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Unity NPC and Skill Manager

Getting Started

This section will show you how to set up the package in your Unity Project.

Create or open your Unity project.

Unity Hub 3111

New project
Editor Version: 2022.3.38f1 u1s

All templates

Core
2D (Built-In Render Pipeline)

. - Core " ——
Sample 2D (Built-In Render Pipeline)
This is an empty project configured for 2D

Learning apps. It uses Unity's built-in renderer.
3D (Built-In Render Pipeline)

Core i Read more

Universal 2D

Core )
Project name

Test Project

Universal 3D
Core Location
C:\Users\thege\Documents

High Definition 3D Unity Organization

Cancel Create project

Navigate to the root Assets folder in the Project Window.



Unity NPC and Skill Manager

@ Test Project - SampleScene - Windlows, Mac, Linux - Unity 20223.381 <DX11> - 8 X

File Edit Assets GameObject Component Sewvices Jobs Window Help

© Inspector
@~

Right-click in the space and select Import Package, Custom Package.

@ Test Project - SampleScene - Windows, Mac, Linux - Unity 2022.3.38F1 <DX11> - a X

File Edit Assets GameObject Component Sewvices Jobs Window Help

© Inspector

Create

Show in Explorer
Open

Copy Path AltCtrlsC

Import New Asset
Import Package Custom Package.
Export Package..

Find References In Project
Select Dependencies

Refresh CtleR
Reimport

Reimport Al

280

Update UXML Schema

Generate Lighting Ctrl+ShiftL
Open C# Project
View in Import Actvity Window

Properties.

Asset Labels

AssetBundle  [None

Select the NPCandSkillSystem.package file and click Open.
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On the pop-up menu, leave All selected and click Import.

§5i3iF53FF3FFEEEEEEE 2562
fEEffefEc TR

Note: Do not move or rename assets from their existing locations.

Finally, you'll need to place the NPCandSkillManager Prefab into the scene in order to handle
saving and data persistence.
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@ Test Project - SampleScene - Windows, Mac, Linux - Unity 202233871 <DX11>
es Jobs NPCSystem Window Help

File Edit Assets GameObject Co

Runtime

Im Editor
I Runtime

amples

Drag in the NPCandSkillManager Prefab into the Scene Hierarchy.
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@ Test Project - SampleScene - Windows, Mac, Linux - Unity 2022338717 <DX11>

Creating NPCs

This section will show you how to create and manage NPCs.
To start creating NPCs, you’ll have to open the NPC Manager Window.

On the toolbar at the top of the Editor, go to Tools, NPC and Tool System, NPC Manager.

- Unity 20223.38f1 <DX11>
Tools Jobs Window Help
Asset Store

@ NPC System - BlankScene - Windows, Mac,
File Edit Assets GameObject Component _Services

CondSkilSystem > NPC Manager
< Skils Manager
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This window will appear. There’s some examples to get you started, but you can delete them
anytime. (You'll learn how to do that below)

NPC Manager

NPCs

. Average Frog

&

= Big Frog
Buff Frog

Small Frog

Click the + button to add a new NPC. The new NPC will appear in the NPC'’s List on the left, and
its details appear in the Details section, on the right.
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NPC Manager

N PCS | Details Place In Scene  Place On Existing B MNone (C@  Delete

.New NPC General

Mar

Relationships

nship

VeryPositive

Skills

Skill B Mone (Skill Information)

Note: The Details section will always display the information for the currently NPC form the
NPC'’s List.

At the top right is the Delete button. Press this to delete the currently selected NPCs. Check
before deleting as you cannot recover deleted NPCs.



Unity NPC and Skill Manager

Under General, set the NPC’s name, description and icon.
General
Name

Under Relationships, set the Starting Relationship - the value of the player’s relationship with
this NPC when they first start the game.

Relationships

Starting Relationship @

Starting Sentiment  VeryPositive
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Set Starting Sentiment - the way this NPC feels towards the player when they first start the
game.

Relationships

elationship @
entiment  VeryPositive
~  VeryPositive
Skills Positive
Skill Mone
Megative
VeryMegative

Under Skills you can select a skill, but since we haven’t created any yet, there are no options to
select.

Select Skill Information

VeryPositive

Skills

Skill B None (Skill Information)

Once you have some skills, the menu will appear like this.

10
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Detalls Place In Scene  Place On Existing B MNor

General

Select Skill Information n

Relationships

Very Positive

Skills

Nane

IManager.cs

Now we have NPCs, we can place them into our Scene.

Select the desired NPC in the NPCs List.

11
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MPC Manager

S

At the top of the Details Section there are 2 options.

Place In Scene Place On Existing B MNone (C® | Delete

Place In Scene will create a new GameObject containing the required components.

M SampleScene*

In the Inspector you can see the NPC Base script and the Relationship script.

12
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= Hierarchy

+1|r

0 Inspector

«  Linus

- |_;_-|':,-'|;l| Default

NPC Base (Script)
MPC Base: Linus

Relationship (Script)

Add Component

Note: You can check which NPC’s data is connected to a GameObject under the NPC Base
script.

You can also connect existing GameObjects to an NPC.

13
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SampleScene*
killManagers

O Inspector

~

F:Lj v  Jodie

v

Tag Untagged * Layer Default
Transform

1tan

Add Companent

Click and drag the object from the Scene Hierarchy, into the slot next to the Place On Existing
button.

Piace On Existing

Press the Place On Existing button.

14
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= Hierarchy

9 NPCandSkillManagers

v Jodie

ag Untagged v Layer Default

Transform

NPC Manager

NPCs Details Place In Scene | Place On B Jode @ |Delete
Relationship (Script) 9 3 i .L“‘Ub General

A
Add Component . Jodie

v Jodie

ag Untagged = Layer Default

sform

Details Place In Scene | Place O

General

Name
Add Component . Jodie

Relationship (Script)

If you want to swap the NPC connected to the GameObject, simple repeat on the Details
section of the new NPC.

15
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0 Inspector
«  Jodie

Layer Default

MPC Base (Script)
MPC Base: Linus

Relationship (Script)

Add Component

16
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Creating Skills

This section will describe how to create and manage skills.
To create and manage skills you will need to open the Skills Manager window.

There’s some examples to get you started, but you can delete them anytime.

17



Skills Manager

Skills

S‘l
=) Alchemy

-, Archery
Fighting

Running

Press the + button.

Skills Manager

Skills

Unity NPC and Skill Manager
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The newly created skill is shown in the Skills List on the left, and the details are shown in the

Details Section on the right.

Skills Manager

Skills

. New Skill General

Mame

Description

Leveling
Max Leve

Starting Leve

Define the name, description and set an icon.
Skills Manager

Skills Detete

[ ] Archery General

Name Archery
Description Only the most keen-eyed fighters can master this
skill.

Leveling

Delete

Select Sprite
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The Leveling section allows you to define how many levels the skill has and how the player will
progress.

First, define the Max Level you want for the skill and the level the player will have when playing
the game for the first time.

Skills Manager
Skills Details

. Archery General

. Jas Ton i st keen-eyed il ghters can master

Leveling

Once this value is entered, the number of levels will appear below int he XP Required for Level
Up section.

20
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Skills Manager

Skills

. Archery

Leveling

Enter in the values for each level.

21
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Skills Manager
Skills

. Archery
Leveling

[

Note: These values are non-cumulative (the 10 XP gained in Level 1 don’t count towards the 20
required for Level 2)
Note: All values must be non-zero.

Leveling Settings

You can decide how you want the leveling to be calculated.

Navigate in the Scene Hierarchy to the NPCandSkillManagers object. In the inspector - under
Skill Manager, Settings - you'll see the Level Up XP Reset option.

22
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W9 NPCandSkillManagers

Skills Manager (Script)

0

Settings
Level Up XP Reset

When true, the XP level will reset to O when the
player levels up - no carry over.
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When true, the XP will be set to 0 when the player levels up and no XP can be carried over.

Example

Player is Level 1 and has 8 XP

XP required for Level 2 is 10.

The player gains 4 XP.

The player levels up to Level 2.

When Level Up XP Reset is true - the player will have OXP.

When Level Up XP Reset is false - the player will have 2XP.

Save System

The package comes with a save system which keeps track of relationship data and player skills
during and between play sessions.

While viewing the Inspector for the NPCandSkillManagers object, you may have noticed the
Save System settings.

The Save In Editor option allows you to decide if the game should save while testing in the
editor.

24



Unity NPC and Skill Manager

i‘ﬁ NPCandSkillManagers

v Save System (Script)

Settings
Save In Editor

Reset Save

While true, the game will save and load as if in play mode.

You've got the basics down, time to start creating!

25
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Documentation

Classes, Structs and Enums

NPCBase
The NPC Base component is used to store and manage NPC data. It also handles the saving of
relationship data.

Parameters
Name Type Description
NPCName string The name given to the NPC in the NPC
Manager.
NPCDescription | string The description given to the NPC in the
NPC Manager.
Skill Skilllnformation The skill associated with the NPC in
the NPC Manager.
Relationship

The Relationship component handles the storage and update of relationship information for this
NPC.

Methods
Name Parameters | Returns Description
AddSentiment newSentime | None Assigns the given
nt sentiment to this NPC.
(Sentiments)
UpdateRelationship | Change None Changes the current
(float) relationship value by the
given change.
Negative values will reduce
value.
GetRelationshipinfo | None Relationshiplnformation Return current relationship
data in
Relationshiplnformation

26
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struct.
Returns an empty struct if
no data is found.

Skill Manager

This class handles changes in skill levels and XP values.
Access the class with its instance - SkillManager.Instance.

Methods
Name Parameters | Returns Description
GetSkillByName skillName Skilllnformation Returns the Skillinformation
(string) struct from the name of the
skill.
Returns null if skill not
found.
GetSkillLevel skillName int Return current level of skill.
(string) Returns 0 if skill not found.
GetXPLevel skillName int Return current XP level of
(string) skill.
Returns 0 if skill not found.
GainXP skillName None Increase the XP level of
(string), skill with the name 'skill’, by
gainedXP the amount of 'gainedXP".
(int) Leveling up is also handled
here.
LevelUp skillName None Increase skill level by 1.
(string), If resetXP is true, XP level
resetXP is reset to 0.
(bool)

Skillinformation

This class stores the definition of skill, as created in Skill Manager. Values can be accessed
here but should only be edited in the Skill Manager.

Parameters
Name Type Description
SkillName string The name given to the Skill in the Skill
Manager.

27
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SkillDescription string The description given to the Skill in the
Skill Manager.
MaxLevel int The maximum level that can be

reached for this skill.

StartingLevel int The skill that the player starts with
when first playing the game.

RequiredXP List<int> A list of values for the XP levels
required for each skill level. This is
ordered from the lowest to highest
level.

Sentiments
This enum is used to show the current feeling of an NPC towards the player. This value impacts
the player’s ability to gain/lose relationship with this NPC.

Values Index Impact

VeryPositive 0 100% increase on relationship gain.
50% reduction in relationship loss.

Positive 1 50% increase on relationship gain.
25% reduction in relationship loss.

None 2 None

Negative 3 25% reduction on relationship gain.
50% increase in relationship loss.

VeryNegative 5 50% reduction on relationship gain.
100% increase in relationship loss.

Relationshiplnformation
This struct stores the current relationship data.

Parameters
Name Type Description
relationshipValue | float The value of the current relationship
between this NPC and the player.
currentSentiment | Sentiments The current sentiment held by this
NPC.

28
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