Item System Plugin

The Item System Plugin is a data-driven system that allows you to define items, create both static and
dynamically generated item lists, and compare them. It manages item and list tracking, including
availability and discovery, offering full control over item progression. Ideal for games involving crafting,
recipes, or simulation-based mechanics like customer order.

Help: louisgirard.games@gmail.com

Disclaimer: This is not a full inventory system. Instead, it's a modular foundation for managing and
manipulating items and item lists. However, it can be extended into an inventory system by leveraging
custom item definitions and their runtime instances.


mailto:louisgirard.games@gmail.com
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Activating the Plugin

Go to plugins
Edit Window Tools 3uild

£) Undo History

+'4 Editor Preferences...
w" Project Settings...
¥ Plugins

Enable the Item System plugin

Search for Item System and tick the box to enable it.

(AL)
% Plugins

=+ Add X Item

All Plugins
8= ALL PLUGINS

PROJECT 3 ' - y efinition for items and item lists

& Edit (’ Pac




Sample Content

Once the plugins are enabled you can enable the Plugin Content by going in the Content Browser and
tick “Show Plugin Content”.

Show Favorites {+ Settings
Filter Recursively

Show All Folder

Organize Folders

Path View Filters

Show Sources Panel

Show C++ Classes
Show Developers Content
Show Engine Content

Show Plugin Content

SUEVIRRLENEE op o plugin content in the view?

You can start exploring on your own the assets, or follow the documentation on how to set up your items
and item lists.



Item System Component

This is the component that will have the information about which items and lists are available or locked,
which ones are discovered, and the lists that are generated at runtime.

Some examples of usages:

- You could have discovered items like Rock and Wood, and discovered a list Axe Crafting Recipe,
but it could be locked with a required level to craft it.
- You want to buy some items like Furniture, some could be locked with a required level to buy

them.
- You have unlocked items Bun, Steak and Cheese, and now you can generate lists that correspond

to random orders from clients.

Depending on if these are some information that are separated between players (Eg. Each player
discovers item separately, or unlock items separately), this component would go on the player (Player
State or the Character itself). If they are shared between players (Eg. If one player discovers an item or a
list, every player discovers it), then this component could go on the Game State.

So first add the Item System Component on the Game State or the Player State.

[H components

[+ 1temSystem

That’s all the setup needed for the component, we’ll take a look at the different functionalities as we go
through the different item and lists available.



Item Definition

An item definition is a data asset that will represent an item.

Creation
To create a new item definition, create a new data asset, and choose Item Definition.

_Il Composite Data Table

ystem
Curve

Animation
Artificial Intelligence Curve Atlas
Audio

Blueprint Curve Table

Cinematics
: . Data Asset
Editor Utilities )
Create a simple

Assets can be

Foliage
If you want data

FX

Gameplay

Data Registry

Data Table
Input

Material
Media

Haptic Feedback Buffer

Miscellaneous Haptic Feedback Curve

Paper2D

WO W W W W W W W W W Y Y W W

Phy: Haptic Feedback Sound Wave

ALL CLASSES
¥ Item Definition

€o

Cancel

Item Definition
temn Tag Tests.GenericTag.One

term Mame Item1 |




You can give your item a Gameplay Tag to identify it, a Name, a Description, an Icon, a Price or even an
Actor Class that would be the physical representation of the item.

States
Item States 1 Array element

State Name

State lcon .

State Attribute Criteria 2 Array elements ®

[TagMame="")
Attribute Tag Mone
Min Value 0.0
Max Value 0.0

[TagMame="")

An item can have multiple states it can be in, based on its Attribute Criteria. You can configure the
different attributes needed and in which range to be for a certain state.

For example, a Shield could have multiple states: New / Damaged / Broken, each with their name and
visual, and an attribute “Damage Level” would influence the state. You can tag your attributes to have
any combination you want for a state.

Unlock

An item can be locked or unlocked based on the Locking Level of the [tem System Component. You can
define at which level an item becomes unlocked. To change the Locking Level you can use

_L_____L_ LI 4 i
J Set Locking Level

[termn System Target

O Level (0]




This will change the Level and unlock any items that are below this level. The level that you put can

depend on any gameplay feature of your game, like the level of the player that allows to buy certain
items.

You can easily get the items that are available or locked.

“F Get Available Items by Tag

[tem System Target Return Value

[tem Type | None |

J Get Available Items by Actor Class

Target Return Value

ltem Actor Class

“F Get Locked Items by Tag

Target Return Value

[tem Type | None |~

Discover

You can mark items as discovered or not. You have the option to discover them by default, or use

L #i’
J Discover ltems by Tag

[tem System Target

[tem Type | None |~

You can also clear any items that were discovered.



J Clear Discover Items by Tag

S

[tem System Target

[tem Type | Mone

Same as for available and locked items you can easily get which items are discovered.

(F GetDiscovereditems by Tag

Target Return Value
[tem Type | None |

“F Getitems by Tag

Target Return Value
[tem Type | None |
Available

Discovered

Custom Item Definition

If you want to expand the Item Definition provided to have a custom one, you can create a new BP that
derives from Item Definition.

[# Actor Component
A& Scene Component

ALL CLASSES
> Item Definition

Cancel




You can then add any variables that you want.

Fooditem

FUNCTIONS
MACROS

VARIABLES

HealthRegenerati

And then to create definitions from it, just create a Data Asset that uses this custom Item Definition you
just created.

ALL CLASSES

» Food|
& EXfitem

1 item (

Cancel

Foodltermn1=

& Details
Q
Food

Health

Item Definition

Item Tag

Item Name

Item




Asset Manager

You have to specify which Item Definitions will be used by the Item System. To do so go into Project
Settings and Asset Manager

Edit Window Tools Build

Project

Undo Move Node

<) Undo History

| Editor Preferences... G ame

Project Settings...

Plugins 4

Then in the Primary Asset Types to Scan, add a new entry and fill it like the following. The part you will
want to change is the Directories, where you should specify paths where you will put your Item
Definitions.




This will make it so that every Item Definition will be loaded and ready for you to use and be marked as
locked or discovered. You can even access them at all times in the Item Subsystem with

4 T Get Loaded Items

Target Return Value

[tem Type | None |

4 T Get Loaded Items by Actor Class

Target Return Value

[tem Actor Class




Item Component

An Item Component is a component that you place on an actor to physically represent an Item Instance.

[ components

+add Q

@ BP_ltemTest] (Self)
Scene
&+ ChildActor]
T+ ChildAc
[# 1tem

Item Definition

Default [tem Definition

Tags

Item Instance
An Item Instance will be created from the Item Definition, and be accessible from the Item Component.

f F Get Current ltem

Target Return Value Target [tem Definition

Update Dependent ltems -

Target [tem Quantity O»

L)

Target [tem Attributes

{ Target Dependent Items |

An ltem Instance contains:

- Areference to the Item Definition
- A quantity of items there is
- The attributes of the item



- Alist of dependent items

Item Attributes

You can update the attributes of the current item, which based on its Item Definition, will influence
which state it is in. An attribute has a tag to identify it and a value.

T Update Item AttribLite

" F Get Current Item
) : =

[tem Target Return Value Target

Update Dependent ltems Attribute Tag | None |«

Mew Value |I|

¥ Get Current Item State

Target Return Value

Dependent Items

An item could have child items. These dependent items will be filled based on the Child Actors of the
actor that owns the Item Component.

So if for example there are 2 child actors with an Item Component, the current item will have 2
dependent items:

- The first one will be the current item of the first child actor
- The second one will be the current item of the second child actor. Just see it as a faster way to
access the child items.

Item Price

You can easily access the price of the Item and the combined price of its dependent items

JF Get Current Item T Get [tem Price

Target Return Value Target Return Value

Update Dependent [tems Include Dependent [tems




Construct an Item Instance

The Item Instance is not restricted to the Item Component, you could use it in any other component (like
an Inventory for example). You can construct an new one like any other object, and fill the default values

"B Construct Item Instance

Return Value

Outer | |

[term Definition

O Item Quantity 1_|
[tem Attributes

Dependent ltems

Item Attribute Modifiers

If you want reusable ways of modifying the item attributes, you can create Item Attribute Modifiers. Let’s
create one and set it in your Item Component.

¥ ALL CLASSES

' »  ItemaAttributeModifier

® Object

. - mas 0 a2 omm e B

tem Instance

Item Attribute M ers 1 Array element

tem Attribute Modifie
ltemAttributeModifier

Attribute Tag Mone

You can set the Attribute Tag to indicate which Item Attribute will be modified.

There are different functions you can override to make it work.



FUMCTIONS Override ~ | (¥)

MACROS

Get Attribute New Value  Item Attribute Modifier
VARIABLES .

On Creation Iter

EVENT DISPATCHERS On Destruction Item Aftribute b

Should Update on Tick Item Aftribute Mo

On Creation and On Destruction act like a Begin and End play, if you have variables to initialize.

You should override Get Attribute New Value and make it return the value you want for your Item
Attribute.

[ Get Attribute New Value [ Return Node

Return Value [ 0.0]

By default Should Update on Tick returns true, which means that the Item Attribute will be updated
every frame. If you do not need an update every frame you can override it to return false.

BB should Update on Tick B Return Node

Return Value

If it is set to false then it is your responsibility to manually update internally the attribute using

F Update Attribute Value

Target [ self |

New Value [0.0]

You also have access to the ltem Component and the owning actor.



T ——

[tem Component

f T Get Owner Act

Target [self |  Return Value

Getting Item on Actor
There are helpers to easily get an item or attached items on an Actor.

f F Get Actor Item

Actor Return Value

f F Get Actor Attached Items

Actor Return Value

GetActorltem will return the Current Item of the Item Component on the Actor, if any.
GetActorAttachedltems will return the Current Item of any attached actors on the Actor. Use this if you
know the Actor does not have any Item Component.



Static Item List

A Static Item List is a Data Asset that represents a list of ltem Instances. It won’t be generated or
modified at runtime. It could be used for any recipe lists for example.

Creation

To create a new static item list, create a new data asset, and choose Static Item List Definition.

Composite Data Table
X : Niagara System

Curve
Animation
Artificial Intelligence Curve Atlas
Audio
Blueprint ) Curve Table
Cinematics

) i Data Asset
Editor Utilities

Create a simple
Assets can be
If you want data

Foliage
X

Gameplay

) Data Registry

Data Table
Input

Material
Media
Miscellaneous

) Haptic Feedback Buffer

ﬁl Haptic Feedback Curve
Paper2D

WOW W W W W W W W W Y WY Y Y Y

Physics ﬁl Haptic Feedback Sound Wave

Piclk C For Data
ALL CLASSES

»  Static Item List

[ “Wstatic Item ListpETT

1 item (1 selected)

Cancel

Configuration

Static tem List
List Tag
List Name

lterms




You can give your list a Gameplay Tag to identify it, a Name and a Description.

Items

You can specify a list of ltem Instance that will compose this list.

ltems

lteminstance

Iltem Definiticn

Itern Quantity 1
Iltem Attributes 0 Array element

Dependent [tems 0 Array element E-j

Unlock

A list can be locked or unlocked based on the Locking Level of the Item System Component. You can
define at which level a list becomes unlocked. To change the Locking Level you can use

_L_L_L_L_L L I [ i'
J Set Locking Level

ltem System Target

O Level [0]

This will change the Level and unlock any static item lists that are below this level. The level that you put
in can depend on any gameplay feature of your game, like the level to craft certain recipes.



You can easily get the lists that are available or locked.

" F Get Available Static Item Lists

ltem System Target Return Value

List Type | None |+

" Get Locked Static Item Lists

| dIGEL 15 ITElT

Target Return Value

List Type | None |

Discover

You can mark static lists as discovered or not. You have the option to discover them by default, or
discover them when all the items they use have been discovered.

Same as for available and locked lists you can easily get which lists are discovered.

" F Get Discovered Static Item Lists

-‘ larget is Iten

ltem System Target Return Value

List Type | None |~

" F Get Static Item Lists

Target Return Value

List Type |Mone |~

Available

Discovered




Custom Static Item List Definition
If you want to expand the Static Item List Definition provided to have a custom one, you can create a
new BP that derives from it, similar to the items.

& Scene Component )

and can b

ALL CLASSES

tic Item List

& StaticltemListDefinition
ed)

Cancel

CraftinRecipe X

B @ Compile i  wig Diff v

Ca

B My Blueprint

+add Q
GRAPHS

e Eve aph
FUNCTIONS
MACROS

VARIABLES

Item Definition

{
And then to create definitions from it, just create a Data Asset that uses this custom Static Item List
Definition you just created.
Pick Class For Data t Instance
ALL CLASSES

> crafting

&€ =0 Recipe

Cancel




& Details

LJ

Crafting

Static Item List
List Tag

List Name

0 Array element
]

Default

Asset Manager

You have to specify which Static Item List Definitions will be used by the Item System. To do so go into
Project Settings and Asset Manager

Build

<) Undo Move Node

£} Undo History

{1l Editor Preferences...

<% Project Settings...

¥ Plugins




Then in the Primary Asset Types to Scan, add a new entry and fill it like the following. The part you will
want to change is the Directories, where you should specify paths where you will put your Static Item List
Definitions.

StaticltemList

ItemList

ItemListDefinition v | (&

This will make it so that every Static Item List Definition will be loaded and ready for you to use and be
marked as locked or discovered. You can even access them at all times in the Item Subsystem with

F Get Loaded Static Item Lists

Target Return Value

List Type Mone |«




Dynamic Item List

A Dynamic Item List is a Data Asset that represents a list that will be generated at runtime based on
parameters. It could be used for orders that would be generated from certain items.

Creation
To create a new Dynamic Item List, create a new data asset, and choose Dynamic Item List Definition.

_Il Composite Data Table

X : Niagara System
Curve

Animation

Artificial Intelligence Curve Atlas

Audio

Blueprint ) Curve Table

Cinematics

Editor Utilities

Data Asset

Create a simple
Assets can be

Foliage ata Regia
) Data Registry If you want data

EX
Gameplay Data Table
Input
Material
Media

Miscellaneous

) Haptic Feedback Buffer

) Haptic Feedback Curve
Paper2D

WOW W W W W W W W W Y WY Y Y Y

Physics ) Haptic Feedback Sound Wave

Instance
ALL CLASSES
. Dynamic Item List
¢ Definition

1 itern

Cancel




Configuration

Dynamic tem List

d ltem L
List Tag Mone |
List Name
Lis
erating Leve
ItemGeneration
Iten
Min ltem Mumbe
tem Mumber

ation

tic List Numbe

st Nu

Multiplier

You can give your Dynamic List a Gameplay Tag to identify it and a Name.
You can specify a custom class for the Generated Item List.

Item Generation
ltemGe
ltems 1 Array element

ItemDynamic

Item Definiticn

enerating Level Curve

antity

Item Attribu

jent ltems
jent ltem Numbe

Item Nu




You can define which Items will be generated and their properties. But keep in mind that only Unlocked
Items will be considered for the generation. For each entry, you can specify:

- Item Definition: Definition of the Item to generate

- Item Weight: Weight of the item in the list, the higher, the bigger the chances for it to be
generated

- Max Quantity Generated: Maximum amount of this item will be generated

- ltem Attributes Lists: A random list of attributes will be assigned to the generated item

- Dependency: Configuration for dependent items and the maximum number of dependent items
that can be generated

If you toggle Use Generating Level Curve you can have a curve to define the maximum number of items.
This can be useful if you have difficulty levels, and you want to generate more items based on difficulty.

Use Generating Level Curve

None

€k
0 Array element @

0 Array element ®

Once you have configured the items that can be generated, you can specify a minimum and maximum
number to generate. These values can also take a curve to scale them with the Generating Level.

Use Generating Level Curve

[temGeneraticn

Iltems 1 Array element

Min ltemn Number Generated 1

Max ltem Mumber Generated 2

To modify the Generating Level that will influence the number of minimum / maximum items to
generate, it’s done through the Item System Component. This will make each curve take this level as the




value on the horizontal axis to look at.

§
JF Set Generating Level ‘

S

ltem System Target

C» Level (0]

Static Item List Generation

This is very similar to Item Generation, but instead of generating individual items you can generate entire
predefined static lists.

StaticListGeneration
Static ltem Lists 1 Array element ®
5 members

1 Array element ®

2 members

Lizt Definiticn

List Weight

List Weight

Use Generating Level Curve

Max Quantity Generated
Min Static List Number Generated

atic List Number Generated

You can define a minimum and maximum number of lists that will be generated. Keep in mind that only
Unlocked Static Lists will be considered for the generation.

You can define Lists of Static Item Lists. This can be useful if you want to group your Static Item Lists of
the same type.
Similar to Items you have List Weight, Max Quantity and you can use the Generating Level Curve.



5 members

Lists 1 Array element

List Weight 1.0

Use Generating Level Curve

Max Quantity Generated

This weight will give more importance to certain List of Static Item List over others.

And then within the List you can define Weight for Static Item Lists that will be generated.
2 Array elements E-:}

2 members

List Definition

1.0

ist Definition

ist Weight

In the end it’s a Static Item List that will be chosen, and the Items that compose it will be generated.

Asset Manager

You have to specify which Dynamic Item List Definitions will be used by the Item System. To do so go into
Project Settings and Asset Manager

File Edit Window Tools Build ]
Project

Undo Move Node

£} Undo History

t+ Editor Preferences... G ame

Project Settings...

Plugins »




Then in the Primary Asset Types to Scan, add a new entry and fill it like the following. The part you will
want to change is the Directories, where you should specify paths where you will put your Dynamic Item
List Definitions.

1 Array element

0 Array element @

This will make it so that every Dynamic Item List Definition will be loaded and ready for you to use and
be marked as locked or discovered. You can even access them at all times in the Item Subsystem with

F Get Loaded Dynamic Item Lists

Target Return Value

List Type |HNone |-

Generation
To generate a new list, you can do it from the [tem System Component.

T Generate Dynamic List

S

[tem System Target Return Value

List Type | Mone |~

O 1d [0]




You have to specify which type of list with the Tag.

You can also specify an Id that will be a number associated with the list. If you leave it as is, a number will
be generated and be incremented each time. This can be useful if you have orders, each new one will
have the last Id + 1.

This function returns a Generated Item List Handle that will serve as an identifier to easily retrieve the
list. This is a lightweight option to access the list without holding it at all times.

Generated Item List

You can access a generated list with its handle using

enerated Item List by Handle

>

[tem System Target Return Value Target Dynamic [tem List
Handle

L

List Class
Target Items

>

Target ListIid O»
F Get Generated It
Target Return Value

List Type | None |~

List Class

By specifying the List Class it will automatically return the Generated List casted to the proper type.

It has a reference to the original Dynamic Item List Definition.
It has a list of Item Instances that were generated and now form the list.
The Listld is the one that was created when generating the List.

If you want to get the price of the list you can use GetltemListPrice. It will return the combined price of
all items, multiplied by the Price Multiplier of the Dynamic Item List Definition.



¥ Get Generated Item List by Handle “"F Get Item List Price

Target Return Value Target Return Value

Handle

List Class

If you want to remove a list you can use

i
F Remove Generated Item List

»

ltem System Target

Handle

: ‘g
F Clear Generated [tem Lists

Target

List Type Hone |~

Generated Item List Container Component

This component allows you to hold a list of Generated Item List Handles on it. It can be useful if you
want to link an actor to some specific Generated Item Lists.

[H components




You can add, remove, or get the list handles that are contained in the component
F Add Generated Item List Handle
Generated ltem List aine Target

Handle

F Remove Generated Item List Handle

Target

Handle

F Clear Generated Item List Handles

Target

F Get Generated Item List Handles

Return Value




List Comparison

Let’s say you have generated a list and you want to compare it to a static list, to see if they match, if
there are differences and which one.

- Compare Item Lists Weighted

» »
List1 ltem Differences
List 2 Return Value
Missing [tem Weight Per Depth
Attribute Delta Weight Per Depth
Extra ltem Weight Per Depth

ltern Definition Weight Multipliers

enalty Weight

You can use this function that will give you a comparison between 2 Lists of Item Instance, and return a
score weighted by the parameters.

A score of 1 means that the lists are identical. The more the score goes towards 0, the more it means
there are differences. If the score is lower than 0, it usually means that there are some extra or missing
items in one of the lists.

Missing Item Weight Per Depth

This is the weight applied to the score given to any missing item, proportional to the number of items
expected for this type.

Let’s say there are 3 items missing in List 1 out of 4 in total, and the weight is 1. This means that from the
final score we will be removing: 3 (missing items) * 1 (weight) / 4 (total items) = 0.75. So, the final score
would be 0.25.

The depth is to indicate the dependent items. You might want a different weight based on the depth, so
that dependent items have less influence in the final score. This weight will be used when comparing
dependent items of items contained in each list.

In the case where every item in List 2 is missing from List 1, we will apply an Extra Penalty per missing
item.

For example, if List 2 had 3 * Item1, we would apply a penalty of: 3 (missing items) * 1 (weight) * 0.05
(Extra Penalty Weight) = 0.15.

But if List 2 had 10 * Item1, we would apply a penalty of: 10 (missing items) * 1 (weight) * 0.05 (Extra



Penalty Weight) = 0.5.

The final score would already be at 0 because there are no items that are matching. It will be -0.15 or
-0.5 based on the previous examples. You can see that missing more items will have a bigger impact on
score.

Attribute Delta Weight Per Depth

This is the weight applied to the score given to the delta difference of attributes between 2 items,
proportional to the number of items expected for this type.

Let’s say List 1 has 2 * Item1 with an attribute “Doneness” of 1. List 2 has 2 * Iltem1 with an attribute
“Doneness” of 2. The delta for “Doneness” is 2 — 1 = 1. Let’s take a weight for “Doneness” of 0.5, less
influence than missing items. This means that from the final score we will be removing: 1 (Delta) * 0.5
(Weight) / 2 (total items) = 0.25. So, the final score would be 0.75.

Similar to the missing items, the depth is to have a different weight for dependent items, so that their
attribute delta can have less influence in the final score.

Extra Item Weight Per Depth

This is the weight applied to the score given to any extra item, proportional to the number of items in
the list.

Let’s say there are 3 items that are in List 1 but not in List 2, and List 2 contains 4 items. This means that
from the final score we will be removing: 3 (extra items) * 0.5 (weight) / 4 (total items) = 0.375. So, the
final score would be 0.625.

Similar to the missing items, the depth is to have a different weight for dependent items, so that they
can have less influence in the final score if there are extra.

Take into consideration that all these are scored together. If there are missing items, some with
attributes delta or some extra, the final score would reflect all that.

Item Definition Weight Multiplier
If you want to multiply one of the previous weights for a specific Item Definition you can define it in the
map. This is to give more importance to some specific items over others.

Item Differences
On top of the score, the function returns exactly which items are missing, with delta attributes, or extra.



f Compare Item Lists Weighted

= Break ComparisonltemDifference
Item Differences
Comparisen [tem Difference Item Definition
Return Value
Attriby elta
I g Iterm Weight Per Depth
Quantit
Attribute Delta Weight Per Depth
Expected Quantity C
Extra ltem Weight Per Depth

Item Definiti ght Multipliers
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If the Attributes Delta is empty, the Quantity Difference will tell you the quantity of this item that is
missing or extra (negative if missing, positive if extra).

If the Attributes Delta is not empty, the Quantity Difference will tell you the quantity of this item that
has this delta.

The Expected Quantity will tell you the quantity of item that was expected (quantity from List 2).

For the Attributes Delta you will have the Expected Attribute value (value from List 2) and the Delta
(positive, negative or zero if extra, missing or equal value).

= Break ComparisonltemDifference

Comparison [tem Difference Item Definition

= Break ltemAfttributeDelta
Attributes Delta

Item Attribute Delta Expected Attribute Attribute Tag

Quantity Difference O»
Expected Attribute Value

Expected Quantity C»

Value Delta

Item Comparison Result Component

As a utility component, you can add the Item Comparison Result Component that serves as a place to
hold the result of the comparison (Score and Item Difference). Since the comparison can be expensive it
is a good idea to store it somewhere and to benefit from the replication of the component if needed.

DefaultSceneRoot

GeneratedltemListContainer

[4 itemComparisonResult




JF Set Comparison Result

Target

: . Score [0.0]
Item Comparison Result =

[tem Differences
F Get Comparison Result

Target Return Value Score

Return Value ltem Differences

Item Difference Text Definition

In some cases you might want to use the result of the comparison to map it to some texts. For example
we could imagine some customers ordering some items and reacting based on the Item Difference from
what they expected and what they received.

For that you can create an Item Difference Text Definition Data Asset.

ALL CLASSES

»  ItemDifference

1 item

Cancel

Overview

Iltem Difference Text

Generic
I g ltem 0 Array element
Extra ltem 0 Array element

Attribute Ran 5 0 Map elements

Item Definition T ] 0 Map elements

Missing Item

You can define multiple texts for when an item is missing (QuantityDifference is negative).



1 Array element E} In}

Missing {Deltaluantity} {ltemMName} / {Ex Juantity}!

One of these texts will be chosen at random when getting a text for an Item Difference entry.

As you can see there are some parameters {} that you can use by default to customize your text per item:
{ExpectedQuantity} / {CurrentQuantity} / {DeltaQuantity} / {itemName}
Extra Item

Similar to missing items, you can define some texts for when an item is extra (QuantityDifference is
positive).

Extra ltem 1 Array element @ o

Extra {DeltaQuantity} {ltemMName} uantity}!

Attribute Ranges Texts

For any tagged item attribute, you can define some texts for different ranges of the Delta Value.

Mone s 1 members
Ranges 5 2 Array elements
3 members

Array element

Min Value
M alue

1 3 members

Range Texts Array element E-:} ﬁ

High value ({CurrentVal

hin Value 0.5

Max Value 1.0

This example shows that for negative or positive Delta Value you could define different texts (a Delta of
zero meaning that there is no difference between the value expected and the value compared).

Similar to missing and extra items there are some parameters you can use: {ExpectedValue} /
{DeltaValue} / {CurrentValue} / {DeltaQuantity} / {IltemName}



Item Definition Texts

This is exactly like the generic texts, but you can define them for specific Item Definition.

Item Definition T ] 1 Map elements

Mone

€ B

3 members

Mizsing ltem 0 Array element
Extra ltem 0 Array element

Attribute Ranges Texts 0 Map elements

Get Text For Item Difference

Once your data asset is configured, anywhere you use it you can call Get Texts for Item Differences and it
will return the appropriate texts based on the Item Differences you provide (from a previous
comparison).

T Get Texts for Item Differences

T

[tem Differences Texts Target Return Value 23

[tem Differences

P —————

[tem Differences

F Get Text for Item Difference

—— e ———

[tem Differences Texts Target Return Value On

P ——————

[tem Differences

[tem Difference




With all that you should have all the information needed to start using the plugin and customize it the
way you want. If you feel there is some information missing or you don’t understand some part, feel free

to contact me at louisgirard.games@gmail.com.


mailto:louisgirard.games@gmail.com
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