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	Part-Time MUGEN creator
	
            	
	
	
	
	
	
	
	


        


  





I decided to do the Cyberdemon from the original Doom just for the hell of it (no pun intended). My idea is to make it as close to the original game as possible while still keeping it fighting game friendly unlike certain bosses (looking at you Omega Zero by N64Mario). This is actually my first RNG boss, so I may need some help in the future.

Right now I need help with it's start-of-the-round sequence. The Cyberdemon will have a intro of it teleporting into the arena like my face punching bag, only this time it will be in it's idle state from the original game. Once the round starts, the Cyberdemon will play the target sighted sound.

Here's what I did, I was hoping that something simple would do the trick:

Code: 
[State 0, PlaySnd]
type = PlaySnd
trigger1 = roundstate = 2
value = S1,0

But instead I get this:

https://streamable.com/lus4xo

Is there a way how to fix this?
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    Re: Cyberdemon help: Round start sound.
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	Shame on you!
	
            	
	


        


  





First off, don't call out other creators like that. It's bad form. 
Second, You have the sound play every single tic of 
trigger1 = roundstate = 2

List every single tic that 
trigger1 = roundstate = 2

I feel like you still don't get how to lock down your triggers.  




                  
  vVv Ryuko718 Updated 10/31/22 vVv
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It's been a while since I've been coding for MUGEN, so I may have gotten it down pact while my old laptop was working, but now I've forgotten so much since I now have a new laptop that's slightly weaker.

If this has been addressed before, could you lead me to a thread regarding this? I want to retrace my steps as much as I remotely can with what I currently got.
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I'm going to ignore your posts as much as you ignore mine. 
What tics during 
trigger1 = roundstate = 2
does your sound fire off???

What tics during 
trigger1 = roundstate = 2
do you want it to fire off????


----
If you dont get those hints, 
TriggerAll = roundstate = 2




                  
  vVv Ryuko718 Updated 10/31/22 vVv
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Okay, look. I am not ignoring your posts, I am trying to listen to you to the best of my ability. You don't have to be a dick simply because I either forgot something I did ages ago, or I don't know how to do something. All I'm saying is that I haven't done this in millennia because my other computer was broken.

Now, I got the TriggerAll = RoundState = 2. I want the Cyberdemon to emit the sound right after the round starts. In other words, 1 tick after the announcer says Fight. Initially, this was in State -2 because I want this to trigger every round.
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	Shame on you!
	
            	
	


        


  





RedDragonCats17 said, August 17, 2020, 09:26:28 pm
Okay, look. I am not ignoring your posts, I am trying to listen to you to the best of my ability.

I think this is the major hurdle. I'm rarely going to write out the code for you. I'm trying to give you clues as to why your shit's not working. 

RedDragonCats17 said, August 17, 2020, 09:26:28 pm
In other words, 1 tick after the announcer says Fight. Initially, this was in State -2 because I want this to trigger every round.

The roundstate and the announcer saying Fight/Go/Whatever aren't the same thing. Just having P1 look to see when the intros stop doesn't sound like that's what you want. 
You'll probably need something like 
[State 0, VarAdd]
type = VarSet
trigger1 = root,ctrl
v =  17  
value = 1
along the lines.


Remember,
persistent = 0
only happens once. This may be what you want after all. Idk. 




                  
  vVv Ryuko718 Updated 10/31/22 vVv
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Odb718 said, August 18, 2020, 12:58:49 am
The roundstate and the announcer saying Fight/Go/Whatever aren't the same thing. Just having P1 look to see when the intros stop doesn't sound like that's what you want.

Actually that is what I want.

The roundstate = 2 is correct. My problem is timing and the fact that the Cyberdemon is playing the sound multiple times as fast as a Gatling gun. I want the Cyberdemon to emit the sound once, as soon as the fight starts, so in this case the round state is 2 according to the MUGEN class.

Now I have been trying to find the right time trigger to make this happen while I was waiting for a response. No avail. If a variable can do the job then I will give it a shot.

If that fails, give me a suggestion on a good trigger(s). I'll have to resort to doing everything by myself if I want to get experience.

(I think I'm gonna make another help post for Bowser after this, he'll be a easier character to do)

Update: The var didn't work. I'm gonna see if there's something else I can use.
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	Legendary XIII
	I am the eye of the storm to come!
	
            	
	


        


  





Spawn a helper in roundstate 2 and don't spawn it again via numhelper. Make the helper play the sound. Leave the helper alive for the rest of the round. Also don't spawn the helper when roundno is greater than 1.




                  
  

In M.U.G.E.N there is no magic button

They say a little knowledge is a dangerous thing, but it's not one half so bad as a lot of ignorance.
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Okay... I made the helper, but the sound is not playing. I made a displaytoclipboard that counts how many helpers are in the area, and I found out why that is; the helper isn't spawning.

I coded it exactly as you told me. Here.

Spoiler, click to toggle visibilty
Code: 
[State 0, Helper]
type = Helper
triggerall = roundstate = 2
trigger1 = numhelper = 1
helpertype = normal ;player
name = "Awaken"
ID = 10000
stateno = 10000
postype = p1    ;p2,front,back,left,right
facing = 1
keyctrl = 0
ownpal = 0


Code: 
[Statedef 10000]
type = U
movetype = I
physics = U
anim = 0

[State 0, PlaySnd]
type = PlaySnd
trigger1 = 1
value = S1,0

[State 0, DestroySelf]
type = DestroySelf
trigger1 = roundno >= 1

Is there anything wrong with my code? Especially for the helper spawn?
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	Hedgehog Whisperer
	Red Bull addict
	
            	
	


        


  





Yes, because the helper is destroyed as soon as it is created. Also, you use numhelper, so any other helper created by the character counts as well. And if you dont have any other helper, then it's not created.





                  
  		XGargoyle: Battle posing since 1979
http://xgargoyle.mgbr.net
http://www.pandorabots.com/pandora/talk?botid=e71c0d43fe35093a  <-- Please click that link
http://paypal.me/XGargoyle  <-- Donations welcome!
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	Part-Time MUGEN creator
	
            	
	
	
	
	
	
	
	


        


  





The helper is what Cyanide suggested. If that doesn't work, what can?
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	Hedgehog Whisperer
	Red Bull addict
	
            	
	


        


  





No, I'm saying that your code has the flaws I've mentioned. Not that the helper method is ineffective




                  
  		XGargoyle: Battle posing since 1979
http://xgargoyle.mgbr.net
http://www.pandorabots.com/pandora/talk?botid=e71c0d43fe35093a  <-- Please click that link
http://paypal.me/XGargoyle  <-- Donations welcome!
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	Part-Time MUGEN creator
	
            	
	
	
	
	
	
	
	


        


  





Cyanide suggested that I use numhelper. If numhelper is the problem then how can I make the helper spawn just one time. I actually want the Cyberdemon to emit his wake up sound every round he appears.




                                                      
   


  

  




  
    
  

        


  








                      
                

  

  
    Yuko

  

  
    
  

  
    Re: Cyberdemon help: Round start sound.
  

     #14
     August 19, 2020, 04:14:21 am
  






  	
          
        
	
	
            	


        


  





trigger1 = !numhelper(10000) would be correct.

Edit: Also change the destroyself to roundno > 1 instead of >=.
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It works properly now. Deathscythe, you are my hero.

Now, I'm just gonna make the rockets, then I'm gonna put the Cyberdemon away as he is a rather complicated character. One of the ideas I have for him is to have him fire the Icon of Sin's spawn cubes, summoning Hell Knights and Barons of Hell. Their spawn rates are RNG, and making A.I. controlled Demons would be a massive pain in the ass.

Also, I still didn't get the Super Armor that I wanted for my MegaMan bosses. If I give the Cyberdemon his original RNG flinch state, he will be a little to easy and will be wiped by MvC characters that use lasers, like Iron Man for example. So I'm gonna make his Super Armor based on my MegaMan bosses (once I recover them), which he will only flinch if you use a strong attack on him.

Another thing to note, the Cyberdemon will be a boss character, so I don't want him to be controlled by a human player. That's a fish I'm gonna have to reel up another day.

For now, I'm gonna make a new post regarding Bowser, as I'm gonna fix K.Y Shanxi's version. That's a simple enough thing for me to do.

To Odb: Sorry for snapping at you. I'll try to listen next time.
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It's not a problem. Understanding exactly what we mean when you don't know enough is pretty tough. But the more you figure out on your own, the better you'll remember it.  XGargoyle gave you tips but you just passed right over it. Make sure you're not just disregarding what we say. We don't know what you don't know. So like Cyanide said, use numhelper. the way he said it, I'd have known to use numhelper(718). XG should have put, "Also, you use numhelper, instead of numhelper()," But again, we don't know what you don't know. When I was first learning to code for mugen, I'd reread what people said AFTER I fixed the problem to get a better understanding of what they actually meant. 
So now when anyone says something like "don't spawn it again via numhelper." You'll know you need it's ID to block it out. Or if someone says it for an explod. Most of us are just giving general pointers. If that point doesn't hit the mark, try to figure out how to make it jump a little bit further in the same direction. We're not giving you every detail, so try adding in more details by yourself. 

Making a boss/unplayable character is easy enough depending on your screen pack. You may have to add some lines to your select.def but it shouldn't be too hard. You might want to check if it has hidden spots already. Just look for EMPTY spots in your //Mugen/Data/select.def file. Some screen packs will have hidden slots at the end. Some can have it at the beginning if the boxes take up the whole screen. Then all you have to do is put the proper fight order value and you've got a boss. 




                  
  vVv Ryuko718 Updated 10/31/22 vVv
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This is a new standard MUGEN, and I'm going to be using this for character and stage coding purposes until I get my old ones back. So I'm not gonna be adding some fancy hidden spots using that one thing I forgot the name of.

I guess if I want to be a professional game developer, I'm gonna have to do things by myself. So I think it's a good thing you're not gonna post the code just so that I can copy-paste it, I just need to remind myself to back everything up so that I don't have to wait until I recover it again, since my brain is practically medium sized compared to average. I may be smart on some occasions, but my memory is sometimes terrible.
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Oh, yeah, a few more things that I want to say to complement Odb's response:

When you're looking for help we're assuming you know at least the basics, I mean, that you have gone through the docs and through editing (or at least read) KFM's files. This is something every creator should do. Giving an ID to a helper, knowing how math works in MUGEN, it's something you should figure by yourself. It's fine if you don't know something, we also didn't when we started, but MUGEN is all about reading, the docs and the tips in KFM's files are there for this.

Also, to Odb, when he says he wants the character to be unplayable, I think he means an AI only character, without regular input commands in CMD.
If that's the case you'll need to learn how to code AI, which is not hard if you know the basics of coding. Instead of using input triggers like 'command = "A"', you'll use conditions and randoms to activate the moves, such as distance, velocity, if the enemy is jumping/standing/crouhing, if it's attacking/idle/deffending, and so on. You can check how AI works on some existing characters as example.



So while I was writing this you answered before me, so I'm going to add one more thing.

RedDragonCats17 said, August 21, 2020, 10:07:36 am
So I think it's a good thing you're not gonna post the code just so that I can copy-paste it



You got the point. We are here to help, but not to give the code exactly like you need. However...

RedDragonCats17 said, August 21, 2020, 10:07:36 am
I guess if I want to be a professional game developer, I'm gonna have to do things by myself.



Well, not exactly, you CAN ask for help and you WILL need help. Even in a company people don't make everything themselves. There is one person to program, one to make the art, one to test and find bugs, and so on. It's ok to ask for help, just don't always depend on that.
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The A.I is kinda based on the Cyberdemon’s base A.I in the original game. In other words: a bunch of RNG mumbo jumbo. I want to make a similar A.I, but not as randomized, so that alone is a tough fish to tackle.

I also mentioned that the Cybie will summon a Baron and Hellknight, both of which are randomized. Which is why I will put the Cyberdemon on hold until I get better at coding, especially for A.I.

You are correct on the company thing, every person does have a different role. I’m still waiting on someone to do a sprite commission for me at the Spriters Bounty to the point where I even subscribed to it. And I am going to be needing help every once in a while. Especially for my full game once I get it back (and that is a big, scary if).
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