Day 7 (Yarn Spinner Jam)



Download this package

Night in the Woods Dredge

(AN S

GOT CUPS ON MY EARS.



https://drive.google.com/file/d/19Zqeo7LhZ2pRASUF6Vkn1Qm-yHc545zZ/view?usp=drive_link
https://store.steampowered.com/app/481510/Night_in_the_Woods/
https://store.steampowered.com/app/1562430/DREDGE/

New project

Universal 3D

The URP (Universal Render Pipeline) blank
template includes the settings and assets you need

Templates to start creating with URP. Equipped with artist-...

Select an Editor version, then choose a template to start your project.
& Read more
Editor version *

® 2022.3.62f1 A Security Alert LTS T ot

aojiso

Project name *

@ CentralYarnJam|
L Search

Create new project
© Centattarniam

Create new local project

cf] CentralYarnJam
2D (Built-In Render 3D (Built-In Render Universal 2D
Blesine) Biesine) Connect to existing Unity Cloud project

; 0. Search
[« core O Arhracar

; ) Day4Clean
—— \ -
Universal 3D High Definition 3D

- Create project

L s

this package

I Project
+ -
* Favorites - Assets
O, All Materials
O, All Models
O, All Prefabs

m Dialogue

Im DMA126_HelperStuff

I Scenes

B Settings

I8 TextMesh Pro

8 Tutorialinfo

M Yarn Spinner

&7 Readme

&% UniversalRenderPipelineGlobalSettings
R YarnDialogueExample

v [aw Assets
i Dialogue
I DMA126_HelperStu
Im Scenes
I Settings
B TextMesh Pro
e Tutoriallnfo



https://drive.google.com/file/d/19Zqeo7LhZ2pRASUF6Vkn1Qm-yHc545zZ/view?usp=drive_link
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official guide

&) YarnDialogueExample
& Main Camera
@ Directional Light
& Player
@ BlueNPC
@ RedNPC
@ RedNPC (1)
@ Genericinteractible
& YamVariableHelper
@ Grid
D level

&9 Dialogue System



https://docs.yarnspinner.dev/write-yarn-scripts/start-here

Project

4 Assets > Dialogue

B} BlueNPC
Bl PinkNPC
B RedNPC
B YamDialogueExample

+ B Assets/Dialogue/BlueNPC.yarn

BlueNPCyarn 5 X

title: BlueNPC

<<if visited(BlueNPC) is true>>
Well, if it isn't my number 1 fan!
<<endif>>

I'm the blue one.

WoOogouoEWNRE

title: BlueNPC_praised

The one and only!

title: BlueNPC_denigrated

Hey! Not literally a million. I'm one in a million anyhow




tO GitHub Copilot 2

Solution Explorer

2 8 0-sOAE K=
Search Solution Explorer (Ctrl+;)

5 Solution *YarnClean2' (4 of 4 projects)
4 7 Assembly-CSharp
b & References
4 [ Assets
P Bl DMA126 HelperStuff
b I TextMesh Pro
b B Tutoriallnfo
P I Yarn Spinner
b B3 Assembly-CSharp-Editor
P B3 YarnSpinner.Unity
b B3 YarnSpinner.Unity.Editor

Setup instructions are here

title:

My dialogue text.
This light blue text will be displayed.
The magenta title above can be referred to with jumps and detours (see later)

title:

Hello! (this text is from node



https://docs.yarnspinner.dev/write-yarn-scripts/yarn-spinner-editor

title:

Hello! (this text is from node

title: MyDialogueNode
//Like this!
Hello!

Coming right up!

No cubanos today,




-> I don’t have time to listen to your story
0K, then leave!

-> I’m sorry, I’m in a bit of hurry
Ah, sorry to trouble you.

-> Fine, tell me everything
<<jump ThelWholeStory>>

Take carel!

title: TheWholeStory

Well, it all started the day I forgot take my ID card, and went to take out the trash.
You see.. Back in those days.....

-> The sun is very bright today.
It sure is.
-> That’s a strange shaped cloud, isn’t it?
That reminds me of a story.
<<detour LongStoryAboutClouds>>
Well, I need to be going now.

<<if visited("BlueNPC") == true>>

You've talked to me at least once before!
<<else>>

This is the first time we’re speaking!
<<endif>>

visited("NodeName")



<<if visited_count("BlueNPC") == 0>>
We're speaking for the first time
<<elseif visited count("BlueNPC") =
We're speaking for the 2nd time
<<elseif visited_count("BlueNPC") =
We're speaking for the 3rd time
<<else>>

We've spoken many times already.
<cendif>>

-> put a sticker on the screen <<if $sticker_on == false>>

The following will not work!
0 references | Show in Graph View

title: RedNPC

Hello. mv_name is red.

<<if gmy variable == true>>

-> Choice 1.

You made choice 14
<<jump RedNPC_angry>>

<<endif>>

-> Where can I look at your Yarn file?
in 'Dialogue/RedNPC.yarn’

official documentation



https://docs.yarnspinner.dev/write-yarn-scripts/scripting-fundamentals/logic-and-variables

<<set $sticker on to true>>

I guess my name was {$white npc name}.

FindObjectOfType<InMemoryVariableStorage>().SetValue("$var_name", 1.5f);

FindObjectOfType<InMemoryVariableStorage>().SetValue("$var_name", "some text");

FindObjectOfType<InMemoryVariableStorage>().SetValue("$var_name", true);

bool boolValue = false;
FindObjectOfType<InMemoryVariableStorage>().TryGetValue("$var name", out boolvalue);

float floatValue = 0;
FindObjectOfType<InMemoryVariableStorage>().TryGetValue("$var_name", out floatValue);

(LTI
J

string stringValue =
FindObjectOfType<InMemoryVariableStorage>().TryGetValue (| ENENINENEN, out stringvalue);




string stringValue =
if (FindObjectOfType<InMemoryVariableStorage>().TryGetValue("$var_name", out stringValue))
{

}
else

{
}

no o,
)

//$var_name has been set at least once

//$var_name is not yet set

official documentation

<<wait 2>>


https://docs.yarnspinner.dev/yarn-spinner-for-unity/creating-commands-functions
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R YarnDialogueExampl :
£ Main Camera
D Directional Light
D InSkyLocation
D Player
2 BlueNPC

D label
D GreenNPC

& WhiteNPC

D label
@ RedNPC

D label
D TriggerZone

D Genericlnteractible

<<DoCustomCommand126 BlueNPC

M Project & i
P o e 0
Assets > Dialogue

B BlueNPC

B GreenNPC

B PinkNPC

B RedNPC

B WhiteNPC

. YarnDialogueExamg
&% Project Import Da

B Console
Clear ¥ Collapse Error Pause Editor~ Q

o Error compili

O QO
© Inspector

) '

- Transform

-

X 0
X 0
X 1

Position
Rotation
Scale ®

ﬂ Yarn Command Receiver 126 (Script)
BYa
Custom Commands

List is empty

B v YarnNPC (Script)
& Rigidbody

>>

O Inspector

E Green NPC (Text Asset) Import Settings (Yarn Importer)

B

o 9:37: Error: token recognition error at: '>\r'

ng

Layers

v Layout

line 9: token recognition error at: '>\r'




Script Updating Consent

changed. These can be automatically updated. It is
recommended to have a backup of the project before
updating. Do you want these files to be updated?

E Some of this projects source files refer to API that has

Assets/DMA126_HelperStuff/Scripts/Launcher.cs
Assets/DMA126_HelperStuff/Scripts/Teleporter.cs
Assets/DMA126_HelperStuff/Scripts/TeleporterTwoWay.cs
Assets/DMA126_HelperStuff/Scripts/ResetOnFall.cs
Assets/DMA126_HelperStuff/Scripts/Bumper.cs

Yes, for these and other files that might be found later ‘ Yes, just for these files

I Project
+~
@@ Assets 4 Assets > Dialogue

Bm Dialogue BN BlueNPC

Bm DMA126_HelperStuff B RedNPC

B Scenes B YarnDialogueExample
e Settings




& YarnDialogueExample
ht

Select an app to open this .yarn file

Suggested apps

| oJ I Microsoft Visual Studio Version Selector

=

% Sublime Text
More options

I'mjust sou

A Adobe Acrobat Asset Labg

& Audacity

A Blender
&l civp

P
‘e Cho

Always Just once

BlueNPC.yarn + X

title: BlueNPC

I'm the blue one.

—> What, THE blue one???
<<jump BlueNPC_praised>>

—> Eh, I've seen a million blue ones.
<<jump BlueNPC_denigrated>>

© VWO JOUIEWNER,

title: BlueNPC_praised

The one and only!

title: BlueNPC_denigrated

Hey! Not literally a million. I'm one in a million




€9 BlueNPC

& RedNPC

& PinkNPC

0 Genericlnteractible

€D YarnVariableHelper

& Grid

£ level

&# Dialogue System >
€D OldTriggerZoneStillWorks

% O Layers v Layout

2 { mProject o
A+~ a 7 & € 0 x =17
ueExample % Favorites 4 Assets > Dialogue
O, All Materials B BlueNPC

O, All Models B RedNPC

O, All Prefabs B YamDialogueExample
Bz Assets

[aw Assets
teractible e Dialogue
ableHelper m DMA126_HelperStuff
m Scenes ~ BB Assets/Dialogue

© Inspector
System > .

- Dialogue (Default Asset)




title: PinkNPC

I’m pink, but not by choice.

—> I'm the player, but I feel like an NPC

—> What’s wrong with pink?

What? sorry, I spaced out and wasn’t listening. Try someone else.

_ kPC Rotation X 0
in :
&) RedNPC (1) Scale & X 1

0 GenericInteractible .
id v Yarn NPC (Script
D YarnVariableHelper F am (Script)

& Grid Script A YarnNPC
D level Override Interact Text Talk to Red
=

Wy Dialogue System Yarn Dialogue B YamDialogueExample (Yarn Project]

PinkNPC

&  Rigidbody Edit...

Mass <None>

Drag BlueNPC

Angular Drag BlueNPC_praised
Automatic Center Of Mass BlueNPC_denigrated
Automatic Tensor PinkNPC

Use Gravity —

Transform
Position X 1.9
Rotation X 0
Scale ®R X1

v Yarn NPC (Script)

Override Interact Text |Talkto Pink
Yarn Dialogue B YarnDialogueExample (Yarn Proje
PinkNPC

& Rigidbody
Talk to Pink VER







Extras



Y YarnDialogueExample : & Sphere

9 Main Camera 5 . . .
& Directional Light Generic Action Interactible (Script)

(0 Player Script B GenericActioninteractible
£ BlueNPC
& RedNPC
& PinkNPC
& Genericinteractible Action ()
9 YarnVariableHelper
& Grid

9 level @ GenericInteracti ©
9 Dialogue System >
) OldTriggerZoneStillWort

Interaction Description Take Gold
One Time

Runtime Only v GameObject.SetActive

Runtime Only ¥ YarnVariableHelper.ChangeVariable
YarnVariableHe/ ® = $gold+11

& ./ Sphere Collider

Edit Collider as

Is Trigger

trigger zone
Ul button

$variable name+number


https://docs.google.com/document/d/1QoUTUwdZwhX3TZAKrWFhRk2UOW7pMafFnVjp-jzoiVk/edit?tab=t.p4nswviwoya
https://geraldclarkaudio.medium.com/unity-ui-system-buttons-5efe8a7ba268

Runtime Only v YarnVariableHelper.ChangeVariable

YarnVariableHe/® $gold+11
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