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Mouvement pixel par pixel
Scripts de -----------

Marcoest




Auteur: 7?7
Titre: Game_Character
Description: Votre héro ne bougera plus case par case mais pixel par pixel.

Image(s):

Installation:
Créez un nouveau script avant "Main", appelez-le "Game_Character" puis coller le script suivant dedans.

class Game_Player < Game_Character

TOP_SPACE = BOTTOM_SPACE = 16 # ?d%0°,1"»’é-3Z«—I"=
LEFT_SPACE = RIGHT_SPACE = 16 # ?T%oE,1"»’é-3Z«—I"a

def initialize

super

# fhfbfg U “®S]Zn?A—§,;7~,U,¢, % é
@dot_moving = 0

end

def moving?(by_update = false)

# (EA,N?0,uE3 2update ES0,A?A,0,Afhfbfg U ®’t,1,4, «

if Iby_update and @dot_moving

# —8,07~0,4,4,¢E"61"0'®t

return @dot_moving != 0

else

# fhfbfg U ®'t,A,E,74,0,A~ —2?Ae W, EZA?A«W,2"4,A,4,¢,6,1"U“® "t

return (!@dot_moving and (@real_x != @x * 128 or @real_y != @y * 128))
end

end

#2e U“®f?[fg, 17§
# move_route : ?V,u,¢"U“®f?[fg

def force_move_route(move_route)
#—8,02~0U,,"6

@dot_moving = 0
super(move_route)

end

def update

# f22[f]fcol?” E?2AeW,3¢L %0~

last_real_x, last_real_y = @real_x, @real_y

last_x, last_y = @x, @y

# f22[f]fcel?” E°U"®"1,©,(,2,©,0¢L%o0"

last_moving = moving?(true)

# U“®'1?AfCIxf“fgZA?s’ 1?AU“®f?[fg<?§'1?A

# f2fbfZ2[fWFEfBf“fhfEeZI't,1,¢,,,6,4,4,E,¢767¢

unless moving?(true) or $game_system.map_interpreter.running? or
@move_route_forcing or §game_temp.message_window_showing

# fhfbfg U“®

dot_move(Input.dir4)

end

super

# fLEff%ofNf"?[,2%0% E"U“®,1u?A,©,A%0-E2a,1"E"u, 2"t %0, 2,€ %0 2,176 7
if @real_y > last_real_y and @real_y - $game_map.display_y > CENTER_Y
# fIfbfv,0%0° EfXfNF?2[f
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$game_map.scroll_down(@real_y - last_real_y)

end

# fLEff%ofNFA?[, 220, E°U“®,u?A,©,A%02e-E?7d,1"E"u, 2"t %o>, 2,677,176 7¢

if @real_x < last_real_x and @real_x - $game_map.display_x < CENTER_X
# fIfbfv,d?,EfXfNf2?2[f<

$game_map.scroll_left(last_real_x - @real_x)

end

# FLEff%0fNf2[,2%0E, E"U“®,1?A,©,A%0ae-E?7d,1"E'u, 2’1 %0>,2,6 %o E, 17674
if @real_x > last_real_x and @real_x - §game_map.display_x > CENTER_X
# f}fbfv,0%0E, EfXfNF2?[fc

$game_map.scroll_right(@real_x - last_real_x)

end

# FLEff%0fNf22[,22d,E"U“®,u?A,©,A%oe—-E?d,1"E"u, 2"t %o>,2,67d,176 7

if @real_y < last_real_y and @real_y - $game_map.display_y < CENTER_Y
# fIfbfv, 024, EfXfNf?2[f<

$game_map.scroll_up(last_real_y - @real_y)

end

#°U'®'tA4,LE ¢767¢

unless moving?(true)

# 2AeW,22X2V,3,6,%,©?Afhfbfg U ® +,4,E,0%ofi fvfCEFCF,?[,2"U“®"t,%,4, %267
if last_x = @x or last_y != @y or (!@dot_moving and last_moving)

# EuIfCrxffg,£,170?G,E, 2,6 fCFXf“fgN“®"»"é

result = check_event_trigger_here([1,2])

# (N“®,u, BfCfxffg,2E ¢267¢

if result == false

# fffofbfOf,?[fh,2 ON ,©,A CTRL fL?[,2%0Y,%é,A,¢,6762¢,d7ce,«

unless $DEBUG and Input.press?(Input::CTRL)

# fGffIFEf"fg fIFEf“faf_fEf”

if @encounter_count > 0

@encounter_count -= 1

end

end

# (N“®,u, %fCfxf“fg,2 ,67¢7¢

else

# —8,072~,0,6?Afhfbfg"U“®,u,4,¢,E ¢, E ¢ 1,00

@dot_moving = @dot_moving ? 0 : nil

end

end

#Cf{frf"2%Y,%¢%:267¢

if Input.trigger?(Input::C)

# “E'u,ae,N?22-EIfCfxffgN“®"»’é

check_event_trigger_here([0])

check_event_trigger_there([0,1,2])

end

end

end

def move_type_custom

#'aZ~"1,4,E "6 1"t'f

if jumping? or moving?

return

end

# "U“®fRF}f“FhIfSfXfg,1?ACEG,E“2'B, -, é,U,Af?[fv
while @move_route_index < @move_route.list.size
# "U“®fRf}f“fh,0Z2" %

command = @move_route.listf@move_route_index]
# fRE}“FRFR?[fh 0 "0 (fSfXfg,I?AEd) ,1?67¢

if command.code ==

# fIfvfVIEf“ [“®?1,0E],é20,-] ,2 ON 17674

if @move_route.repeat
#U“®f?[fg,lfCfFffbfNfX,0247%0,E-f,
@move_route_index = 0

end

# fIfvfVIEf“ [“®21,0],é0,-] ,2 OFF 17674

unless @move_route.repeat
#U“®f?2[fg?§'t,1767+

if @move_route_forcing and not @move_route.repeat
# U“®f<?2[fg,17§,0%007ce

@move_route_forcing = false

# fIFSFWFif,1"U“®f?[fg,deceA

@move_route = @original_move_route
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@move_route_index = @original_move_route_index
@original_move_route = nil

end

#'aZ~f]fEf"fg,0f NfSfA
@stop_count = 0

end

return

end

# U®ENfREI“Fh (%o E'U“®2 fWIfffv) ,I7é2¢
if command.code <= 14

# fhfbfg U ®?§71—1
@dot_moving = nil

# fRE}f“FRfR?[fh,Ae250

case command.code

when 1 # %0%E"U"®

move_down

when 2 # ?97,E°"U"®

move_left

when 3 # %oE,E"U“®

move_right

when 4 # ?4,E"U“®

move_up

when 5 # ?7%0%E"U“®
move_lower_left

when 6 # %oE%0%E"U“®
move_lower_right

when 7 # ?9?7a,E°"U“®
move_upper_left

when 8 # %oE?d,E"U"®
move_upper_right

when 9 # f%of“f_f€EU“®
move_random

when 10 # fvfEfCf,?[,ER,A4,
move_toward_player

when 11 # fvfEfCf,?[,©,¢%0",",©,é
move_away_from_player

when 12 # "éea‘07?i

move_forward

when 13 # "éeaEd’'P
move_backward

when 14 # fWfff“fv
jump(command.parameters[0], command.parameters[1])
end

# fIfvfVEEf“ ['U“®, A, « E,¢7674,1-°Z¢] ,2 OFF ,A?A°U“®Z,"s,1767¢
if not @move_route.skippable and not moving? and not jumping?
return

end

@move_route_index += 1

return

end

# fEfFfCfg,12é7¢

if command.code == 15

# fEfFfCfafIfEf“fg,07Y"e
@wait_count = command.parameters[0] *2 - 1
@move_route_index += 1

return

end

# El,«o[?XEn,IfRf}f“fh,17267¢

if command.code >= 16 and command.code <= 26
# fRE}“FRfR?[fh,Ae250

case command.code

when 16 # %o0°, 01,

turn_down

when 17 # 77,01,

turn_left

when 18 # %oE, 01,

turn_right

when 19 # 74,01,

turn_up

when 20 # %oE,E 90 “x%oii“]
turn_right_90

when 21 # ?T,E 90 “x%oi“]
turn_left_90
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when 22 # 180 “x%oii “]

turn_180

when 23 # %oE,©?7,E 90 “x%oA“]
turn_right_or_left_90

when 24 # f%of“f_f€ Eca®Ei“]S:
turn_random

when 25 # fvfEfCf,?[, 10, &1,
turn_toward_player

when 26 # fvfEFCf,?[,1t,dEli,
turn_away_from_player

end

@move_route_index += 1

return

end

# 0, 1'%, IfRF}f“f, 17674

if command.code >= 27

# FRE}f“FRfR?[fh,A250

case command.code

when 27 # fXfCfbf" ON
$game_switches[command.parameters[0]] = true
$game_map.need_refresh = true

when 28 # fXfCfbf" OFF
$game_switches[command.parameters[0]] = false
$game_map.need_refresh = true

when 29 # "U“®"~"x, 117X

@move_speed = command.parameters[0]
when 30 # "U“®ep“x,1e17X
@move_frequency = command.parameters[0]
when 31 # "U"®ZZfAfjf? ON

@walk_anime = true

when 32 # "U“®ZZfAfjf? OFF
@walk_anime = false

when 33 # 'aZ~ZifAfjf? ON

@step_anime = true

when 34 # 'aZ~Z2fAfjf? OFF

@step_anime = false

when 35 # (Eii,«EA’¢ ON

@direction_fix = true

when 36 # (Eii,« EA’¢ OFF

@direction_fix = false

when 37 # ,-,6”2," ON

@through = true

when 38 # ,-,6”2" OFF

@through = false

when 39 # ?A'0-E,EZ! ON
@always_on_top = true

when 40 # ?A‘0-E,EsZ! OFF
@always_on_top = false

when 41 # fOf%oftfBfbfNel?X

@tile_id = 0

@character_name = command.parameters[0]
@character_hue = command.parameters[1]
if @original_direction != command.parameters[2]
@direction = command.parameters[2]
@original_direction = @direction
@prelock_direction = 0

end

if @original_pattern != command.parameters[3]
@pattern = command.parameters[3]
@original_pattern = @pattern

end

when 42 # es“§-3%"x, 117X

@opacity = command.parameters[0]

when 43 # 7#77e0-@,1¢17X

@blend_type = command.parameters[0]
when 44 # SE ,1%o %ot
$game_system.se_play(command.parameters[0])
when 45 # fXfNfSfvfg

result = eval(command.parameters[0])

end

@move_route_index += 1

end

end
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def update_move

# fhfbfg U“®’t,A-3¢,E,c” —2?2A W?X2V
unless @dot_moving
#U“®%,0,cf}fbfv?AeWENAI'U“®«——£,EoiS-
distance = 2 ** @move_speed

#2280 W,2ZA7A W, 2,8 %0°,176 7%

if @y *128 > @real_y

# %0 E"U“®

@real_y = [@real_y + distance, @y * 128].min
end

# T —?2AeW,2ZA?A W, 2,677,1767¢

if @x * 128 < @real_x

# 20 E0"®

@real_x = [@real_x - distance, @x * 128].max
end

# o —22AeW,2ZA?Ae W, 2,6 %0E,1767F

if @x * 128 > @real_x

# %0E,E'U"®

@real_x = [@real_x + distance, @x * 128].min
end

# o —2?2AeW,2ZA2A0 W, 2,87d,1767¢

if @y *128 < @real_y

#2a,E°0"®

@real_y = [@real_y - distance, @y * 128].max
end

end

# "U“®ZZfAfjf?,2 ON 1?7674

if @walk_anime

# fAfif?fIfEffg,0 1.5 '2,4,-

@anime_count += 1.5

# "U“®ZZfAfif?,2 OFF ,A?A°aZ~Z2fAfjf?,2 ON ,17é7¢
elsif @step_anime

# fAfif?fIfEf"fg,0 1 7,4,

@anime_count += 1

end

end

# 2 fhfbfg U ®?2i’CUoA?j
# dir : «0(Eii?i0,2,4,6,87]

def dot_move(dir)

@dot_moving = dir

# —8,07~U0,A,4,¢,60fnfbfg U®'t,A4E,¢,Ec,® EfSfr2[f"
if dir == 0 or !dir

return

end

# 2AeW, 10T

last_real_x, last_real_y = @real_x, @real_y

last_x, last_y = @x, @y
#U“®"%,©,¢cf ) fbfv?AsWENA I " ®«——£,EeIS-
distance = 2 ** @move_speed

# 2AeW,872X?V?A2i7se 0 ‘m,1“Tic+, 174 W,0%,é

case dir

when 2

turn_down

@real_y += distance

dx, dy =0, 1

x1,y1 = @real_x + LEFT_SPACE, @real_y + 127 - BOTTOM_SPACE
x2,y2 = @real_x + 127 - RIGHT_SPACE, y1

when 4

turn_left

@real_x -= distance
dx, dy = -1, 0

x1,y1 = @real_x + LEFT_SPACE, @real_y + TOP_SPACE
x2,y2 =x1, @real_y + 127 - BOTTOM_SPACE

when 6

turn_right

@real_x += distance
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dx,dy =1, 0
x1,y1 = @real_x + 127 - RIGHT_SPACE, @real_y + TOP_SPACE
x2,y2 =x1, @real_y + 127 - BOTTOM_SPACE

when 8

turn_up

@real_y -= distance
dx, dy =0, -1

x1,y1 = @real_x + LEFT_SPACE, @real_y + TOP_SPACE
x2,y2 = @real_x + 127 - RIGHT_SPACE, y1

end

# “Aes,2,¢, 8,afLEff%ofNfr 1~ —?24eW,0©,¢,1,Y?70,1,4,¢,6267¢
if (x1 /128 != @xoryl /128 != @y) and (x2 /128 != @x ory2 /128 != @y)
# 2i7s0 0BT, 1“fic+,2, 4,0, E'E?2s %oA”,© %, x,é

@x, @y =x1 /128 -dx, y1 /128 -dy

passl = passable?(@x, @y, dir)

@x, @y =x2 /128 - dx, y2 / 128 - dy

pass2 = passable?(@x, @y, dir)

# 2AeW,0EE-R,-

@x, @y = last_x, last_y

# 'E?s%0 A", E?67#

if pass1 and pass2

#2V,u,¢ZA?AeW,ICEVZZ

@x, @y = (@real_x + 64) / 128, (@real_y + 64) / 128

# 2heW,2e[%o», 1, %5, E,coa?”"?X?V

if last_x != @x or last_y = @y

increase_steps

end

# 'E?ses%oA”, E?67¢

else

#—8§,07~U,¢é

@dot_moving = 0

# ZA?2AeW,0¢, 73,6

case dir

when 2

@real_y = [(last_real_y + 64) / 128 * 128, last_real_y].max
# %oE'm,ESA,AA,¢,6,4, «

if @real_x / 128 < @x

# %oE,IfCfxf“fg,d7a,E?"—?

x1, x2 = x2, x1

end

when 4

@real_x = [(last_real_x + 64) / 128 * 128, last_real_x].min
# %uglU,E"gﬁ,A,AJ,é,/E,«

if @real_y /128 < @y

# %o IfCfxf“fg,d7a,E?"—?

yl,y2=y2, yl

end

when 6

@real_x = [(last_real_x + 64) / 128 * 128, last_real_x].max
# %0°0, ESH,A,A,¢,6,4,«

if @real_y / 128 < @y

# %09 1fCfxf“fg,072,E?"—?

yl,y2=y2,y1

end

when 8

@real_y = [(last_real_y + 64) / 128 * 128, last_real_y].min
# %oE ‘v, ESA,AA ¢ é & «

if @real_x /128 < @x

# %oE,IfCfxf“fg,d7a,E?"—?

x1, x2 = x2, x1

end

end

# 202GfCfxffg,lcN“®"»'e?1°6,AN“®,u,¥%,¢,a,9°¢,4,1-37Z?j
check_event_trigger_touch(x1 /128, y1 / 128) or
check_event_trigger_touch(x2 / 128, y2 / 128)

end

end

end

end

class Scene_Map
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def update

# f?2[fv

loop do

# FIbfv2AFCFfAfvfSFA?AfvfESCS,?[, 174, E?X?V

# (,£,12X2V242° [2AfCfxf“fg,02A?s,,6?0E?,2~%,%,%,6,A,¢,6, £,« E
# fVfEfCS,?[,Eé2u"U“®,",é«@%oi,d—",1,E,¢,E,C,1—?—R,A2d—v)
$game_map.update
$game_system.map_interpreter.update
$game_player.update

# fVFXfef€ (fAfCf}?[)?A%02e~E,d7X?V
$game_system.update

$game_screen.update

# fvfESFCF,?[,176?S°U“® t,4,E,7,é,If ?[fv,0'1'f

unless $§game_temp.player_transferring

break

end

# 2628°U“®,0ZA?s

transfer_player

#fgfWoof fWEVFEf“2"—2"1,126742Af?[fv,0't'f

if $game_temp.transition_processing

break

end

end

# fXfvf%ofCfgfZfbfg,a?X?V

@spriteset.update

# f2fbfZ?[fWFEfBf“fhfE,0?X?V
@message_window.update

# FQ?[fEfI?[fo?[,17é2¢

if $game_temp.gameover

# fQ?[fEfI?[fo?[%oze-E E?d,6°0,]

$scene = Scene_Gameover.new

return

end

# fAfCFgf<%oae~E E-R,-267+

if $game_temp.to_title

# frfCfaf<%oae-E E?0,6°0,]

$scene = Scene_Title.new

return

end

# fgf o f FWFVFEf?"—2"F,1767¢

if $game_temp.transition_processing

# fGfYoof “FWIVIE“?"—2"tftf %o f0,0f NFSFA
$game_temp.transition_processing = false

# f9f%of fWIVStf ZA?s
if $game_temp.transition_name ==
Graphics.transition(20)
else
Graphics.transition(40, "Graphics/Transitions/" +
$game_temp.transition_name)

end

wn

end

# f2fbfZ?[fWFEfBf“fhfEeZ]'+,1267¢

if $game_temp.message_window_showing

return

end

# fGFfIfEf“fg fIfEffg,2 0 ,A?AfGf fIfEf"fgfSfXfg,2<6,A L E, ¢767¢
if $game_player.encounter_count == 0 and $game_map.encounter_list != []
# fCIXffgZA?s't,©fGf“fIfEf“fg<O0Z~"1,4,E, &1
unless $§game_system.map_interpreter.running? or
$game_system.encounter_disabled

# fgf?[fv,0E"e

n = rand($game_map.encounter_list.size)

troop_id = $game_map.encounter_list[n]

# fgfe?[fv,2—LEg,E,¢

if $data_troops[troop_id] != nil

# fofgf<«EA N20,uftf%of0,0fZfbfg
$game_temp.battle_calling = true
$game_temp.battle_troop_id = troop_id
$game_temp.battle_can_escape = true
$game_temp.battle_can_lose = false
$game_temp.battle_proc = nil

end

end
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end

# B f{f f"2%0Y,% ¢ %267

if Input.trigger?(Input::B)

# fCfxffgZA?s’t,©f?fjf..2[<0Z~"},A,E,,é1

unless $game_system.map_interpreter.running? or
$game_system.menu_disabled

# f2fjf . ?2[EBA,N?0,uftf %of0,4£ SE %o %o tftf%of0,0fZfbfg
$game_temp.menu_calling = true
$game_temp.menu_beep = true

end

end

# fffofbfOf,?[fh,2 ON ,©,A F9 fL?[,2%0Y,%¢é,4,¢,6767¢
if $DEBUG and Input.press?(Input::F9)

# fffofbfOEA,N?0,uftf%of0,dfZfbfg
$game_temp.debug_calling = true

end

# fhfbfg U “® 1, A4,E fvfEFCE,?[[I"U“® 1A, ,6767¢,57ce,«

unless !$game_player.dot_moving and $game_player.moving?

# SeZi%oae-E,1CEA,N?0,1,0ZA?s
if $game_temp.battle_calling
call_battle

elsif $game_temp.shop_calling
call_shop

elsif $game_temp.name_calling
call_name

elsif $game_temp.menu_calling
call_menu

elsif $game_temp.save_calling
call_save

elsif $game_temp.debug_calling
call_debug

end

end

end

end
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