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1. Introduction

Thank you for choosing Blizz-ABS as Active Battle System for your game. Blizz-ABS was coded by Blizzard (alias Boris Mikić) in RGSS Ruby for RPG Maker XP. Using this script in your game will allow you to carry out battles on the map. Examples on commercial games for an ABS are The Legend of Zelda (various Nintendo consoles), Secret of Mana (SNES), Diablo 2 (PC), etc. Active Battle System also means real-time battle on the map.
1.1. Blizz-ABS Specifications
This ABS is coded similar to most ABS-es in games for the SNES.
1.1.1. Standard Controls:
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To set up your own controls, you need to configure the “Controls” class in the BlizzABS module. Set CUSTOM_CONTROLS to true and set up the controls below.

i.e. You want to use T, R and ESC for cancel, set up this constant:

CANCEL = "[Let['T'], Let['R'], Esc]"

Let[‘T’] will assign the letter T, Let[‘R’] will assign the letter R and the Esc will assign ESC. The outer [] brackets and the double quotes are necessary for Blizz-ABS to recognize this configuration. For more information about which buttons are available for use, read “3.2.5. Accessing the Keyboard”. In this case, you can leave out the “Input::”, since the control assignment is being executed with the Input module itself.
If you set the DISABLE_DEFAULT to true, RMXP’s default controls will completely be disabled and Blizz-ABS will take over the button input.
Notes:

- using skills and items requires hot keying them first
- “turn” freezes the player’s movement and you can use the arrow keys to turn him around

- you can move the map around when you have it fullscreen by pressing the turn button
1.1.2. Blizz-ABS supports following built-in Features:
- direct keyboard input (overrides normal RMXP controls if necessary)
- intelligent HUD system
    * leader status display

    * hotkey assignment display

    * minimap / fullscreen map

    * fades out displays if player walks under them so the player can see his character

- optional 8-way movement

- optional pixel movement

- optional enhanced movement (running, sneaking, jumping)

- customizable controls

- more than 40 options and settings for customization and support
- enemies drop items (they can even drop gold)
- ABS Pre-Menu (compatible with most Scene_Menu CMS-es)
    * skill/item hotkey assignment menu

- very developed sprite handling system

    * animation sprites for attack/defend/skill/item

    * set up sprites for each weapon

    * sprites for weapon/skill/item/enemy projectiles

    * shows icons for dropped items

- special weapon/skill/item/enemy setups

    * define weapon types like swords, lances, flails, ranged weapons, etc.

    * define skill/item types like beam skill/item, homing shot skill/item, etc.

    * any skill/item can explode on impact

    * set up weapon/skill/item ranges

    * set up enemy attack type, range, etc.

- built-in caterpillar
- intelligent enemies:

    * might run away if they realize you are stronger and dealing lots of damage right now
    * can't see you if you are coming from the back

    * can "hear" you if you are close or doing something (like attack, etc.)
    * remember your most recent position if they lose you out of sight and try to track you
    * can't see through tiles defined by you as "walls", but they can hear through
- very easy method to create an enemy on the map
- less lag than other ABS before
    * the most powerful and most efficient Event-Anti-Lag System available: “Blizz-ABSEAL”
    * intelligent enemy AI update and handling (enemies “think” only when necessary)

    * intelligent HUD refresh controller

    * fast method of event settings recognition
    * optional intelligent passability loading system
    * sprite disposal if a sprite isn’t needed
1.2. Compatibility

80% compatible with SDK 1.x. 40% compatible with SDK 2.x. Compatible with any CMS. Mostly is not compatible with any battle add-ons for the normal turn based battle system. WILL corrupt your old save games. Incompatible with the RGSS100J.dll. This script goes below any other script that modifies the Sprite_Character class. Do not use a separate Event Anti-Lag system, not even the separate Blizz-ABSEAL. It might not be compatible with Tons of Add-ons of version less than 5.0.
1.3. Version History

Note that upgrading the version of Blizz-ABS might corrupt older save games.

1.0.9.3
1) Changed the way normal damage is displayed, now a it is displayed in red color.

2) Changed the way critical damage is displayed, now a hue changing animation will appear.

3) Changed the way the XXX_DATA_MODE options work; now no data will be displayed for skills/weapons/items if their range is 0.

4) Changed skill and item types, please reconfigure your configuration to the newest format. Read “3.6. Blizz-ABS Skills” for more information.

1.0.9.2
1) Fixed bug where item ammo that damages only SP would cause a crash.

2) Fixed bug where enemies would never use a skill that targets their allies.

3) Fixed glitch where blinking would “stop” and continue afterwards if you suddenly change to defend mode.

4) Fixed glitch where items wouldn’t appear on the minimap anymore.

5) Changed “Flail” weapon type’s area proportions to 1:2 instead of 1:3.

6) Added debugging enhancement: No attack/skill/item effects will hit any actor if you press and hold CTRL during test play.

1.0.9.1
1) Fixed the bug in where the skill/item selection screen would freeze if you use a skill/item that targets only one enemy/actor.

2) Fixed the bug where a returning projectile that didn’t return before the map was changed would cause the player’s ABS controls to freeze.

3) Fixed the bug with Beam skills.

4) Fixed the glitch where teleport events wouldn’t be updated on the minimap correctly.

5) Fixed the glitch where player wouldn’t bounce back after an attack.

6) Changed selection screen display, now all available targets get visible when you call the selection screen.

1.0.9.0

1) Overworked more than 60% of the coding.
2) Due to major changes, this version will completely corrupt save games of any older Blizz-ABS version. Also many chapters in this manual were updated.

3) Fixed bug where the game would freeze in case of a game over.
4) Fixed bug that intelligent minimap made crash. This option was renamed to “2.1.18. INTELLIGENT_PASSABILITY”, works now differently, more convenient and isn’t only used by the minimap, but by the passability check as well to improve performance. Due to the new format, delete both files; “Minimap.dum” and “Map_Data.abs”. Now it will update maps, add new ones and delete old ones. Now only “Map_Data.abs” will be created.
5) Fixed bug where changing $game_system.pixel_rate would cause the player, all allies and all enemies to be moved to another position.
6) Fixed bug where after the execution of an event all enemies would disappear from the current map.
7) Fixed glitch where party wouldn’t apply the player’s speed.
8) Fixed glitch where down-looking attack sprite offset was late for one frame.

9) Fixed several other glitches with pixel movement, caterpillar and jumping.

10) Remodeled damage display handling to increase performance.

11) Remodeled map player control. Now the player is a meta controller which controls one of the Map_Actor class instances. The other instances are controlled by the Blizz-ABS AI.
12) Changed minimap display slightly.

13) Changed attack sprite handling for actors, since it is now possible to define weapon types and ranges, you have to name attack sprites differently, see “2.1.32. ACTOR_ACTION_SPRITES” for more information.

14) Changed “2.1.19. NO_RESPAWN_TAG” to “2.1.19. NO_ENEMY_TAG” and now it doesn’t only prevent enemies from respawning, but also passing over such tiles.

15) Changed the action sprites for player and allies to work as the same type.

16) Updated the Blizz-ABSEAL to v2.0 which is way more powerful than v1.x.
17) Added looping animation possibility for map characters.

18) Added several new options in the BlizzABS module.
19) Added new system that handles weapon types, ranges and ammo consumption.
20) Added new system that handles skill and item types and ranges.

21) Added new system that handles projectiles.

22) Added new system that allows selecting map battlers when using a skill or an item which also shows an animated affection area within range.

23) Removed the system that handles commands over event comments and exchanged it for a system that handles commands over the event name to improve performance heavily. Please read how to used the new system if you have used commands like ‘no_abseal’, ‘no_minimap’, ‘special’, ‘box’ or similar.
24) Allies are now affected by any battle events, but they are still not able to fight themselves.
1.0.3.4

1) Fixed bug where allies wouldn’t follow the player if he’s moving by event.
2) Fixed bug where enemy event code could be started by pressing the confirm button.
1.0.3.3

1) Fixed button conflict.
2) Fixed bugs in player defend handling and enemy action control.
3) Added possibility to set up more than one key for the various controls.
1.0.3.0

1) Fixed the bug that appeared with the caterpillar when you get attacked.
2) Remodeled the minimap to a minimap / fullscreen map system.
3) Remodeled and simplified input control.
4) Improved the player position trailing handling when allies try to return to the player.
5) Improved pixel movement map handling methods.
6) Updated ”1.1.2. Blizz-ABS features”.
7) Updated “3.2.5. Accessing the Keyboard with Events”.
8) Changed default controls and updated “1.1.1. Standard Controls”.
9) Added several useful new options.
10) Removed several options that were rendered obsolete.
1.0.0.9

1) Remodeled caterpillar functionality.
2) Updated “3.1.2. Put your Enemy on the Map”, now it is possible to define the random passive probability in %.
3) Updated “4.2. What allies are capable of”.
4) Added “Controlling allies” as 3.2.7..
1.0.0.4

1) Fixed the bug that appeared when a skill’s SP cost was zero.
2) Fixed glitch where always “G” would be displayed as currency in the HUD.
3) Fixed refresh glitch in the HUD.
4) Improved string processing performance.
5) Improved overall coding.
6) Maximally optimized HUD system.

1.0.0.2

1) Fixed the bug that appeared when an event condition for an enemy was unfulfilled.
1.0.0.1

1) Improved the manual a bit.
2) Added “Working efficiently with Blizz-ABSEAL” as 3.3..
3) Now compatible with Tons of Add-ons v4.7b and higher.
1.0.0.0

1) First official release with manual, a clean and commented code and a very stable system.
0.9.7.2

1) Fixed a few glitches.
2) Improved coding.
3) Added more options.
0.9.7.1

1) Fixed several few bugs.
2) Improved coding.
3) Added several new options.
0.9.7.0

1) Alpha tested, enhanced and set up correctly.
0.9.1.0

1) Fixed the critical bug with teleporting.
0.9.0.0

1) Released the first version.
2. Configuration and Options

In this chapter you will be introduced into the basic configurations of Blizz-ABS. Every option is explained thoroughly to make you understand easier. All configurations and options are being set up in the module BlizzABS. This module is all you need to configure. Your configuration will be working script wide.
2.1. Module BlizzABS
2.1.1. CATERPILLAR
Value Type: Boolean
Possible Values: true / false

Default Value: false
This will allow allies to follow the party leader on the map.

2.1.2. MAX_PARTY
Value Type: Number
Possible Values: 1 / 2 / 3 / …
Default Value: 4

This is the number of maximum members in your party. This option is important if you have turned on the CATERPILLAR (2.1.1.) option. It can be skipped otherwise.
2.1.3. ANIMATED_IDS
Value Type: Array of numbers
Possible Values: [1, 2, 3, …]

Default Value: []

When a party member is standing, his spriteset will be animated if his database ID is included in this array (i.e. a floating party member). This mainly applies and makes sense if the CATERPILLAR (2.1.1.) option is turned on, but it can also just animate the party leader if you have no caterpillar. Include any database actor IDs in this number array and separate them with commas.
2.1.4. PIXEL_MOVEMENT_RATE

Value Type: number
Possible Values: 0 / 1 / 2 / 3 / 4 / 5

Default Value: 0

This option controls the strength of pixel movement. To make the configuration easier you only have to set it to a number between 0 and 5 (including).
	Setting
	Tile size (in px)
	Max speed

	0
	32
	6

	1
	16
	6

	2
	8
	5

	3
	4
	4

	4
	2
	3

	5
	1
	2


Note that using a smaller tile size (a higher setting value) will cause a limitation to your maximum movement speed. A recommended setting is to have the maximum speed at least one speed higher than the normal movement speed if you are using CATERPILLAR (2.1.1.) and/or RUN_SPEED (2.1.8.). If you have problems during the game with this option you can call an event “Call script” command and use following syntax to change this value even during the game:

$game_system.pixel_rate = POSSIBLE_VALUE
POSSIBLE_VALUE is one of the Possible Values for this option. Values out of range will be corrected automatically. This change will be saved with the save file.
2.1.5. REPAIR_MOVEMENT
Value Type: Boolean
Possible Values: true / false

Default Value: true

This option works for PIXEL_MOVEMENT_RATE (2.1.4.) if you are using a value higher than 0. If this option is turned on it will enforce that the “Force movement” event command always work with a 32 pixel tile regardless of PIXEL_MOVEMENT_RATE.
example:

PIXEL_MOVEMENT_RATE = 3 (this is a 4 pixel tile size)

REPAIR_MOVEMENT = true
RESULT: 8 movement commands to move the player by 1 map square (8x4=32 pixels)
example:
PIXEL_MOVEMENT_RATE = 1 (this is a 16 pixel tile size)

REPAIR_MOVEMENT = false

RESULT: 1 movement command to move the player by 16 pixels (1x16=16 pixels)
example:

PIXEL_MOVEMENT_RATE = 2 (this is an 8 pixel tile size)

REPAIR_MOVEMENT = true

RESULT: 4 movement commands to move the player by 1 map square (4x8=32 pixels)

example:

PIXEL_MOVEMENT_RATE = 0 (this is a 32 pixel tile size)

REPAIR_MOVEMENT = true

RESULT: 1 movement command to move the player by 1 map square (1x32=32 pixels)
If you have problems during the game with this option, you can call an event “Call script” command and use following syntax to change this value even during the game:

$game_system.move_fix = POSSIBLE_VALUE
POSSIBLE_VALUE is one of the Possible Values for this option. This change will be saved with the save file.

2.1.6. EIGHT_WAY_MOVEMENT

Value Type: Boolean
Possible Values: true / false

Default Value: false
If you turn this option on, you can move in 8 directions instead of 4. If you need to turn this option on/off during the game, you can call an event “Call script” command and use following syntax to change this value even during the game:

$game_system._8_way = POSSIBLE_VALUE
POSSIBLE_VALUE is one of the Possible Values for this option. This change will be saved with the save file.

2.1.7. NORMAL_SPEED

Value Type: Number
Possible Values: 1 / 2 / 3 / 4 / 5 / 6

Default Value: 4

This is the moving speed of the player. This option is mainly needed to set up a starting speed to avoid a possible a conflict with RUN_SPEED (2.1.8.) and SNEAK_SPEED (2.1.9.)

2.1.8. RUN_SPEED

Value Type: Number
Possible Values: 1 / 2 / 3 / 4 / 5 / 6

Default Value: 5

This is the moving speed of the player when you press the run button. Note that this value can be limited in-game if your PIXEL_MOVEMENT_RATE (2.1.4.) is too high. Set this option to value 0 to completely disable this feature.

2.1.9. SNEAK_SPEED

Value Type: Number
Possible Values: 1 / 2 / 3 / 4 / 5 / 6

Default Value: 3

This is the moving speed of the player when you press the sneak button. Set this option to value 0 to completely disable this feature.

2.1.10. JUMPING
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / …
Default Value: 2
This option lets you set up the jumping range. It means how many 32 pixel square tiles the player should jump over when he jumps.
example:

JUMPING = 1

RESULT: jumps on the next tile, jumps over one tile if running, etc.
example:

JUMPING = 3
RESULT: jumps over 2 tiles, jumps over 3 tiles if running, etc.
Note that jumping is working in real-time. That means if the player jumps without moving, he will jump up and down without moving in any direction. If he is moving in one direction he will jump in the same direction. If he is running, he will jump more further and if he is sneaking, he will jump less further than if he is just walking. Set this option to value 0 to completely disable this feature.

2.1.11. JUMP_TAG
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / 4 / 5 / 6

Default Value: none

Use this option to define tiles in your tileset database as tiles where the player can’t jump over if you can’t use the WALL_TAG for those tiles (2.1.13.). Set the terrain tag for such tiles to the same value as you set this option. To disable this option, just set it to a value out of range (-1, -2, -3 … or 7, 8, 9, …).

2.1.12. PERCEPTION_RANGE
Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 5
This is the view range of enemies measured in map squares. The Default Value is 5. Note that this option is independent from PIXEL_MOVEMENT_RATE (2.1.4.). This means it will always be 5 squares, whichever pixel movement rate you are using. The hearing range is 2 map squares by default and cannot be changed.

2.1.13. WALL_TAG
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / 4 / 5 / 6

Default Value: none

Use this option to define tiles in your tileset database as “walls”. Enemies can’t see opponents through walls, the player can’t jump “over” a wall. If there is a wall between an enemy and the player, the enemy won’t be able to see the player. Note that enemies CAN hear through walls. Set the terrain tag for such tiles to the same value as you set this option. To disable this option, just set it to a value out of range (-1, -2, -3 … or 7, 8, 9, …).
2.1.14. HUD_ENABLED
Value Type: Boolean
Possible Values: true / false

Default Value: true

With this option you can enable/disable the Blizz-ABS HUD completely. You can use this option to disable the HUD if you are using another HUD or no HUD at all.
2.1.15. HUD_TYPE
Value Type: Number
Possible Values: 0 / 1 / 2

Default Value: 0

This option will change the status HUD a little bit according to which option you are using. 0 will use the default display and draw a white border around the HP/SP/EXP bars. 1 will erase this border completely. 2 will use the same border color as the HUD background. You can skip this if you have set HUD_ENABLED (2.1.14.) to false.

2.1.16. HUD_POSITION
Value Type: Number
Possible Values: 0 / 1 / 2
Default Value: 0

Depending on which setting you choose for this option, the HUD will appear in a different corner of the screen. Note that it can’t appear in the lower right corner, because it is reserved for the minimap, regardless which setting you use for option MINIMAP (2.1.17.). You can skip this if you have set HUD_ENABLED (2.1.14.) to false.

2.1.17. MINIMAP
Value Type: Boolean
Possible Values: true / false

Default Value: true

With this option you can enable/disable the Blizz-ABS minimap completely. You can use this option to disable the minimap if you are using another minimap or no minimap at all. Note that using another minimap might cause incompatibility issues with PIXEL_MOVEMENT_RATE (2.1.4.) and that the minimap can cause lag if you are using big maps and/or maps with many events. This minimap additionally uses Blizz-ABSEAL.
2.1.18. INTELLIGENT_PASSABILITY
Value Type: Boolean
Possible Values: true / false

Default Value: false

This option will create a “passability data pack”, so maps will be loaded instantly and no extra loading time will be needed. The Blizz-ABS passability calculation with this data is faster than the standard calculation. This data pack is also used by the minimap. Every time you modify, add or delete a map, this file will be updated when you run the game in DEBUG mode (click on the Test-Play Button). Note that you should run the game once before you encrypt the game, so the latest data can be saved. The data will NOT be updated if you run the game from the executable (usually Game.exe).
The created file can be found within the “Data” folder of your game and is called “Map_Data.abs”. Note that this option is recommended if you have many big maps to shorten the map loading time, but be aware that this will also increase the size of your game due to the size of “Map_Data.abs” (up to several MB, depending on the number and sizes of your maps). For each map square in your game this file will need 4 Bytes (i.e. a map of 100 × 100 will need 40kB). Additionally the dates when the files were modified the last time will be saved. Creating such a file can take some time if you have many maps and use this option the first time. If you decide not to use his feature, turn this option off and delete the file to save space.
2.1.19. RESPAWN_TIME
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / …

Default Value: 1

Killed enemies respawn after a certain amount of time. This setting determines how much time (in seconds) they need to respawn. Set this value to 0 to disable this feature.

2.1.20. NO_ENEMY_TAG
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / 4 / 5 / 6

Default Value: none

If you are using RESPAWN_TIME (2.1.19.) your enemies can respawn on any passable tile. Using this option you can define a tile / a set of tiles where the enemy can’t respawn at and walk over even though the tile is passable. Set the terrain tag for such tiles to the same value as you set this option. If you are using 0 for RESPAWN_TIME, you can skip this option.

2.1.21. ITEM_TIME
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / …

Default Value: 30

This is the time (in seconds) how long a dropped item stays on the floor. Using higher numbers will increase lag if a lot of items are dropped. Set this value to 0xFFFF to make the item stays “forever”. Items disappear when the player leaves and re-enters the map.

2.1.22. ITEM_PICKUP_SOUND_FILE
Value Type: RPG::AudioFile
Possible Values: RPG::AudioFile.new(‘NAME’, VOLUME, PITCH)

Default Value: RPG::AudioFile.new(‘056-Right02’, 80, 100)
note: NAME is a string, VOLUME and PITCH are numbers
This sound effect (SE) will be played when a dropped item is being picked up. Set the NAME to an empty string (‘NAME’ would be ‘’ then) to disable this feature.

2.1.23. DROP_GOLD
Value Type: String
Possible Values: ‘icon file name’
Default Value: ‘’

This option makes enemies drop gold, so it won’t be added to the gold value instantly if you kill an enemy, but you need to pick it up first. Specify an icon name for display on the map. To disable this feature, set this option to ‘’.

2.1.24. DISABLE_ANTI_LAG_IDS
Value Type: Array of numbers
Possible Values: [1, 2, 3, …]

Default Value: []

Due to possible problems with the Blizz-ABSEAL, you can set up in which maps Blizz-ABSEAL will be disabled. Include any map IDs in this number array and separate them with commas. Blizz-ABSEAL for the minimap will be also disabled.
2.1.25. FACTOR
Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 4

This is the “strength” of Blizz-ABSEAL. It defines how many map squares outside of the screen events should be updated as well. Higher numbers will cause higher lag. To disable Blizz-ABSEAL (which is highly not recommended) set this value to 0xFFFF. Rather it is recommended that you set the value to 8 which can still achieve some lag decrease, even though it will seem that Blizz-ABSEAL is turned off. Note that Blizz-ABSEAL DOES NOT affect parallel process, auto-start and “dropped item” events.
2.1.26. ABSEAL_AUTOKILL
Value Type: Boolean
Possible Values: true / false

Default Value: true

If you turn this on, all events without a spriteset will be stopped updating automatically. If you need invisible events, use any spriteset with opacity = 0 in this case or even better would be an 8 × 4 pixel-sized empty dummy spriteset. ABSEAL_AUTOKILL does not affect "Auto-Start" and "Parallel Processes". Note that you HAVE TO use dummy spritesets for invisible enemies.
2.1.27. HEAL_ON_LVLUP
Value Type: Boolean
Possible Values: true / false

Default Value: true

This option allows you to use a common feature from console RPGs: Restoring the character's HP/SP/Status on Level Up. Set this value to true to enable or set it to false to disable this feature.

2.1.28. DISPLAY_LVLUP
Value Type: Boolean
Possible Values: true / false

Default Value: true

This option will show a “damage text” saying “LvUp” if the player or an ally reached a new level. Set this value to true to enable or set it to false to disable this feature.

2.1.29. LVLUP_ANIMATION_ID
Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 0

If you want an animation to be displayed on your character when he reaches a new level, set this value to the database ID of this animation. Set it to 0 to disable this feature.
2.1.30. FLEE_LOOP_ANIMATION_ID
Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 0

If you want an animation to be displayed when an enemy is on the run, set this value to the database ID of this animation. Set it to 0 to disable this feature. The animation will be looped as long as the enemy if running away.
2.1.31. ANIMATIONS
Value Type: Boolean
Possible Values: true / false

Default Value: true

This option turns on/off all animations that are used with weapons/skills/items. Note that turning this option off will cause your battles to become quite boring.
2.1.32. ACTOR_ACTION_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false
This is a special feature of Blizz-ABS. If you turn this feature on, you MUST have the appropriate spritesets. This will change the spriteset of the player and allies when they are attacking, defending, using a skill and/or using an item and it will play a sprite animation.
example:

normal spriteset

-  arshesKnight.png

defending spriteset
-  arshesKnight_def.png

skill spriteset

-  arshesKnight_skl.png

item spriteset

-  arshesKnight_itm.png

example:

normal spriteset

-  jason.png

defending spriteset
-  jason_def.png

skill spriteset

-  jason_skl.png

item spriteset

-  jason_itm.png

You have to add _def on defending spritesets, _skl on skill spritesets and _itm on item spritesets like in the examples. Attack sprites need to be named slightly different. Since it is possible to create different weapon types, you have to use a special sprite for each weapon type. You need to add _atk to the spriteset and the number of the weapon type.
example:

normal spriteset


-  lord marius.png

attack spriteset for swords
-  lord marius_atk0.png

attack spriteset for flails

-  lord marius_atk2.png

Note that this feature will increase the quality of your game, but it will require you to put more effort into it by making extra spritesets for your characters. You have to name your spritesets correctly, otherwise the system will not work.

2.1.33. ENEMY_ACTION_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false

This feature is the same as PLAYER_ACTION_SPRITES (2.1.32.) and ALLY_ACTIONS_SPRITES (2.1.33.), but for enemies. Since enemies don’t have weapon types, you don’t need to add the number of the weapon type at the end of the spriteset names.

example:

normal spriteset
-  dragon.png

attack spriteset
-  dragon_atk.png

normal spriteset
-  harpy.png

attack spriteset
-  harpy_atk.png

Note that this feature will increase the quality of your game incredibly, but it will require you to put much more effort into it by making extra spritesets for your enemies.

2.1.34. WEAPON_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false

This feature allows a special sprite for each weapon. You only need the weapon itself, it will be drawn onto the character and your attack sprites don’t need to have a weapon in their hands anymore. You need to name the weapon sprites exactly the same as the actor’s sprite who will use the weapon with the weapon’s icon file name added. If more than one weapon uses the same icon, they all will have the same spriteset.
example:

normal spriteset




-  zeriab.png

attack spriteset for lances


-  zeriab_atk1.png

attack spriteset for flails



-  zeriab_atk2.png

Thunderspear’s icon file name


-  Tspear.png

weapon sprite add-on of Thunderspear

-  zeriab_atk1_Tspear.png

Thorn Whip’s icon file name


-  thorn whip.png

weapon sprite add-on of Thorn Whip

-  zeriab_atk2_thorn whip.png

Since a separate weapon sprite is used for each actor who uses the weapon, it is possible to let two different actors handle the same weapon differently, i.e. a strong knight would swing a huge sword differently than a little girl would. If you want to use the same weapon sprite for a few actors, just make file copies.
Note that this feature can increase the quality of your game incredibly, but it will require you to put much more effort into it by making extra spritesets for each weapon you create and for each actor who uses this weapon.

2.1.35. RUNNING_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false
Enables spriteset change for running. If you turn on this feature the spriteset will change if you hold the running button. You have to name your spritesets correctly.

example:

normal spriteset

-  arshesKnight.png

attack spriteset

-  arshesKnight_run.png

example:

normal spriteset

-  jason.png

running spriteset

-  jason_run.png

You have to add _run on running spritesets like in the examples. Note that this option applies to player and allies.
2.1.36. SNEAKING_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false
Enables spriteset change for sneaking. If you turn on this feature the spriteset will change if you hold the sneaking button. You have to name your spritesets correctly.

example:

normal spriteset

-  arshesKnight.png

attack spriteset

-  arshesKnight_snk.png

example:

normal spriteset

-  jason.png

running spriteset

-  jason_snk.png

You have to add _snk on sneaking spritesets like in the examples. Note that this option applies to player and allies.
2.1.37. JUMPING_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false
Enables spriteset change for jumping. If you turn on this feature the spriteset will change if you press the jumping button and a sprite based animation will be displayed. You have to name your spritesets correctly.

example:

normal spriteset

-  arshesKnight.png

attack spriteset

-  arshesKnight_jmp.png

example:

normal spriteset

-  jason.png

running spriteset

-  jason_jmp.png

You have to add _jmp on jumping spritesets like in the examples. Note that this option applies to player and allies.
2.1.38. SMALL_ANIMATIONS
Value Type: Boolean
Possible Values: true / false

Default Value: true

This option is supposed to help you in creating animations. As animations look much bigger on the map than in battle, this feature of the Blizz-ABS will size down all your animations in the game to 50% of the original size.

2.1.39. MENU_COLOR_TINT
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / 4 / 5 / 6 / 7 / 8
Default Value: 0
0 will tint your Pre-Menu screen in one of 6 colors or black-white or darker by random. 1-6 will tint it in one of the 6 colors, 7 will tint it black-white, 8 will tint it darker every time. This option can be turned off by using -1 or any other value out of range.
2.1.40. ACTOR_SPRITE_Y_OFFSET
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 …

Default Value: none

Use this option to define a vertical pixel offset for attacking spritesets for the first row (looking down). This way it is possible to use attacking spritesets where the character’s weapon goes further down than his “feet”. This option can be skipped if you are not using PLAYER_ACTION_SPRITES (2.1.32.) and ALLY_ACTION_SPRITES (2.1.33.). Note that this option will be applied to ALL of your actor attacking sprites.
2.1.41. ENEMY_SPRITE_Y_OFFSET
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 …

Default Value: none

Same as ACTOR_SPRITE_Y_OFFSET (2.1.40.), but for enemies. This option can be skipped if you are not using ENEMY_ACTIONS_SPRITES (2.1.33.).
2.1.42. DISABLE_ABS_MODE
Value Type: Number
Possible Values: 0 / 1 / 2 / 3

Default Value: 0

This option determines when the ABS controls should be disabled. 0 will never disable Blizz-ABS controls. 1 will disable it only in maps where you have added not even one enemy. 2 will disable them as soon as the map has no more enemies (i.e. if you kill them all, the ABS controls will be disabled). 3 will disable them as soon as no enemy is within range of Blizz-ABSEAL. Note that disabling Blizz-ABSEAL will also affect that last option.

2.1.43. WEAPON_DATA_MODE
Value Type: 2 Numbers
Possible Values: 0 / 1 / 2

Default Value: [0, 0]

This is a special option that allows the display of Blizz-ABS weapon configurations. You can set up two values. The first is for weapon type, the second for weapon range. If you set any value to 1, the value will be displayed in the name of the weapon. If you set it to 2, the data will be displayed in the description. This special option is more recommended for debugging purposes, so you can always see they type and range of your weapons in-game, but there is nothing that prevents you from using this option in for the normal game. Set any of those values to 0 to disable the given display.

2.1.44. SKILL_DATA_MODE
Value Type: 3 Numbers
Possible Values: 0 / 1 / 2

Default Value: [0, 0, 0]

It works the same way WEAPON_DATA_MODE (2.1.43.) does, the only difference is that range display is determined by the third number and the second number is used to display whether the skill explodes on impact or not.

2.1.45. ITEM_DATA_MODE
Value Type: 3 Numbers
Possible Values: 0 / 1 / 2

Default Value: [0, 0, 0]

It works the same way SKILL_DATA_MODE (2.1.44.) does, only for items. 

2.2. Blizz-ABS Features

2.2.1. HUD
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1. Hotkey display

2. Status display

3. Minimap

4. Fullscreen map

2.2.1.1. Hotkey Display
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1. common hotkey box

 - a simple display on which skill/item is hot keyed on which button
2. Icon

 - the skill/item icon for easy overview
3. button number

 - press this number on your keyboard to set the skill/item for use

2.2.1.2. Status Display
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1. name

 - party leader’s name

2. level

 - party leader’s current level
3. HP

 - party leader’s CURRENT_HP / MAX_HP
4. SP

 - party leader’s CURRENT_SP / MAX_SP
5. next EXP

 - party leader’s EXP needed for next level up
6. status effects
 - party leader’s status effects

7. gold

 - how much does the party have of the defined currency
8. current skill

 - the skill that is going to be used when the skill button is pressed

     * 8.1 the skill’s icon
     * 8.2 shows how often you can use the skill with the current SP

9. current item

 - the item that is going to be used when the item button is pressed

     * 9.1 the item’s icon
     * 9.2 shows the remaining quantity of the current item
2.2.1.3. Minimap and Fullscreen Map
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1. map

 - the actual map

The minimap system checks the passability of the map and draws a minimap. If you hold the turn button when the minimap is in fullscreen mode, you can scroll the map. You can define an event as special event by just adding “\spc” in its name (without the double quotes) and it will be displayed as special event on the minimap. If you want to remove an event from the minimap, add “\map” to its event name (without the double quotes) and it won’t be displayed on the minimap. If you want to enforce the display of an object as square even though it has a spriteset, add a “\box” (without the double quotes) to the event’s name. This works for any event as for enemies.
Colors and meanings:
green 
- player

blue
 
- ally

red 

- enemy

yellow 
- special event

violet 
- teleporting event

cyan 
- dropped item
white
- everything else
- bright grey terrain is passable

- dark grey terrain is impassable

2.2.2. Pre-Menu
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1. Menu

 - continue to the normal menu

2. Controls

 - assign skills/items to hotkeys

3. Cancel

 - return to the map

4. screen tint

 - in the Pre-Menu the screen will be tinted with one of 6 colors or just to black-white

2.2.3. Hotkey Assignment Menu
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1. currently assigned hotkeys
 - those are the hotkeys you have assigned in this moment

2. cursor
 - currently selected hotkey

3. skill

 - a skill that can be hot keyed

     * 3.1 the skill’s icon

     * 3.2 the skill’s name

     * 3.3 the skill’s SP cost

4. item

 - an item that can be hot keyed

     * 4.1 the item’s icon

     * 4.2 the item’s name

     * 4.3 the item’s remaining quantity

5. <Remove>

 - reset the currently selected hotkey

3. Working with Blizz-ABS

Blizz-ABS was designed to make it easy to work with. A good example is the easy way to create enemies. In this chapter you will learn how to use the basic and enhanced functions of Blizz-ABS.
3.1. Creating Enemies
Creating an enemy is divided into three simple steps from which you most probably already know two.
3.1.1. Create your Enemy

Go into the database and select the Enemies tab. 
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Now choose an enemy slot and just make one.
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3.1.2. Put your Enemy on the Map
The next step is to create an event on your map and name it correctly. You can name your event however you want, just be sure to include this syntax in its name:
\e[ID]

ID is the database ID of the enemy. In the example below it would be the Ghost with ID 1.
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You have additional options for creating enemies. i.e. If you add \p[100], you can create a passive enemy. You have following additional syntaxes:
\p[X]
- X% chance that this enemy is passive each time the map is entered
\b
- boss (currently nothing else than preventing respawn of this enemy)
The created enemy in the example below would be a boss Ghost that has an 80% chance of being passive each time the map is re-entered.
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3.1.3. Spriteset Choice
You can choose an appropriate spriteset for your enemy event, but you don’t have to…
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You have the possibility to “cloak” your enemies if you want. You can even create an invisible enemy. In this case be sure to check whether you have ABSEAL_AUTOKILL (2.1.26.) turned on, since you will have to use an empty 8 × 4 pixel-sized dummy spriteset, because ABSEAL_AUTOKILL doesn’t update enemies without spriteset.
You could also create an item that allows the player to see ghosts. Create a parallel process that turns on a switch whether the player is in possession of that specific item. Create a normal enemy without spriteset on page one and the same enemy with the appropriate spriteset on page two with the switch mentioned before as condition. If the player is in possession of the item, he will see enemies with a normal spriteset, otherwise they will be invisible to him and makes it harder to hit them.
3.2. Utilities

The Blizz-ABS has various utilities which can help you in your game development. Mainly here is described how to use a few special features that can help you with conditional branching together with the Blizz-ABS.
3.2.1. How many Enemies left on the Map?
If you want to know how many enemies you have still on your map, you can use an event “Call script” command and use this syntax:

$game_variables[ID] = $game_map.enemies.size
ID is the variable ID in which you will store how many enemies there are left on the map.

3.2.2. How many Enemies did the Map have in the first place?
If you want to know how many enemies the map originally had when it was entered, you can use an event “Call script” command and use this syntax:

$game_variables[ID] = $game_system.enemy_number
ID is the variable ID in which you will store how many enemies there are left on the map.

3.2.3. How to start an Event Code of an Enemy
To start the event code of an enemy, you only have to kill him. If the enemy respawns, the code will be simply executed again if you kill the enemy again. If you want to prevent this, you can simply use a “switch”. Preconditions work the same way like in normal events.
3.2.4. Working with the Enemy AI
In Blizz-ABS the Evasion attribute is equal to zero every time it is used within battle formulas and such. Instead the real attribute is used to determine how cowardly an enemy is. An evasion of 100 will cause the enemy to run away after each received hit while an enemy with 0 Evasion will never run away.
3.2.5. Accessing the Keyboard
If you want to check if a keyboard key is pressed or not, if it’s being hold pressed or not, etc. you can simply do so by accessing the Input module. Use following syntaxes for this:
 - these are self-explanatory:

Input::Backspace

Input::Tab

Input::Enter

Input::Shift

Input::Ctrl

Input::Alt

Input::Esc

Input::Collon

Input::Equal

Input::Comma

Input::Underscore

Input::Dot
Input::Backslash
Input::Quote
 - these are special keys:

Input::Let[‘LETTER’]

- check for letters (LETTER is A~Z)
Input::NumKeys[NUMBER]
- check for the number keys (NUMBER is 0~9)
Input::NumPad[NUMBER]
- check for the number pad keys (NUMBER is 0~9)
Input::Fkeys[NUMBER]

- check for the F keys (NUMBER is 1~12)
Input::D_Down


- check for down arrow key

Input::D_Left


- check for left arrow key

Input::D_Right


- check for right arrow key

Input::D_Up


- check for up arrow key

 - these are the in-game controls:

Input::Down

- the button for moving down

Input::Left


- the button for moving left

Input::Right


- the button for moving right

Input::Up


- the button for moving up

Input::Confirm

- the button for confirm
Input::Cancel

- the button for cancel
Input::Attack

- the button for attack

Input::Prevpage

- the button for previous page
Input::Nextpage

- the button for next page
Input::Defend

- the button for defend

Input::Skill


- the button for skill use

Input::Item


- the button for item use

Input::Select

- the button for changing the party leader

Input::Hud


- the button for turning on/off the HUD

Input::Minimap

- the button for turning on/off the Minimap

Input::Hotkey

- the button for turning on/off the Hotkey display

Input::Run


- the button for running

Input::Sneak

- the button for sneaking

Input::Jump


- the button for jumping

Input::Turn


- the button for turning around without moving

3.2.6. Using the Enhanced Movement System
It is possible to check the player’s current movement type. Use the event command “Conditional branch” and on the 4th tab there’s an option that says “Script”. Type one of the following conditions to check them:

$game_player.running?

$game_player.sneaking?

$game_player.jumping?

3.2.7. Controlling allies
If you need all the allies on the map to quickly gather at the same position as the player, simply use a “Call Script” Event Command and type down this command:
$game_player.update_buffer(‘reset’)

3.2.8. Enforce Blizz-ABS controls

If you need to disable Blizz-ABS controls during the game for some special occasions, you can call an event “Call script” command and use following syntax to change this value even during the game:

$game_system.blizzabs = POSSIBLE_VALUE
POSSIBLE_VALUE is either “true”, “false” or “nil” (without the double quotes). This command will completely override DISABLE_ABS_MODE (2.1.42.). If you set it to “true”, Blizz-ABS controls will be available whatever occasion might be (i.e. during the execution of an event). If you set this option to “false” Blizz-ABS controls will be disabled whatever occasion might be (i.e. a map full of enemies). If you set it to “nil”, the Blizz-ABS itself will take over the availability of the controls again. This option is initially “nil”.

3.3. Working efficiently with Blizz-ABSEAL

The Blizz-ABSEAL (Blizzard Action Battle System Event Anti Lag) is a special anti lag developed to further decrease lag created from a large number of enemies on the map. This Anti Lag System also affects all other events, their sprites as well as the minimap system. It updates only sprites and events visible on the screen and a little bit beyond that. How far beyond you can set up (2.1.25.). All the sprites outside of this range will get disposed immediately. Auto-starting, parallel process events and “dropped item” events are not affected by Blizz-ABSEAL.
3.3.1. How to affect Blizz-ABSEAL
Blizz-ABSEAL might cause problems in your game (read 5.1. for more information). There are 3 possibilities how to affect Blizz-ABSEAL. One way is using the FACTOR (2.1.25.) option. Increasing this number will cause Blizz-ABSEAL to update more and more events and their sprites outside the screen (read 2.1.25. for more information). The second way is to disable Blizz-ABSEAL completely for specific maps (read 2.1.24. for more information).
The last possibility to affect Blizz-ABS is to exclude only specific events from its affection range. To do so, you only need to add “\eal” (without the double quotes) in the event’s name. Any event with this addition in its name will be excluded from the updating limitation that Blizz-ABSEAL controls. Be aware of the fact that using this possibility could increase lag. In the end it is a better solution than disabling Blizz-ABSEAL for the entire map (2.1.24.), but it also requires more work and could easier cause glitches within your own game and event setup.
3.4. Enhancing Blizz-ABS

You have made a plug-in for Blizz-ABS and want to share it? But you are afraid maybe it won’t work or could cause problems and incompatibility issues? No problem! You can check if the Blizz-ABS script is available and after that check its version. Otherwise you can just throw out a message. Just Check the global variable $BlizzABS and if its value is true, you can check the Blizz-ABS version by using BlizzABS::VERSION and even the edition by using BlizzABS::EDITION. Here is a simple example:
if $BlizzABS != true || BlizzABS::VERSION < 1.204 || BlizzABS::EDITION != ‘Compact!’
  p ‘YOUR_SCRIPTNAME_HERE needs Blizz-ABS of version 1.2.0.4 or higher ‘ +

     ‘and Edition “Compact!”. RMXP will now close’
  exit

end

3.5. Blizz-ABS Weapons

Blizz-ABS supports an enhanced weapon system which allows you to create various types of weapons and even define their range. In the Blizz-ABS module exists a class called “Weapons” which has three configuration methods included.
3.5.1. “self.type”
In this method you can define which type your weapons will be. The options you have are:
      0 - sword / axe / claws / unarmed / etc. (damages in close front)

      1 - spear / lance (damages only in front)

      2 - flail (distant weapon, does not damage close enemies, front)

      3 - boomerang (returning projectile weapon, front)

      4 - bow and arrow / gun / shuriken (non-returning projectile, NO consumption)

      5 - bow and arrow / gun (non-returning projectile, consumes AMMUNITION)

      6 - shuriken (non-returning projectile, consumes ITSELF)
For your own convenience, it is better not to let two actors use the same consumable weapon, since if one uses all the weapons up, the other one won’t be able to use them as well. If no weapon is left in inventory, the character will un-equip his weapon and use it.  Note that if you create ammunition-consuming weapons, you have to set up the items’ spritesets (see 3.7. for more information). If no target was hit, the item/consumable weapon will drop and turn into a “dropped item” event which can be picked up again. Default value is 0.
3.5.2. “self.range”
This method serves as database for weapon ranges. All ranges are measured in map squares from the center of the attacking square. Any decimal value WILL have its effect if pixel movement is being used.

If you use weapon type 0, the range will be calculated as following:
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The red square represents the character, the green square his quantized affection radius, the blue marked area represents the real affection radius. In this example a range (yellow) of 1.5 was used. The range is taken always from the center of the current character. Note how parts of the left and right squares are no affected if a PIXEL_MOVEMENT_RATE (2.1.4.) of 1 is being used. 
The range calculation of type 1 is very simple. All enemies within range in front of the character will be attacked. Note how the right squares are not affected if a PIXEL_MOVEMENT_RATE (2.1.4.) of 1 is being used.
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The range calculation of type 2 is a little bit more complicated. The first 2/3 of the range will be skipped as flails can’t attack close enemies. The rest will be attacked as usual. A range of 4 was used in this example. Note how the most right squares are not affected if a PIXEL_MOVEMENT_RATE (2.1.4.) of 1 is being used.
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The range calculation of type 3, 4, 5 and 6 is identical to 1. The only differences are that a returning projectile (type 3) will attempt to return to the character that used it after it has reached the position of its maximum range and that the other types will only damage the first enemy they encounter. Any range less than 1 will be corrected for convenience. Any not defined weapon will have a range of 1. Ranges are limited to the screen size; any projectile that goes out of the screen will be removed instantly. You cannot shoot through enemies or any tile with the WALL_TAG (2.1.13.). Only returning projectiles can hit more than one enemy. Any enemies on the “way back” of a returning projectile will be attacked as well. The spritesets for “non-consuming”, “self-consuming” and “returning projectile” weapons need to be named the same as the weapon’s icon file. Spritesets are auto-animated all the time. Default value is 1.5.
example:

icon file name

-  FlameBow.png

projectile spriteset name
-  FlameBow.png

3.5.3. “self.consume”
Lets your weapons consume items to work. You must have the item assigned as your hot item for the weapon to work. One weapon can consume different items. In this case, the weapon will only consume the item that the player has currently hotkeyed. If you don't have any items left, the attack will fail. If the weapon can’t consume the hotkeyed item, the attack will fail. Allies' items for usage can be set up directly by changing the party leader and setting it up or over the AI menu. The spritesets for the item projectile need to be named the same as the item’s icon file. Spritesets are auto-animated all the time. 

example:

icon file name

-  ice_bullet.png

projectile spriteset name
-  ice_bullet.png

Note that if an enemy gets hit by an item projectile fired by an item-consuming weapon, the item effect will be applied on the target as well. This way you are able to create weapons with no power and make the ammunition carry the power effects. Note that items don’t consider actor attributes in damage calculation. Default value is [].
3.6. Blizz-ABS Skills

With Blizz-ABS you are able to create a variety of skills. An enhanced skill system stands at your disposal. In the Blizz-ABS module exists a class called “Skill” which has two configuration methods included where you can set up everything.

3.6.1. “self.type”
This method lets you define how skills will be executed.
      0 - shooting skill (projectile skill, hits first target it encounters)

      1 - homing skill (projectile skill, finds a target you specify)

      2 - direct skill (hits the target instantly, you select the target)

      3 - beam skill (hits every target it goes through instantly)

If a skill targets all enemies/allies, the skill will turn into:
      0 => thrusting skill (projectile skill, hits every target it goes through)

      1 => super homing skill (projectiles hit all targets in range)

      2 => shockwave skill (circular shockwave hits all targets in range)

      3 => fullscreen skill (targets all allies/enemies on the screen)

Set the exploding range to 0 if you don't want anybody around to be affected by this skill. A skill explosion does not differ between ally and enemy. Explosions always spread circular (similar to type 2 and 4 range, see 3.6.2. for more information). Skills targeting all actors/enemies don’t explode. The animation ID of the animation played upon each character that was hit by the explosion and not by the skill itself can specified as well. Any decimal value used for explosion ranges WILL have its effect if pixel movement is being used. Note that a skill that targets all enemies/allies of type 0, 1 and 3 will be executed immediately while skills of type 2 and 4 will call the selection screen where all enemies/allies will appear as selected. Default value is [2, 0] or [2, 0, 0].

3.6.2. “self.range”
Here you can set up the range of your skills. Note that skills are only limited by the range of the screen. Skills of type 2 and 4 will limit the selection of the enemy to the range specified here. Ranges for fullscreen skills will be ignored. If the skill type is 5, the range is used to define the time how long (in seconds) a summoned ally will stay instead (decimal values will be considered). Also note that skills 2 and 4 cannot be executed if no enemies are in range.

The range calculations for skills of type 0, 1 and 3 are very simple. The red square represents the character, the green square his affection radius. In this example a range (yellow) of 2 was used. The range is taken always from the center of the current character. Note how the affection area changes if a PIXEL_MOVEMENT_RATE (2.1.4.) of 1 is being used. The squares at the right are not within range anymore.
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For skill type 2 and 4 simply the radius around the character defines the range. Note how the affection area changes if a PIXEL_MOVEMENT_RATE (2.1.4.) of 1 is being used and the squares at the corners are not within the radius anymore. A range of 2.5 was used in this example.
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Explosion range works the same as the range calculation for type 2 and 4. Any range less than 1 will be corrected for convenience. Ranges are limited to the screen size; any projectile that goes out of the screen will be removed instantly. The spritesets for projectile skills need to be named the same as the skill’s icon file. Spritesets are auto-animated all the time. 
example:

icon file name

-  Fire_Ball.png

projectile spriteset name
-  Fire_Ball.png

“Direct skills”, “Shockwave Skills” and “Fullscreen skills” have no spriteset necessary. If skill is a summon skill, this will be the spriteset used for the ally's character. Default value is 5.5.

3.7. Blizz-ABS Items

Everything works exactly the same as Blizz-ABS Skills (3.6.), only for items. 
3.8. Blizz-ABS Enemies

You are able to set up a couple of additional options for your enemies. Since enemies can use a normal attack as well, you can specify here how they should be handled. Also you can define a custom size of enemy events so projectiles can hit enemies with larger spritesets.
3.8.1. “self.type”
This method defines the type of enemy attacks. This method works the same as “self.type” for weapons (3.5.1.), the only difference is that there are no type 5 and 6, since enemies cannot consume items or weapons. Note that enemies will try to get you within attack range before attacking. That means if they uses a flail type attack, they will move away to get you in their attack affection area. Default value is 0.
3.8.2. “self.range”
Same as “self.range” for weapons (3.5.2.).
3.8.3. “self.enemy_set”
This method defines spritesets for enemy projectile attacks. If an enemy’s attack type is not 4, this configuration can be skipped for this enemy. Default value is ‘’.
4. AI Specifications
In this chapter you will be made familiar with the AI of Blizz-ABS. You can use this knowledge to know the limitations of Blizz-ABS or to just use it as good as possible.
4.1. What Enemies are capable of
Your enemies so far can be in 11 possible states:
idle movement


- just roams around
move



- moves towards an opponent
attack



- attacking state
skill




- skill using state
defend



- defending state
run away



- frightened and running away
exception



- bouncing back from being attacked
memorized position

- moves towards the opponent’s last memorized position
disappearing


- frozen state while fading after death
in action



- waiting for penalty after attack/being attacked to expire
idle, map interpreter is running
- 100% frozen state, doesn’t move, doesn’t act
The enemy perception is divided into two ranges: The outer range and the inner range. The outer range can be specified in the BlizzABS module by changing the setting PERCEPTION_RANGE (2.1.12). Its default is 5 map squares. The inner range is only 2 map squares and cannot be changed. Enemies can see you within the outer range if you are in front of them. (Note: Enemy is looking down on the pictures.)
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The enemy close-hearing range’s area is different.
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This is the complete area where your enemy can perceive you if you are merely moving. [image: image25.png]



The enemy’s complete perception area is completely within the outer range. If you are within the area of perception, your enemy can perceive you if you are “in action”. “In action” means you could be using a skill or item or attacking or etc. This is the complete outer range.
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In other words, be careful what you do if you are moving close behind an enemy. He might just happen to “hear” you if you attack somebody else. Enemies will first try to move closer to their opponent and then try to attack their opponent. This is the enemy’s full perception area.
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Again, don’t forget that you can only set up the outer range. The inner range cannot be changed.

4.2. What Allies are capable of

Ally movement AI:

a) Allies always follow the player (when in follow mode).
b) When the player uses a jump command, the allies will execute all remaining commands in the buffer to get to the same position as the player including the triggering jump command (when in follow mode). Movement continues normally.
c) Allies rearrange themselves within the caterpillar if one or more allies are not in follow mode (when in follow mode).
d) Allies are able to get back to their original position within the caterpillar before (when in return mode).
5. Troubleshooting

There are a few problems you might encounter with Blizz-ABS, but those are only related to your game, the problem is not in the script. Mostly it’s a partially incorrect use/setup of the configuration.
5.1. Afterimage on the Map

Problems:
a) It happens that when a large spriteset walks outside of the screen pieces of its image stay on the screen.
b) When I use the “Set event location” command, it happens that the spriteset stays on the map even though the event seems to have been moved.

Solutions:
a) The images gets stopped being updated, because it doesn’t get out of the screen before the ABSEAL (read 3.3.1. for more information) stops updating. You should increase FACTOR (look under 1.1.24.). Another solution (if you are using this spriteset only in this one map, but you need this strength of delag) would be that you just include the map’s ID in the DISABLE_ANTI_LAG_IDS array (look under 1.1.23.). You can also use a more sophisticated solution by setting up the affected event to be skipped by the limitation of ABSEAL (3.3.1.).
b) Similar problem like under a). Just include the map’s ID in DISABLE_ANTI_LAG_IDS (look under 1.1.23.). You can also just exclude the affected event from ABSEAL (3.3.1.).
5.2. Respawning at wrong Positions

Problems:
a) Enemies respawn outside the passable map.
b) Enemies respawn on critical positions. How do I prevent this?

Solutions:
a) Enemies respawn only at passable tiles. If you want to prevent your enemies from respawning outside the actual map, you just have to make that part of the map impassable.
b) Use an invisible dummy tile with the NO_ENEMY_TAG terrain tag. Look under 1.1.12 for more information. Cover your map areas are with such tiles on one layer and the enemy will never respawn at one of them.

5.3. Incompatibility Issues with RGSS100J.dll

Problems:
a) Blizz-ABS causes a crash of RMXP. I am using Dyna/PKE RMXP. What can I do?

Solutions:
a) Since Blizz-ABS has rewritings of the default classes/modules, it will cause an error with the RGSS100J.dll. The RGSS100J.dll mainly is used by RMXP version 1.01 (Dyna Edition, Postality Knights Enhanced Edition, etc.). The solution of this problem is simple. Download the RGSS102E.dll (use http://google.com to find one) and save it on your Hard Disk Drive. Rename the RGSS102E.dll to RGSS100J.dll. Open the folder %SYSTEMROOT%\system32 (%SYSTEMROOT% is usually C:\WINDOWS or C:\WINNT) and move the RGSS100J.dll into the system32 folder. Answer the replacement question with “Yes”. If you still experience problems, try placing a copy of the renamed RGSS102E.dll in the game project folder. Using this solution could also make your game more compatible with other scripts that were causing the same problem.
6. Special Thanks to…

… Zeriab! His support means more than any testing! And if he tests, he tests it exactly the way I want it, he tests exactly where I need it, he finds the glitches and bugs in-between nobody else can!
6.1. The Testers
Special Thanks for alpha testing Blizz-ABS goes to:
 - Leonharts

 - modern algebra

 - NAMKCOR

 - Rune

 - Irockman1

 - blazinhandle

 - Zeph
7. Contact Information and Final Notes

7.1. Contact Information
If you want to contact me, you can find me here:

http://www.chaosproject.co.nr
or send me an e-mail:

boris_blizzard@yahoo.de
7.2. Final Notes

If you feel that this manual how to use Blizz-ABS is missing something or if you want to help to improve this manual, please can contact me.
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