Il faut créer un nouveau script nommé « Ring_Menu », au dessus du script Main. Copiez-y le code
Ci-dessous.

1y
IT

#e+i Window_RingMenu

IT
T

# Edited by MakirouAru

class Window_RingMenu < Window_Base

S

#e> fNfY%ofX €

S

STARTUP_FRAMES = 20 # *%o SUfAfjfee [fV‘fif“,‘I ftf@Ee[f€"

MOVING_FRAMES =5 # fSf* fO, 8%oi, W Y22z, | ftf@Es [ f€+ "

RING_R=64# fSf“fO,1"V{Ea .
ICON_ITEM = RPG::Cache.icon("034-1tem03") #su fAfCfef€ vfe fif...o [, I fAfCfRf*
ICON_SKILL = RPG::Cache.icon("044-Skill01") #eu fXfLf< v fe fif...« [, [AfCfRf"
ICON_EQUIP = RPG::Cache.icon("001-Weapon01") #eu‘*"0e v fe fif...« [, fAfCfRf*
ICON_STATUS = RPG::Cache.icon("050-SkillO7") #eu f X fes [ fAfXe Ve fif...e [, fAfCfRf"

ICON_SAVE = RPG::Cache.icon("038-1tem07") #eu fZe [ fus Vfe fjf...e [, fAfCfRf"
ICON_EXIT = RPG::Cache.icon("046-Skill03") #eus | —2e v fe fjf...e[,IfAfCfRf"
ICON_DISABLE= RPG::Cache.icon("") # Zg—p<OZ~+ €-U, Est, fAfCfRf"
SE_STARTUP = "056-Right02" # fe fjf...e [,8SJ,¢,%, /E «, E-A,¢,-SE
MODE_START =1# fXf[fafAfbfvfAfjfee [V [Ef"
MODE WAIT =2 #'O«@
MODE_MOVER = 3 # ZZ@Ev%ofi, &%of* | fAfjfee [V fLf*
MODE_MOVEL = 4 # " v4Z7Ev%ofi, &%of* | fAfj foo [ fV fEf"
RS
#e> fAFNFZfT
RS
attr_accessor :index
RS
#eoe fIfUfWFFFNfge %o Sli%o»
RS
def initialize( center_x, center_y )
super (0, 0, 640, 480)
self.contents = Bitmap.new(width-32, height-32)
self.contents.font.name = "Aria"
self.opacity =0
self.back_opacity =0
="Objets"
= "Compétences'
= "Equipement”
&4 = "Etats’
= "Sauvegarder"
="Quitter"
@commands = sl, s2, s3, 4, s5, 6 |
@item_max = 6
@index =0
@items=[ ICON_ITEM, ICON_SKILL, ICON_EQUIP, ICON_STATUS, ICON_SAVE,
ICON_EXIT]



@disabled = [ false, false, false, false, fase, false]
@cx = center_x - 16

@cy =center y - 16
setup_move_start

refresh

end

RS

#ete ftfEe[f€e X V
RS

def update

super

refresh

end

S

#e0e %oaeEe A« %oce
S

def refresh

self.contents.clear

# fAfCFRf",0° %oce

case @mode

when MODE_START

refresh_start

when MODE_WAIT

refresh wait

when MODE_MOVER
refresh_move(1)

when MODE_MOVEL
refresh_move(0)

end

# fAfNfefBfuEfRf} f* fhs\Z
rect = Rect.new(@cx - 272, @cy + 24, self.contents.width-32, 32)
self.contents.draw_text(rect, @commands] @index],1)
end

S

#e> %oaeEe A f%oﬁ' %0 30%0»22)
S

def refresh_start

dl=20* Math::Pl / @item_max
d2 =1.0* Math::PI / STARTUP_FRAMES
r=RING_R-1.0* RING_ R* @steps/ STARTUP_FRAMES
foriinO..@item_max

j =i - @index

d=dl*j+d2* @steps

X =@cx + (r* Math.sin(d) ).to_i
y=@wcy - (r* Math.cos(d) ).to i
draw_item(x, y, i)

end

@steps-=1

if @steps<1

@mode = MODE_WAIT

end

end



RS

#e> Y%oaeEe A o %oq(* O<@ZZ)
RS

def refresh_wait

d=2.0* Math::Pl / @item_max
foriinO...@item _max

j =i - @index

X =@cx + (RING_R* Math.sin(d* ) ).to_i
y=@cy - (RING_R* Math.cos(d* j) ).to_i
draw_item(x, y, i)

end

end

RS

#e> %oaeEe A o %088 Y60" | Zi)

#mode : 0="%22@v%of, & 1=22Ev%ofi, &
S

def refresh_move( mode)

dl=20* Math::Pl / @item_max
d2=d1/MOVING_FRAMES

d2*=-1if mode!=0
foriinO..@item_max

j =i - @index

d=dl*j+d2* @steps

X =@cx + ( RING_R* Math.sin(d) ).to_i
y=@xcy - (RING_R* Math.cos(d) ).to_i
draw_item(x, y, i)

end

@steps-=1

if @steps<1

@mode = MODE_WAIT

end

end

RS

#eoe €U, I+ %oz

#i:e€-U"0 T

S

def draw_item(x, y, i)

#Hp"X="+x.to_s+"y="+yito s+"i=" + @itemgi].to_s
rect = Rect.new(0, 0, @itemg[i].width, @itemg]i].height)
if @index ==

self.contents.blt( x, y, @itemd]i], rect )

if @disabled] @index]

self.contents.blt( x, y, ICON_DISABLE, rect)

end

else

self.contents.blt( x, y, @itemg[i], rect, 128)

if @disabled] @index]

self.contents.blt( x, y, ICON_DISABLE, rect, 128)

end

end



S

#ee +£-U,6-3EgE, - ¢

#index : «€-U" Qe T

RS

def disable_item(index)

@disabled[index] = true

end

RS

#e> 2%0 SU%o»fAfjfee [fVfEf,10€" 8
RS

def setup_move_start

@mode = MODE_START

@steps = STARTUP_FRAMES

if SE_ STARTUP !=nil and SE_STARTUP!=""
Audio.se play("Audio/SE/" + SE_STARTUP, 80, 100)
end

end

RS

#e> %ofi | fAfjfes [fVLf“,1+€"0
RS

def setup_move_move(mode)

if mode == MODE_MOVER

@index -=1

@index = @items.size- 1 if @index <0
elsif mode == MODE_MOVEL

@index +=1

@index = 0 if @index >= @items.size
ese

return

end

@mode = mode

@steps = MOVING_FRAMES

end

RS

#e> fAfife [fVf$f*'1,6,C00
RS

def animation?

return @mode != MODE_WAIT
end

end

;'i Window_MenuStatus
H e
#e@fe fif...c [%o0ce-E Afpe [fefBfe f*for [,1fXfes [fAfX,8Z, - éfEfBf fhfEA,+B

class Window_RingMenuStatus < Window_Selectable
Hm e

#eoe fIfUfWFFENFge %o Si%o»

Hm e

def initialize

super (204, 64, 232, 352)



self.contents = Bitmap.new(width - 32, height - 32)
refresh

self.active = false

self.index =-1

S

#eoe fSftfEDFVS...
S

def refresh

self.contents.clear
self.contents.font.name = "Aria"
@item_max = $game_party.actors.size
foriin0...$game party.actors.size

x =80

y=80*i

actor = $game_party.actorg[i]
draw_actor_graphic(actor, x - 40, y + 80)
draw_actor_name(actor, X, y + 24)

end

end

RS

#Heoe fJo[f\f<¢,1<€E s Xeo V
RS

def update_cursor_rect

if @ndex <0

self.cursor_rect.empty

else

self.cursor_rect.set(0, @index * 80, self.width - 32, 80)
end

end

end

## i Scene RingMenu
#ej Scene Menu
Hom e

#He@fe fif...o [YoaE,le"—s 8 5, 0fNf%ofX,A, B

#class Scene_RingMenu

class Scene Menu
S

#eoe fIfUfWFFENFge %o Si%o»
#menu_index : fRf}f*fh,1fde [ f\f<* %o SUE U
RS

def initialize(menu_index = 0)
@menu_index = menu_index
end

RS

H#Hep f. fo“o T e
RS

def main
#XfVf%ofCfafZfbfg,00 ie —
@spriteset = Spriteset_Map.new



# R} f* fAfEfBf*fhfE e 1o -

px = $game_player.screen x - 15

py = $game player.screen y - 24
@command_window = Window_RingM enu.new(px,py)
@command_window.index = @menu_index
#fpe[fefBele ”,200| lo & £

if $game_party.actors.size==0
#AfCfef€ AfXfLf< A'e"Be AfXfes [ X, 0-3ES%0»
@command_window.disable_item(0)
@command_window.disable_item(1)
@command_window.disable_item(2)
@command_window.disable _item(3)
end

@command_window.z = 100
#fZo[fuOZ~ 10 &0 £

if $game_system.save disabled
#fZe[fu,0CEQE,- &
@command_window.disable _item(4)
end

#Xfes [fAfXFEFBf“fhfE, 00 i =
@status window = Window_RingMenuStatus.new
@status window.x = 160

@status window.y =0

@status window.z = 200

@status window.visible = false

# fof%of fWFV f1f“ ZAe s
Graphics.transition

#fe fCf fe[fv

loop do

# [Qe [ f€%oaeE, 8 Xo V
Graphics.update

#U—Is Tof, 8 Xeo V

Input.update

#HtfE[f€ Xe V

update

# %oaeE,2 @ & 0,0, A Yo cfee [fv,d T'f
if $scene != self

break

end

end

# f9f%of" WV fEf"* €"0
Graphics.freeze

# XfVf%ofCfafZfbfg, 8%oedU
@spriteset.dispose

# fEfBf“fhfE,0%00°U
@command_window.dispose
@status_window.dispose

end

RS

#Heoe ftf@Ee[f€e X V
RS

def update



# fEfBf“fhfE,0° Xo V
@command_window.update

@status window.update

# fRf} f“fhfEfBf fhfE2fAfNfefBfu,ls & t: update command ,d@EA,O
if @command_window.active

update_command

return

end

# Xfes [fAXFEFBF fhfE 2fAfNfefBfu,le & t: update status,dEA,O
if @status window.active

update status

return

end

end

RS

#ee ftf@E [f€ XV (fRf}f“fhfEfBf“fhfEfAfNfefBfu,le & T)
RS

def update_command

#B f{f ", oY ,36Yr e t

if Input.trigger?(Input::B)

#ILFfffZf< SE,0%0%0't

$game_system.se play($data_system.cancel_se)

# [} fbfv¥%oeaeE, Es @, O,

$scene = Scene_Map.new

return

end

#C f{f ", oY ,3 6V 60 £

if Input.trigger?(Input::C)

#fpe[fefBele ", 20l , Ae AfZe[fue AfQe [f€ | —YESO,IfRf}f*fh,le & §
if $game_party.actors.size == 0 and @command_window.index < 4
# fufUe [ SE, 0%0%o0't
$game_system.se_play($data_system.buzzer_se)
return

end

# fRf} f“FhfEFBf fhfE 1fJe [ {\fE u,A«2So
case @command_window.index

when 0 # fAfCfef€

#E" e SE, 0%0%o't
$game_system.se_play($data_system.decision_se)
# fAfCfef€%oE Es @,& 0,

$scene = Scene_ltem.new

when 1# fXfLf<

# E’ e SE, 0%0%0't

$game_system.se play($data_system.decision_se)
# Xfes [fAXFEFBF fhfE,8fAfNfefBfu,E, - é
@command_window.active = false

@status window.active = true

@status window.visible = true

@status window.index =0

when 2 #‘¢"6

# E’ e SE, 0%0%0't
$game_system.se_play($data_system.decision_se)



# Xfes [fAXFEFBF fhfE,8fAfNfefBfu,E, - é
@command_window.active = false

@status window.active = true

@status window.visible = true

@status window.index =0

when 3# fXfes [ fAfX

# E’ e SE, 0%0%0't

$game_system.se play($data_system.decision_se)

# Xfes [fAXFEFBF fhfE,8fAfNfefBfu,E, - é
@command_window.active = false

@status window.active = true

@status window.visible = true

@status window.index =0

when4# fZe[fu

#fZo[fuOZ~ 10 &0

if $game_system.save disabled

# fufUe[ SE,8%0%0't

$game_system.se play($data_system.buzzer_se)
return

end

# E’ e SE, 0%0%0't
$game_system.se_play($data_system.decision_se)

# fZe [ fud%oce-E E» @,& 0,

$scene = Scene_Save.new

when5# fQe [f€e |—1

#E"e SE, 0%0%o't
$game_system.se_play($data_system.decision_se)

# Qe[ € | —%0eE Ec@,&0,!

$scene = Scene_End.new

end

return

end

#fAfifes [FVFEf©TECfI [f\fe,le"—s 80 s,i,E ¢
return if @command_window.animation?

#e20re © f{f f", %oV ,36Y» 6 t

if Input.press?(Input::UP) or Input.press?(Input::LEFT)
$game_system.se play($data_system.cursor_se)
@command_window.setup_move_move(Window_RingMenu::MODE_MOVEL)
return

end

#Hewore " f{f f", DoV ,3 6 Ym0 T

if Input.press?(Input::DOWN) or Input.press?(Input::RIGHT)
$game_system.se play($data_system.cursor_se)
@command_window.setup_move_move(Window_RingMenu::MODE_MOVER)
return

#Heoe ftf@Ee[f€ Xo V (fXfes [fAfXFEfBf“fNfE,2fAfNfefBfu,le & 1)
Hm e

def update_status

#B f{f oY ,3 8 Ym0 T



if Input.trigger?(Input::B)

#HILFfffZf< SE,0%0%0't

$game_system.se play($data_system.cancel _se)

# R} f* fAfEfBf fAfE,8fAfNfefBfu,E, - é
@command_window.active = true
@status_window.active = false

@status window.visible = false

@status window.index = -1

return

end

#C f{f ", oY ,3 6V 60 £

if Input.trigger?(Input::C)

# fRf} fFhfEFBf fhfE 1fJe [ {\fE u,A«2So
case @command_window.index

when 1# fXfLf«<

#,+5, 1 fAfNf e [,]o s"®s 8EA,22 Ee 4,10 & £

if $game_party.actorg @status_window.index].restriction >= 2
# fufUe [ SE , 8%0%o't
$game_system.se_play($data_system.buzzer_se)
return

end

#E"e SE, 0%0%o't
$game_system.se_play($data_system.decision_se)
# XfLf<G%oze-E Es @,& 0,

$scene = Scene_Skill.new(@status_window.index)
when 2 #‘¢"6

# E’ e SE, 0%0%0't

$game_system.se play($data_system.decision_se)
#'e" 8%k, Es @,&0,!

$scene = Scene Equip.new(@status window.index)
when 3# fXfes [ fAfX

#E"e SE, 0%0%o't
$game_system.se_play($data_system.decision_se)
# X fes [ fAfX%oaeE,Ec @, &0,

$scene = Scene_Status.new(@status_window.index)
end

return

end

end

end



