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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 Configuration
The correct configuration or Blizz-ABS allows you to create high quality games. Blizz-ABS itself comes with a set of more than 50 different options and a complete set of other configruations for status effects, weapons, skills, items and enemies. This additional documentation’s main purpose is to explain how to configure Blizz-ABS without using the “Blizz-ABS Config” application. Keep in mind that this way of configuring Blizz-ABS is harder to understand. It is recommended that you download the application and the additional data instead!
1.1.1. Controls:
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To set up your own controls, you need to configure the “Controls” module in the BlizzABS module. Set CUSTOM_CONTROLS to true and set up the controls below. Separate the keys with commas.

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

CANCEL = "Key['T'], Key['R'], Key[‘Esc’]"

Key[‘T’] will assign the letter T, Key[‘R’] will assign the letter R and the Key[‘Esc’] will assign ESC. The outer double quotes are necessary for Blizz-ABS to recognize this configuration. These are the available keys for usage:

- these are the basic keys:

Key[‘LETTER’]


- letters (LETTER is A~Z)

Key[‘NUMBER’]


- the number keys (NUMBER is 0~9)

Key[‘Numberpad NUMBER’]
- the number pad keys (NUMBER is 0~9)

Key[‘FNUMBER’]


- the F keys (NUMBER is 1~12)

- these are special keys:

Key[';']

Key['=']

Key[',']

Key['-']

Key['.']

Key['/']

Key['\\']

Key['\'']

Key['[']

Key[']']

Key['`']

Key['Backspace']

Key['Tab']

Key['Enter']

Key['Shift']

Key['Left Shift']

Key['Right Shift']

Key['Left Ctrl']

Key['Right Ctrl']

Key['Left Alt']

Key['Right Alt']

Key['Ctrl']

Key['Alt']

Key['Esc']

Key['Space']

Key['Page Up']

Key['Page Down']

Key['End']

Key['Home']

Key['Insert']

Key['Delete']

Key['Arrow Left']

Key['Arrow Up']

Key['Arrow Right']

Key['Arrow Down']

If you set the DISABLE_DEFAULT to true, RMXP’s default controls will completely be disabled and Blizz-ABS will take over the key 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

2. Configuration of Blizz-ABS
This chapter will explain to you how you need to set up the configuration manually. It will not explain explain the purpose of the options, they can be found in the User Manual. Only basic info is provided here.
2.1. Basic Configuration
2.1.1. MAX_PARTY

Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 4

2.1.2. CATERPILLAR
Value Type: Boolean
Possible Values: true / false

Default Value: false
2.1.3. ANIMATED_IDS
Value Type: Array of numbers
Possible Values: [1, 2, 3, …]

Default Value: []

Include any database actor IDs in this number array and separate them with commas.
2.1.4. HEAL_ON_LVLUP
Value Type: Boolean
Possible Values: true / false

Default Value: true

2.1.5. DISABLE_ABS_MODE
Value Type: Number
Possible Values: 0 / 1 / 2 / 3

Default Value: 0

0 = never
1 = in maps without enemies

2 = all enemies dead

3 = within Blizz-ABSEAL range
2.1.6. MENU_COLOR_TINT
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / 4 / 5 / 6 / 7 / 8

Default Value: 0

-1 = turned off

0 = random

1 = darker

2 = blue

3 = green

4 = red

5 = yellow

6 = mangenta

7 = cyan

8 = black and white

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

Default Value: 30

2.1.8. 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

Set the NAME to an empty string (‘NAME’ would be ‘’ then) to disable this feature.

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

To disable this feature, set this option to ‘’.

2.1.10. PICKUP_ON_TOUCH
Value Type: Boolean
Possible Values: true / false

Default Value: false

2.2. Movement Configuration
2.2.1. PIXEL_MOVEMENT_RATE

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

Default Value: 0

2.2.2. REPAIR_MOVEMENT
Value Type: Boolean
Possible Values: true / false

Default Value: true

2.2.3. EIGHT_WAY_MOVEMENT

Value Type: Boolean
Possible Values: true / false

Default Value: false
2.2.4. NORMAL_SPEED

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

Default Value: 4

2.2.5. RUN_SPEED

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

Default Value: 5

2.2.6. SNEAK_SPEED

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

Default Value: 3

2.2.7. JUMPING
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / …
Default Value: 2
2.2.8. NO_JUMP_TAGS
Value Type: Array of numbers
Possible Values: [0, 1, 2, …]

Default Value: []

To disable this option, just set it to [].

2.2.8. ALLOW_JUMP_TAGS
Value Type: Array of numbers
Possible Values: [0, 1, 2, …]

Default Value: []

To disable this option, just set it to [].

2.3. Lag Prevention Configuration
2.3.1. INTELLIGENT_PASSABILITY
Value Type: Boolean
Possible Values: true / false

Default Value: false

If you decide not to use his feature, turn this option off and delete the file to save space.

2.3.3. ABSEAL_AUTOKILL
Value Type: Boolean
Possible Values: true / false

Default Value: true

2.3.2. FACTOR
Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 4

2.3.4. DISABLE_ANTILAG_IDS

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

Default Value: []

Include any map IDs in this number array and separate them with commas.

2.4. Game Info Configuration
2.4.1. HUD_ENABLED
Value Type: Boolean
Possible Values: true / false

Default Value: true

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

Default Value: 0

0 = upper left corner

1 = upper right corner

2 = lower left corner

2.4.3. HUD_TYPE
Value Type: Number
Possible Values: 1 / 2 / 3

Default Value: 1
2.4.4. MINIMAP
Value Type: Boolean
Possible Values: true / false

Default Value: true

2.4.5. ENEMY_HEALTH_BARS
Value Type: Number
Possible Values: 0 / 1 / 2 ... 253 / 254 / 255

Default Value: 0

If you set this number to 0, the bars will not be only invisible, but completely disabled.
2.4.6. MATCH_HEALTH_BAR_WIDTH
Value Type: Boolean
Possible Values: true / false

Default Value: true

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

Default Value: [0, 0]

Set any of those values to 0 to disable the given display.

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

Default Value: [0, 0, 0]

Set any of those values to 0 to disable the given display.

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

Default Value: [0, 0, 0]

Set any of those values to 0 to disable the given display.

2.5. Enemy Behaviour Configuration
2.5.1. AI_DEFAULT_ATTRIBUTES

Value Type: 8 bits as String
Possible Values: 0 / 1 (per bit!)

Default Value: ‘00000000’

2.5.2. AI_DELAY_TIME
Value Type: Number
Possible Values: 0 / 1 / 2 ...

Default Value: 40

2.5.3. AI_MEMORY_COUNT
Value Type: Number
Possible Values: 0 / 1 / 2 ...

Default Value: 80

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

Default Value: 5
2.5.5. RESPAWN_TIME
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 / …

Default Value: 1

2.5.6. WALL_TAGS
Value Type: Array of numbers
Possible Values: [0, 1, 2, …]

Default Value: []

To disable this option, just set it to [].

2.5.7. NO_ENEMY_TAGS
Value Type: Array of numbers
Possible Values: [0, 1, 2, …]

Default Value: []

To disable this option, just set it to [].
2.6. Animations Configuration
2.6.1. ANIMATIONS
Value Type: Boolean
Possible Values: true / false

Default Value: true

2.6.2. SMALL_ANIMATIONS
Value Type: Boolean
Possible Values: true / false

Default Value: true

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

Default Value: true

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

Default Value: 0

2.6.5. FLEE_LOOP_ANIMATION_ID
Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 0

2.6.6. CALL_HELP_ANIMATION_ID
Value Type: Number
Possible Values: 1 / 2 / 3 / …

Default Value: 0

2.7. Sprite Control Configuration
2.7.1. ACTOR_ACTION_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false
If you turn this feature on, you MUST have the appropriate spritesets.
2.7.2. ENEMY_ACTION_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false

2.7.3. ACTOR_SKILL_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false

2.7.4. ENEMY_SKILL_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false

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

Default Value: false

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

Default Value: false
2.7.7. SNEAKING_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false
2.7.8. JUMPING_SPRITES
Value Type: Boolean
Possible Values: true / false

Default Value: false
2.7.9. ACTOR_SPRITE_Y_OFFSET
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 …

Default Value: 0
2.7.10. ENEMY_SPRITE_Y_OFFSET
Value Type: Number
Possible Values: 0 / 1 / 2 / 3 …

Default Value: 0
3. Other Configuration
Blizz-ABS provides various customizations to Status Effects, Weapons, Skills, Items and Enemies which can be set up in the appropriate modules.

3.1. 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.

3.1.1. “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)
To set up a weapon type find the line that says “def self.type” after the line “module Weapons” and the one below that says “case id”. There are various when-then branches where you can set up which weapon belongs to which type. Use the following template to set up the configuration:

when ID then return TYPE
ID

– weapon ID in the database

TYPE
– the type number (0 – 6)

example:

when 2 then return 0

when 5 then return 3
In the example above the weapon with ID 2 would be recognized as sword weapon and weapon with ID 5 as boomerang weapon.
3.1.2. “self.range”
To set up a weapon range find the line that says “def self.range” after the line “module Weapons” and the one below that says “case id”. There are various when-then branches where you can set up which range each weapon has. Use the following template to set up the configuration:

when ID then return RANGE
ID

– weapon ID in the database

RANGE
– the range (in map squares, decimal numbers recommended)
example:

when 1 then return 1.0

when 9 then return 3.5
In the example above the weapon with ID 1 has a range of 1.0 map squares and the weapon with ID 9 has a range of 3.5 map squares.
3.1.3. “self.consume”
To set up the items a weapon can consume find the line that says “def self.consum” after the line “module Weapons” and the one below that says “case id”. There are various when-then branches where you can set up which item each weapon can consume. Use the following template to set up the configuration:

when ID then return [ITEM_1, ITEM_2, ITEM_3, ...]
ID

– weapon ID in the database

ITEM
– item ID which the weapon can consume
example:

when 3 then return [9]
when 4 then return [1, 5]
In the example above the weapon with ID 3 can consume the item with ID 9 and the weapon with ID 4 can consume the items with ID 1 and ID 5.. Keep in mind that you don’t have to set up this when the weapon is not of type 5.
3.2. 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.

3.2.1. “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)

To set up a skill type find the line that says “def self.type” after the line “module Skills” and the one below that says “case id”. There are various when-then branches where you can set up which weapon belongs to which type. You can set up explosion radius and additional explosion animation there as well. Use the following template to set up the configuration:

when ID then return [TYPE, EXPLODING_RANGE]
or

when ID then return [TYPE, EXPLODING_RANGE, ANIMATION_ID]
ID

– skill ID in the database

TYPE
– the type number (0 – 4)

example:

when 2 then return [1, 4.0]

when 5 then return [2, 0]
when 8 then return [0, 5.5, 13]
In the example above the skill with ID 2 is a homing skill, explodes on impact and hurts any battler within a radius of 4.0 map squares. The skill with ID 5 is a direct skill and does not explode. Finally the skill with ID 8 is a shooting skill that explodes on impact and hurts all battlers within a range of 5.5 map squares upon which animation with ID 13 is played then. Keep in mind that you don’t have to set the animation ID at all if the skill doesn’t explode (like with skill ID 5 in the example).

3.2.2. “self.range”
This configuration is set up identically to 3.2.2.

3.3. Blizz-ABS Items

The configuration are being set up the same way as Blizz-ABS Skills (3.4.) are. 

3.4. 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.

3.4.1. “self.type”

This configuration is set up identically to 3.2.1. The only difference is that enemies are not able to use type 5 and type 6. 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.

3.4.2. “self.range”
This configuration is set up identically to 3.2.2.

3.4.3. “self.enemy_set”
To set up an enemy projectile spriteset find the line that says “def self.enemy_set” after the line “module Enemies” and the one below that says “case id”. There are various when-then branches where you can set up which spriteset should be used to display the enemy’s projectile weapon spriteset. Use the following template to set up the configuration:

when ID then return ‘FILENAME’
ID

– enemy ID in the database

FILENAME
– the spriteset’s file name
example:

when 4 then return ‘048-Fairy01’
In the example above when the enemy with ID 4 attacks with his projectile attack, the spriteset of his projectile will be 048-Fairy01. If an enemy’s attack type is not 4, this configuration can be skipped for this enemy.

3.4.4. “self.destruct”
To set up an enemy destruction animation find the line that says “def self.destruct” after the line “module Enemies” and the one below that says “case id”. There are various when-then branches where you can set up which weapon belongs to which type. Use the following template to set up the configuration:

when ID then return ANIMA
ID

– weapon ID in the database

ANIMA
– animation ID in the database
example:

when 7 then return 12
In the example above after the enemy with ID 7 dies the animation with ID 12 would be played once. Keep in mind that a “cloaked” enemy will “die” using his default animation regardless of the “cloaking” spriteset. Default value is 0.

4. Additional Information
Keep in mind that configuring Blizz-ABS manually can be complicated and that it is recommended that you use the additional application. The exact description of what each option does and how the various weapon/skill/item types differ can be found in the User Manual.
5. Contact Information

If you want to contact me, you can find me here:

http://forum.chaos-project.com
or send me an e-mail:

boris.blizzard@gmail.com
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