can
use the Advanced Events tool. Map Parts contain more
than enough events to make a full game, but once
you get used to the game-making process, try giving
Advanced Events a go.

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.
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Main Screen > Menu

The menu in the upper-left-hand part of the screen is used for creating and editing in-game data. Use this menu to

test the currently open game as well.

Menu

= Game File

Access Game File options.
This will bring up the
Start Menu.

& Save File

Overwrite and save the
game that is currently

open.

& Edit Game Data

Edit various in-game data

such as the game's title,
characters, parties, monsters, items, skills, and so on. After creating data, be sure to click OK or Apply, or the data
will not be saved.

28 Add Assets

Check, add, or delete assets for the game such as images and sounds. Assets are already included in the game, but
you can also add your own. The asset categories are: Characters, Monsters, Map, Game Images, Sound, and DLC.

Playtest

Playtest the game currently being created. Use this mode to talk to NPCs in the game, inspect objects, buy items,
fight monsters, and so on. By playtesting your game and checking everything down to the finest details, you can
ensure the game works as intended. Note that running a playtest will overwrite the current save data.

& Utilities

This menu allows you to check the version of Smile Game Builder, switch languages, and so on.

© Help

Displays the game manual using a PDF reader application.

p §
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Menu > @ Edit Game Data

Edit many types of in-game data such as the game's title, characters, party setup, monsters, items, skills, and so on.

After creating data, be sure to click OK or Apply, or the data will not be saved.

Game Settings

Configure your game's basic settings.

> esettlngs (=) Title screen Game terminology \@ly Characters & Items €3 skils g Monsters
e
Game title subtitle 0 o

3 )~ rnatnd 4 Jary wessrd D 6
N W) EKY) kY) \Y) I

Starting party Game content System settings System sounds

« 2 F
xS HP:40 /MP: 10 /Attack: 20 /Defense: 15 /Agility: 15
.\Nmmg I
Nothing ~
e ol
.\Nmmg ~

Cancel ARl

=

| oK

(DOGame Title & Subtitle

Input the game's title and subtitle, which will appear
on the game's title screen. The game's title is different
from the game's save file name.

(@Starting Point Location/Coordinates

Set the map's starting point by either clicking on the

map or typing in the Start point (scroll with right drag)
coordinates. You can || 1 - 5
also set the starting
point by right-
clicking on the Edit
Map screen and
choosing Make This

The Start Point. |
L chengem),

Start point coo] Hinates
coordinate 29 }%ﬂ Y coordinate

The starting point is displayed on the map
as a red marker.

ol |
ol G

®Starting Party

Select the characters who will be in the game's starting
party. You can select any characters who have already
been created. Parties can have up to four members,
and the character at the top will be the controllable
character in the map. To remove a character from the

‘ Starting party Game content System settings System sounds ‘

party, select the

Sion v
Characters tab, then | ‘ n S

Ignaz v

HP:50 /MP:25 /Attack:25 /Defense: 20 /Agiity: 10

click Remove. I i e -

HP:30 /MP:20 /Attack: 15 /Defense: 15 /Agility: 20

Lisa v
HP:35 /MP:35 /Attack: 20 /Defense: 10 /Agility: 15

First character

@Game Info

Add information to help explain the game you're

making.

®System Graphics
Change the window that pops up in-game for messages,

menus, and options.

(®System Sounds

Select background music and sound effects for various
situations.

(@Camera
You can change the settings for camera angles in games

and control mode (grid movement or free movement.)

(®Battle
You can change the settings for the battle system (2D or

3D) and also the battle camera movement in 3D battle.

©VR
You can change the setting on or off for VR mode (beta

version.)

@Common Events
You can create and/or change the settings for common

events.(More details on page 93)
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Menu > @ Edit Game Data

Title Screen

Configure your game's title screen. Click Title Screen
Display Test to see if the title logo animation displays
as intended.

P> Game settings (=) Title screen (5] Game terminology \fy Characters & Items €3 Skills @ Monsters

Create title screen

Title screen preview Title logo  Start menu  Background & sound

Title logo alignment

@ Display text O Display graphic

Text settings Graphic settings
O Left alignment

Select font color | @ Center alignment

Quest-
aly, treasurfa‘
Q T

Title screen display test

O aigomers I
Text size sig -

Text effects Border

Add frame to text logo | Nothing v |[ change graphic
Title logo display method

Alignment Top

Display animation Fade in

MTitle Logo

Customize the title 5G
~Finc}t~ﬁe

S

logo. Configure
settings for
displaying text or

graphics: text color,

Config

position, size, and

effects, logo frame, Background Title Logo

g.raphlcs 'O.ptIOIlS, Start Men
display position, and

display animation.

@Start Menu

Configure the title screen's start menu settings.

Customize the text, display settings, and selection

cursor.

(®Background & Sound

Configure the title screen's background and sound
settings. Customize the background image, background
music, and sound effects. Test playback for the
background music and sound effects is possible.

Game Terminology

Configure text used in the game. Change text used
for stores, attributes, items, menus, parameters, and
battles. In the store section, the string “{0!” represents
the item's name. In the battle section, “I0}” represents
the character's name, and “{1}” represents the skill or

item being used.

Game Data

P Game settings @ Title screen Game terminology ‘i, Characters 5

Store Battle Battle (2)

Please replace with your desired text string.

Start battle Monster appeared!

Element Item Menu Stats

Leveling up LevelUp!

Choose target for skill/item |Who do you want to use it on?

Escape

Miss

(Action) Idle
(Action) Critical hit
(Action) Defend

Escape

Miss!!

{0} is surveying the situation...
{0}'s critical blow!
{0} is defending...

(Action) Attack {0}'s attack!
(Action) Use skill {1}
(Action) Use item {1}

(Action) Charge {0} is charging up power...
{0} escaped!

Ran away......

(Action) Enemy escape

(Action) Escape succeeded
(Action) Escape failed

Could not escape!

W
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Menu > @ Edit Game Data

Characters

Create characters for your game. Change graphics and
parameters to fine-tune each character.

X

Characters ,5 Items 3 skills @'Mons ers
Ad umea(h haracter

Stats Equlpment Inventory Learned Skills Commands

pa @mescreen =) Game terminology

001 Sion

Description

002 Marie An ordinary young man who lives in the village. Longing to become an
adventurer, he trained hard with the sword.
003 Ignaz

004 Lisa

Starting level
005 Eldred

Lv| 1[f] HP:40 /MP:10 /Atteck:20 /Defense: 15 /Agiliy: 15

Character stats
Default Incline r

Change graphic

i

Change graphic

Growth type
402 15.00 % Slight Acceleration v
MP 102 9.00% Normal v
Attack | 20| 9.00(slight Acceleration ¥
Defense 1572| 9.00f | Normal v
Agility \ 152 9.00% Slight Acceleration v

o
5

(MCharacters

Displays a list of

characters that have
been created so far. 001 sion
To create a new

character, click Add. 002 Marie
New characters will

appear in the list as 003 Ignaz
“NO NAME." From 004 Lisa
there, you can select

the character and 005 Eldred
edit their details.

You can copy and paste by placing your cursor over
a character and selecting Copy, and then placing your
cursor over another character and selecting Paste.
Doing so will overwrite all the details of the character
that it has been pasted onto, so please be careful when
doing this. To delete a character, place your cursor
over a character and select Delete.

@Name

Enter the character's name.

®Change Graphic

Select a graphic for your
characters from your
assets to determine how
they appear on the map
and during conversations
or battles. In the latter

case, you can choose

Change graphic

facial expressions for your
characters: normal, happy,

angry, or sad.

I Change graphic |

@®Stats

Configure the character's description, starting level,
and stats. Text entered in the Description box will
be displayed in the in-game status screen. In the
Character Stats section, you can set the character's
starting stats, as well as setting their level up increase
and growth type. The level up increase determines
how many points their stats rise per level. By setting
their growth type, you can fine-tune these points
further. For example, if a character has an increase of
5 points for HP and their growth type is Normal, their
HP will rise by 5 each time they level up. However, if
their growth type is a faster (or slower) setting, they
will gain slightly more (or less) than 5 points per level.

Stats  Equipment Inventory Learned Skills Commands

Description

An ordinary young man who lives in the village. Longing to become an
adventurer, he trained hard with the sword.

Starting level

LV ll': HP:40 /MP:10 /Attack:20 /Defense: 15 /Agility: 15

Character stats

Default Incline r Growth type

HP 40@‘ 15-005} Slight Acceleration v
MP 10 :}‘ 9.00 %] Normal v
Attack 20{3] 9.00%|slight Acceleration v
Defense 15/2| 9.00'| Normal v
Agility 15/2] 9.00/%] Slight Acceleration v

12
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Menu > @ Edit Game Data

T About Character Stats

®Commands

. The character's health. If their HP reaches 0, a Configure the commands that can be used in battle.
character is knocked out (KO) and unable to fight. You can set the icon, command name, function, and
Characters must use MP in order to use their options. Each character can have up to five different
MP . : .
skills. commands (plus Escape). Escape is a fixed command;
Characters with high Attack stats will inflict this means that each character is able to use Escape
Attack greater damage when attacking normally. despite it not being set as a specific command. Please
e 1 for more information each of th
Defense Characters with high Defense stats will take less see below ) ¢ information about each of the
damage when attacked normally. commands available.
Characters with high Agility stats are able to Stats FEquipment Inventory Learned Skills Commands
- perform actions more quickly in battle, and -
Aglllty have a greater chance of being able to run from % Reset to defaults + Add m Remove Register battle commands,
battles. | Command Function Options
<L Attack Attack b
®Equipment ,-',: Defence Guard ¥|50
Set your characters initial equipment. You can Skills Open skill list v
select items from Edit Game Data > Items. If Fix g Inventory Open item list i

is checked, the character will be unable to unequip
the item. There are four types of armor: arm armor,
head armor, body armor, and accessories. Characters

can equip up to two accessories.

®Inventory

Configure the items that characters can use:
consumable items, weapons, and armor. Items that
have been created (Edit Game Data > Items) can be
selected.

(DLearned Skills

Configure which skills characters can learn and at
what levels they can learn them. These skills are
similar to magic attacks and are separate from a
character's normal attack. Skills that have been created
(Edit Game Data > Skills) can be selected.

T About Commands

Attack Attack the enemy normally.

The next turn, the character's attack stat
will rise by the amount (percent) that has
been set in the Command options.

Charge

During the current turn, the character's
defense stat will rise by the amount
(percent) that has been set in the
Command options, and they will take less
damage.

Defend

Allows player to open a list of skills and to

gLl s choose one from the list.

Allows player to open a list of items and to

gz e L choose one from the list.

p §
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Menu > @ Edit Game Data

& Items

Create consumable items for use in-game. You can
create them by selecting Consumables from the right-
hand side.

x
P> Game settings (%) Title screen 5] Game terminology \fy Characters & Ttems €3 skills g Monsters
o
5
Consumables Basic Settings Stat Modification Status Recovery Animation 2
@B 001 Medicinal herb Medicinal herb - £
Description i
& 002 Potion A medicinal herb that restores HP
ﬁ 003 Magic herb —
Basic settings 4
(@ 004 Magic potion (7] Frice 10
005 Full Potion Usable on map YES v
006 Antidote herb Usable in battle YES -
5 007 Dispell herb | Chenge graphic | )
2} 008 Revival feather D)Same effect as a skill
& 005 Fiame spebook v
& 010 Phantom spellbook
Click these tabs =

(MOConsumables

isplays a list of consumable items that have been
created so far. To create a new consumable item,
click Add. New consumable items will appear in the
list as “NO NAME.” From there, you can select the
consumable item and edit its details. You can copy and
paste by placing your cursor over a consumable item
and selecting Copy, and then placing your cursor over
another consumable item and selecting Paste. Doing
so will overwrite all the details of the item that it has
been pasted onto, so please be careful when doing this.
To delete a consumable item, place your cursor over
an item and select Delete.

@Name

Enter the consumable item's name.

(®Change Icon

S (] 1 ect an l con fO r Basic Settings Stat Modification Status Recovery Animation
. Description
the consumable item —Amwhemmms e
from your assets. — _— o
Usable on map YES v
Usable in battle YES -
[0 Same effect as a skill

(®Basic Settings

Configure the consumable item's description and basic
settings. Text entered in the Description box will be

dlsplayed m the 1mn- Basic Settings Stat Modification Status Recovery Animation
game item screen
and when shopping. | iiay” -
. . MP recovery (%) of2
In the Basic Setings | ey
. Max HP Up 0
section, you can set Max MP Up T o:
. . Attack Up of]
the item's price and Defense Up -
Agility Up 0%

set whether the item
can be used on the map or in battles. You can also
make the item have the same effect as existing skills.

®Effect

5. Effect

Configure the effect parameters for each consumable
item when used: HP and MP recovery amounts and
rates, and stat boosts. If you set both a recovery
amount and a recovery rate for an item, the effect will
be doubled. For example, if a character has a maximum
HP of 100 and the player uses an item which has a
recovery amount of 10 and a recovery rate of 10, the
character will recover 10 HP (HP recovery amount), as
well as recovering 10% of their maximum HP; in this
case, 10 HP (HP recovery rate). Therefore, they would
recover 20 HP in total.

p §
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Menu > @ Edit Game Data

(®Status Recovery

& Weapons

Configure items to heal abnormal status effects. . . .
Create weapons for use in-game. Begin by selecting

% About Status Effects Weapons from the right hand side.

P Game settings (%) Title screen =) Game terminology \-!. Characters 5 Trems €3] skills G Monsters

Weapons Basic Semngs Stat Modlﬁcatlon Animation

R 001 Knife

Character is poisoned and loses 1 HP
Effect every turn in battle and every step taken
outside of battle.

3gEWNSUOD pe

Description
& 002 Longsword Alarge knife can also be used in everyday life

& 003 Brass knuckles
& 004 Iron Hammer
@R 005 Battle axe Attack element Non-element  ~

Cure Skills, items. \

Price 102

suodeam

Character falls asleep and is unable to & 006 Sage rod e i =
Effect | perform any actions. (Character will wake up §§Z o et é T oo vt 03 J
if attacked‘) g 009 Flame knuckle
010 Thunder Axe
Cure Skills, items, battle end (each turn there is a -
chance the effect may heal by itself). Click these tabs
Character is paralyzed and unable to perform
o Effect any actions i i (“Weapons
= : . .
% Displays a list of weapons that have been created so
R Skills, items, battle end (each turn there is a .
@ Cure far. To create a new weapon, click Add. New weapons

chance the effect may heal by itself).

will appear in the list as “NO NAME." From there,

Character is confused and may attack you can select the weapon and edit its details. You can

Effect allies. (Character will no longer be

copy and paste by placing your cursor over a weapon
confused if they are attacked.) py p y placing y D

and selecting Copy, and then placing your cursor over

N
o
=
=
[=
ca,
(=]
=]

Skills, items, battle end (each turn there is
a chance the effect may heal by itself).

Cure another weapon and selecting Paste. Doing so will

overwrite all the details of the weapon that it has been

Character becomes charmed and attacks
Effect allies. (Character will no longer be

pasted onto, so please be careful when doing this. To

o) delete a weapon, place your cursor it and select Delete.
g charmed if they are attacked.)
3 I .
Cure Skills, items, battle end (each turn there is @Name
a chance the effect may heal by itself). Enter the weapon's name
~
= Effect Character's HP reaches 0 and they can no
(o}
3 longer participate in battles. ®Change Icon
g Select an icon for the weapon from your assets.
5 Cure Skills, items.
@®Animation

Configure the animation that is shown when the item
is used in battle.

P §
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Menu > @ Edit Game Data

@Basic options

Configure the

Basic Settings Stat Modification Animation

Description
Alarge knife can also be used in everyday life

Price 105

Attack element

weapon's description

and general settings.

Non-element i
Attack power 10
Elemental attack power o
Critical hit ratio(%) 10

Text entered in

the Description box

will be displayed in

the in-game item

equipment screen and when shopping. In the Basic
Settings section, you can set the weapon's price, its
element, its attack power, its elemental power, and
its critical hit ratio (% ). Weapons can have one of the
following elements: none; fire; ice; wind; lightning; holy;
dark. Alternatively, they have may have one of the
following status effects: poison; sleep; paralyze; death;
confusion; charm. If a weapon has a fire element status,
it will deal more damage when used against enemies
weak to fire, rising in line with the weapon's elemental
power. If a weapon has a status effect, elemental power
is not applicable. The attack power determines how
much damage the weapon deals via a normal attack.
However, if, for example, using a weapon with a fire
element against an enemy weak against fire, then the
weapon's elemental power value will be added to its
attack power in order to calculate the overall damage.

®Effect

Configure how stats change when the weapon is
equipped. It is possible to input values for evasion and
accuracy: evasion refers to how likely the character is
able to evade an enemy's attack and accuracy refers
to how often the character's attack will hit the target
without missing. A character's overall evasion and
accuracy values are calculated by combining stat

boosts from their weapons and armor.

®Animation

Configure the animation that is shown when the
weapon is used in battle.

& Armor

Create armor for use in-game. Begin by selecting
Armor from the right- hand side.

Game Data x

P> Game settings (%) Title screen [ Game terminology ‘@l Characters @y Ttems €3 skils @ Monsters

pastc | T Remove Eo) o

Basic Settings Stat Modification Resistance Modification

Description
‘Armor woven with iron chains

& 002 Leather hat

@ 003 Chain heim
% 004 Crest helm
@ 005 Leather tunic
@ 006 chain mail
@ 007 Mage robe
Q 008 Crest mail

#i7 009 Rune cloth

@ Equipment type

OAm OkHead @Body O Accessory

Price. 10
Defense 15

Change graphic

ouwy @ | Uodeam / [s1ewnsuios pe

_

. . Click these tabs
®MView Armor List

Displays a list of armor that has been created so far.
To create a new piece of armor, click Add. New armor
will appear in the list as “NO NAME." From there,
you can select the armor and edit its details. You can
copy and paste by placing your cursor over a piece
of armor and selecting Copy, and then placing your
cursor over another piece and selecting Paste. Doing
so will overwrite all the details of the armor that it has
been pasted onto, so please be careful when doing this.
To delete armor, place your cursor over it and select
Delete.

@Armor Name

Enter the armor's name.

®Change Icon

Select an icon for the weapon from your assets.

®General

Configure the

Basic Settings Stat Modification Resistance Modification

Description
Armor woven with iron chains

. .
armor's description

and general settings.

Equipment type
OAm  OHead @Body O Accessory

Description box will Price 5000

Defense 2505

Text entered in the

be displayed in the
in-game item equipment screen and when shopping.
Choose type of armor (Arm, Head, Body, or Accessory) in
the Equipped Type section. In the Basic Settings section,
you can set the armor's price and the defense boost value
when the armor is equipped.
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(®Effect

Configure how a character's stats change when the
armor is equipped. A character's over all evasion and
accuracy values are calculated by combining any stat

boosts from their weapons and armor.

®Resistance
Configure the Basic Settings Stat Modification Resistance Modification
| .
armor s resistance to e No change 0%
Ice No change 0%

elements and status Wind

No change 0%
Lightning No change 0%
Y ou can Holy No change 0%
Dark No change 0%
Resistance to abnormal statuses

effects.

<lalefefc]<

choose values from

Poison No change 0% v

. Sleep No change 0% v

the 5 to 6 dlffe rent Paralysis No change 0% v
. . Confusion No change 0% »
options available, e Torrseh [

No change 0%

or input a specific

value yourself.

Skills

Configure in-game skills' effects and animations. Skills
are equivalent to magic spells that are commonly found
in RPG games, and require MP to use.

x
P> Game settings (%) Title screen Game terminology Characters Items ) Skills Monsters
Reg changedal’@ sl
Skills Basic options  Effect on allies Ally animation Effect on enemies Enemya | * |
001 Healing 2 |[Healing Description
002 Area heal Restores the HP of a single companion
Y 003 cure poison Basic settings
G 004 Raise & HP consumed 0
&P 005 Power boost B 25
s ik bod Usable on map YES v
006 B!
ink bocy Usable in battle YES o
Change icon
007 Fire Recovers HP with damage dealt NO v
008 Ice Causes death after use NO v
é 009 Thunder Attack element Non-element Y
Success rate (%) 100 J
@) 010 Fire storm =)

®Skills

Displays a list of skills that have been created so far.
To create a new skill, click Add. New skills will appear
in the list as “NO NAME.” From there, you can select
the skill and edit its details. You can copy and paste
by placing your cursor over a skill and selecting Copy,
and then placing your cursor over another skill and
selecting Paste. Doing so will overwrite all the details
of the skill that it has been pasted onto, so please be
careful when doing this. To delete skills, place your
cursor over it and select Delete.

@Name

Enter the skill's name.

®Change Icon

Select an icon for the skill from your assets.

N w
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@ Ba Sic OptiO ns Basic options _ Effect on allies Ally animation  Effect on enemies Enemyal * | *

Description
Restores the HP of a single companion

Configure the

Basic settings
. 1 . . consume: [
skill's description | emm= =
. . Usable on map YES ~

and basic settings. Usable in batte Ve 5
X Recovers HP with damage dealt NO v

Text entered 1n the Causes death after use NO ~

Attack element Non-element

Success rate (%) 100

Description box will

be displayed in the

in-game skill screen. In the Basic Settings section, you
can configure the following options: how much HP or
MP the skill requires; whether characters can use skills
on the world map; whether the character recovers the
same amount of health as the damage inflicted by the
skill; whether the character is knocked out (KO) after
using the skill; whether, if the skill inflicts damage, if the
damage is elemental, and the skill's chance of hitting. For
example, if the skill inflicts fire element damage, it will
inflict greater damage on enemies that are weak to fire.

(®Effects on Allies

Configure the range
of the skill and its

Basic options Effect on allies  Ally animation Effect on enemies Enemyal * | *

ONothing @singleally OAllalies O Selfonly O Except self

[ Recover HP ~

effect. You can input
values to determine
a skill's HP/MP

|4 Recover set % of HP
O Recover Mp

[ Recover set % of MP
[ORaise attack
[CRaise defense

[ Raise agility

v Add skill effect

Recover set 9 of HP 502

recovery rate or

stat bonuses. It is
possible to select several different effects for one skill.

®Ally Animation

Configure the animation for when the skill is used on
ally characters during battle.

(DEffects on Enemies

Configure the range of the skill and its effect on
enemies. You can input values to determine how
much damage the skill deals, or how the skill affects
an enemy's stats or elemental defense. It is possible to
select several different effects for one skill.

®Enemy Animation

Configure the animation for when the skill is used on
enemy characters during battle.

Monsters

Create monsters that will appear in-game. You can
configure how they look, their stats, how many
experience points they give, and so on.

P Game settings (%) Title screen [5) Game terminology \y Characters & Items €51 Skills @ Monsters
OISO CRROMIOR
ptions Resistan

Basic of nce EXP/Money/Item Action in battle Animation

. 001 Slime * ||Gaze demon
W€’ 002 Hornet
¥ 003 Poison bat

Description
A huge eye monster born from magic

Monster behavior

i 004 Dire wolf
Wily (Avoid using skills in low MP / Attack less HP characters) v

& 005 Assassin

W 006 Gobiin

NI 007 Cockatrice
I 008 Lesser demon

Spawn pattem

Horde of same type v

Monster’s Stats

HP 400
@ 009 Skeleton fighter Changs graphic Mp 400~
& 010 Medusa @ Attack 13012
4. 011 Gaze demon Defense 6012
Evasion (% 5k
& 012 Land worm (%) 2
Accuracy (%) 902
B 013 Beast lord oz 802

(®Monsters

Displays a list of monsters that have been created so
far. To create a new monster, click Add. New monsters
will appear in the list as “'NO NAME.” From there,
you can select the monster and edit its details. You
can copy and paste by placing your cursor over a skill
and selecting Copy, and then placing your cursor over
another monster and selecting Paste. Doing so will
overwrite all the details of the monster that it has been
pasted onto, so please be careful when doing this. To
delete monsters, place your cursor over it and select
Delete.

@Name

Enter the monster's name.

®Change Graphic

Select a graphic for the monster from your assets.

p §
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@Basic options Basic options | Resistance | EXP/Money/item | Action in battle | Animation

Il’lput lnformatlon A huge eye monster born from magic

Monster behavior

for the monster's

Wily (Avoid using skills in low MP / Attack less HP characters) v

Spawn pattern

explanation,

Horde of same type o

personality,

HP 400/%
and stats. In we 400
Attack 1307

the Monster's | befense =
Evasion (%) 55

: : Accuracy (%) 90f]
Personality section, ek e

you can configure
options such as the monster's fighting style and how
often it appears. In the Monster's Stats section, you can
configure values for each of the monster's stats.

T About Monster Stats

The monster's health. If their HP reaches 0, the

Al? monster is knocked out (KO) and unable to fight.
MP Monsters consume MP when they use their skills.
Attack Monsters with high A.ttack stats will inflict greater
damage when attacking normally.
Monsters with high Defense stats will take less
Defense

damage when attacked normally.

Evasion | Monsters with high Evasion stats will frequently
(%) evade normal attacks performed on them.

Accuracy | Monsters with high Accuracy stats will hit their

(%) target more frequently when attacking normally.
Monsters with high Speed stats are able to
Speed ) S
perform actions more quickly in battle.
(®Resistance

Configure the monster's resistance to elements and
abnormal status effects. You can choose values from
the 5 to 6 different options available, or input a specific
value yourself.

®EXP/Money/ltem

C on fi gure t h e Basic options Resistance EXP/Money/Item Action in battle Animation
EXP, money, and | "=k

Money 200

. 2005
items that a player | -
receives after they Thieves' boots [v]

3{Z) This item's drop rate (%)

have defeated the | r
monster. YOU can 0[] This item'’s drop rate (%)

select up to two different dropped items, and set how
likely the items are to drop.

@In-battle Actions

Configure hOW the Basic options Resistance EXP/Money/Item Action in battle Animation
. +Add Tﬁ' Remove Attack method basis
monSter aCtS durlng HPlower | HPupper | Action type Option
0 100 Attack o
battles. You can also o e oo v 5
. 0 10 Escape ~
set actions that a o 200 T e
. i 100 T g |
monster will take o T g
0 100 Attack ka
after a set number of o 100 Actack -

turns has elapsed. To

begin with, set the turn number to “0" and decide on the
monster's normal attack. The monster will use this attack
for any turns that have not already been configured with
a specific attack.

If you set several different attacks with the same turn
number, one of the attacks will be chosen at random. You
can also utilize the HP Lower Limit (% ) and HP Higher
Limit ( % ) options to have a monster perform different
actions on the same turn, depending on their HP.

You can choose from the following actions: normal attack;

and Charge, a value should be entered in the options to
determine how much the defense stat rises by (Defend)
or how much the attack stat rises by (Charge). For Use
Skill, a skill to be used should be selected in the options.

®Animation

Configure the animation for the attack used by
monsters during battle.

Select an effect [m] X
01 Weak Hit 02 Medium Hit 03 Strong Hit 2
04 Fire Hit 05 Water Hit 06 Bolt Hit

07 Rapid Hit 08 Weak Slash 09 Medium Slash

10 Strong Slash 11 Fire Slash 12 Ice Slash

13 Bolt Slash 14 Rapid Slash 15 Slash

16 Light Strike 17 Hard Strike 18 Claws

19 Fangs 20 Spirit Blast 1 21 Spirit Blast 2

22 Fire 1 23 Fire 2 24 Fire 3

25 Fire All 26 Ice 27 Ice 2

28 Ice 3 29 Ice All 30 Bolt

31 Bolt 2 32 Bolt 3 33 Bolt All

34 Explosion 35 Explosion All 36 Meteo

37 Poison 38 Poison All 39 Wind

40 Wind All 41 Earth 42 Earth All

43 Water 44 Water All 45 Light

46 Light All 47 Dark 48 Dark All

49 Recover 1 50 Recover 2 51 Recover 3

52 Status Up 53 Status Down 54 Defense

55 Confuse 56 Absorb 57 Sleep

58 Paralvsic 59 Silenca AN Neath 2 o]

i critical; idle; use skill; defend; charge; escape. For Defend
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Choosing Add Assets from the main menu allows you to browse through, add, and delete images, sounds, and other

files for use in your game. In addition to the pre-existing system assets, you can also add files you've created yourself

(for more information on how to add your own files, see the Adding Your Own Assets section below).

Assets are organized into the categories of Characters,
Monsters, Battle Effects, Maps, Game Images, Sound
Files, and Purchased DLC (Downloadable Content). For
any of these categories, to add an asset simply click
Add, then choose the asset you want to use from File
Select or DLC File Select etc., and it will be included in
the list of content to choose from.

When you want to remove a file from the list, select
it and click Delete. If you would like to add back a
system file to the list that you have previously deleted,
first click Add, then select Re-Add System Resources.

2 Characters

Configure your characters' animations or 3D models.
Use the tabs on the right to choose between either the

character or the character's face. )
Click these tabs

o] ] sectmion va

12D Characters

Configure how your 2D characters' animations appear
when they are on the map. The character models you
select from the list have animation patterns broken up
into Vertical Partitioning and Horizontal Partitioning
components. Vertical values set how many directions
your character can face, while Horizontal values control
the number of frames in an animation. Together, the
numbers you choose for the Vertical and Horizontal fields

Add

Delete

o4
A

I\ e

‘mwuod e g | wonewny g

7 B_People12A2

v [ seect motion vtk

List

will determine which animation patterns are available
to your characters. Setting the Vertical value to 4 will
allow a character to face in the four directions: up,
down, left, and right, while setting it to 1 will leave the
character only capable of facing in one direction. Setting
the Horizontal value to 3, meanwhile, will include three
frames of animation for each direction the character can
face in. Finally, the Display Duration value controls the
speed of the animation; the smaller the number the faster
it will be.

When adding your own character model, remember to
consider these vertical/horizontal divisions in advance
and create several images of your character in different
positions as a part of one drawing. For example, if your
Vertical value is 4 and your Horizontal value is 3, you will
need 4x3 (12 total) images for your character. Preview
how your character moves based on your settings. Using
the buttons below, you can choose to play or pause the

animation, as
well as change
the direction
the character

is facing and

increase the

display size.
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¥ Animation Settings

Disable Loop

First — Last

After reaching the last frame of
an animation, that frame will
continue to be displayed.

4
@
e
2

4
®
¢
£

Reverse and Loop

The animation will play in
reverse after reaching the last
frame and continue to do so
on repeat.

Loop

Upon completion, the
animation will jump back to
the first frame and continue to
play on repeat.

@3D Characters

Configure your 3D characters' animations when they
are on the map. A preview will play in the right-hand
window allowing you to see the animation for the
character asset selected. This is not limited to human
characters; particle effects for weather and the like are
also included. With the buttons below the window, you
can play or pause the animation, change the motion
pattern, and alter the display size.

If you have created and added your own 3D characters
and you want them to perform an animation, you will

have to create it on your own in advance.

R Creracters G monsters @ Maps B Gemeimages [ sound

o 2dd T Remore

thetool | @) Help

C:¥Users¥kenji¥Desktop¥Work¥Project_Yukar¥YUKAR¥bin¥sgb_rpg¥samples¥common¥res¥characte

wopewuy g

(8

sueniod e e

[T A_Heroine038

A

(®Character Face

Here you can customize the large portrait images
of characters that will appear during dialogue. Each
character asset you can select from the list will have
four different facial expressions (normal, happy, angry,
and sad) that you can check using the preview window
to the right. If you want your own characters to have
different expressions, you will have to prepare them
yourself.

& Cheracters @b Monsters @ vaps ¥ Game images [ sound

o A T Remove
c

portrait asset list

et s ke || s

[C-¥Users¥kenji¥Desktop¥Work¥Project_Yukar¥YUKAR¥bin¥sgb_rpg¥samples¥common¥res

seniod epep g UonewIY g

o | Nomal Happy Angry Sad

p §

W
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Monsters

Contains the monster image files that can appear in
your game. The monster asset you select from the list
will be displayed in a preview on the right. You can
change the display size with the buttons below the

window.

* Characters g Monsters @ Maps B Gemeimages [ sound

Maps

Here you can organize and control the different
components that you can place on your map. Using
the tabs on the right, you can choose either Terrain or
Map Objects.

Resaurce arcive
B craraciers G vonsters (B vaps 8 Game images [ sound

s Add T Remove
jcatecoy |

Manage map terrain model texture images | (@) Help

C: ¥Users¥kenji¥Desktop¥Work¥Project_Yukar¥YUKAR¥bin¥sgb_rpg¥samples¥common¥
Py redcarpet

[7 stairs/slo...

7 Grassy Slope

| spepows dew Q ‘ sain dew @

7 Grassy Stairs
7 Labyrinth
77 Labyrinth

[Asset data settings

Round edges [ Traversable [ |Liquid [ ] Poison

Ofemrsin @stairs O 'Siope

Click these tabs ==
®Terrain
Contains images of various pieces of terrain that you
can place on your map. These piece can be seen as the
ground that you lay out over the game field. There
are three different tile types, each with several assets

to choose from.
Whatever you select
from the list will
be displayed in a
preview on the right.

For information on
the various types of settings available, refer to the
Asset Data Settings chart below.

T Asset Data Settings

Round When placed on the map, the corners of this
Edges piece of terrain will automatically be rounded off.
Traversable | Players will be able to travel across this terrain.
The terrain will change so that it appears to be
Liquid liquid. It will also appear slightly lower than other
pieces of surrounding terrain.
Poison If traversed, this terrain will poison the party.
Terrain | Will be treated as regular terrain.
The terrain will be treated as a staircase. When
Stairs placed, terrain that is one level above or below
will become accessible.
The terrain will be treated as if it were a slope.
Slope When placed, terrain one level above or below
will become accessible.

22
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@0bjects

Access images of objects that can be placed on the map.
Several different assets are available in each of four
different categories, and the item you select from the list
will appear in a preview window to the right.

Object Collision Settings allows you to control the space
that a selected object occupies, which cannot be entered.
First choose a height from the ten different levels, then
click on the grid to set that height in the preview. This
will create a red column of corresponding height that
cannot be traversed.

If you then click Allow Pass-Through Below, every layer
of the column except the top one will turn green. That
green area will now be traversable. For instance, if you
have a column with a height of 4, blocks at a height of 1-3
will turn green, and it will be possible to traverse it. Use
this feature when creating bridges or similar structures.
To delete a column (hitbox), select Height 0 and click on a
column to get rid of it.

Click the checkbox to turn the display of the object or the
elevation settings on or off. For information about what
other changes you can make with these checkboxes,
refer to the following table.

Resource archive
* Characters @ Monsters @ Maps. @Gamelmages I3 sound
o A Remore T o oo
[ outdoor
[ Indoor
[ Decoration
[ Building

C: ¥Users¥kenji¥Desktop¥Work¥Project_Yukar¥YUKAR¥bin¥sg | Object ct

geonEntrance

soin dew @

\geonExit

- Elevation 10
Labyrinth

= . Elevation 9
Labyrinth Door

= Elevation 8

Elevation 7
Elevation 6

77 Private Dwelling 1- 1 Elexahont>

Private Dwelling 1 -1 Elevation 4

Elevation 3
Elevation 2

Elevation 1

¥ Other Settings

Allow Object | Controls whether an object can be placed on
Stacking | top of the selected object.
Billboard The same graphic will alwa.ys t?e .displayed,
regardless of what angle the object is viewed from.
Make an object play an animation based on its
. motion data. Using the buttons above, you can
Animate L .
play or pause animations as well as select which
motion data to use.

Game Images

Access various images that can be displayed during
gameplay. Using the tabs on the right, you can
select between Windows, Images, Icons, and Battle
Backgrounds.

X

Resource archive
* Characters g Monsters @ vaps ¥ Game images EL

Ads Y Remove
w
u

Manage backgrounds displayed n bate | @) Help

[C-¥Users¥kenji¥Desktop¥Work¥Project_Yukar¥YUKAR¥bin¥sgb_rpg¥samples¥common¥res

SMOPUIM .\
P

punoiboeq sped suoop @‘ sobew] |s
IR

Grassland_2

™ Grascland 2

Click these tabs

®OWindows

Here you will find various images of windows for your
game. Window assets that you select from the list will
appear as a preview on the right. Each asset you select
from the list can be set as the window for a specific game
function, including messages, menus, and player choices.
Go to Edit Game Data, then Game Settings, and finally
System Graphics to assign these windows to the function
of your choice.

Of the pre-existing system assets, the eight listed in the
Functions for Window Assets List table on the next page
have their functions already determined. If you intend to
use your own assets for these functions, change the file
names to match each of these and overwrite them.
Under Window Settings, you can control the size of the
border along the top, bottom, left, and right of any window
assets you've created yourself. Higher values will increase
the border size, expanding in towards the center of the
window and leaving less space for text. Choosing Display
in Arranged
Pattern
will display

the pattern
repeatedly
across the

window.
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T Functions for Window Assets List

default_

Background for menu items
selectable

default_selected |Background for menu items being selected

battle_command | Command window for battles

Background for commands selected in
battle_selected

battle
battle_ Background for commands not selected in
unselected battle
battle_skilllist Skill/Item select window for battles

battle_message |Window for messages that appear in battle

title_cursor Cursor for use on the title screen

@lIlmages

Access images for use in various places in the game,
such as on the title screen or for events. Images
selected from the list will appear in a preview on the
right. Using the buttons below the window, you can
increase the display size.

|pu..mrmaaq omes ﬂ |sum| =] |Eﬁeml ﬁ‘ saopuim i

®lcons

Access images for item icons that will be used in your
game. Icon assets selected from the list will appear
in a preview on the right. Note that icons are broken
up into squares of 32x32 out of a larger image; if you
want to include icons of your own, it will be necessary
to draw several different images as part of one large
picture file.

h x

R croracters & vorsters (B maps F Gome images [ sound

Add T Remove
w

Manage imagesfor tem display spit 2x32 | @) Help

>
SmopuIm E

swor o] sobewr )

puncubroeq oeg ﬂ

(®Battle Backgrounds

Access background images that will be displayed
when battling monsters. Assets selected from the list
will appear in a preview on the right. Use the buttons

beneath the preview window to increase display size.

R croracters G vorsters (B maps F Gomeimages [ sound

x

SmopuIm E

sovewr ]

]punmﬁx:mq omeg ﬂ suoop E

p §

W
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Sound

Manage your sound files from here. You can select
from Sound Effects, Environmental Sounds, and Music
using the tabs on the right. Sound files in every
category can be listened to by clicking Play. Checking
the Loop box in Music tab will make the file play again
on repeat after it has finished. The System Assets
checkbox cannot be altered.

x

£ craces G vonsies @ veps I omeimages 3 sourd

o

s Acd T Remore Manage sFx | o ploy [l Sop | @) Help
X ji j i g

snW &, | spuncs fewewonnu B | xas

Click these tabs

Purchased DLC

Access your purchased DLC (downloadable content).
All DLC assets that have check marks next to them
can be added in each category by clicking Add and
then choosing Select from DLC. When DLC for this
game is released, purchasing the DLC will make this
tab available. If you haven't bought any DLC, this tab
will not be accessible.

p §
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OAdding Your Own Assets

This section contains the guidelines and instructions (organized by category) that you will need to follow in order to
add your own assets to the game. They include information about what formats and image sizes to use.

2. Click on the File Select tab, then choose the file

2L Characters

©2D

Add one character (one file) at a time.

+ File Format
PNG image (full color)

- Size
One standard size frame is 48x64 pixels. As long
as images display properly during a playtest, other

sizes are fine.

- Layout

Lay out frames vertically and horizontally in a single
image as described below.

Horizontal...

Draw the proper number of frames to complete one
motion of an animation. For example, if your walking
cycle will consist of 3 frames, draw those 3 frames in
a horizontal row.

Vertical...

The different directions your character will face for
each motion (such as four motions (up, down, left,
and right) or one motion with no specific direction).
If the character is intended to move up, down, left,
and right, then from the top going down, lay out four
panels where the character is shown facing first up,
then down, then left, and then right. The number
of horizontal frames for each direction must be the

same.

+ To add files one at a time:
1. Click the +Add button.

that you want.
3. Click Add.

©3D

Add one character at a time. Each character will
require three files: model data created in FBX7.4 (2014)
according to all the official guidelines (*fbx), a texture
image in PNG format (*.png), and motion data (*.def).

- Polygons need to be triangulated.

- Typically each model will have one texture image
and one motion data file associated with it.

- The file name for the texture image must be the
same as the one specified in the data for FBX 74.

: The file name for the motion data must be the same
as the one specified in the data for FBX 7.4.

- Preparing Your Data

Put all three of these files into the same folder.
Alternatively, the texture image may be placed in
a folder of its own, labeled “texture,” beneath the
other folder.

Example:

Base Folder
+ chrl.fbx
+ chrl.png
+ chrl.def

- Adding Data

1. Click the +Add button.

2. Choose the File Select tab, then select an FBX7.4-
format file to add.

3. Click Add.

This will add the related texture image and motion

data as well.
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OCharacter Faces

Add character face data for each character to the
relevant folder.

Monsters

Add one file at a time.

- Format
PNG image (full color)

- Size

The size should be 320x544 pixels. The image
displayed on the main menu screen will be a portion
of the original image taken from about 1/3 of the
way down. The image displayed during battle will be
a compressed version of the original image of which
the top 64 pixels and the bottom 32 pixels have been

removed.

- Prepare one image for each of four different

emotions.

Anger: filename_anger.png
Normal: filename_normal.png
Happy: filename_smile.png
Sad: filename_sorrow.png

- Preparing Data

1. Create an appropriate folder. You may want to use
your character's name when naming this folder.

2. Place all four PNG image files for the different
emotions in that one folder. For characters that
do not exhibit emotions, just one image is fine.

- Adding Data
1.0n the Character Potraits click the +Add button.
2.Click on the File Select tab, then choose the folder

you made from the column on the right.
3.Click Add.

- Format
PNG Image (full color)

- Size
Try not to go over 544x360 pixels. Any larger than
this and your images will appear, but may run off
the screen or cause other problems.

- Adding your files: Add files one at a time.

1. Click the +Add button.
2. Click on the File Select tab, then choose the file

that you want.
3. Click Add.

@ Maps

For both terrain and objects, add files by category (by
folder). You cannot add individual files one at a time.
Prepare a proper folder for these files in advance.

OTerrain

- Preparing your data

1. Create a new folder and give it a name that
corresponds to a category.

2. Place texture images of the terrain inside the
folder (See About Terrain Assets below).

- Adding your data

1. Click the +Add button in the appropriate terrain
category.

2. Click on the File Select tab and choose the folder
you made from the column on the right

3. Click Add.

OTerrain Assets

Terrain assets use texture images. One unit of terrain
1s fixed at 48 cubic pixels.

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.
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- Format

PNG image (full color). One image is required for

each component of terrain.

.

Vertical Size

Each texture panel should be 48x48 pixels, and one
complete image must consist of a panel on the top
as well as one for each side. The sides need only be
one unit high. When placing terrain in high positions,
missing sections will be duplicated from existing
sides.

B Top layer - 48x48 pixels
[] Sides (duplicated as necessary based on height
of terrain) 48x48 pixels

If you want a different pattern on the sides based
on height, you can create as many additional side
images as you need (from 1-9 units high). If the
terrain is placed higher up than the number of sides
you have prepared, the images on the lowest set of
sides will duplicate as necessary.

B Top layer 48x48 pixels

[ ] Sides (1 unit down from the top) 48x48 pixels

[] Sides (2 units down from the top and below,
duplicated based on height) 48x48 pixels

For the stairs, it has to be three blocks: the step top
surface, the step front surface and the side.

Horizontal size

Normally one unit is 48 pixels, but for animations,
such as with water, lay out the appropriate number
of frames horizontally for the animation to complete.

OObjects

Each object will require at least two files: model data
created in FBX7.4 (2014) according to all the official
guidelines (*fbx) and a texture image in PNG format
(*png). If any kind of movement will also be involved,
motion data (*.def) will be necessary as well.

- Polygons need to be triangulated.
- Typically each model will have one texture image

and one motion data file associated with it.

- The file name for the texture image must be the

same as the one specified in the data for FBX 74.

- The file name for the motion data must be the same

as the one specified in the data for FBX 7.4.

Preparing your data

1. Create a folder and name it after the
corresponding category.

2. Place the FBX7.4-compatible model data, PNG-
format texture image, and motion data into the
same folder.

Alternatively, the texture image may be placed in
a folder of its own, labeled “texture,” beneath the
other folder.

Example: Adding files for housel and house2 into the
Myobject category.

Myobject Folder

+ housel.fbx
+ housel.png
+ housel.def
+ house2.fbx
+ houseZ.png
+ house2.def

- Adding your data

1. Click the +Add button in the appropriate object
category.

2. Click on the File Select tab and choose the folder
you've created from the column on the right

3. Click Add.

p §

W

28

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.



<- SMILE GAME BUILDER -Manual- P
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Game Images

+ Format
PNG image (full color)

- Adding your files: Add files one at a time.

1. Click the +Add button.

2. Click on the File Select tab, then choose the file
that you want.

3. Click Add.

OWindows

- Size
128x128 pixels. Borders are included in this size.
Specify the size (width) of the borders in pixels

under Top Border Size, Left Border Size, Right
Border Size, and Bottom Border Size.

Olmages
- Size
960x544 pixels

Olcons

- Size
512x512 pixels. Within this overall size, draw
individual icons of 32x32 pixels each.

OBattle Backgrounds
- Size
960x544 pixels

Sound files

- Format
Ogg Vorbis

- Adding your files: Add files one at a time.

1. Press the +Add button

2. Click on the File Select tab, then choose the file
that you want.

3. Click Add

OBGM

- Clicking Loop will repeat the entire song from
beginning to end, but if you've specified a loop
point within the Ogg Vorbis file's metadata, you
can get the song to loop from that point and/or
only loop a selected part of the song instead.

Loop Start...

Looping will start from this point (based on whole
integers in relation to sample size). Note: the song
will play from the beginning for the first play, then
begin here for each subsequent loop.

Loop Length...

Represents the length of the song to play before
returning to Loop Start (based on whole integers in
relation to sample size).

OSFX/ENV

- There is no option to loop or not loop these sounds.
SEX cannot be looped. Environmental sounds will
loop automatically.

p §
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Menu > B Playtest

Allows you to playtest your game as you make it.
As you walk around on the map, you can talk with
characters, interact with different objects, buy items,
fight monsters, and make sure everything is working
the way that you intended. Make use of this feature to
double-check and fine-tune your game as much as you

want.

<Controls

T Title Screen Menu

New Game | Start playing your game from the beginning.

Play your game from the last point at which you

Continue
saved.

Change your game options. This can also be

Options done as you play the game.

T Options Menu

BGM Adjust the volume of the background music.

SFX Adjust the volume of the sound effects.

Choose from four speed levels at which the

IR text is displayed.

Preserve or don't preserve the location of the
menu Cursor.

Cursor Position

Restore Defaults | Return your options to the default settings.

Controls for the various actions you can perform in-game are listed below.

¥ Controls: Keyboard

F Controls: Xbox 360 Controller

Move Camera Up/Down |R/F

Zoom In/Out av
Reset Camera K
Top-down View/ B
First-person view
Exit to Title Screen Ctrl+C

Open Debug Menu F5

Cur:nczr‘iglr:‘aer::ter Arrows key/WASD Cur:n(:"/’(eil:er::ter D-pad/left analog stick
Run Shift + arrow key Run X + D-pad/left analog stick
Main Menu X/Esc Main Menu B
Confirm Z/Enter Confirm A
Cancel X/Esc Cancel B
Talk/Interact Z/Enter Talk/Interact A
Move Camera Left/Right |Q/E Move Camera Left/Right Left/right on right analog

stick

igh |
Move Camera Up/Down Up/down on right analog

stick
Zoom In/Out LB/RB
Reset Camera Click in the right analog stick
Top-down View/ v

First-person view

30
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<{Menu Screen

Pressing the Menu button while on the map will bring
up the main menu screen. It is possible to select the
actions listed below.

Inventory:
b
Skills

A
4

Equipment S0 /10
V‘ .\ State: Normal
Ignaz 3 3 Lisa

LV o1 EV AT

XN ». State: Normal
Status

P
Save «\8

” 3 HP

Exit game “76)? 50 / 50

|t PN ot
Config m _‘\‘\ \}ismte: Normal State: Normal

Close Held money : 0G

Play time 00:00:19

@ /030 Cursor movement &/ OK 8 /@ Quit

T Menu Screen Commands

ltem Display items not currently equipped on your
party. Select item to use.
Skills Use one of your character's skills. These will
i
primarily be healing skills.
Equip your characters with weapons and
Equipment |armor. Any stat changes made by equipping
new equipment will also be displayed.
Status Show your characters' status.
Save the current game. There is a maximum
Save of 40 save slots. It is not possible to load saves
from within the game.
Exit Game | Quit the game without saving.
Change the game's options. These options are
Config . .
the same as those accessible on the title menu.
Close Close the menu and return to the game.

Battle Screen

Whenever you encounter a monster on the map, the
battle screen will be displayed. Combat will commence
after actions have been chosen for all the party
members. After defeating the monster the results
screen is shown, which displays the experience points,
money (G), and items gained from the battle. If they've
gained enough experience points, your characters will
level up, which will improve their stats. If all of your
party members are knocked out (KO), the game over
screen will appear.

Note that there is a limit of four characters in a party,
and their positions cannot be changed. Character
positions have no effect on defense stats or the
likelihood of being attacked.

(ZSAttack

{@Defence
&k skills
g Inventory

{IBack i)

g S

W
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Menu > B Playtest

<Debug Menu

Press F5 during a playtest to display the debug screen.
This mode can be used power up characters, skip events,
or temporarily do things in the game that would not
normally be possible. This is useful if you want to get
through the game quickly to test specific things.

@ .
Display/Edit Event Switches
Sion w1 = | = % | No |Event switch Now Change |
) 0 |vilage_mayor | Off |
Marie b= 3 1 villager_01 off |
Ignaz w1 — 5 ™ |2 |villager_o2 off =]
Lisa Wi — : |3 villager_03 off d
™ |4 |Check_point_01 |Off hd
s fs‘gheck_point_oz off =l
1)

A ——

I Disable encounters

™ Bypass events

* ‘ No | Variable box Now Change | =
I Ignore terrain height o 0 =]
™ Max HP&MP In Battle r 0 =
™ Max Stats Ir&qst\e r |2 0 =
Y s 0 =
Frame Rate 60.7042 FPS r |a 0 =
Return to title screen:Crtl+C r s a =
e () _° .

(MCharacter Level

It is possible to change the displayed characters'
current levels by entering a value in the box to the
right to play with the characters at a level of your
choice.

@Options
Configure the following debug options.

T Debug Options

Disable ,
Monsters won't appear.
Encounters
Bypass Events | Allows the player to walk through events.

Ignore Terrain
Height

Allows the player to walk over terrain and
objects, regardless of their height.

Max HP/MP In
Battle

Permanently sets HP and MP to their max
values; applied from the next battle.

Sets your attack, defense, speed, etc. to
their maximum values; applied from the
next battle.

Max Stats In
Battle

[
Y
(118
14
1)
¢
2

Ignore Terrain Height

®Framerate

Displays in real-time how many frames per second the

game IS running at.

@Display/Edit Event Switches

Turn on or off different switches for events in the
game. Event switches that have been triggered will
be displayed with a checkmark, at the top of the list.
Under the Now column, you can see which flags have
been triggered so far. At the beginning of the game,
all the event switches will be set to off. Choosing on/off
from the Edit column allows you to change the state of
these flags. This is useful for testing what has or has
not changed before or after a event has taken place.

(®Display/Edit Variables

Enter different values for created variables. Variables
that have been checked off will be displayed in order
from the top down. Under the Now column, you can
see what the current values are for different variables.
At the beginning of the game, all of the variables will
be set to 0. Entering a number in the Edit column
allows you to change each value. This is useful for
testing what might happen when one specific variable
changes.

®Apply

Clicking this button will apply all of the changes you've
made to your playtest session of the game. Select Close
to return to playtest. Changes cannot be applied mid-

battle.

N w
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Menu > 4 Utilities

Here you can check the current version of the editor,

change language settings, etc.

Utility X

SMILE GAME BUILDER RPG EDITION
O Localization tool Version 0.9.11.0
Copyrightc 2016 SmileBoom Co. Ltd. All Rights Reserved.

FreeType Al

https://www.freetype.org/

Steamworks.NET

Copyright (c) 2015 Riley Labrecque v
e System info
@ Language English i
Project's save folder ‘C: ¥Users¥kenji¥OneDrive¥ FF1 > h¥SmileBoom¥sgb¥rpg ‘ Explore...
(®Localization Tool
Locali - o X
Location of use GUID Current text Text to replace [
Item -> Guild request 1 c09dcaSa-... Paper with a request from ...
Item -> Guild request 2 5d51c107-... Guild request 2
Item -> Guild request 2 5d51c107-... Paper with a request from ...
Item -> Guild request 3 c150a6fd-a... Guild request 3
Item -> Guild request 3 €150a6fd-a... Paper with a request from ...
Item -> Philosopher's slate  46fe7f2e-3... Philosopher's slate
Item -> Philosopher's slate  46fe7f2e-3... Slate with the prophecy of ...
Item -> Royal permit 4783403c-... Royal permit
Item -> Royal permit 4783403c-... Permit given by the king
Item -> Griffin emblem d7627ab9-... Griffin emblem
Item -> Griffin emblem d7627ab9-... Symbol of an ancient kingd. ..
Item -> Fire spirit stone 492cd701-...  Fire spirit stone
Item -> Fire spirit stone 49acd701-... A red crystal ball with the p...
Item -> Ice spirit stone ccbf521e-a... Ice spirit stone
Item -> Ice spirit stone ccbf521e-a... A blue crystal ball with the ...
Item -> Wind spirit stone f9e7f341-a... Wind spirit stone
Item -> Wind spirit stone foe7f341-a... A green crystal ball with th...
Item -> Earth spirit stone 70409ea8-... Earth spirit stone
Item -> Earth spirit stone 70409ea8-... A yellow crystal ball with th...
Item -> Beast's hom absfda21-f... Beast's homn
Item -> Beast's horn absfda21-f... Proof of defeating a beast
Item -> Dragon ruby 0f2523a0-... Dragon ruby
Ttem -> Dranon rithy. 0f2523a0- proof of defeatina a dranon b
Export... Import... Revertto before impor EXecute replace Cancel

The localization tool is used to convert each text entry
used in the game to different text. This function has
been included specifically for localization purposes, and is
intended for just a select group of users.

If the text does not convert in the manner that you
intended, it is possible that the game will no longer be
playable, so be sure to create a back-up save file before
carrying out this process.

Click Export to export your game's text data as a text
document. Open the file in an appropriate text editor and
enter the desired translation in the “Text To Replace”
column. When you have finished, save the file and click
Import to load the data. Once you click Execute Replace,
all the text in your game will be replaced with the text

Sofvare icenses NGy

you entered in the text file.

If you wish to edit the text data, do not make any
changes to the Location Of Use, GUID, or Current Text
columns. Each entry in the Location Of Use, GUID,
Current Text, and Text To Replace columns should be
separated by a tab. When saving the file after editing,
ensure that the file is saved with the same type of
encoding that the original had: Unicode.

Caution When Using Localizing Tool

When you execute "Import" from the localizing tool, every
text will be replaced with the new ones. You cannot import
any localizing text to the replaced project file again. You
need to create a back-up data of the project file first and
then execute localizing. If there are some changes you
wish to make on the contents, duplicate the back-up data
and execute localizing.

@Version Information

Displays information about the version of the

editor you own.

(®Software Licenses

Displays what licenses the editor uses to run.

@®System Info

Clicking this will display information about your OS,
CPU, and other details about your computer used in
running the editor. You can copy this text onto your
clipboard. This may be necessary should you require
customer support and have to share the specifications
of your machine.

®O0ther Settings

Change which language the editor runs in and alter
the location of where your game files are saved.

N w
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Main Screen > Map List

+ T 5E =G

$ Village

- Village_rooms
H Castle

H Forest

. Night Forest
. Inn

ﬁ Dungeon

+ Add New Map

The Map Settings menu will open when adding a new

map. Maps that you customize here will be added to
your map list, allowing you to then select and edit
them from there. Clicking on the tabs gives you access
to advanced settings where you can customize how
your map, as well as its battle settings. You can also
add a map without any customizations and make
changes later.

Click these tabs

setrmgs
vap Q) |0

® »

y y | ‘+ Use template
I Map settings Battle settings I L
Map size x:[30 [ v:[po [ (Max: 256x256)
Map background type Unicolor ~
Map background color - { Select...
Light source settings Daytime v
Environmental effect None v
This map's music ’Nothing ’ v ‘
This map's environmental hi
sound INOt ng ‘ i ‘

Camera settings for this map

Camera mode @® Normal O First-person view
[] Disable camera switching

[ Disable zoom and angle controls

The map list, found on the left of the map editing screen, allows you to choose a map to
edit, change the settings for the current existing map, add a new map, etc. Displayed
beneath the toolbar are all the different maps for the current game. Clicking on a map
will display it in the large Map Editing screen to the right where you can make changes.
Drag maps up or down on the list to adjust the order in which they are displayed.

(MOMap Name

Enter the name of your map.

@Use Template

Can only be used when adding a new location. Click
here to load preexisting map assets and add them
to the Map List. With File Select, you can add a
location you've created as part of another game's data.
Select From DLC allows you to add locations you've
purchased as downloadable content.

(®Map Settings

Allows you to [w=e

. .

adjust the settings pr— i

fO r t h e ma p y ou Map size x: 70 [5] v:[70 [ (MAx: 256x256)
Map background type Terrain -

want to add as it Jerai o e used s e mop

W i ll ap p ear i n th e Light source settings Daytime v‘
Environmental effect [None v

overwor 1 d . T h € This map’s music [BGM_town_countryside [ v |
This map’s

changes you can sound [owing  [v]

make are described

Camera mode @ Normal O First-person view

in the following

[ Disable camera switching

[ pisable zoom and angle controls

chart. When you've
finished changing

your settings, make
sure to click OK to apply them.

p §
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Main Screen > Map List

T Map Settings

Map Size

Determine how large the map will be by
entering the number of horizontal (X) and
vertical (Y) spaces. The maximum size is
256x256.

Map
Background
Type

Choose the appearance of the area outside
the borders of the map. Unicolor will change
the background to the color you specify under
Map Background Color. Click on Repeat to
fill the surrounding space with exact copies
of your current map. Choose Terrain and the
background will be filled with the terrain you
specify in Background Terrain below.

Map
background
color

Choose Unicolor under Map Background Type
above and you can select the color of the
map's background.

Terrain to be used

Choose Terrain under Map Background Type
above and you can select which type of terrain

as the map A .
to put in the background of the location you're
background
editing.
L Choose different lighting effects for your
Lighting ) .
S map. You can set various parts to adjust
ource
. automatically, such as the sky or building
Settings

lights.

Environmental

Displays effects such as rain or fog. Although
only a few of these can be configured in the

Effect o ) i
Map Editing screen, all will appear in the game.
Thi ,_ | Choose from the background music tracks
IS m?p s you have registered to set the sound for this
music

location. You can also preview tracks here.

Environmental
Sounds

Choose from the environmental sound tracks
you have registered to determine the sound
for this location. You can also preview tracks
here.

Camera Mode

You can choose between either a normal top-
down camera or a first-person view when
players first enter this location.

Disable | Check this box to fix the camera to the Initial
camera Camera Mode. Players will be unable to change
switching | camera mode in-game.
Disable |Check this box to lock the camera in place
Zoomand angle | in game. The camera position and degree of
controls | zoom will be fixed to the starting position.

(®Battle Settings

Allows you to adjust the
battle settings for the
map you are editing. The

Battie settings

cur while moving on this map, if a spawning monster is

et
changes you can make ot
are described in the chart

below. When you have
finished choosing your
settings, make sure to click

OK to apply them. The o
monsters you have added

Battle background

to the list determines the

monsters that spawn on the map.

T Battle Settings

Enter the number of steps to be taken before

Footsteps | a monster appears. The actual encounter rate
until spawn | will be somewhat randomized, so think of this
as a general guideline.
Decide which monsters will spawn in this
. location. Add or remove monsters to this list
Spawning )
Monst based on the monsters already registered
ONSEerS | inder Edit Game Data. It is also possible to
access monster settings from this menu.
Try out a battle with the current settings.
You can select which party members fight,
Battle Test party J
what level they are, and what gear they have
equipped.
Max
. Set the maximum number of monsters that
Simultaneous
can
spawns
Battle Select which background image is displayed
Background | during battles.
Select Use System Sound and the background
music you have registered under Edit Game
Battle Music | Data will be played in battle. Use Optional to

choose a specific song to play during battle.
You can preview the music here.

Environmental
Sound
During Battle

Select which sounds to play in the background
during battle. You can also preview the sounds
here.

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.




<- SMILE GAME BUILDER -Manual- P

Main Screen > Map List

Delete Map

Delete the selected map from the list. Once deleted, the
map cannot be recovered.

Copy Map

Copy the selected map. The copied map will not be
added to the list until it is pasted.

Paste Map

Paste a copy of the map selected via Copy Map. It will
appear at the end of the map list.

® Add Folder

Add a folder to your map

list. Drag and drop maps o T &) @ = O
into the folder to organize |pum
ﬁ\fillage

them. As you create more
and more maps, the map ﬁvillage_rooms
list will become longer
and longer. Collect maps
into folders to keep things

organized. I

Mayer's House

m Castle

# Map Settings

Edit the settings of a selected map. Clicking this
icon will display the Map Settings screen. All of the
functions are the same as described above in Adding a
New Map, except Load Map will be unavailable.

I
|
|
I
|
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
|
I
|
|
I
|
|
|
I
House :
|
I
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
I
|
|
|
I
|
|
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Main Screen > Editing Maps

Show/Hide Toolbar

The map currently selected in the Map List
window on the lower left will be displayed in
the center of the screen, and is editable. You can
change the type of view you have of the map by

using the Camera Controls and the mini map at
the bottom of the screen. Also, by clicking on the
Show/Hide Toolbar button, you can turn show
or hide the Menu and Map List along the left-
hand side.

Edit Map

N BD e Y BQES SR

<{>Camera Controls

You can use these controls to change the map's
point of view and zoom while editing a map. Use the
perspective you are most comfortable with to alter the
viewpoint and verify any edits. Besides these controls,

you can also freely pivot the camera 360 degrees
by holding the Alt key and then right clicking and
dragging your mouse.

@ E Add/Remove Perspective

Adding perspective to your screen will display
faraway objects as smaller and give your game a more
3-dimensional look. Clicking this button will turn the
perspective on or off. It is off by default. The icon will
turn white when it is turned on.

©) E Top-Down/Normal View

Returns the camera to a top-down perspective. The
icon is white when the top-down view is on. Clicking

Camera Controls Minimap

on the button again after turning top-down view on
will return the camera to the previously set camera
position. Even if you move the camera around after
turning top-down view on, when turning it off you will
return to your previous camera position. Click it again
and you will return to your initial view.

® m Change Vertical Angle

Left-click to move the camera to a lower angle. Starting
from a top-down perspective, each click will move the
camera down by ten degrees. Right-click to raise the
camera to a higher angle.

A

W
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Main Screen > Editing Maps

@ Change Horizontal Angle

Left-click to move the camera horizontally by 30

degrees. Right-click to move it in the opposite direction.

o, — — L

Drag the slider left or right to change the magnification

of the map (and double click to return to the default

zoom). Click the icons on either side to zoom in or out
by 10% per click.

® W Show/Hide Editable Areas

Displays a border line showing the point at which you

can no longer edit your map. Click to turn this feature

on or off.

\ 3 4

@ [EE] show/Hide Grid

Displays a grid composed of squares, each representing

one unit of terrain. Click to turn this feature on or off.

It can only be shown in top-down camera mode with

perspective turned off.

\ 3= 4

<Mini map

The mini map in the bottom right shows an overview
of your map's terrain. The area surrounded by the red
border on this mini map is what is being currently
displayed in the map editor. This border can be
dragged to change the area shown. Depending on the
camera settings and window size, the size and position
of the red border will change. You can show or hide
the mini map at any time by clicking on the header.

Header

Red border

b §
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Main Screen > Editing Tools

Editing Tools

To the side of the Map Editor screen is a row of icons for
each of the 14 different editing tools. Using these tools, you
can place different components on the map, raise or lower
levels of terrain, and customize the game's setting.

You can also edit your map using the quick toolbar that
appears when you select an object

Raise by one level

on the Map Editor screen or from
the context menu accessed by right
clicking on a particular component.

Lower by one level

Rotate

Raise to highest level

Lower to lowest level

Lower to zero

Set it as the starting point

Paste

Delete

Undo
Redo

Context Menu

Selector

Allows you to select

terrain, objects, and Map Parts

events. In order to adjust

the height of terrain or
move around objects or
events placed, you must
first select them with this
tool.

Clicking the downward
facing arrow on the right will open up a submenu,
allowing you to switch between the five different types
of selector tools described below and select large areas
of terrain. You can then use the Raise/Lower function
to alter the height of the terrain.

Click on objects and events to select them, and drag
them to change their location.

(MRectangular Selector

Selects a large rectangular
area of terrain all at once.
Objects and events placed
inside the rectangular area
will also be selected.

Quick Toolbar

@Draw to Select

Allows you to select
multiple pieces of terrain
as if you were drawing on
the map with a pen.

®Free Select

Drag to select an entire area of enclosed terrain

=

@®Select by Type

Selects all terrain matching

s

the type selected. = ,

SN Bmn Y HQE S ey B
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Main Screen > Editing Tools

®Select by Height

Selects all terrain at the
level of height that you
have clicked on.

Pen

Position the terrain, objects, and events you have
chosen from the list of map elements on the
right. Clicking on these components directly will
automatically switch you to the pen tool.

CHMS T

¥ BQOE S % b N

Fill

Changes all terrain of the same type in an area to the
type of terrain chosen from the map elements on the
right.

Eraser

Erases slopes, stairs, objects, and events from spaces

that you click on or drag over.

Raise/Lower

Raises or lowers terrain that you've selected with the
Selector by one level. If there are any slopes or stairs
terrain, objects, or events selected, the terrain directly
beneath them will be raised or lowered.

Lower

£ Rotate

Rotates hills/stairs (types of terrain), objects, and

events selected with the Selector horizontally by 90
degrees with each click. Left click to rotate clockwise

or right click to rotate counterclockwise.

N w

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.



<- SMILE GAME BUILDER -Manual- P

Main Screen > Editing Tools

1 Map Scroll

The entire map will
move one block in
the direction that you
scroll. When you click
on the Scroll icon, a
special window will

appear with arrows

N 80D » Y EQE3 S b

pointing in four

directions. Click one of them to move your map around.

Increasing the map size under Map Settings will only
expand the available space in the lower right, so think
of this as a function to use when you want to extend
your map to the top left. First make your map larger
under Map Settings, then make adjustments with this
Scroll tool.

Note that any components that get moved outside the
Map Editor screen range will be deleted and replaced
on the opposite side by ocean tiles.

Cut Event

Cuts an event selected with the Selector.

Copy Event

Copies an event selected with the Selector.

Paste Event

Pastes an event that was previously cut or copied. This
cannot be used if you have not first cut or copied an

event.

Delete

Deletes an object or event selected with the Selector.

Undo

Undoes one change to the map. This is useful if you
have accidentally misplace something on the map.

~« Redo

Performs the edit to the map that was previously
undone.

<Quick Toolbar

When you select something with the selector, it will
cause a quick toolbar to appear and you can use this
to edit your map. As explained below, the options
available to you will differ based on the component you
have selected. Each tool's function is the same as in the

editing toolbar, but Event Settings is a special function

that is not included in the regular editing tools.

(MSelecting Terrain

You can use the tools listed in the chart below. The
ability to raise or lower a piece of terrain after it has
been selected is useful when you want to quickly
create terrain of differing heights. If you have
previously cut or copied an event, you will be able to
use Paste Event from this toolbar as well.

T Available Tools

Raise/Lower By 1 Level
Paste Event

p §
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@ Selecting Stairs/Slopes (Types of Terrain)
or Objects

You can use the tools listed in the chart below.
Choosing Raise/Lower will affect the selected under
any map object. The Event Settings function, which is
only available for certain components, is also accessible
by double clicking on a compatible part of the map.
Doing so makes it possible to add an event to the
selected component, such as having a message appear
if a character interacts with something, or changing
where a character will move to when using a staircase.

T Available Tools

@ Event Settings

Raise/Lower By 1 Level

@ Rotate

E Delete

(®Selecting Events

You can use the tools listed in the chart below to edit
events. Double clicking on compatible map elements
will also allow access to the Event Settings function.
From there, you can directly edit the contents of an
event.

¥ Available Tools

Event Settings

Rotate

Copy Event

8 m o o

Delete

ORight-Click
Contextual Menu

Raise by one level

Lower by one level

Right clicking on the
map will bring up a

contextual menu. From

Rotate

e,

ST

there, you can edit the

Raise to highest level

g .

Lower to lowest level

154

map. Different tools will

Lower to zero

be available depending

Set it as the starting peint
on the selected

Paste

ol b

map component, as Delete

described below. Each
tool's function is the

P,

Undo
Redo

T L
same as those in the editing toolbar, except for Event

1
8
!.l
]
[.'.
0

o

Settings, which is a special function not part of the
regular editing toolbar.

»MSelecting Terrain

You can use the tools listed in the chart below. Raise
To Highest/Lowest Level allows you to move all
selected areas of terrain to either the highest or lowest
level currently selected. Lower To 0 moves selected
pieces of terrain to the lowest point on the map.
Clicking Make This The Start Point sets the chosen
spot as the game's starting location.

T Available Tools

Raise/Lower By 1 Level

Raise To Highest/Lowest Level

Lower To 0

Set It As The Starting Point

Paste Event

p §
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@Selecting Hills/Stairs (Types of Terrain) or
Objects

You can use the tools listed in the chart below. Clicking
Make This The Start Point sets the designated spot
as the place the game will start, but note that if
this is selected for an object that has a height value
associated with it, the character will be unable to get
down.

¥ Available Tools

Event Select

Raise/Lower By 1 Level

Rotate

Set It As The Starting Point

Delete

(®Selecting Events

You can use the tools listed in the chart below. Event
Settings allows you to edit the contents of an event.
After choosing either Cut Event or Copy Event, you
can then select Paste Event over a piece of terrain.

T Available Tools

Event Settings

Rotate

Cut Event

Copy Event

Delete

L b

- Selected Tile Information Displayed
Outside Editor

When you select a tile on the map, you can
confirm its location information by looking to
the bottom left of the Map Editor and noting the
text displayed. It will be shown in the form of
Position [X,Y]: Map Component Name (Terrain
Height): @Name of Object Above. For instance,
the reading “[35,39]:001_Grass(2):@Flower_003"
indicates there is a map element labeled “001_
Grass” at the position 35,39 on the grid, located
on a piece of terrain with a height of 2, and
directly it is an object labeled “Flower_003.”

Dungeon_1F

. Dungeon_2F
. Dungeon_3F

b §

N w
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Main Screen > Map Parts

You can choose Map Parts for Terrain, Objects, and Events and place them on the map.
As a rule, any part can be placed inside or outside of buildings. All selected parts other
than Events are shown enlarged in the preview window. This section of the manual

explains the parts found in each category.

Terrain

You can lay down terrain such as grassland or
brick. You can also increase the terrain elevation by
up to ten levels to create a three-dimensional map.
Characters walk on Natural and Man-Made terrain as
if it is ground or flooring. Walls can be made by raising
the terrain's elevation.

(ONatural

Natural terrain includes grassland and sandy soil. You
can also place terrain that cannot be passed over, such
as sea, or terrain such as a poison swamp that inflicts
poison if the player character walks over it.

@®Man-Made

Man-made terrain includes bricks and wood floors.

(®Stairs/Slopes

Stairs/Slopes includes one level high slopes and staircases.

Slopes and stairs can be rotated at 90° intervals.

@ Man-made

& Terrain ) Objects Q Events

(@ Stairs/Slopes

& Terrain ) Objects @ Events

& Terrain {7 Objects q Events

3D terrain such as grasslands and
brick

Natural Man-made Stairs/Slopes

3D terrain such as grasslands and
brick

Natural Man-made  Stairs/Slopes

001_Castle

3D terrain such as grasslands and
brick

Natural Man-made Stairs/Slopes

Castle Stairs

& Terrain ‘I’!‘} Objects @ Events
3D models such as buildings and
trees

Indoor
Building

Decoration
‘Outdoor

Objects

You can place objects like
buildings or shrubbery on
top of terrain. Many objects
have a specific orientation;
rotate them in 90° ntervals
to place them facing the
desired direction. Player
characters cannot pass
through objects that have
collision detection.

®Buildings

Buildings includes castles,

bridges, and houses. Buildings with entrances are
found under Event > Door/Stairway. Linking these
buildings with separate maps, you can make them
enterable for the player character.

@0Outdoors

@ Buildings

Outdoors
includes

comimOon

& Terrain 1) Objects q Events

3D meodels such as buildings and
trees

Indoor
Building

Decoration
Outdoor

& Terrain 17 Objects q Events
3D models such as buildings and
trees

Indoor
Building

Decoration
Outdoor

outdoor
objects such
as fountains,
shrubbery,
and graves.
Note that
these can also
be placed
indoors. Some
objects can
also be used

for events
after being placed.

44
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®Indoors

Events

Indoors includes common indoor objects such as
Events are able to control characters on the map or

cabinets, beds, and tables. Note that these objects can

. . actions that occur in the game. You can create villagers
also be placed outside. Some objects can also be used & &

. who give hints when spoken to, merchants who sell
for events after being placed.

items, treasure chests full of money, and events to

@Decoration connect different maps together. To add events, you

can select from the pre-made templates in the Events

Decoration includes items that add a touch of
tab and place them as you would a normal map part.

decorative scenery to maps, such as snowy roads, . . .
y p y You can customize events to your liking, as explained

windows, and light sources. Use these to give your later in the Advanced Events section, but it is a good

map a unique, personal atmospherel!

@ Indoors @ Decoration

% Terrain 1> objects (R Events | | &% Terrain 1 Objects (R Events

idea to first try using the templates.

First, select the event you want to use and place it

on the map by clicking on the desired location. Then,

customize the event details in the settings window.

3D models such as buildings and 3D models such as buildings and . .

trees trees Events placed on the map will appear in the Placed
Building Outdoor Building Outdoor
Indoor Decoration Indoor Decoration

Events column. Clicking on them lets you edit the

name of the event.

Stationary  Walking _Shops/Inns

Stationary - Add to
party

Walks randomly. Talk to add to the party.
Please select the character and graphic you wish to add to the party.
- If the character you've selected is already in the party, this event will not A
be displayed.

Character to add as an ally

Marie

Stationary - Speak

Stationary -
Conversation (right
character is first)

Stationary -
Conversation (Left
character first)

E
Large Graphic (Optional) i

Stationary - Recieve

<

Church window1
Advanced events
(Fully customize yoursef

NE DR X HQE S S

B waiking - become companions
I oo - ik to another piace2:
[l reme chickencsz.42)

Change graphic... |Happy

Dialogue before adding an ally

Oh, are you looking for something? A

Dialogue after adding an ally

Ml save point(27,35)
[ stotionary - speakizs,35)
Il oo - ink to another piacear
B stotionary - speakiz2,52)
[l ocor - ok to another piaceqs:

I soas.10

Stationary - dodge to the right

Bl statiorary - Receive an tem v
BB ocor - ik to another piaceta:

T
Placed Events

(»Stationary

You can place stationary
NPCs on the map who
activate various events
when spoken to.

-

Crange graphic.. Normal
Dialogue when you don't have the item

Only those who are qualified can pass through here.
Let me see your credentials. A [KEY ITEM] will do.

Dialogue when you have the item

Only those who are qualified can pass through here.

Excuse me! I see you indeed possess a [KEY ITEM].

Dialogue after you are allowed to pass

Please, right this way.

Dialogue when you have already passed

Be safe on your journey.

Convert to advanced event oK Cancel
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T Event Examples

Add to Party | The character will join the party.
Speak The character will say fixed lines.
] The character will have a conversation
Conversation

with the party members.

Receive Item

The party will receive an item from the
character.

Question The character asks a yes/no question.
Different
. The character will say different lines
Conversation
based on the presence or absence of a
When You Have specified item in the party's inventor
An Item P party 5

Exchange Items

If the party has a specified item, the
character will trade another specified
item for the party's item.

Move If You Have

If the party has a specified item, the

An Item character will move and open a path.
Move If Give An If the party.has a specified item, the
character will move and open a path.
Item . .
Afterwards, the item disappears.
Speak To Initiate
P A monster battle will begin.
Battle
Leave The Party | A specified ally will leave the party.

@Walking

You can place
moving NPCs on the
map who activate

various events when

spoken to.

T Event Examples

Walking at random. Talk when you have an "Item to give", answer "Yes" 2
to a question and get an "Item you can receive”.

One "Item to give" will be lost. If you already have the "Item you can

receive” then it will not be given to you.

edicnal herb v

Item you can receive

Medicinal herb v

Graphic of Character

x

Large Graphic (Optional)

Change graphic... Normal v

Dialogue for when they don't have the item to exchange.

Hey, I'm looking for [ITEM TO GIVE].
Let me know if you find one.

|

ey want to part with the item.

Dialogue when confi

Hey, isn't that [ITEM TO ?]!
Come on., won't you trade it for this [ITEM YOU CAN RECEIVE]?

Dialogue when answering "Yes" (Agreeing to the exchange)

Thanks, I'm in your debt!

Dialogue when receiving an item with "Yes"

You guys should be able to use that item well.
Proceed with care.

Dialogue when answering "No" (Denying the exchange)

Isee...
But I won't give up. Come back if you change your mind. o

Convert to advanced event oK Cancel

Add to Party | The character will join the party.
Speak The character will say fixed lines.
. The character will have a conversation
Conversation

with the party members.

Receive Item

The party will receive an item from the

character.
Question The character asks a yes/no question.
Different

. The character will say different lines
Conversation
based on the presence or absence of a
When You Have fied item in th s )

specified item in the party's inventory.

An ltem P party Y

Exchange Items

If the party has a specified item, the
character will trade another specified
item for the party's item.

Speak To Initiate
Battle

A monster battle will begin.

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.
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®Stores/Inns

Y ou can p 1 ace Stationary - Traveling merchant X

interactiv

characters or green
cubes on the map
which act as stores
selling items or inns

that recover your

party's HP.

¥ Event Examples

Stays in one place. Talk and the shop function will be executed.

You can select up to 6 sales items.
Merchant's large graphic (optional

€

Merchant's graphic

Change graphic... [Normal v

Merchant's dialogue

Hello, I am a traveling merchant.
What are you looking for?

Dialogue when parting with a merchant

Until we meet again. ‘

T
Medicinal herb v| [Nothing v

[Nothing

Nothing v| [Nothing v

v [notting V]

Convert to advanced event| oK | cancel |

@®Searchables

and more.

T Event Examples

By interacting with
various items placed
on the map, player
characters can
receive items, view

display messages,

Door link to another place x

When touched you will move to the designated position.
The door's sound effect will sound.

Door graphic

1T

Change graphic...

No change

Convert to advanced event|

inn if they are one step away, so be sure
to place it in a map part.

Travelling
Merchant

A travelling merchant that sells items.

Travelling Inn

A travelling inn that restores all party
members' HP & MP.

Store: A store that sells items. Can still be spoken Chest, Dresser, | Gives money, specified items, or displays
Behind Counter | to even when behind the counter. Pot, Table messages.
A store that sells items. Player characters Gives money or specified items, displays
Store: cannot interact with the store if they are Bed messages, or restores all members' HP
Counter Position |one step away, so be sure to place it in a and MP.
map part. Sign, Grave Displays a message.
An inn that restores all party members' HP
Inn: party ) Sparkle Gives a specified item.
X and MP, and heals status effects. Can still
Behind Counter ) . . .
be spoken to when behind the counter. Stuffed To Displays an emotion marker above its
""""""""""""""""""""""""" y head and says specified lines.
An inn that restores all party members'
HP and MP, and heals status effects. Display Message If |
Inn: Displays a message.
. Player characters cannot interact with the Checked
Counter Position

N w
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®Doors/Stairs

By placing doors and stairs, or green cubes with the
same function, you can move player characters to

specified locations. These are necessary when moving

characters to other maps.

Treasure chest

acquire important item

Examine and you can acquire the item selected with "item to receive”.
A fanfare will sound, so it is fitting for receiving an item that is more
important than a regular item.

Treasure chest graphic

‘Medicinal herb

Convert to advanced event

Change graphic...

OK Cancel

®Devices

You can place devices on the map that activate various
events when touched or interacted with.

Blue button

open.

Change graphic...

Convert to advanced event

X

When touched the button will be turned on and the "blue button door™ will

If touched again it will turn off and the door will close.
- The event switch "switch_blue™ will be turned on/off.

Button graphic

OK Cancel

¥ Event Examples

T Event Examples

Stairs

Moves the player character to a specified
place when touched. Can be placed on
Terrain or in Buildings.

Cave Entrance:Links
to Another Location

Moves the player character to a specified
place when touched. Can be placed on
Terrain or in Buildings.

Door: Links to

Moves the player character to a specified

Another Location | place when touched.

Door:Opens With Wher\.the.player character.possesses a

It specified item, the door will open and
em

allow passage.

Door:Links to
Another Location
With Item

When the player character possesses a
specified item, moves the player character
to a specified place when touched.

Door:Links to

Moves the player character to a specified

Opens connected door on contact. On

Activated Door

Button

second contact, closes door.
Button Activated | Opens on contact when connected button
Door is switched on.

Allows passage when specified event
Specified Event switch is activated. The event switch can

be turned on or off by a separate generic
button.

Generic Button
Treasure Chest

Chest can be opened when a specified
event switch is on, giving money, items, or
a message. The event switch can be turned
on or off by a separate generic button.

Pushable Box

Block moves forward one space on
interaction.

Another Location place when touched. Can be placed on Block Breakable | Block breaks on interaction when the
Terrain orin Buildings. With Specified player character is in possession of a
y ris i [
Warp Gate:Links to Moves the player character to a specified Item specified item.
h . place when touched. Can be placed on
Another Location Terrain or in Buildings. Display Message o
on Contact A message is displayed on contact.
Warp Gate When the player character possesses a
Function:Links to specified i.t(.em, moves the player character Automaticall When a map with this event placed is
Another Location | to a specified place when touched. Can —— y displayed, a specified message is shown. It
With ltem be placed on Terrain or in Buildings. Isplayed WI€ssage | e not matter where the event is placed.
Well:Links to Moves the player character to a specified
Another Location place when interacted with.

p §

N w
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@Functions

When placed on the map, various functions can be
activated.

FEOT7( T WERFTWaL, gy TREFEEL (HEVA9— 1
HIRLERRDET, PAT LR TWRWEREYAS-IHRUET .
< COARY NIy TROECCEREL THELEE A.

FoTWSEELAT—ERIETIZATA

B [v]

BERAONCER | . ok | ErvEL

T Event Examples

When this event is placed on the map,
the save function cannot be accessed
from the menu. The game cannot be
saved unless a special Save Point or
Enable Saves event is placed.

Disable Saves

On contact, the Disable Saves event
ends, allowing the game to be saved as
normal.

Enable Saves

On interaction, selecting “Yes” to the
question displayed will show the Game
Save screen.

Save Point

When this event is placed on a map,
carrying a specified item or activating

Disable Monster ) i
a specified event will prevent monsters

e from appearing. It does not matter
where the event is placed.

Ending - Staff Displays an ending screen with the

Credits names of the staff who made the game.

(®Effects

Various effects can be activated by placing these on
the map. Weather effects can be difficult to find on the
map editor screen after placement, so it is best to find
them via the Placed Events list.

Show X

Snow will fall in the area when placed on the map.
- After placing it will be hard to find on the map edit screen.
Please select from the "Placed events” list in the "Events".

Snow graphic (particle)

Change graphic...

oK |

Cancel

’ Convert to advanced event ’ ‘

Map Parts
K7+ &% Terain 7 ovpects § events

. Event List

Stationary Walking Shops/Inns
Searchables Doors/Stairs
Traps Functions _ Effects

Advanced events
(Fully customize yoursel

Fe——————

[ [ ——

N BDBY FHOE S Sk

C§ cave entance -k o anate
[ runving - speakias 9

[H runving - speakar,an

About message display(34,30)
(g Tessure chet ncer s
(g Tessure chest ncer i
Treasure chest - acquire item
[l stetionary - speakias 33)

[l stetonary - speaicar 3z

(g step Down(a0,42)

(§ step powngas, a2

(@ step Downi3526)

. Snow(32,30) v
<

Placed Events

N w
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Main Screen > Map Parts

T Event Examples

Rain, Heavy Rain,
Snow, Fog, Confetti,
Fireworks, Falling
Leaves

When placed on the map, creates rain,
heavy rain, snow, etc,, in the area. It can
be difficult to find the element on the
map editor screen after placement, so
it is best to find them via the Placed
Events list.

Flames, Bonfire

Creates an impassable fire.

White Smoke,
Sparks, Poison Gas, | Creates white smoke, sparks, poison gas,
Lightning, Dark | lightning, dark flames etc.
Flame
Touch to Activate On contact, a spotlight appears and the
. outer part of the screen is blackened
Spotlight
out.
When a map with this event placed is
Automatically displayed, a spotlight appears and the
. X outer part of the screen is blackened
Activates Spotlight

out. It does not matter where the event
is placed.

Touch to Deactivate
Spotlight

On contact, the spotlight effect ends
and the screen returns to normal.

p §

N w
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As mentioned before, you can use pre-made event templates for your game events, but by using the Advanced

Events feature you can create more detailed and unique events. The supplied event templates are more than

sufficient to make a game, but experienced users may enjoy the challenge of creating an Advanced Event.

It is possible to convert an event template to an Advanced Event, but once the template has been converted it is

impossible to revert it back to its original configuration state.

T How to configure Advanced Events

Select Advanced Events from the Event Tab, then click on the
position where you want to place the event.

Double click on an Event on the map, or, alternatively, choose
Convert to Advanced Event from the Quick Toolbar or from the
Event Settings menu (opened by right clicking).

Double click on an Object on the map, or, alternatively, first
choose Convert to an Event, then Convert to Advanced Event
from the Quick Toolbar or from the Event Settings menu (opened
by right clicking). Only certain Objects can be converted to
Events.

Double click or right click on an Event from the Placed Events
column of the Events Tab and select Convert to an Advanced
Event.

<Event Editor

When you select Advanced Event, the Event Editor
Screen appears and the Event to be placed is shown
in chart form. When you are done editing, click OK or
Apply and the details of your event will be applied.

This section will introduce each feature of the Event

Editor screen.

i 3 ’ o =) =] peste - |

ucan pass 3: When you cannot pass

@ Scrollwith right drag of mouse

(Play fanfare]
Play MusicIME_item_get]

[Make walk in event]
Walk 1 spacef(s) to Right

I_
®

[Switch controls]
“Turn SwitchfLocal Switch 0] on

Advanced Events

S Dfw Rror
ARYPRN
ARE E B R
e om

Biktrs

-7 D2
w7

-3 oty |
%)

B % |
GRUEATER)

H sr-s50419)

(g =019

| Ry

CR m-ogmin>o(11,4)

B =ssv=otasae

CR e-T#ha31n

| = Preeeee)

(@ Busas,12)

G ausao,2)

CR m-owminyzo(s,19)

| - ErEeren)

Placed Events

(MDEvent Name

The name of the Event being worked on is shown.
This can be changed.

@Event Sheet Tabs

By making several event sheets, you can set up
different conditions to make each one carry out
different actions. By clicking on the Event Sheet Tabs,
you can see the details of the corresponding event
(®). On each Event Sheet tab, you can set the Event
Sheet Conditions (3®) that will activate the event when
fulfilled.

p §

N w
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(®Event Sheet Conditions

You can set different Edit event

event conditions for | Stationary - Move to the righ1|| +
each sheet. Click on 1: Move out of the way  2: when you car

Add Condition and

Add condition
-

choose the condition

Switch

you want from the :

. . | Local Switch |v |

Conditions List. The :
is Off =

behaviors on the

. Inventory

sheet will only occur . , .
‘Royal permit ’v’ s amount is

once the selected .
greater or equal to ~| 1 -

conditions are met.

If you want to remove a condition, select it and choose
Remove Condition from the menu. If this space is
empty, the event will become an unconditional event.
If multiple conditions are set, the behaviors will only
occur when all conditions are met.

When the conditions for several sheets are met at the
same time, the last sheet (farthest right) gets priority.

T List of Possible Conditions

Event Switch | The selected event switch is turned on/off.

The value of the selected variable box is
Variable Box |equal to/not equal to/greater than/less than
a specified value.

The amount of money in possession is equal
Money to/not equal to/greater than/less than a
specified value.

The number of a specified item is equal
Inventory to/not equal to/greater than/less than a
specified value.

A specified member is present/not present

Al in the party.

@Event Sheet Toolbar

This is the toolbar used in editing the event sheets.

T Toolbar Functions

E Add Event Sheet

Adds a new event sheet. The Graphics and Movement Patterns
( ® ) will be copied from the previous sheet, but the other
parts will be empty.

Rename Event Sheet

Changes the name of the event sheet in the Sheet Tab (@).

Delete Event Sheet

Deletes the selected sheet. All settings in the Event Details (®)
will be deleted.

Copy Event Sheet

Copies the selected event sheet to the clipboard.

Paste Event Sheet

Pastes a previously copied event sheet as a new event sheet to
the right of the current selected sheet.

p §
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®Graphics and Movement Patterns

Select the graphic . .
to be shown on the Colide with
. player
map, as well as its
movement pattern. [ Lock
orientation
Each Sheet can have
different settings. Change graphic
Event orientation | Downward o
Movement speed |-2 / Slower b
Movement pattern | Random e
Movement frequency |2 / Very Great b

T Customizable Settings

Choose the event graphic from the available

Change Graphic sssets,
When checked, collision detection will be
Collide With | turned on. If unchecked, the character can
Player pass through the event. NPCs who can have

conversations will have this checked.

If checked, the set event orientation will
not change. If unchecked, the event will
turn toward the player character when the
situation changes.

Lock Orientation

The orientation of the event on the map.

Event ) . o

X i For events with no graphics, this is not a
Orientation . .

required setting.

Movement Choose the speed of movement. Not

Speed necessary for stationary events.
Movement Choose the pattern of movement. Not

Pattern necessary for stationary events.
Movement | hoose the frequency for movement. Not
Frequency necessary for stationary events.

®Event Panel Editing Area

In the Event Panel Editing Area, you can arrange the
event panels in chart form and set the details of their
behavior.

At first, Events with no settings will have only two
panels: Start Event and End Event. You can add more
panels between these two and customize the details of
the event more specifically to your liking.

You can convert a pre-made event into an Advanced

Event and edit it. To view the parts of the event that
run off the editor screen, hold and drag with either the
left or right mouse button to scroll through the screen.

Event details
9<cut Fcopy [E] paste | T Delete
[Start event]
When making contact with event v
[ 1gnore elevation [J React from even 1 step

[ s eventpane |

[Change event orientation] J

Scroll with rig

Face Toward player

[ rsdemenpana

[Display dialogue]

Display text: [Heh heh heh.

1f you use an event in which you wander

around you can start a battle by just running into it!]
When victorious

When escapedJi

[Display dialogue] J

[Check battle outcome]
Battle with Monsters[Vampire bat]

Display text: [Not bad, not bad at all......Guffaw]

T

[Display battle effect] )

(@Event Panel Toolbar

When you select an Event Panel, you can select Cut,
Copy, Paste, and Delete from the toolbar. To ensure
easier editing, players should familiarize themselves
with these functions. You can access the same
functions by right clicking on a panel. For event panels
with more than one branch, selecting Cut, Copy or
Delete will affect each panels of the selected event to
its endpoint.

T Toolbar Functions

Cut Cut the selected panel and copy it to the
clipboard.

Copy Copy the selected panel to the clipboard.

Paste Paste the event panel added to clipboard by
Copy or Cut. When pasting, if Add Event Panel
is selected, the pasted panel will be added
after the panel currently selected.

Delete | Delete the selected panel.
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®Start/End Event Panels

Start Event and End Event are the only panels present
after first creating an event, and they indicate the
beginning and end of the event respectively. These
two panels cannot be deleted. In the Start Event panel,
you can set the starting and optional conditions for
the event. Optional conditions are supplemental to the
start conditions that begin the event.

When main hero talks e

[Display dialogue]
Display text: [Woooow!]

T Start Event Conditions

When main hero
talks

Begins when the player speaks or interacts
with the event.

When making
contact with player

When making
contact with event

Begins when the player comes into contact
with the event.

Begins when the Event comes into contact
with the player.

Triggered
Automatically

Begins automatically when the map with this
event appears. You can choose to be One
Time Only or Repeated.

T Optional Conditions

Ignore When checked, the event can be interacted
Elevation with regardless of a difference in elevation.
When checked, the event can be interacted
React from . -
with even from one-step away. This is useful
even 1 step

when an event is across a store counter.

®Add event panel

When you click Add
Panel, a panel will be
added in your current
position, and you can
configure various
behaviors in it. The types
and details of addable
panels are discussed in
the Panel Types section.
When a panel is being
edited, it will display
Editing---
icon in the upper left

with a pencil

corner. You can finish
and apply your edits by
clicking away on the
Editing Area background
(the checkerboard
pattern area).

A finished panel can be
edited again by clicking
on it in the Panel Editor
Area.

] []Rea
(# Editing... [Display dialogue] p

Enter dialogue text to display.

Woooow!

Character displayed Character displayed 2

‘ Normal = ‘ ‘ Normal =

(@ Make character 1 talk (O Make character 2 talk

Select window position.

OTop OCenter ® Bottom

-1

When main hero talks i

elevs [Res

[Display dialogue]
Display text: [Woooow!]

|

- Undo

Press Ctrl + Z to undo the previous event panel

edit.
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OTypes Of Event Panels

When you click Add Panel, the Event Palette will
appear on the right. Select the type of event panel you
want from there. Event Panels are divided into several
categories. By clicking on each category button, the
panels registered under that category will be listed,
and you can select the panel you want to add from the
list. This section explains the different types of panels

you can add.

[Start event]
When main hero talks
[ 1gnore elevation

[JReact from even 1 step.

ae e

+Add event panel

I

[Display dialoguel

\

Display text: [Only those who qualify can move ahead.
If you don't have a royal permit you can't pass......

I

I

[Play fanfarel
Play MUSICIME item_get]

I

[Make walk in event]
Walk 1 space(s) to Right

I

[Switch controls]
‘Turn Switch{Local Switch 0] on

I

[Display dialoguel
Display text: [There is a vast forest ahead.
Be careful, there are monsters on the prow.

|

Displaying
Messages /
Images

ispley diclogue

Event isplay message
Switches /
Condition Check
isplay ticker
Player
Movement /

Events isplay selection

stats / Ttems | icoiay image

Special Effects /
Music

love displayed image

lete displayed
Battle / Store / | [| 51 APeYed meae

Game System

L

Category

LK B N A NI N

Event Palette

(MDisplay Message / Image

This category
includes panels
for character
conversations,

displaying pictures,

(# Editing... [Display dialogue]
Enter dialogue text to display.

Only those who qualify can move ahead. ~
If you don't have a royal permit you can't

v

Character displayed Character displayed 2

etc.

Normal W Normal =

(® Make character 1 talk (O Make character 2 talk
Select window position.

OTop O Center @ Bottom

T Available Event Panels

Display Display Conversations. Can show one
Conversation | character portrait on the left and right sides.
Displays text over the whole window. This
Display is best for game openings or introducing
Message special scenes. It is possible to set a
background image and/or scroll the text.
Displays text over the whole window. This
Display Ticker |is best for game openings or introducing
Text special scenes. It is possible to set a
background image and/or scroll the text.
. You can create branching chart paths based
Display Ry o
. on options like “Yes” or “No” answers. You
Selection )
can set 2-4 options.
Display an image in the center of the game
. screen. You can set if the image disappears,
Display Image ) ) .
moves, or if the game continues while
displaying it.
Move M the i f Display | t
. ove the image from Display Image to a
Displayed . J playimag
specified place on the screen.
Image
Erase
Displayed | Erase the image displayed by Display Image.
Image
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@Check Event Switch or Conditions

This has event
panels for recording
the game state,
controlling event
switches or variable
boxes, or checking

(# Editing...
Variable No.

[variable control]

[0: NAMELESS [v

Value

5

@ Put into variable box as-is
(O Add to value in variable box
(O Subtract from value in variable box

their details.

(O Multiply value in variable box
(O Divide value in variable box

T Available Event Panels

Event Switch Use various flags to turn Event Switches on/
off.
Check Event | Checks if a specified Event Switch is on or off
Switch and branches the chart.
Check Held | Checks for the presence/absence of specified
Items item and branches the chart.
Check Held
Checks held money and branches the chart.
Money
Check Party Cheslfs for the presence/absence of a
specified party member and branches the
Members
chart.
Variable Box Change. variabl.e vaIues..Can use basic
arithmetic operations on variables.
Variable Box | Checks current state of variable boxes and
Check branches chart.

(®Player Movement / Events

Includes panels
related to controlling
a character's
walking, movement
to another place,

and the movement

# Editing...
® walk up

O Walk down

Steps 1

[ Lock orientation

[Make walk in event]

O Walk towards player

Owalkleft O Walkright () “Yalk in opposite

direction of player

o) Walk in random
direction

speed.

Pass through player or event

[ pass aver elevation level

T Available Event Panels

Move to M the pl h ter t th
Another ovgs e player character to another
. location.
Location
Change Event
X 9 i Changes the orientation of the Event.
Orientation
Make Walk | Causes Event to walk in the set direction a set
Event number of steps.
Change Event
Movement | Changes the Event's walking speed.
Speed
Change Event
9 . Changes the displayed graphic for the Event.
Graphic

Teleport Event

Teleports Event to another location on the
same map.

Make Event
Invisible/ Makes an Event invisible or visible.
Visible
Change Player | Changes the orientation of the player
Orientation | character.
Make Player |Causes player character to walk in the set
Walk direction a set number of steps.
Make Player
Invisible/ | Makes the player character invisible or visible.
Visible

p §

W

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.




<- SMILE GAME BUILDER -Manual- P

Main Screen > Advanced Events

@Stats / Items

This contains panels
for changing the
player character's
HP or MP, increasing
or decreasing
the EXP or items

gained, etc.

T Available Event Panels

(®Special Effects / Music

This includes panels

[Play rlm.ﬂic]

# Editing...
for displaying Select music to play
. . . ‘Nothing ‘ v ‘
animations or special -
Adjust volume
effects, playing |
. Min Max
sounds or music,
. Adjust tempo
staging, etc. |
Slow Normal Fast
" Test play H. Stop

§ Available Event Panels

Increase/

Changes the number of held items.

Wait Specified

Waits a set amount of time. Music and

Decrease EXP

experience points.

Learn/Forget | Gives the specified character a skill or forces
Skill them to forget it.
Increase
J Changes the specified character's stats.
Decrease Stats
Inflict/Cure ) .
Adds or removes a status ailment (poison,
Abnormal
KO).
Statuses
Restore/
Reduce Restores or reduces a specified character's HP
Character's HP/ and/or MP.
MP
Fully Heal | Completely restore the whole party's HP and
Party MP.

Decrease Items Time background animations do not stop.
Increase/ Play Music Plays specified music. The previously playing
Decrease Changes the amount of held money. music stops.

Money Play Sound
y Plays a sound effect. The music does not stop.
Add/Remove , Effect
Adds or removes a specified party member.

Party Members e el Pauses the current BGM, plays a different

Increase/ Changes the specified party member's BGM as fanfare, then restarts previous BGM.

Display Battle | Displays a special animation over the event

Animation | or player character's location.

Display Displays an emoticon over the player

Emoticon character or the Event.

Brighten/  Fades the game screen to black for a set
Darken Screen | amount of time, then fades it back in.
Change Screen | Changes the screen tint to a specified color

Color for a set amount of time.

Shake Screen

Shakes the screen randomly for a set amount
of time.

Flash Screen

Flashes the screen for a set amount of time.

p §
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(6Battles, Stores, Game Systems

T h 1 S 1 nc 1 u d es # Editing... [Check battle outcome]

panels for battles,

| Slime ‘ v ‘ ‘Skeleton fighter IV ‘

implementing stores Dire wolf [v| [Nothing [v]

. Nothi v || Nothil v

and inns, save e [ ][notting |
Can't escape

functions, etc.

Select spawning monsters

[ No game over even if defeated

Change battle music

BGM_battle1 v

Change battle background

BossRoom ‘V‘

T Available Event Panels

Changes to the combat screen and starts
a battle. The monsters that spawn are

Place Battle ,
configurable. Branches the chart based on
the outcome.
Executes the store process. Sold items are
Create Store | configurable. Can branch the chart based on
whether the player buys items or not.
Executes the inn process. Can configure HP/
MP recovery and status ailment healing.
Create Inn
Can branch the chart based on whether the
player stays at the inn or not.
Enable/Disable )
Enables or disables monster encounters on
Monster
the map.
Spawn

Allow/Disallow
Menu Screen

Enables or disables the menu screen.

Allow/Disallow

Enables or disables the menu command Save.
The event command Display Save Screen is

S still usable regardless.
Display Save
play Displays the screen for saving game data.
Screen
Ends the game. You can set whether to
Exit Game | display a Game Over screen or return to the

Title Screen.

p §
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Game Creation Flow

This section explains the flow of creating a game with Smile Game Builder. An extremely simple game will be used

as an example. Once you've learned the basics of game building, you should try making more complex games on

your own. The game flow presented here is just an example; once you are familiar with the system, try to adapt the

information presented here to find a method that suits your own style.

{Create A New Game File

When you first
start up Smile
Game Builder, the
Game File screen
will appear. To
begin making a
game, choose New
Project. Although
it is possible make
a game by using
the sample and
customizing the
provided maps,
please choose Don't
Use Sample Game
for now so that you
can follow this guide,
which will explain
the flow of making a

@ Project X

a New project u Continue
Create new project Open the last saved project

Recent projects
per} Open project
Open a saved project

4R save As
4 Overwrite

éCreate public game data

‘@V\sn Smile Game Builder official website

this project. It contains several different maps, 50 you

game from scratch without any previously made data.

{Create Map

When you choose Don't Use Sample Game, you start
with only two premade maps, Start and House. There is
almost nothing on these first two maps. You can build up

these maps by placing various Map Parts of your choice.

1Set a Starting Point

Set where the player
appears when the
game first starts.
This location is
already fixed on
the Start map, but
you can change it.
Right click on the
location you want
the player to appear,
and choose Set It As
The Starting Point
from the menu to
set it as the player
character's starting
location. A red cube
will appear as a
marker.

Starting Point

T Setting the starting point

1 | Right click on the desired starting point on the map.

2 | Choose Set It As The Starting Point Here from the menu.

p §
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@Arrange the Terrain

Choose the Map Parts Terrain tab and place some
terrain blocks. Begin by making the Start map the first
village and setting suitable terrain. When you click
on the desired terrain block, the toolbar automatically
switches to the Pen Tool. Click on the desired location
on the map to place the selected terrain block.

Also, you can change elevation by selecting an area
with the Selection Tool and using the Raise/Lower By
1 Level function.
Place slope or stair
parts to allow player
characters to go
up or down single-
step variations in
elevation.

K- S Doas §oor
ﬁ EEOLYIBEDIDIER
2

BEATH SRR

T

YN EBDE X EQFE S

T Placing terrain

Select the terrain block you want to place from the Terrain
Tab in Map Parts.

2 | Click on the desired location on the map.

T Adjusting elevation

Use the Selection Tool to select the area you want to raise
or lower.

2 | Change its elevation with the Raise/Lower function.

(®Place Objects

After arranging the terrain, decorate the map by
placing objects like buildings and trees. Begin by
selecting the map House, which will be your home,
on the Start map. From the Objects tab in Map
Parts, select the object you want to place and click
on the map location where you would like to place it.
Many objects have an orientation, so it will probably
be necessary to rotate the object to the appropriate
orientation. After that, try placing buildings that can be
turned into an inn and a weapons store, two locations
that are vital to an RPG!

LN EDD Y BQES b P

N BDD Y BOES S pN D

T Placing objects

Click on the desired object from the Objects tab in Map
Parts.

2 | Click on the desired location on the map.

3 | If necessary, arrange the orientation using the Rotate Tool.

p §
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@®Place Events T Examples of High Priority Events

Event Location in Event Templates

Events are NPCs or other elements that have
functional roles on the map. Placing events is how you

Conversation Stationary — Stationary:
. 1
build the game's path or story. Select an event from NPCs Conversation, etc.
the Events tab in Map Parts, then click on the desired
map location to open the Configuration Screen, where Add Character Stationary — Stationary:
to Party Add to Party, etc.

you can set various elements of the event. Each type of

event has different elements: for conversation events, Stores/Inns — Store:

SACE Place At The C t
you can set the NPC's lines; for Store events, you can ace At The Lounter, etc.
set which items are for sale; destinations can be set for Inn Stores/Inns — Inn:
map transfer events, etc. For example, in a town, you Place At The Counter, etc.
need to place events so that the player characters have Treasure Chest Searchables — Treasure Chests
NPCs to talk to, inns and shops to visit, and so on. ] ]

) o Move Between Doors/Stairs = Door Function:
Incidentally, the initial Map already has an event Map Link to Another Location, etc.

connecting the Start map to the House map. Placed
& P P *These are just examples of event template locations; there are many

events can be checked in the Placed Events list. other pre-made event templates with the same or similar functions.

Spot. Speak to the target and dialogue will be displayed.
ved on the left

(Optional)

T Placing events

1 | Select the desired event from the Events tab in Map Parts.

2 | Click on the desired location on the map.

3 | Set the necessary information on the Configuration Screen.

p §
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L

- For experienced users, try using
Advanced Events!

In addition to the previously covered use of
placed event templates as a base for Advanced
Events, it is also possible to place an Advanced
Event and set the details from scratch by
yourself.

To do so, first select Advanced Events from the
Events tab and click the desired location on the
map. Then, the chart-like Event Editor screen
will appear, allowing detailed configuration.

You can also place an event template and
convert it into an Advanced Event for greater
flexibility. To do this, select Convert to
Advanced Event from the configuration screen
or double click directly on an event on the map

screen when placing an event template.

i cventshest # Rename vntshct T Dt cent et | ) coy svntshst [2] e vt s

Scrol with right drag of mouse:

¥ P

[oisplay dialoguel
Display text: [Welcome. Can 1 help you ind something?]

[Display dialoguel
Display text: [Thark you, lease come again

Ay BB Y EHQES

Advanced Events

p

(®Make Multiple Maps

At first, you will only have the Start and House maps,
but you can widen the setting of your RPG beyond just
a village by building maps like forests or mazes that
house monsters, and even more villages beyond these
locations. It is also necessary to make maps for the
rooms inside our village's buildings, as well as maps for
each floor of multi-floor mazes.

To make a new map, click on the New Map icon in
the Map List. This will open the Map Settings screen
where you can fix settings related to the map and to
battles (although you can set these later, if you want).
After clicking OK, an empty map with those settings
will be added to the end of the map list. After this, you
can add all kinds of things to this map to make a new
area for adventuring. A map size of 30x30 (building
interiors should be even smaller) is a good starting
point until you better familiarize yourself with map-
building, as very large maps can be tricky in the
beginning.

= Game file

Psave

@ £cit game data

Map settings

TP
B Add asset Use template

Battle settings
Test play

o utiity
@rek

Map size X: (30 |3 v:|30 £ (MAX: 256x256)

Mep background type Unicolor %

Daytime

Map background color Select...

Light source settings
DELELL
‘ village
% vilage_rooms
. House
. Shop
M Church
! Castle
I Forest
I Inn
a Dungeon
- Dungeon_1F

effect o

This map's music Nothing

This map's environmental

Sotrd Nothing

Camera settings for this map

@ Normal O First-person view

Camera mode
[ Disable camera switching

[ Disable zoom and angle controls

Add New Map

T Adding new maps

1 | Click Add New Map on the Map List.

2 | Set the Map Settings, then click OK.
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L

+ It's also possible to use sample maps
and other game files!

SMILE GAME BUILDERcomes with several pre-
made maps included. After clicking Add New
Map on the Map List, click Use Template on the
Map Setting screen to add a pre-made sample
map through the Re-Add System Resources
menu.

Choosing Use Template also allows you to load
maps from other game files. Please note that
when these maps are loaded, all currently placed
events are removed.

5 choose from loca fes 5§ choose from bic

- fa viep =
[ abyrinth_¢
= . abyrin

[ Temple_o2 well Temple_01 Temple_02 Temple_03

e
D Temple_os A |
[ Temple_os Ll |
[ Pub_o1

D pub_oz Temple_04 Temple_05 Pub_01 Pub_02

[2) House_o4 House_01 House_02 House_03 House_04

T Loading sample maps

1 | Click Add New Map on the Map List.

2 | From Map Settings, click Use Template.

3 | Add a Map from Re-Add System Resources.

T Loading maps from another game file

p

1 | Click Add a New Map on the Map List.

2 | Under Map Settings, click Use Template.

3 | Click Choose From Local Files and add the folder.

&

®Connecting Maps

In order to move between multiple maps, it is
necessary to use Events to connect them. To do this,
click on Doors/Stairs under Map Parts and select the
template called Link to Another Place.

Then, click the starting location on the map and the
Destination Setting screen will appear. There, select
Change Map to select a map, then select a destination
location on that map.

This will create a one-way route called Departure
Map — Destination Map. To make the return journey,
connect the Destination Map to the Departure Map in
the same way. Now player characters will be able to
move between the two maps.

& rerain £ oot O Eveats

Event List

Traps  Functions  Effects
Stationary  Walking Shops/Inns.

When touched you will move to the designated position. When moving, n | Doors/Stoics

the walking sound effect will sound.
- There is no graphic, so first place the entrance on the terrain and
object, and set that location.

Please select the destination (scroll with right drag)

Change map

Destination coordinates

X coordinate 15[ ¥ coordinate.  29}%

Direction after movement

Upward v

Voo o
rd
2
I 4
[
o
5]
=
=<
®
B
w
[ g
~™

Convert to advanced event

T Connecting maps

1 | Select Doors/Stairs from the Map Parts Events tab.

Choose Event: Link to Another Place.

Click on the starting point on the map.

From Change Map, select the destination map.

vi | W N

Click on the destination point on the map and click OK.
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OEdit Game Data

SMILE GAME BUILDERallows you to use pre-made,
registered data for characters, items, skills, monsters,
etc., in your games. However, a great number of pre-
registered sample data sets are also included from the
beginning, and these should be more than enough to
create your own game. Try making a game using the
preregistered data.

P Game settings (== Title screen [ Game terminology Wy Characters & Ttems &3 skills @ Monsters

o Add | &) Copy [E] paste | T Remove Adjust stats for each character.

EEESN .. | ot iveor e i Commands

001 Sion

Description
An ordinary young man who lives in the vilage. Longing to become an
adventurer, he trained hard with the sword.

002 Marie

003 Ignaz

004 Lisa

Starting level
1f3 HP:40 /MP:10 /Attack: 20 /Defense: 15 /Agility: 15

Character stats.

005 Eldred h i

Change graphic Default Incline r Growth type
HP 40[]15.001% | slight Acceleration v
Mp 103 9 ormal v

9.

Attack 2012
Defense 15F]

Agility 15[

2 Slight Acceleration v
.00°> | Normal
9.00[% slight Acceleration

Change graphic

Character Data

P> Game settings %) Title screen [E) Game terminology @y Characters @ Ttems &3 Skills @ Monsters

o hd | ) copy [2] P | T Remove
[T - ortions | Resistance | EXP/Money/item | Action in battie | Animation

Customize monster details.

& 001 Slime Slime. —
Description
"8 002 Hornet A slimy gelatinous monster
¥ 003 Poison bat
;o resen
& 004 Dire wolf
Normal (Selects action at random) V‘
B¢ 005 Assassin
Spawn pattem
& 006 Goblin |a— Mixed horde v‘
N 007 Cockatrice bl
¢ 008 L d Monster’s Stats
x esser demon ™ 208
A 009 Skeleton fighter hangesrantis | w 207
& 010 Medusa Attack s
& 011 Gaze demon Defense | 10
Evasion (%) \ sf
& 012 Land worm
Accuracy (%) | 90f3
3K 013 Beast lord Agility |10
% 014 Ice dragon N

Monster Data

T Editing Data

Game Settings | Configures the basic game settings.
Title Screen C.hange the settings related to the game's
title screen.
Game Terminology A Change the terminology used in the game.
Characters | Create characters to appear in the game.
Items Create items to be used in the game.

Skills Create skills to be used in the game.

Monsters Create monsters to appear in the game.

L

‘e

- How do | create the initial party?

You can set the game to start with 1-4 party
members. From Edit Game Data on the Menu,
you can call up the Game Data screen, and
choose the starting party number in the Game
Settings tab. It is possible to choose from the
pre-made characters. To remove a character
from the starting party, select “000 None” under
the Main Hero List.

P> Game settings (%) Title screen [ Game terminology \fy Characters & Items &3 skills @ Monsters

Basic game settings

5G8 Quest ~ Find the legendary treasure ~

S I o JOT A T)) Starting party Game content System settings System sounds

sion v
HP:40 /MP:10 /Attack:20 /Defense: 15 /Agiity:15
n HP:30 /MP:20 /Attack:15 /Defense:15 /Agiity:20

HP:50 /MP:25 /Attack:25 /Defense:20 /Agiity: 10

Nothing

Choose a character from here.

T Setting the initial party

1 | Click Edit Game Data on the Menu.

Under the Starting Party tab on the Game Settings
2 tab, click on a character in the Character List and
click OK.

nw
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Game Creation Flow

o

- How do | add a character to the
party?

If you want to add a character to the party
during the adventure, use an Event. After
clicking on the Events tab in Map Elements,
go to the Stationary Character or Walking
Character tab and select the Event Template
called Add to Party. Then click on the desired
location on the map to place the character. At
this time, you can select a character to add from
the list of pre-made characters. You can select
the Graphics to display for the character, but
remember to choose something that matches
the character. The maximum party size is 4

members.

[ W K]~ &% Teman 2> oects i evend

Event List

Searchables
Traps

‘ ‘,
2
H-
L]

[s]

Please select the character and graphic you wish to add to the party.
- If the character you've selected is already in the party, this event
1 will not be displayed.

8 [sion v

Large Graphic (Optional)

Change graphic...

I Dialogue when joining the party
I Heading out on a journey, eh?
Heh, I guess I'll give you the pleasure of my company.

(R Opening eventz9,30
W 500

B stotionary - speak(as, 15)
[ stotionary - a aterent conver
B Ancient manuscript(34,42)
B stotionary - speak(as,32)

N B @B X E

~ Message after joining the party

4 | A new ally has joined the party!

Convert to advanced event

B

Claies s = s

T How to add a character to the party

From the Events Tab in Map Parts, choose Stationary
or Walking.

2 | Select the Event Template, Add to Party.

Click on the location where you want to place the
character.

Set the Character's graphic and dialogue, then click
OK.

o

- How do | get monsters to appear on
the map?

In Smile Game Builder, you can set the entire
map to allow monsters to appear. To do this, first
select the map you would like to add monsters to
from the Map List, then click the Map Settings
gear icon. The Map Settings screen will appear,
and from here click on the Battle Settings tab,
and under the Spawning Monsters list, add
monsters using the Add button. You can choose
from the pre-made monster data.

If a monster's name does not appear in the
column, it will not appear in battles on the
chosen map. If you do not wish any monsters to
appear on a given map, then remove all names

from this list and leave it empty.

{Fsave

. Edit game data Map settings Battle settings

A battle will occur while moving on this map, if a spawning monster is

]
BB Add asset added.

Footsteps until spawn
Test play

- utiity
@Hek
apiist /N
+u08 (o >
! Village

’ Village_rooms
H Castle

I Forest

. Night Forest
. Inn

’ Dungeon

Delete

Spawning monsters

Battle test... |

BB

Max simultaneous spawns

Battle background

@ Use system battle music
O Custom

Nothing v

Nothing

soun =]
during battle

Map Settings

T How to configure monsters on the map

From the Map List, choose a map you want
monsters to appear on.

2 | Click the Map Settings gear icon.

From the Map Settings screen, click the Battle
Settings tab.

Add monsters using the Add button in the
Spawning Monsters list and click OK.

B

&
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Game Creation Flow

OPlaytest:

Checking The Game

By choosing Playtest
from the menu, you
can check how your
game runs. It is not
necessary for the
game to be complete
in order to try a
playtest. In fact,
it is important to
occasionally playtest
the game during the
creation process to
make sure that it
runs the way you
want it to. Use this
function to perfect

your game by repeatedly running playtests to test the

game's maps and data.

. I'll eat anything, medicinal herbs, whatever.
N If you have anything to eat give it here...

Check Battles

{Create Public Game File

Once you have
finished your game,
click on “Game File”
on the menu, then
select “Create Public
Game File” to create
a complete, playable
game file that can
then be uploaded
online or shared
with friends; let
others enjoy your
hard work!

@ Project
a New project u Continue
Create new project Open the last saved project
(seBH Ir—4 (R ]
Recent projects
Open project scB
< Open a saved project 1 "J, SGBYYILT -h (R)
. 2016/08/22 14:48
SGB Quest , 20 sample game
M 2016/07/13 16:16
R save As s B vvr-nzenin
M 2016/08/18 18:22
43 Overwrite
écreate public game data
T is i
8 Exit editor
@ Visit Smile Game Builder offical website Close

p §

N w
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Table of keyboard shortcuts

1t Keyboard shortcuts / Edit Map

DEL Delete

CTRL+C Copy

CTRL+X Cut

CTRL+V Paste

CTRL+Z Undo

CTRL+Y Redo

CTRL+S Save

F9 Returns the camera to a top-down perspective
+ Raises terrain

= Lowers terrain

1 Change horizontal camera angle
2 Change horizontal camera angle
E Change vertical camera angle

D Change vertical camera angle

1t Special Operations on the Editor

Alt key + Left-Click of Your Mouse

Terrain Picker Function:
A terrain block can be selected by clicking a terrain on

Alt key + Right-drag of Your Mouse

themap: -
Camera Rotation:

The camera rotates freely with your dragging in a
working map on the Editor.

g S
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Parameter maximum value

t Stats
HP 9,999 (For Monsters: 9,999,999)
MP 9,999
Attack 9,999
Defense 9,999
Agility 9,999

T Number of Items Which Could be Created

Consumables 1,000
Weapons 1,000
Armor 1,000

t Level / EXP / Money

Level 99
EXP 9,999,999
Money / Price 999,999

g S

N w
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Battle data

1 Calculation Formula for Damages within Battles (Both Characters and Monsters)
(Attack Side = AS, Defense Side = DS)

<Normal Attacks>
[Attack of AS] / 2.5 - [Defense of DS] / 4 + [Elemental attack power of AS] * (100 - [Attribute
Resistance of DS] ) / 100

<Skill Attacks>
Skill Attack Power of AS] * (100 - [Attribute Resistance of DS] / 100

Note 1: [Skill Attack Power]: Damage Value which was assigned for Skills ( [Damages for HP] [Percentage
of Damages to HP] )

Note 2: [Attribute Resistance of DS]: Both characters and/or monsters of DS Attribute Resistance Value
which was assigned for Attribute Skills

*When a skill's damage value is set at -1 or below, it will have a healing effect of the set value. In this
situation, any elemental defenses do not have an effect.

t Accuracy and Evasion within Battles

<Accuracy for Characters>

-Accuracy of one character will be a total accuracy percentage of all equipped items such as weapons and
Armors.

-If a character doesn’t equip any weapons, the accuracy will be 95%.

(Examples)
- When Character A equips “Accuracy 90% Weapon”, “Accuracy 10% Up Helmet” and “Accuracy 5% Down
Armor”:

[Accuracy on Weapon] + [Accuracy on Helmet] + [Accuracy on Armor]
[90] + [10] + [-5] = 95 (%)

- When Character A was attacked with Accuracy 10% Down Skill in a battle:
[95] + [-10] = 85 (%)

<Evasion for Characters>

-Evasion of one character will be a total evasion percentage of all equipped items such as weapons and
Armors.

-It'll go up and down; it depends on effects from skills.

-If a character doesn’t equip anything, the evasion will be 0%.

-The effects will be calculated with addition method.

<Accuracy and Evasion for Monsters>

-Assigned ability values for [Accuracy] and [Evasion] percentages will be the monster’s accuracy and evasion.
-It'll go up and down; it depends on effects from skills.

-The effects will be calculated with addition method.

g S
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Battle data

T Abnormal Statuses

<Success/Failure Evaluation during Abnormal Statuses (Weapons, Skills)>

1 Hit Evaluation will be calculated with Accuracy or Success Rate -> If it failed, it counts as a miss
hit.

2 If it succeeded, it compares with Resistance Value (if it's 70%, it's 70) by a random number
(0~100).

3 Abnormal statuses will be triggered successfully if a random number is more than Resistance
Value.

<Recovery from Abnormal Statuses>

These statuses, Sleep, Paralysis, Confusion and Charm, will be recovered with 30% probability in every
turn. (It'll be recovered automatically when a battle is done.) However, Poison and KO have to be
recovered by using healing items, skills and/or events.

<Multiple Abnormal Statuses>

- If characters were in a status of KO, other statuses cannot be doubled.
- Poison can be doubled to other statuses. (Except KO)

- Other statuses will be overwritten to a last abnormal status.

(A degree of relative priority is Paralysis > Sleep > Charm > Confusion.)

t Escape from Battles

For characters:
Formula of Success/Failure Evaluation
(1.5 - [Maximum Agility of Monsters] / [Maximum Agility of the Party (Player)] * 100

Note: It's 100% success escaping rate for Monsters.

g S
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Level up data

t Level Up

<Formula for Ability Value Elevation>
[Current Value] + [Increase from Previous Level] * [Growth type (Coefficient)]

Note: Coefficient of each [Growth type]
Acceleration:1.02
Slight Acceleration:1.01
Normal:1.00
Slight Slowdown:0.99
Slowdown:0.98

t Essential EXP Value for Level Up

Lv Essential EXP for Next Level
The EXP for level up are fixed . 26 18226
| 27 || 20358
Lv Essential EXP for Next Level ‘ 28 22652
1 26 i 29 25114
2 58 | 30 §| 27750
3 | 102 | 31 [ 30566
4 164 | 32 [ 33568
5 250 | 33 | 36762
6 366 i 34 [ 40154
7 518 | 35 B 43750
8 712 i 36 J 47556
9 954 | 37 § 51578
10 f§ 1250 | 38 f 55822
11 | 1606 i 39 § 60294
12 f 2028 | a0 fI 65000
13 f 2522 3 a1 [ 69946
14§ 3094 | 42 | 75138
15 § 3750 | a3 || soss2
16 J§ 4496 i 44 J 86284
17 J 5338 | 45 §§ 92250
18 fl 6282 i 46 J| 98486
19 § 7334 | 47 § 104998
20 f| 8500 | a8 W 111792
21 0l 9786 | a9 [ 118874
22 011198 | 50 f§ 120000
23 || 12742 | ~99 | 120000
24 J 14424
25 f 16250 m

N w
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Additional Features

Menu > & Edit Game Data

Game Settings
7) Camera

: Gamae Dt
P' Game sattings [ﬁ Tithe screen @ Game terminalogy \l. Characters 6 Items ﬁ Skills @ Monsters

Basic game settings

Mewamsa

Bt A CoL IR LU L LSOl Siarting party Game info System Graphics System sounds CEmEfa@

MNormal (Third-person view)

Default Camera Settings Change...
Default Camera Settings Change...

Conkrol Settings ® 3D Dungeon Style CFPS Style

Changa map

Start point coordinates

¥ coordinate]  15(% ¥ coordinate| 1513

Ok Cancel

It is possible to edit the camera settings for the entire game.

Camera Settings =

Preview (Drag to alter camera angle, zoom with mouse wheel.)

Distance| 70.01% Field of View 3.5

em Default -

Preset Settings |

0K Cancel

If an event panel or a map has no defined camera settings, the settings configured here will be used.
When using the First-person view, it is possible to choose from a "3D Dungeon Style" and a "FPS Style"

setting.

nw
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Additional Features

£ Map Settings

Iap settings 4

Map name

Map settings Battle settings

Map size ¥:30 = v: 30 o [MaAX: 256x256)

Map background type Unia:ulc_r v

Background color Bl -

Light source Dm“ w

Environmental effect ‘None b

Music BGM_town_countryside A

Environmental sound | Mothing W ¥ -43.0?_%' ¥ £

pistance.  70.0/% Field of View|  3.51%]

Camera settings for this map temn Dafault Sevel | Delete
Camera mode ® Normal O First-person view
OK Cancel
Camera Settings ® Unspecified (O Specified Setting.. .

[J Disable camera switching  [] Disable zoom/angle controls

Ok Cancel

It is possible to change the camera settings while editing.
If camera settings are not configured here, the settings in the Camera tab in Game Settings will be used.

W
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ENNRRRE

Advanced Events

2. Event Switches / Condition Check

(# Editing... [Advanced Variable Box Op.]
To what?
_Var'iab[e box ¥
|0 : NAMELESS M
How?
.FLXEd Value A
o
Do what?
Assign |
|

T New Event Panel

Advanced
Variable Box

It is possible to enter or calculate
various in-game data (as values) into

Operation | the designated variable box.

*Special Values

Key Input
While the designated key is being pressed, it will return

the value "1," the moment it is pressed, "2," and the
moment it is released, "-1."

Map Enviromental Effect

This will return weather conditions set under
Environmental Effects as a variable value.

None = 0, Rain = 1, Snow = 2, Storm = 3, Fog = 4, Cold
Wind = 5, Confetti = 6,

Now Date

This will check the current time and return a value based
on this time.

When "Day of the week" is selected, the following
variables will be returned.

Sunday = 0, Monday = 1, Tuesday = 2, Wednesday = 3,
Thursday = 4, Friday = 5, Saturday = 6

Player/This Event's Direction

Regarding values

relating to Player/This Event's

Direction, facing up is O, facing down is 1, facing left is
2, and facing right is 3.

5) Special Effects / Music

(# Editing...

@® Nermal (O Normal (Set center coordinate)

(O First-person view () First-person view (No rotate)

Camere Settings...

Camera Movement Time
(Setting this to 0 sec makes the

camera change instantaneously.)

|L.0 & sec.
Rotation Direction

Rotate Based On Least Distance

[Camera Control]

|

T New Event Panel

Camera Control

During the game, it is possible to
change the camera type, angle, zoom,
rotation, etc.

It is also possible to save the settings as
Preset Settings.

6) Battle / Store

/ Game System

¥ New Event Panel

Disable
player control

Prohibits the control of the player until
the [Enable player control] is executed.

Enable
player control

Cancels the setting of [Disable player
control] and allows control of the player
again.

g S
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Additional Features

Advanced Events

5) Special Effects / Music

£ &EF MRS EILHB]
ELTIHNREFBATIEY

| TATONREORELELTS [v]

1 New Event Panel

Stop
sound effects

Force stop sound effects during an
event. It is possible to choose the stop
sound effect from a list.

6) Battle / Store / Game System

T New Event Panel

Disable camera
control/Enable
camera control

Enable or disable the player from
changing the camera angle. If changing
the camera is disabled, the player will
not be able to change the camera until
this setting is changed.

g S
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Additional Features

3D Battle

It is possible to choose from a 2D or a 3D battle system. This setting can be changed in Game Settings > System >
Battle System. Changing the battle system to 3D enables numerous 3D battle settings to be modified.

Game Data

P Game settings @Titlescreen Game terminology \!.Characters 6 Items @ Skills @'Monsters

Basic game settings
Gamesitte 0 Mswwwde |
‘NewGame ‘ ‘ |

Starting party Game info System Graphics System sounds Camera Ba e VR

Battle System
Battle System Q2D ® 3D

Battle Camera Movement
Camera Movement Event Settings

Camera Start Point Setting
1. Battle Intro to Battle Start

Camera End Point Setting
2. When Attacking - - Speed (5 ds)
3. When Using A Skill amera Movement Speed (Seconds
4. When Using An Item

Change Camera Speed
5. Result

> Speed Remains Constant
Speed Increases

D
Speed Changes From Fast To Slow

oK | | Cancel | ‘ Apply |

o
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Additional Features

3D battle settings

Edit Game Data > Game Settings > Battle

<{>Battle Camera Movement

Game Data

P Game settings @Title screen Game terminology \* Characters 6 Ttems @ Skills @' Monsters

Basic game settings
‘NawGame | | |

Starting party Game info System Graphics System sounds Camera

Battle System

Battle System ©2D @® 3D

Battle Camera Movement

Camera Movement Event Settings

Camera Start Point Setting
1. Battle Intro to Battle Start

2 When Aftacking Camera Movement Speed (Seconds)
3. When Using A Skill

4. When Using An Item
5. Result

! Change...

Camera End Point Setting

Change Camera Speed

> Speed Remains Constant
Speed Increases

D
Speed Changes From Fast To Slow

P Preview

OK | | Cancel | Apply |

Set the way the camera changes under certain circumstances during battle, such as at the start of a battle or when a skill is
used.

Camera Settings

X
Preview (Drag to alter camera angle, zoom with mouse wheel.)

E‘ y... N

|
Location Settings X' 0
Camera Angle Settings X?

Zoom Settings D?:g:cr:i
Preset Settings

stem Default] ¥

\_ oK | cancel

For battle camera settings, 0,0 is designated as the coordinates of the map's center. (This differs from the handling of
the game camera coordinates set via event panels.)

W
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Additional Features

3D battle settings

Edit Game Data > Item > Weapons

Select 3D Graphics

Edit Game Data > Item > Armor

Select 3D Graphics

Game Data

o 26 | Y copy [Z] pose | T remore

\ 001 Knife

N 002 Longsword
& 003 Brass knuckies

& 004 Iron Hammer

(3 005 Battl

N
K 006 Sage rod

% 007 Poison dagger

x
P> Game settings (W) Title screen [) Game terminology Vfly Characters & Trems 3 slls g Monsters
o e s (181
g
m Basic Settings Stat Modification Animation 2
Battle axe S
Description i
A double-edged axe favored by warriors 5
@ Price 10 | =
o
Attack element Non-element & 2
Attack power i @
Change icon Elemental attack power 0
Critical(%) g ||z
Attack Animation Browse... 3

& 008 Ice Sword

&P 000 Flame knuckie
B 010 Thunder Axe

Select 3D Graphic

oK Cancel

Game Data

P Game settings (%] Title screen Game terminology \@y Characters & Trems 3 suills g Monsters

o rdd | (R copy [5] aste | T Remove Register items, weapons, armor, etc. &
(o]
g
[N :.cic Settings Stat Modification Resistance Modification 3
@ 004 Crest helm * |[spiked shield = g
Description 3
G 005 Leather tunic A round shield covered in spikes E
@ 006 Chain mail . Il
Equipment type AY
007 Mage robe @ =
@Am  OHead OBody O Accessory 3
008 Crest mail <
8 009 Rune cloth 2
Price 105 |
& 010 Thieves' boots Chande on Y
Defense | 107 b3
@ 011 Rainbow amulet 3
2
% 012 Spirit bracelet =
ﬁ 013 Leather gloves
@ 014 Bucker
015 Spiked shield
016 Crest shield
oK Cancel Apply

Set the graphic of the weapon the character holds during a

3D battle.

Edit Game Data > Item > Weapons > Basic Settings

Attack Animation

This is only applicable for arm armor. Set the graphic of
the shield the character holds during a 3D battle.

Edit Game Data > Skill > Basic Setting Settings

Select 3D Graphics

Game Data

P~ Game settings (M=) Title screen Game terminclogy fy Characters &y Ttems & skills @ Monsters

o dd | B Copy E’] Paste | Remove Register items, weapons, anmor, etc.

(=T (TSN - Scttings Stat Modification Animation

\ 001 Knife Battle axe

\§g 002 Longsword
& 003 Brass knuckles

& 004 Iron Hammer
@ 005 Battle axe
@ 006 Sage rod

% 007 Poison dagger
% 008 Ice Sword
& 005 Flame knuckle
B3 010 Thunder Axe

R

Change icon

Select 3D Graphic

Description
A double-edged axe favorad by warriors

Price 10
Attack element Hon dleiment S|
Attack power 302
Elemental attack power oE]
Critical(%) 1]

|muuv G| suodeap J SBIGEWNSUOD D

Corowse. Jskil |

Attack Animation

oK Cancel Apply

Game Data
P Game settings [Tm) Title screen Game terminology fy Characters & Ttems & Skills g Monsters
o add | B Copy [E] paste | T Remove

% 001 Healing 2

Healing

Register stat change data for each skill

[N - optons  ciect onalies Al arimton ffecton enemies Enemy ol |

éf%} 002 Area heal

;% 003 Cure poison

@ 004 Raise

G2 005 Power boost

L 006 Blink body
007 Fire
% 008 Ice
£ 009 Thunder
010 Fire storm
% 011 Ice storm
£ 012 Thunderstorm

@ 013 Poison fang
§igl 014 suck blood ’

@

Description
Restores the HP of a single companion

Change icon

HP consumed o
MP consumed 2?2]
Usable on map YES v
Usable in battle YES v
Recovers HP with damage dealt 'NO -
Causes KO after use NO ol
Attack element | Non-element ¥

Lecess rate (0h) 100

[Browsews Jorarge | |

Skill Battle Animation

oK Cancel Apply

Set how a character's weapon moves when performing an

attack during a 3D battle.

Set each animation shown after a character uses a
skill during a 3D battle.

N w
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Additional Features

3D battle settings

Edit Game Data > Monsters Map Settings > Battle Settings

Select Graphics Battle Background

Game Data X

Map settings x
P Game settings [=) Title screen () Game terminology @y Characters & Ttems £ Skills @ Monsters
o add | (B Copy @ pecte | Tl e Customnize monster detals. B =
T — Mopsertings | Batbe settgs |
Basic setlings Resistances EXP/Money/Item Action in battle Animation S et i o o
. 001 Slime A|[tesserdemon ] — A battle will oceur while moving on this map, if s spawning monster is
Description
- added.
B’ 002 Hornet A minion of the underworlds devil tribe
o 003 P bat Footsteps until spawn =
i praticgme . B
e 004 Dire wolf
Wise (Refrains from using skills when low on MP) = Slime Add...
& 005 Assassin
Spawn pattem
& 006 Goblin |Horde of same type - Delete
NI 007 Cockatrice i
p——— S
. esser demon H S
= Battle test...
 ——— v 50 -
& 010 Medusa Attack 1007 Max simultaneous spawns 3 o
# 011 Gaze demon Deteree 355
Evasion (%) 100
012 Land worm =
& Accuracy (%) 00z Select...
B 013 Beast lord Agility 603 Battle background
014 Ice dragon
k.S g b Unselect
oK Cancel Apply

@ Use system battle music

Battle music (O Custom
It is possible to select 3D character models from the [ I
graphic selection screen. s e —
OK [ Cancel
Select Battle background. o X

Please select Battle background
004 Snowfield °
005 Desert

006 ThroneRoom2

007 Cave

008 FireDungeon

009 IceCave

010 Labyrinth

011 Ruins

012 Cave_BossRoom

014 IceCave_BossRoom

015 Labyrinth_BossRoorr

016 Ruins_BossRoom v
>

It is possible to select user-created battle maps in addition
to the included battle maps. These maps are formed from a
9x9 grid, within which characters and monsters can be
placed.

When using user-created maps, be aware that changing the
battle system to 2D will clear these settings.

N w
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3D battle settings

Advanced Events ‘

6) Battle / Store / Game System > Place Battle

Monster Position

# Editing... [Place Battle]

Select spawning monsters 3
1 |slime |v |2 | Nothing [~| i
3 | Nothing \v |4 Nothing |v| i
5 | Nothing \v |6 Nothing [v] 3
Can't escape i
[[] Mo game over even if defeated i
Change battle music 3
|N0 change | v | i
Change battle background i
|N0 change [v | 3

|
| Maonster Position... Battle Test... | i
L i | i ] i

3
Menster Position Editor X |

|

:

Drag the marker to set the monster's position.

0 v P ‘

Set the monster's position during battle.
(This is only applicable when using the 3D battle system.)

b §
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Event Display Mode

Advanced Events

i= &, Display Mode

n 3 Change the way an event is displayed. Text Mode will display the

te event sheg| | Display Mode ig &

Scroll by dragging the right mouse button

~

Flowchart Mode

selected event in a simple, text-only form. Flowchart mode will display
the events in an easy-to-understand flowchart that shows how events
are connected.

Text Mode

o x

o |® Diplay Mode [ 25

scroll by dragging the right mouse button

is not in the party.

Inventory

_— [Display dialogue]
[Medicinal herb | ‘s amount s Display text: [So hungry...

greaterorequalte |1

(Display selection) [Continue display of selection)
ment pai her 1is selected iEon him.] s selected.
iy Colide with
player

" [Increase/decrease items] [Display dialogue]
e Make Items{Medicinal herb)'s amount held 1 -> Subtract Display text: [....50 hungry.....]

orientation

Change graphic
Event orientation  Downward
Change this event's graphics to Character{A_Herc02A :
jump].

3

[Change event graphic]

Movement pattem  Idie

elele]e

Movement frequency 0/ Normal

oK | Ccancel

o x

N — -

Editevent

[ DTra— ’

1: Dead on the street | 2: Dead on the street

T < Copy [S] paste | T Delete | e

Vihen main hero talks <] CIresct or

-]
B
m

Add cgn t panel

step [ 1gnore elevation

Party

[Display [ : [So h icinal herbs, whatever¥nIf you have anything to ez|

tgnez v I

[Disp [You give 2 Healing herb.
P 7] S wake held 1 -> Subtract
[Change event graphic]|Change this event's graphics to {A_Hero024 : jump]
Inventory Display dialo text: [Oh, ki just & Hesling herb. ¥n¥n¥nh well.....Chomp chomp)
Medicinalhers || ‘s amount s Play fanfare] [Ploy Music{ME_item_get]

[Display message] Display text: [A new companion has joined!]

greaterorequalto | |1 5 ‘Add/remove members] Add Main hero[Ignaz] to party
Continue display of selection]] When [You don't warnt to waste it on him. ] is selected
[Display dialogue] |Display text: [......50 hungry......]
Grophic / Movement pattem SRR
[End Of Event]

Colide with
B payer

Lock
= orientation
Chenge arephic

Event orentation | Downward
Movement speed |0 / Normal

clele]e

Movement pattem  Idie

Movement frequency |0 / Normal

oK Cancel

N w
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Change Game Icon

Game > Create Public Game File

When creating a public game file, it is possible to choose the game's application icon. The icon size must be a

square-shaped, and sized between 32x32 and 256x256 pixels.

Create Public Game File x

Output Folder

|C:¥Users¥5higetnshi¥Documents¥5miIeBoom¥sgb¥rpg¥SGB (‘ Browse... |

OK . Cancel |

\ V
1Y Y

) O 0
g % “v-'i"& "‘v'ii‘a "‘v"i‘:r&
en common.dil data.sgbpack kmyCore.dll msvep120.dil
N B LY
O O
e s
msverl20.dil readme_en.txt readme_jp.txt  sgh_rpgplayere  SharpKmyCore.

xe

dll

g S

A

W
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Additional Features

VR Mode (Beta Version)

VR Mode has been added as an experimental test feature. It enables players to enjoy user-created games in VR through a
VR device.

Please refer to the official website for setup instructions and other details related to VR Mode.

http://smilegamebuilder.com

Game Data

P~ Game settings [T) Title screen Game terminology \fy Characters & ttems &3 sklls gk Monsters

Basic game settings

[sce quest

| [~ Find the legendary treasure ~ |
Starting party Game info System Graphics System sounds Camera Battle VR

VR Mode

®ON QOFF

OK. Cancel

Apply |

This is an experimental feature. Movement during VR Mode is not guaranteed to function correctly. We are unable
to provide support for individual issues, but any related reports will aid future product development.

g S

N w
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Additional Features

Edit Game Data > Title Screen > Splash Screen

Change Splash Screen

It is possible to change the splash screen that displays when opening public game file (i.e. sgb_rpgplayer.exe).
If a graphic is not selected, the game will load to the title screen without displaying a splash screen.

Game Data X

P Game settings [T) Title screen Game terminol logy \Py Characters @) Trems B3 skils G Monsters

Game title screen settings

Title logo Start menu  Background & sound | Splash screen

splash image at game start

ﬁSmiIerpm

— kMY

Change graphic

Title screen display test

s -5

QSmileBoom

#romsappors, Jspan
N,

g 8

W
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Menu>  Add Assets
& Character

2D

By preparing 2D character graphics with filenames that start with *_", it is possible to set animations for 2D

—_

characters. Using the filenames listed below will allow the game to automatically link these animations. It is
possible to choose different animations from a list located in the event panel for changing character graphics
and the graphic select screen.

When Moving On The Map

_wait :Idle animation
_run :Running animation

In Battle

_attack : Attack animation

_charge: Charge command animation
_guard : Guard animation

_skill : When using a skill

_item :When using an item
_damage: When taking damage

_KO  :KO animation

_win : Winning pose animation
_escape: Escape animation

_wait2 : When waiting for your turn

*When the animation graphics that follow the above format are added via the Add Assets menu, they will be
added as the character animation for the selected character.

For example, if a "dot_cha0OO1_wait" resource is added for the character "dot_chaOO1", it will added as a
selectable wait animation for this character.

In addition to the above patterns, by preparing 2D character graphics with filenames that start with "_", it is
possible to set animations for 2D characters freely.

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.
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Add Assets > characters > 3D > Character Generator

Character Generator

Fv509-£8

REFRULEFPS95—vY  SULER

22 mE BE HE

c_000a_hair c_001a_hair

c_002a_hair c_003a_hair

c_004a_hair c_005a_hair

& 7o35e-mT | T e
o35 @R

¢_005a_hair.png

ne 5 ®Re
=

#

=

’;”i‘ F-vavER walk

- [e]=]]

L 153 2 Yk

Fronl

Customize the hairstyle, head, body, and legs to create a unique 3D character to appear in the game

Navigate to Add Resources > Character and click Character Creation Tool in the 3D tab to display the tool screen.

— Character Generator

T-LE

R o N, rrn §@ w5

2D 3D
B :
7 A_Hero018

™ A_Hero02A

A_Hero028

A_Hero03A

" A_Mero03B

[ A_Hero0aa

F A_Hero04B

™ A_Hero05A

[ A_Hero07a
[ A_Hero08A
" A_Hero09A
" A_Hero10A

B w7 B rmme []onimr A

Y-IATHET 3¥v379-AT7_A=R/30ETNEEE o ANT

ﬁAﬁHeroineUlA s
== » EIEE#B‘/.%;R walk

KAZIIN

BAFEHDLC

Iu«rc—&ﬂed* [ ) I -&4c e

i w
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Additional Features

Character Generator

Character geng o

Random Ge

@:&mchzmc{emv ndom Generation
Gir  Head Body Leg

©_000a_hair

c_001a_| ha\r

©_002a_hair _003a_hair

| coodahar  [CEGEEEGER | ha\r

[ [ i v

- [+[=]C]

color Hair color  Clothes color

Red

Green

Blue Reset

Save Cancel

The texture editing tools

B oermesll H¢ BB LAUBA

1) Parts Tab

Character creation is divided into four parts, "hairstyle," "head,"
"body," and "legs," each with their own tabs.

Select the tab of the body part to be modified to change the body
part list.

Hairstyle
The character's hairstyle. The part colored with R:128 G:128 B:128 is
designated as the character's skin, and will change color.

Head
The character's head. The part colored with R:255 G:255 B:255 is
designated as the character's skin, and will change color.

Body
The character's body. The part colored with R:255 G:255 B:255 is
designated as the character's skin, and will change color.

Legs
The character's legs. The part colored with R:255 G:255 B:255 is
designated as the character's skin, and will change color.

2) Texture Selection

This will display the texture image that corresponds to each
body part. A list will be displayed when multiple textures are
being used.Textures saved via the texture creation tool will be
added to the list as a new texture.

The maximum size for a texture is 512x512 pixels.
Click the Editor button to bring up the texture editing tools.

3) Preview
Preview the character being created.

4) Recently Created Characters

A maximum of 10 recently saved created characters are
selectable.Clicking the save name of the created character will
load it.

5) Color Change Tab
Change the color of a specific body part.

Skin Color
Change the character's skin to the specified color. Adjust the red,
green, and blue balance with the color slider.

Hair Color
Change the character's hair to the specified color. Adjust the red,
green, and blue balance with the color slider.

Clothes Color

Change the color of the character's clothes. Adjust the hue,
saturation, and brightness with the slider.

g S

nw
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Additional Features

Texture editing tools

@tm @ - a X
2/ ce M2 OC | =<BE | anWEA E:z
S — C Redo
e © e
= - - Cut
I 3<
I
[ @ Copy

ﬁlﬁ. Rotate the selected area 90 degrees to the right.

ﬂﬁ‘: Rotate the selected area 90 degrees to the left.

qk Rotate the selected area 180 degrees.

% Flip the selected area vertically.

1) Choose to copy, paste, rotate, etc. from the drop-down
menu. These editing tools can also be selected via the icon
buttons at the top of the screen.

AL Flip the selected area horizontally.

2) Tool Icons 3) Main Canvas

4) Color Pallets

# Draw dots using the selected color.
Choose a color. Double click that color to set the desired color.

/ Draw a straight line with the selected color. R: 255/ G: 255 / B: 255 white is automatically handled as

character's skin color.The part painted white is changed in

() Draw a circle with the selected color. color with the slider bar of "skin color".

@ Fill a circle area with the selected color. 5) Zoom in and out the canvas

Shrink or expand the size of the current texture being edited.
[_] Draw a square with the selected color.
- Fill a square area with the selected color.
R Fill an area with the selected color.

f Copy the clicked color.

S
: 1 Set the edit area.
| |

b §

W
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Texture editing tools

o
x

FIAFH-MT
BEv

A/ o MRS

O¢ *BE 2

i3
Oxt

I

ENT—/TLyh

MJurig

FIFTATISY

[ ] e wak ol g

i&hl Frrtn

Reset Color
Reset color palette to default.

Grid
Display gridlines.

Anti-aliasing
It is possible to blend the edges of two bordering colors to
make the color transition appear smoother.

Save
Save and overwrite current texture.

Add
Save the current texture as a new texture with its own file

name.

Cancel
Close texture editing tools.

g 8

W

Copyright© 2016 SmileBoom Co.Ltd. All Rights Reserved.

89



<- SMILE GAME BUILDER -Manual- P

Additional Features

Add Assets > Battle effects > Effect tool

Effect Tool

Effect edit tool

® Center scale
O Ground scale
OFull screen scale

o X

[ 05 water Hit

‘ Effect Preview Menu

Image A ImageB ImageC

| [ Test play

Monster shown in preview

Default target v
Preview Background

Checked backdrop v
Scale x1

Chenge imege

Layers
Time line

| Frames  Screen fiash

Tarqetfiash  Sound effects Layer 1

Layer 2

3

w

© o

Position / zoom =

255,255,0,0 Tee_Hit

13,255,255,255

0,0/90,90%
Frame: A,0,0

Frame: A,1,0

Frame: A,2,0
Frame: A,3,0
Frame: A,0,1

Frame: A,1,1

Position / zoom =
0,0/100,100%
Frame: A,3,1
Color change =
255,255,255,240
Frame: A,0,2
Frame: A,1,2
Frame: A,2,2
Frame: A,3,2
Color change =

[ Display marker
Effect List
o T [ Restore deleted presets

01 Weak Hit

"

02 Medium Hit
03 Strong Hit
04 Fire Hit

06 Bolt Hit

07 Rapid Hit
08 Weak Slash

09 Medium Slash

gt o o o G e e

10 Strong Slash

. v

Effect Menu

[ save changes and exit

This is a feature that lets you use 2D graphics to make animations within the editor. Multiple frames can be connected
to make animations. It is the same as the single frame concept used when creating anime. A lined-up combination of
"Screen Flash," "Target Flash," "Sound Effect," and "Layer" on the timeline equates to one frame. It is possible to show
an animation by lining up frames in ascending numerical order.

Resource archive X

& Characters & Item Q’Monstem @ Maps @Game\mages J3 souna ‘qu Battle effects 4, DLC

e Add T Remove & Bpon
Battle effect asset list C:¥Program Files (x86)¥Steam¥steamapps¥common¥Smile Game Builder¥samples¥common¥res¥effect¥01_W

Manage animations | {E) Help

8_Weak_Slash

0_Medium_Slash L

: o
0_strong_slash 3 1
1_Fire_Slash ) . =
2_Ice slash

3_Bolt_slash
4_Rapid_Slash_1

rties

Horizontal splits 5

Vertical splits 1E]

[Effect tool |
— Effect tool

nw
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_Effect Tool

Monster shown in praview
Default target
Preview Background

Checked backdrop
Scale x1

Displey marker

#, 22002

F, 3380t Al
Vi, 34 Explosion
5, 35 Explosion Al

1) Animation Name

Enter the animation name. Within the editor, it will be
displayed with this name. Adding an exclamation mark (!) to
the end of the file name will allow the animation to be
selectable from a list in the event panel for displaying
emotions.

2) Animation area
Select the area where the animation will occur.

3) Graphic
Register 2D graphics used for the animation. One animation
can use a maximum of three image graphics.

4) Layer Number

Set the number of layers usable for each frame. A maximum
of 32 layers can be used. The number selected will indicate
%he number of images superimposed together in a single
rame.

5) Timeline

On the timeline, animation frames can be set one-by-one. To
add frames, enter the number of frames in the empty frame
number box below the timeline. It is possible to adjust the
display length of each frame via this number.

Screen Flash
Make the screen flash during the currently selected frame. It
is also possible to choose the flash color.

Target Flash
Make a target monster or character in the currently selected
animation flash. It is also possible to choose the flash color.

Sound Effect
Choose the sound effect to play for the currently selected
frame.

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

l

- Layer

1 Select the display image for the currently selected frame. It
- is possible to change the color balance, position,

i magnification, rotation, and other details for each layer.

- Editing the interpolation settings can make the animation
, transition smoother. A maximum of 32 layers can be used
| for a single animation.
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|

6) Animation Preview Menu

Preview the animation currently being edited. It is also
possible to change the preview background as well as the
animation’s target (such as a monster).

7) Animation List
This displays a list of registered animations. This can be
used to add, copy, and delete animations.

8) Animation Menu

Close
Save edited contents and exit out of the animation tool.

p §

nw
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23. Grouping Map Objects

This is a feature that you can group several 3D models into one object. After you group several map
objects, you can move, copy, delete and so on as one object; this feature can help designing maps
efficiently

23.1. How to Group

Use the selector cursor to drag & select groups
and/or 3D objects which you'd like to make them

as a group, or use Ctrl + Left-Click to select them.

After selecting them, place the cursor over one of
the objects, then right-click; the context menu will
appear and choose “Group”.

When the process is done, all of the grouped 3D

models will be surrounded by a yellow line.

% Check
The grouping feature only works for 3D models/groups on maps. 3D models with events cannot be grouped. m

nw
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24. Common Events

This feature can be used commonly from every map and these events are called “Common Events”. These events which
were established here could be automatically and simultaneously started from the beginning of the game and also you
can execute it by using an event panel, “Run Common Event”, in the advance events at any time. It's the same step to
create an event on maps.

Examples on Using Common Events

1.Create common systems throughout the game such as limit camera controls, timer and compass
which can be displayed on the screen all the time.

2.Create common events throughout the game such as save points, healing points and so on

3.Run original combination of event panels repeatedly

24.1. Use Sample Common Events

On the “Functions” tab, there are several templates you can use right away. Let’s try registering “Compass Event (8
Directions)” to your game.

P Gome setings (55 Tite screen () Game terminaioay \fy Characters| & tems €3 S g Monsters Click “Compass Event (8 Directions)” on the

=eomens | “Eynctions” tab, then click “Add” button.
fsubtile ]

[Newsame [ |

Starting party Game info System Graphics System sounds Camera Battle VR  Common Events

Registered Common Events You cen create events which can be commonly used on every map.
= — It can be startad either automatically or by using an event panel called
Edit cut [3) Copy Paste Delete “"Run Common Events” from maps.
w p:
Hse
Four Directional Camera
‘ Eight Directional Camera
Countdown Timer
« | |Compass Event (Four Direction)
Add | | compass Event (Eight Direction)
Advanced events
(Fully customize yourself)

oK Cancel

Enter coordinates for the compass position and

] click “OK". For the default position, they are both
,,,,,,,,,,,,,,,,,,, ' 0 for Xand Y coordinates and it'll be displayed at
the upper left. (*It can be converted into the
advanced event as other event templates.)

You can display a compass on the upper left when you place this event.

P> Game settings (=) Ti

G Monsters
o

Starting party Game info
Registered Common Eve}
# i S<an By [F

only used on every may
Lising an event panel called

tion)

tion)

M

S0
900

Incel
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x|
|

When the process is complete, it'll be listed under

P Game settings (%) Title screen Game terminology \fly Characters & Items &3 skills G Monsters ”Registered Common Events”

Basic game settings

Starting party Game info System Graphics System sounds Camera Battle VR

[Newgame

Commeon Events

Registered Common Events You can craate events which can be commonly used on every map.
= - It can be started either automatically or by sing an event panel called
# et J<cu B Copy [E] Paste T Delete "Run Commen Events" from maps.

(g compass Event (Eight Direction) Hag

Four Directional Camera

Eight Directional Camera

Countdown Timer

Compass Event (Four Direction)

«
Add

Compass Event (Eight Direction)

Advanced events
(Fully customize yourself)

oK Cancel Apply

When you play the game, the compass will be
displayed on the upper left at all the time.

24.2. Create an Original Common Event

.P G‘a‘me settings (T) Title screen Game terminology \fly Characters & Items 3 skills §@ Monsters Click “Add” button while the “Advanced Event” is

meomene | Selected.

fsubie W
[saB quest

| [~ Find the legendary treasure ~ |

Starting party Game info System Graphics System sounds Camera Battle VR Common Events ‘
Registered Common Events You can create events which can be commonly used on every map. ‘

5 s It can be started either automatically or by using an event panel called

# kit S<cut Bcopy [E] paste T petete "Run Common Events" from maps

C& Compass Event (Eight Direction) B2 "
(g travel inn Four Directional Camera ‘

Eight Directional Camera

Countdown Timer

Compass Event (Four Direction) |

«
Add

Compass Event (Eight Direction)

Advanced events ‘
(Fully customize yourself) ‘

oK Cancel Apply J

N w
B smileBoom




SMILE GAME BUILDER

SWeee | s f femesnnes [ Do vereones | B copy st [2]

T ‘ The event editor will appear, so create it like the
Event details

e B S<cu (B copy [S]reste T Delete | e insert event panel other events.

3 : 50
[Display dialogue]| Display text: [Good morming. ¥nTake care on your journey.] ‘

[If conditions do not apply]|Don't stay ‘
[Display dialogue][Display text: [Is that s0? Well, take care.]

[End branching]

[End Of Event]

oK cancel Apply

P Game settings (3] Title screen [5) Game terminology Py Characters & 1tems £ skils g Monsters After you click “OK”, it'll be listed under “Registered
Basic game settings

T T -OMmon Events”.

[sce quest | [~ Find the legendary treasure ~ |

Starting party Game info System Graphics System sounds Camera Battle VR Common Events ‘

Registered Common Events You can create events which can be commonly used on every map. ‘

It can be started either automatically or by using an event panel called

# it J<cut Bcopy [E] paste T Delete "Run Common Events” from maps.
(4 Compass Event (Eight Direction) B
(g travel inn Four Directional Camera ‘

Eight Directional Camera

Countdown Timer ‘

<« | | Compass Event (Four Direction) |
Add | | compass Event (Eight Direction) |
Advanced events ‘

(Fully customize yourself) |

oK Cancel Apply ‘

- |

24.3. Run Common Events from the Advanced Event

You can use registered common events in the advanced event any time. When you try to make an original system, you
have to create similar events repeatedly. If you register the combination of event panels as a common event, you don't

have to make similar events over and over to develop your game. You can add “Run Common Event” from “Battle /
Store / Game System”.

Er— TSy B ocete cventshet | (8 [ [y o =~ T

Scroll by dragging the right mouse button

Place Battle

Allow/di

Stats / Items

Allow/Ban Player to Run

5
g
H
E
H
+ + + + + +

Special Effects / | Allow/d
M

\ +
i
Colide with \ +
B
Player
Alow/disallow save +
ok
o \
orientation \ Create i +
|
| e R Display save screen +
Event orentation |Downwerd - A
Movement speed |0,/ Normal - Exit game +
ok Cancel

B smileBoom



SMILE GAME BUILDER

26.SMILE GAME BUILDER Exporter for Unity5.6 (DLC)

With this DLC, you will be able to convert your game files into version 5.6 “Unity” projects. After conversion, you can
customize your games with Unity’s powerful graphic features. You can publish your games to various platforms which
Unity supports like iOS and Android for smart phones, WebGL apps and so on.

26.1. Preparation

Unity installation is a must before you use this DLC.

First of all, you need to access this URL, https://unity3d.com/get-unity/download

Click “Older Versions of Unity”, and then download “Unity 5.6.4 Oct, 2017".

Follow the steps to install it.

After the installation, please purchase the DLC from this page.
http://store.steampowered.com/app/766450/SMILE_GAME_BUILDER_Exporter_for_Unity_56/
After the purchase process is complete, the feature will be added automatically when you launch
SMILE GAME BUILDER.

N =

¥ For beginners and hobbyists, you can use the Unity Personal version for free. Please visit their site for more
details. https://store.unity.com/download?ref=personal

How to Convert and Open it on Unity

Convert

1. Open the game file which you'd like to convert into Unity project.

2. Click “Utilities” and choose “Export Unity” tab. Select the export destination for “Unity Project File".
(3¢ Only alphanumeric characters should be used to name the folder.)

3. After clicking “Export” button, the Unity project file will be exported into the folder you chose.

Open it on Unity

Find the folder you've exported and open a folder called “Assets”, and then click a file (Unity scene file) named
“Entry” with the Unity icon. Unity will launch automatically and the initial setting will start. After the setting is
complete, you can edit and build your game freely on Unity.

p §

N w
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https://store.unity.com/ja/products/unity-personal?_ga=2.27941108.973583280.1513584057-1262331605.1512007271
https://store.unity.com/ja/products/unity-personal?_ga=2.27941108.973583280.1513584057-1262331605.1512007271
1.	First of all, you need to access this URL, https://unity3d.com/get-unity/download

NZarl SMILE GAME BUILDER

How to Create Apps for Each Platform

The apps can be made only with Unity for some platforms, but you need to have special developing environment for
other platforms. In this section, you can find how to create apps for smart phones.

27.1. Apps for iOS
- Preparation
Mac
Not only Windows, but you need to have a Mac in order to develop apps for iOS.

Xcode
It’s developing environment software. You can obtain it from iTune store for free.

Register with iOS developer program
It’s a support system for developers. It can support them to test, debug and distribute their apps for
iPhone and iPad. You need to register in advance when you’d like to test your apps on your devices.

A Flow of Making Apps for iOS

1. Open Unity project on Unity.
2. When you build for iOS on Unity, the data for Xcode will be generated.
3. Load the data into Xcode and execute building process.

27.2. Apps for Android

PreparationWindows
PC

Android Studio

Download it from here and install it.

https://developer.android.com/studio/index.html

Afteﬂe installation is complete, download other tool from here.
http://dl-ssl.google.com/android/repository/tools_r25.2.5-windows.zip

You need to replace the installed tool whole with this one.

Android NDK

Download and install version “r10e” from this page.
https://developer.android.com/ndk/downloads/older_releases.html

After installation of all software is complete, go Edit > Preferences > External Tools, then assign each directory for

each tool.

p §
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- A Flow of Making Apps for Android
Open Unity project on Unity.
Select File > Build & Run, and select Android for the target device.
Set up information such as minimum system environment, icon and so on at Player Setting.
After the building process, an APK file will be generated. Install this file into Android devices.
(3%You need to register as a developer separately in order to register with Google Play.)

HwnN =

*We're currently working on some documents for details. Thank you for your understanding and patient.

- Android”? ZU GIfEDR

FIEL7zUnity 70T £ 0 b Z2Unity THRAD,

File->BuUild&RunZ#IRL. I—4 v =T /N1 RICANdroidZ:8IRT 3,

Player SettingsIC TRIEMBRIEPF 1 VR EDL YT+ VIZETES,

EIRZGTZL. TIITDEAPKI 7 MIUERENE T, DD 71 )LZANdroidigRicT Y A~—JLL TS
L. (XGoogle PlaylcERI DICIFRIEETNO W/ N—ZRHIMNETT., )
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Change log

September 21th, 2016

p-09 : Fixed [Add Assets]

p.67 : Added [Table of keyboard shortcuts]
p.68 : Added [Parameter maximum value]
p.69 : Added [Battledata]

p.-71 : Added [Level updata]

November7th,2016

p.72 : Added [Game Settings:Camera]

p.73 : Added [Map Settings:Camera Settings]
p.74 : Added [Advanced Events:New Event Panel]

December 23th, 2016

p.74 : Added [Player/This Event's Direction] to [Advanced Variable Box Operation]
p.75 : Added [Stop sound effect] and [Disable/Enable camera control]

p.76 : Added [3 Battle] (~p.80)

p.81 : Added [Event Display Mode]

p.82 : Added [Change Game Icon]

p-83 : Added [VR Mode](Beta Version)

Febrary 16th, 2017
p.84 : Added [Change Splash Screen]
p.85 : Added [Add animations patterns for 2D characters]

Febrary 23th, 2017
p.-33 : Added [Caution When Using Localizing Tool]

March 31th, 2017
p.86 : Added [3D Character Editor]
p.90 : Added [Effect Tool]

December 19th, 2017

p.92 : Added : [Grouping Feature]
p.93 : Added : [Common Events]
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