The r21 Simfile Making Guide v. 1.0

By Insane Steve

Advanced Guide:

This part of my simfile making guide includes the following topics:

I: Advanced crossovers/Spins
II: Intentional double steps

III: Advanced uses of ITG concepts

IV: Step rhetoric

V: Molding steps to the song (part II)

VI: “Gimmick” files
VII: Designing your own “innovative” step patterns

Introduction:

The first two parts of the guide were informative enough that I could have just stopped writing the guide right there. That said, this final part of the guide covers rare, not commonly seen tricks and gimmicks that can turn a great file into a memorable file if used correctly. However, they can ruin a great file if used incorrectly, so be careful with these things. This part of the guide is more of a supplement than something you should use rigidly in making your files. A little spice makes both stews and simfiles better. Too much spice can completely wreck them.
Part 1.1: Advanced Crossovers

In the second part of the guide, I showed you how to use simple crossovers in your files, where either the left foot stepped on the right panel, or the right foot stepped on the left panel. I’ll call a crossover “complex” if, before the player is un-crossed over, he steps on BOTH the left panel with his right foot, and the right panel with his left foot, resulting in almost a 180 degree turn. The following picture shows an example of a complex crossover, and how it is intended to be stepped. The pattern is LDRLUDLR.
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Look at the stream and notice that, despite how gross looking the arrow pattern looks, it is entirely possible to alternate feet throughout the stream without having to spin or move in an awkward manner. The first two steps are simple – left foot, left panel; right foot, down panel. The third step is a simple crossover, left foot on right panel. The fourth step forces the complex crossover; the right foot goes on the left panel. At this point, you have your left foot on the right panel, and your right foot on the left panel. You are essentially turned with your back to the screen. The fifth step undoes one part of the crossover; by placing the left foot on the up arrow, your body is now facing the same way as it would if you crossed over a RUL pattern. The sixth step undoes the other part of the crossover. You have your left foot on up, your right foot on down, and are positioned facing the screen again. The seventh and eighth steps just continue the simple stream again.
Go back to the point where your left foot is on the right panel and your right foot is on the left panel (after the 4th step in that stream). If you try to use the right foot on down for the 5th step, you are essentially forcing a spin, which is normally bad unless the stream is very slow. I’ll go over spin patterns a bit later in the guide. If you plan to use a complex crossover in your file, make sure that you “un-crossover” in the same direction to avoid a spin. I’d also lay off of these patterns unless you can turn them yourself on the pad.
When exactly can you use a complex crossover? Well, it can be used for accent in a crossover heavy stream in the same way a simple crossover can accent the song in a simple stream. It can also be used in slower speed stream sections of harder difficulty files to make them more interesting. This all said, though, a lot of the concepts in this part of the guide are more intuitive than anything. Does placing a complex crossover in this spot feel right? That’s, of course, where making simfiles to get better comes in.
Part 1.2: Spins

And one step farther than the complex crossover is a spin, which causes your body to turn a full 360 degrees around the pad. A simple example of a spin step is LDRUL. To alternate feet and step this pattern, you have to turn completely around the pad. Turning completely around does not come naturally to most players, which is why spins should not be placed in most streams of any fast speed whatsoever.

That said, spins do have their place in some charts. I would not place a spin in a chart unless the taps in between the spins are very slow, I’d say less than 200 taps per second, if not slower. I’d also only use spins in sections of charts that are noticeably slower than the usual speed of a chart.
You also have to decide whether or not you want the spin to be a “forced” spin or not. To force a spin, you really just need to place freezes in a way that it’s mostly impossible to hold the freezes and not spin at the same time. Note that if you don’t force the spin, a lot of players will ignore the spin and instead choose to double step the pattern.

Part 2: Intentional double stepping

Wait, I spent several pages in the first part of the guide telling you to avoid double stepping your streams. Yes, because your first few charts shouldn’t try to get fancy enough to require double steps. In fact, there are very few places where you should ever try to add a double step to your charts:
When a player has to double step, it’s generally something that will be noticed. Molding crossovers to part of a song or placing flavor mines to a tic in the music might not be consciously noticed by the player, but stepping twice in a row with one foot will be. It disrupts the flow of the song. Therefore, if you absolutely need to place a double step in a song, make sure it goes to something very noticeable in the music. If there’s a loud cymbal crash or something and you don’t want to accent it with a jump or mines for whatever reason, you can use a double step. Use these very rarely, though. Using them too often may make the player think you don’t know how to make well-flowing streams, even if you have a reason for each double-step pattern you use.

There’s not really much I have to say about this, because I really don’t like (and rarely use) forced double stepping. Yes, I know you see it a lot in DDR charts. I disagree with a decent amount of those double steps, also.
Part 3: Advanced ITG concepts

Mines, hands, and rolls have even more uses than I mentioned in the 2nd part of the guide:

One foot rolls: While most rolls, especially in ITG official charts, involve using two feet alternating between the rolls, it’s possible to set up a roll on only one foot. The first well-known chart that introduced this is the “official” expert chart for Esperanza that was going to be in ITG3. One important thing to note about these rolls is that while most two-foot rolls are placed to cause the player to step back and forth quickly with really no defined rhythm, these one-foot rolls are often intended to replace repeated 8th taps on the same arrow. Another (more extreme) example on r21Freak is MacGravel’s Tricky Disco expert chart.
Another way to use a one footed roll is to place it where a two footed roll would normally go, except you want to use your other foot to hit other arrows. This can be done in a few different ways, so experiment with it to see what you find fun.

VARIANT: One “foot” hand rolls. Instead of placing a freeze or a tap as a hand, a single handroll can simulate a drumroll. Note that if you’re going to use hands as rolls, you should use single rolls; it’s quite hard to hit 2 rolls with your hands alternating as quickly as you can with your feet.

Complex hands: There’s a few types of complex hands you can use; the three I’ll discuss here are the triple/quad hits, holding freezes with hands while your feet move elsewhere, and the “one foot freeze, two or more arrow hit” hands. In general, though, complex hands are very difficult to pull off. They require very specific things going on in the song for them to work, and it’s very easy to make mistakes in placing them, which turns your chart into an awkward mess.
Triples and quads are fairly simple to describe: a triple is three arrows that you have to hit at the same time, and a quad is all four arrows that you have to hit. These hands require a decent amount of time to set up, because the player has to recognize that they will need to use their hands for the notes, and because pretty much all triples and quads are more difficult to intuitively follow. I recommend only placing them to beats that are very, very loud or hits that sort of come out of nowhere. These steps really shouldn’t be placed with less accented notes. Also, multiple triples or quads in a row are really really hard unless you cheat them, so I recommend you put a lot of space between successive triples or quads.

As for more complex hands where you “hold” a note with your hand while your feet do something different, make absolutely sure that your feet actually can follow the patterns they are supposed to follow during the hold. The easiest way to do this is to make the foot-hits after the hand to be on the same notes that caused the hand in the first place. This is seen in a few ITG1 charts (Solina, Kagami, Let My Love Go Blind SX).
The last hand pattern I will mention is the “one hold, two or more hits at the same time” hand pattern. The best way for me to describe this is that it’s exactly like a triple or quad on the same set of panels, except one foot is already in place when the hand comes up. All of these advanced hands should be used relatively sparingly, and only to parts of the music where they “work” – that is, not everywhere. Also, take absolute care that the hands aren’t awkward – while “normal” hands can become awkward if you are careless, the advanced hand patterns are much, much easier to screw up.
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As for mines, there’s quite a few ways to use them. I mentioned several such placements in the last part of the guide, but here’s a couple more “advanced” ideas for using mines in your charts:

I) To force the player to step in a way that is counter-intuitive normally. For example, with proper mine usage you can turn a standard stream into one that much be double-stepped in places (see the beginning of D-Code SX) by placing mines in a way that they will be hit if the player tries to perform the stream normally. You can also use them to denote places where it will be easier to perform such steps.
II) To denote a part of the chart which may not react in the way a player is used to. Or, more concisely, to mark a gimmick. If your chart has a lot of stops or speed-ups or other quirks that you want the player to be able to learn relatively quickly, a simple mine marker can do the trick.

III) As a random marker of something in the music you want to slightly accent in some way. This is best for random hits in the music that you don’t want to put arrows to, but you still want to accent with the chart somehow.

IV) As an accent to some lyric in the song. All I need to say about this is No 1 Nation double anything.

V) USE YOUR IMAGINATION I AM NOT GOING TO LIST EVERY SINGLE LITTLE PLACE YOU CAN PUT A MINE

Part 4: Step rhetoric

