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1 Installing Modding Tool and Creating the Mod

To start the modding process of t he game,

installed as well as Unity 2020.3.7f1.

1.1 Downloading Unity 2020.3.7f1

1. Go to https://unity3d.com/get-unity/download/archive to get the necessary Unity
version.

@Unity Products  Solutions  Case Studies  Learning  Support & Services Asset Store Q) 0

Long Term Support releases

The LTS stream is for users who wish to continue to develop and

I Initw

2. Select AUnity 2020. x0

Unity 2021.x z Unity 2019.x Unity 2018.x Unity 2017.x Unity 5.x Unity 4.x Unity 3.x
U mt\)" Downloads (Win) Downloads (Mac) ~ Downloads (Linux] « Release notes
2020.3.22
8 Nov, 2021
Unity Downloads (Win) ~ Downloads (Mac) w Downloads (Linux) ~
2020.3.21
21 0ct, 2021
Unity Downloads (Win) ~ Downloads (Mac) ~ Downloads (Linux) Release notes
2020.3.20
8 Oct, 2021

3. Search for AUNnity 2020.3.70, downl oad

Unity 2020.3.7 Downloads (Win) v Downloads (Mac) Downloads (Linux) w

5 May, 2021

t


https://unity3d.com/get-unity/download/archive

1.2 I nstalling and | aunching AHU

1. Search for HUMANKIND in your |ibrary in St
Tool s0 under the ATOOLSO section.

SEARCH RESULTS

HUMANKIND

GAMES

& HUMANKIND™

TOOLS

J§ HUMANKIND™ Mod Tools

2. Launch the modding tool and go through the launcher steps.

- X
& Humankind Modding Wizard Setup

Welcome Page

Hi and welcome to the Humankind Modding Wizard Setup.

This wizard will help you:
1. Locate or install Unity Hub.

2. Locate or install the correct Unity Editor version.
3, Create a new project.



&« & Humankind Modding Wizard Setup

Unity Hub

Unity Hub is correctly installed and located.

| C:\Program Files\Unity Hub\Unity Hub.exe Locate

Install Unity Hub

€ & Humankind Modding Wizard Setup

Unity Account and License
Please read carefully!
In order to create a modding project, you need a Unity account and an active License.

If you do not have a Unity account, you can create one by clicking on this link:

Create Unity account
Once you have a Unity account, login inside the Unity Hub and activate your license.

| OpenUnityHub | Activating a licence in the Hub




< & Humankind Modding Wizard Setup

Unity Editor 2020.3.7f1

Unity Editor is correctly installed and located.

| C:\Program Files\Unity\Hub\Editor\2020.3,7f1\Editor\Unity.exe

Choose where Unity Editor will be installed.

Download and Install

< & Humankind Modding Wizard Setup

Create Project

Choose the root folder where your project(s) will be created.

| C:\Humankind Modding

Choose your new project name.

|Proje|:t1|




3. Once Unity is fully started, you can proceed with modding.

€ Untitled

Mod Name

Q

1.3 Starting the first project

1. Most of the wusual Unity tabs wondt be wused
rearrange the working space to the more efficient one. We recommend you to focus
on AMod Editor o, AProjecto, fiConsol edo and
B Project - Untitled - PC, Mac & Linux Standalone - Unity 2020.3.7f1 Personal <DX11> - a x

YElO @ O 8 ¥ Center @ Glol

Mod Name

10



2. Once the working space is ready, <create the
Modo button.

Mod Editor = Project

1. Configuration

Mod Name

0 This is a valid name.

3. Complete the related fields
Mod Editor b= Project

1. Configuration

Project1

Author TestAuthor

Description
Test Description

Homepage Test Homepage Title

Release Notes

Test fields are completed|

e Once this is done, you can start adding data to your mod by going to the 2. Data tab of this window.




Now you are ready to export some databases or work with your own to create the first

mod!
1.4 Continue working on the mod
If the project was closed you can reopen it from the Unity Hub to continue working on the
mod.
€ Unity Hub 2.4.5 - O s
< unity O
@9 Projects Projects ADD m
€  Learn
Project Name Unity Version Target Platform Last Modified O\
2% Community
Project1 ‘ d
= |nstalls C:\Humankind_modding\Project 2020.3.7f1 Current platform atewseconds

ago

Unity Version: 202

12



2 Game Assets Types

In order to modify the game, you have to work with the related in-game databases,
collections, and assets.
The game has 3 main associated types of assets:
0 Definition - defines the object characteristics, settings and applies a descriptor to
this object.

Food
0
Any

DistrictVisual Affinity_

Extension_Base_Food

nsion_|
Effect_Extension_| _Food_Yield
Effect_Extension_Base_Science
Effect_Extension_Base_Science_Yield

Effect_Extension_Default_Vision

Effect_Extension_Work placeSlot_Food

e

Effect_Extension_WorkplaceSlot_Science

13



0 Descriptor - defines the effect that is applied to the in-game objects, assigns tags,
etc. Several descriptors can be applied to the same definition object.

District

Source (District) Target (District)

Target: District

v FoodProduced

0 Ul Mapper - defines the interface representation of the asset including name,
description, i mages, et c. | f there i
be visible to other players in the game.

All these 3 objects have different types for different in-game objects/mechanics and are
divided into different collections. Example of different definitions:

14

S

n

(0]



AirUnitDefinition
AirpartDefinition

Artificial DepositDistrictDefinition

ArtificialWonderDefinition
ColonialDistrictDefinition

ConstructibleActionDefinition

EmpireWideConstructionParticipationDefinition

ExploitationDistrictDefinition
ExtensionDistrictDefinition
FakeEmblematicCamp
HolySiteDefinition
LandUnitDefinition
MissileUnitDefinition
NationalProjectDefinition
NationalProject_Leveling

Example of different collections:

O«

1

de f

exampl e,

ni

t

ement
structibleCommonExt

city distr
on object

3 assigned descriptors:

1

3 Effect_Extension_Base_ Harbour;
3 Effect Extension_Default_Vision;

3 Tag_Extension_Urban.

Ul

mapper

2.1 Ul mapper notes

Few important notes regarding Ul Mappers:

(0]

ct AHarbourod consists
AExtension_Base_ Harbour

AExtension_Base_ Harbouro.

The best way to work with Ul mappers is to duplicate the existing similar Ul mapper.

It will eliminate the issue of having the wrong Ul mapper type.
Civilization_Era1_Babylon

Add

Cut

Copy 1 Element

Paste as New

Copy Name
Rename

Delete 1 Element
Duplicate 1 Element

15



0 If the new image is added to the Ul mapper object, it must be stored inside the
iResour cesoeproject. der of t h

=

3 i @lns
& € ¢y @ er Test (Ul M

UlMapper Generator

UlMapper Convert Data

Copy 1 Mappers to Clipboard

(Constructible Ul Mapper)

Im Packages

All Ul Mappers must have the same names as Definition objects to be displayed in
the game.

uctible Common Extension Definitio

UlMapper Generator

UlMapper Convert Data

Copy 1 Mappers to Clipboard

0 The Al mageso field of t he Ul mapper wor ks
keywords for t he exampl e: ASmall o,, #fAMedi
f

ALandscapeo, AFactionCardo, AvatarBackgr ot
existing Ul mappers for more examples.

Small
Medium

Large

zation_Eral_Babylc

on_Eral_Baby

ion_Eral_Ba

EraTimeline

16



field AColorodo works as a filter to the
0 The ASort Priorityo is used to sort units i
0 The nACoinkslte uTcrtai t s6 i s used during some spe

le Traits

Raised When Besieged

Raised From Militarist Affinity

17



3 Game Asset Modification/Replacement

The easiest way to work with game data is to import existing database object and modify

1. Go to fA2. Datao of the Mod Editor tab.
Select Al mport from Archiveso.
3. Search for the necessary object (l et s mo (

production cost). To select the correct asset type, please refer to the text in
parentheses.

4, Press Al mportid.

N

Mod Editor  Bm

1. Configuration . 3. Export

Gameplay Data & VisualManning
Import from mercurydatabases.assetbundle

AirUnit_Era5_Common_Biplanes (AirUnitDefinition)

Import from Archives

Localization

After the object becomes available for editing in the project structure.

2 i @ Inspec

rUnitDefinition
AirUnit_Era5_Common_Biplanes

Military

] y UnitFamily_FighterAircraft
I Runtim 34

Im Packages Any

| Affinit None

18



Now | etdés change the basic production
described in more detail in the corresponding chapters later.

finition Construction Prerequ

Constructible

Production
-1
ProductionCost_Unit_EraS_Medium

Note! This action will overwrite the initial object data.

Once the change is made, the mod can be tested.

1. Go to A3. Exportodo of the Mod Editor

2. Select ABuild and Runo.

3. Check the result in the game (cost was changed a little bit due to the game speed).
d Editor s Project =

1. Configuration

Build and Run

Build Build and Run

19
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SCIENCE
49/

-

70 Q6 [2

CONSTRUCTION QUEUE (0) SURPLUS: 31

No construction in progress. ,.Jf

BIPLANE

No pending construction

CONSTRUCTIONS COMPLETED (28)

. IEW ONLY
ITEMII @ CONSTRUCTIBLE
QUEUE @ O(Ss)m

ALL (0] ) (13) 3 (14) f O (8)
14

= Fighter

Important! It is not recommended to store unused objects within the mod project
structure. Please either not export unused objects, or remove unnecessary objects from
collections/collections after the mod is created.

20



4 Game Asset Creation

If you wish to create an in-game object from scratch there are 2 ways to do it.
0 Duplicate the existing object and modify all the necessary fields.

~

0 Create the object from scratch.

4.1 Duplicating the existing object

It is the easiest way of creating a new game asset. Simply duplicate the similar one and
fill the fields accordingly.
1. Go to A2. Datao of the Mod Editor tab.
2. Select Al mport from Archiveso.
3. Search for the necessary object definition and Ul mapper objects. To select the
correct object, please refer to the text in parentheses.
4. Press fAl mport .

Mod Editor £

1. Configuration 2. Data 3. Export Q UI;tiﬂEd

= Import from mercurydatabases.assetbundle
Gameplay Data & Visu M |

q

Extension_Base_Food (ExtensionDistrictDefinition)

Import from Archives

Localization

After the objects appear in the project structure window, go to both collections and
duplicate the items. The original one should be deleted.

21



£ rch: *
Extension_Base_Food

Add

Copy 1 Element

Cut

Paste as New

Copy Name
Rename

Delete 1 Element
Duplicate 1 Element

UlMapper Generator
UIMapper Convert Data

Copy 1 Mappers to Clipboard

Modify both objects as required and test changes. As it is shown, a new district which
produces food and science was created.

TEST TITLE ! e

Sy 2 ax

© INFRASTRUCTURES (1)

22



4.2 Creating objects from scratch

The more complicated way is to create collections and objects from scratch. You have to
know the type of the object, its structure, and Ul mappers before you are going to create one.

++ a

aw Assets

I Runtim

I
I Packages

1.
2
3.
4.
5

6.

Go to the

Select the
Press AOpen Editor éo.
Search for the object you are going to create.
Press fiCreate New Datatabl eEI

Reuse the window to create a Ul mapper collection.
Im Project Mod Editor H r

AProjecto tab in Un

fiDat abaseso folder

BN

Databases

|

i ty.

ement Col

DatatableElementCollection Editor n

DatatableElementCollection Editor

DatatableElementCollection Type(s)

Amplitude.Merc

a Const

imulation.ConstructibleDefiniti

Create New DatatableElementCollection

23
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DatatableElementCollection Editor n

DatatableElementCollection Editor

DatatableElementCollection Type(s)

Amplituc
Ampli

Amplitude.Ul.UIMappersCollection

Create New DatatableElementCollection

After the collections appear in the project structure, you can rename them for more efficient
navigation.

Configurations

= Databases
fr, ConstructibleDefinitionTest
&, UIMapperTest

Collections are just containers for assets, create the definition and Ul mapper objects
separately:
1. Select the collection.
2. Right-click in the inspector window of the selected collection.
3. Select the necessary object for creation

24



aw Assets

I [Amplitude
Ampl

Add
Copy

AirUnitDefinition
AirportDefinition

Cut ArtificialDepositDistrictDefinition

Paste as New ArtificialWonderDefinition

Copy Name ColonialDistrictDefinition

Rename ConstructibleActionDefinition

Delete EmpireWideConstructionParticipationDefinition

ExploitationDistrictDefinition
ExtensionDistrictDefinition

Duplicate

AttinityUIMapper
AvatarEditorPresetUIMapper
AvatarEditorSettingUIMapper
AvatarEditorTabUIMapper
CivicsUIMapper
CompetitiveDeedUIMapper

UlMapper Generator
il b ConstructibleSectionUIMapper

UlMapper Convert Data :
PF ConstructibleTypeUIMapper
ConstructibleUIMapper

=finition sarch: *  a ControlBannerContentldUIMapper

ControlBannerUIMapper

CulturalProximityUlMapper
DiplomaticAbilityUIMapper
DiplomaticActionUIMapper

Add
Copy
Cut

Paste as New DiplomaticAgreementCategoryUlMapper

DiplomaticDemandGainTypeUlMapper

Copy Name
. - DiplomaticGrievanceUlMapper
I Packages Rename _p : pp
Delete DiplomaticMorallnfluenceTypeUIMapper
Duplicate DiplomaticStateTypeUlMapper

NinlamaticrTraatuTunal lIMannar

After the new objects are created in the collections, rename them both so their names
match from different collections.

UlMapper Generator

UlMapper Convert Data

Copy 1 Mappers to Clipboard

25



Modify both objects to get the preferred result and test them.

6>I 1 finition)

Constructible

District
Extension_Base_Food
ptor Refi
Effect_Extension_Base_Food
Effect_Extension_Base_Food_Yield
Effect_Extension_Base_Science
Effect_Extension_Base_Science_Yield
Effect_Extension_Default_Vision
Effect_Extension_WorkplaceSlot_Food

Effect_ Extension_WorkplaceSlot_Science

= 8 = e e e

26



As it is shown, a new district which produces food and science was created.

TEST MANUAL CREATION
TITLE

CONSTRUCTIONY

ITEM 22 @

QUEUE @ =]
ALL

() DISTRI




5 Building and Running the Mod

To test changes made in the modding tool you can:
0 Uset he ABuild and Runo button | ocated in the
tab. The game will run automatically.

Mod Editor

1. Configuration

Build and Run

0 The mod has been built (11/15/

Build Build and Run

0 Use ABuil do and ARuno buttons separately | ¢
AfiMod Editoro tab.

Im Project Mod Editor

1. Configuration

Build and Run

0 The mod has been built (11/15/

Build Build and Run

28



0 Build mod within the editor using the MABui
the correct mod in tie AComammumebyoNEXYXDuUuasa@

number of applied mods in the bottom right corner.

I Project Mod Editor

1. Configuration 3. Export

Build and Run

Q The mod has been built (11/15/2021 16:48:46).

Build Run Build and Run

EXTRAS COMMUNITY

TUTORIALS
SETTINGS

CONTENT MANAGEMENT

6 CONNECT TO MOD.I0
SHOW ALL TYPES [v]
ACTIVATE MOD Y

Check the mods you want to use, then hit Apply to activate them.

PROJECT1

1155 7
nsion

PROJECTI1

o
M ‘lDD

S Extension
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6 Shipping the Mod

6.1 Shipping the mod within the site

Once the mod is ready, you can share it with others within the mod.io site:
1. Create the account on the https://mod.io/ site.
2. Login into your account and press fAAdd modo

mod.io Your Profile

_ aB Online : - Welcome to your profile, and enjoy exploring and sharing content you have created

Explore All

Add
Mods Developed ¢ 6 @ . ]

Date added A Add mod -~

0of 0

Guides

Comments

No mods published by ukoalooo were found matching the criteria specified. We suggest you try the with no filter applied, to browse all available.

3. Fill all the corresponding fieldsand pr ess fASave mod and next ¢
of the page.

Add Mod

. —————— 00—

Profile Media
Add your mod by following the steps above, which will guide you through the submission process.

Game*
Only games which allow mods to be submitted online are listed here. Others will require you to follow the instructions provided in their gar

Humankind

Name*

Summary*

Tell us about the changes your mod makes to the game in 1 paragraph:

« 236 characters remaining
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https://mod.io/

4. Fill the AMediao tab and proceed or ski
Manage Test Mod Media

y S —

Media Files

Add Youtube videos, Sketchfab 3D models and images to your gallery, to properly showcase your mod.

Images

+ Upload up to 30 images
* 8mb maximum

Youtube videos

I

Sketchfab models

I

5. Attach the mod, fill the related fields and proceed.
Manage Test Mod Files

v E]
Files Team

Upload the latest build of your mod and manage its release history. Only one file can be the designated current release, and your mod must have at least one file to
go live.

Upload file*

you should ZIP the base folder of your mod, or if it is a collection of files which live in a pre-existing game folder, you should ZIP those files:

Mods which span multiple game directories are not supported
Mods which overwrite files are not supported

Must be a ZIP file

5120mb maximum

From PC: v Bubpatu thaiin | ®aiin He BubpaHo

Version

We recommend a consistent version scheme like MAJOR.MINOR PATCH
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6. Add the teammates to moderate the mod.
Manage Test Mod Team

. — 00—
Files Team

When a member accepts an invite, they will join the team with "moderator” access. Promote them to an “administrator” to give them full control over this mods
profile, including managing other members access. Each level of access gives all of the rights of the lower levels, they are:

* Moderator - can moderate comments and content attached

* Manager - moderator access, including uploading builds and editing settings except supply and team members

* Administrator - full access, including editing the supply and team

6.2 Shipping the mod within Unity editor

Once the mod is ready, you can share it with others within the mod editor:
1. Go to A3. Exporto of the Mod Editor tab and

Mod Editor

1. Configuration

Build and Run

0 The mod has been built {11/1

Build Build and Run

Publish

t) in order to

Email Address Security Code

- Email Ad

or Create New Account

a . Account Q e login (or create a | acc
' mod.io

Profile
with a * are required.

Name*
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2. Fillin the necessary fields of the mod profile.
Mod Editor

1. Configuration

Profile

Status: New Fields marked with a * are required.

_____ 9

(7]

216 characters remaning. @

ce district

Homepage
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3. Press the AUpload to Servero button once fi

Mod Changes

Upload to Server n

Do you really want to upload your mod to the server?

Upload Cancel

4. Once it is uploaded to the server, go and check it on the website.

Upload to Server n

Your mod "Projectl" was successfully updated on the
server.

Open Website Close
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HUMANCIND Project1 for Humankind

Released Nov 16th, 2021. Ranked 3,999 with ( day) downloads
Published by ukoalooo (mod ID: 6494)

Description &y1asekb & W P Subscribe @0
_ Test Mod for Food/Science district Unrated EL‘_‘7 0 D:—‘ 0
Edit
C—
History
Contact

Statistics Releases

Filename Version Options

Learn more

? 132815438760228738_6494.zip

Add Mod

Comments
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Modding Tool Possibilities

With the modding tool it is possible to create different in-game objects from scratch to
diversify the gameplay. In the following several chapters, it will be shown how to create or modify
different game elements including:

0 technology;

0 constructible district;
0 unit;

0 culture;

0 narrative event;

0 civic;

0 Dbattles.

7 Adding a new Technology

Technology is an upgrade located on the Tech Tree which players research with Science
to unlock Civics, Building, Units, abilities, etc.
In the game technology consists of:

0 aname;

0 a description, shown in the tooltip;
0 animage;

0 acost (defined by the Ear Tier);

0 unlocks.

IRRIGATION IRRIGATION

¢ understandir f he 9@

7.1 Setting up the environment

To modify or create a new Technology, the
Go to A2. Datao of the Mod Editor.
Select Al mport from Archiveso.

Select the ATechnol ogiesod dat abase.
Press Al mport o.

PwnNPR
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Meod Editor

1. Configuration 2. Data 3. Export

Gameplay Data & Visual Mappin Import from mercurydatabases.assetbundle n

Import from Archives

Localization

After you will find the ®&piomtthle dpt ajpacte ditTrw

The ATechnol ogiesd database consists of 8 Coll
AErabDefinitiond has objects which define t}
era the technology is located.

[@]3

0 AEraVuUl Mapperso has objects which define the
0 "ResearchCost Modi fierDefinitiono is used fo
0 ARpnDefinitionScienceo has objects which de
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0 "nTechnol ogyDef i nit i yassets ikselfrwithamainm settinge Geh,n ol og
cost, prerequisites, unlocks).

0 "Technol ogyUl Mapper so contains ul mappers
assets.

0 AnTechnol ogyUnl ockUIl Mapperso defines the unl

0 ATi melineDefinitiond is unused.

Important! It is not recommended to store unused objects within the mod project
structure. Please either not export unused objects, or remove unnecessary objects from
collections/collections after the mod is created.

7.2 Creating the new technology

To create the new technology, a new technology definition must be created:
1. Select the ATechnol ogyDefinitionodo collectio
2. Add a new elementbyright-c| i cking in the I nspector spac
Technol ogyDef i ni tateanexistogonessi mply duplic

Technology.
Add TechnologyDefinition

Copy 1 tlement
Cut
Paste as New

Copy Name
Rename
Delete 1 Element

Duplicate 1 Element

T
T

T

Te
Te
Te
Te
Te
Te
Te
Te
T

7.3 Setting up the definition

In the ADefinitiond area select your desired t
|l ocated), and whether itds ex cHaRefergnee willdakeayour Er a ( b
technology to its necessary class.
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Hidden
Definition

Dlc Prerequisite

ce

7.4 Setting up the cost

I n the ACosto area set up the Most for the new
1.1 n the ACost Rpn Referenceodo field search fo
2. Sel ect the corresponding ATechnology Era_ T

definethecost f or your technology. The fACost Rpn
tier from t he ADefinitionod area (e. g
Technology Eral Tier2 Cost).

Prerequisites
Technology Prerequisite

Names

Unlock References

Simulation Event Effects

SimulationEventEffect_AddFame

7.5 Setting up the prerequisites

The APrerequisitesd section def i ef@estheiclirenany Tec
one. It is possible to pick several prerequisite Technologies, so the current Technology will be
available once at least one of the prerequisites is unlocked.
1. Expand the ATechnol ogy Prerequisiteo.
2. Click plus on the giySeNainaelsioz.abl e Technol o
3. Select prerequisite Technologies (can be from different eras BEFORE the current
one).
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Prerequisites

Technology_Eral_05

7.6 Setting up the unlock references

7.6.1 Setting up the unlock reference

To add some unlocks to the jechnol ogy:

1. Click plus on the fASimulationEvent Effectso.
Pick the preferable effect in APlugin Edito
3. Set the AU Mapper Overrideo field to name

in the next step.

4. Set the ATargétMapPor Eompi Empior e
5. Set the amount.

N

Unlock References
Simulation Event Effects

SimulationEventEffect_AddFame

FameGains_Test

Empire (MajorEmpire)

Amount

7.6.2 Setting up the unlock reference Ul mapper

To add the correct display name the Ul mapper has to be created.
1. Go to the ATechnologyUnlockUIl Mapperso coll e

2. Addanewelementbyright-c| i cking in the Inspectotlspace
Mappero or simply duplicate an existing one
3. Rename the object to the same name from the

4. Fill corresponding fields.
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UlMapper Generator

UlMapper Convert Data

Copy 1 Mappers to Clipboard

Fam

Fam

Fam

Fam

Fam

Fam
FameGains_Test
Fam ns_Theon

7.7 Mapping the technology to the Tech Tree

To display the technology on the Tech Tree correctly and assign the correct
naming/description/location, the new Ul mapper must be created:
1. Go to the ATechnologyUl Mappersodo coll ect
2. Add a new element by right-clicking in the Inspectorspace and sei>ect
Technol ogyUl Mapper o or simply duplicate
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CulturalProximityUIMapper
DiplomaticAbilityUIMapper
DiplomaticActionUIMapper
DiplomaticAgreementCategoryUlMapper

UlMapper Generator

DiplomaticDemandGainTypeUIMapper
DiplomaticGrievanceUlMapper
DiplomaticMoralinfluenceTypeUlMapper

UlMapper Convert Data

DiplomaticStateTypeUIMapper
DiplomaticTreatyTypeUIMapper
EndGameConditionUIMapper
EndGamesStatisticTypeUlMapper
EraUIMapper

Add FactionUIMapper

Copy 1 Element FameReputationUIMapper
@ G2GRequestUIMapper
HealthUIMapper
Ideological AxisUIMapper

B B 1 e B B B |

Paste as New

£

] nife Copy Name
I Plugir Rename MandatoryUIMapper

OR urc Delete 1 Element ModeBackgroundWindowUIMapper

r ﬁ'-" '-‘““M 7 ; NotificationUIMapper
W Packages tio OptionPresetUIMapper
OptionUIMapper
OptionsGroupUIMapper
PingUIMapper
PresentationBattleStatusUIMapper
PublicOrderUIMapper
ReligionTenetUIMapper
RevolutionGaugeUIMapper
ScenarioUlMapper
ScenariosGroupUIMapper
SettlementActionTypeUlMapper

TechnologyUlMapper

TerrainTypeUIMapper
ToastUIMapper
TradeRnadPathTunescl lIManner

3. Rename the newly created object to t
object has. Names from 2 collections MUST match.

UlMapper Generator
UlMapper Convert Data

Copy 1 Mappers tg

T
=
=
-
-
T
T
-

N Era6_31
Technology_Test_01
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4. Fill the corresponding fields with pictures, name, description, and the location on
the Tech Tree of the technology.

Technology Description

Te
Picto SciencePicto

Technol f: ac Test

Tech Tree X
Tech Tree Y

Optional Unlo

) Ancient Era

EGYPTIANS
&2 %)
(= F0.

7.8 Testing

After all steps were done - build and start the mod. Start a new game. Go to the Tech Tree
and find the new technology.
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Empire Progression

TEST TECHNOLOGY TITLE

90

Enjoy the result. The Technology is automatically connected to its prerequisites. Once the
technology is unlocked, you receive 2000 Fame.

ASSYRIANS

Ancient Era

No Technology selected.
Select one of the elements below
to start its research.

Select the Technology you want to § = 3 3 o 4l { A e () P 2 e T A R
research with priority, it will replace the ’ S T ¥ ['EST TECHNOLOGY TITLI
current one. E X X - - RESEARCHED

CALENDAR
o0 @

_—

Test Technology Descri

=

DOMESTICATION

1>€
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8 Adding a new Constructible District

District is a city component (also known as Quarters and Extensions) that can be built on
the map tile, within the chosen region limits. It produces FIMS, as well as influence, religion,
stability, population limit, extracts resources, etc.

e o —

(<][~] %7 HAOJING
& 38/42 {30 Q39 [o6

i CONSTRUCTION QUEUE (1)

No pending construction

| CONSTRUCTIONS COMPLETED “7)

IEW ONLY ~

| v
=9
ITEM :2 @ CONSTRUCTIBLE

QUEUE @ 0 zo)(v)

ALL S ()

() DISTRICTS (9)

(Z
J
=

In the game District consists of:

0 aname;

0 a description;

0 animage;

0 acost;

0 game effect;

0 prerequisite requirements.

8.1 Setting up the environment

To modify or create a new constructible district, the related collections have to be used (
ASettl ementdo and ATechnol ogyDefinitionodo | ibraries
1. Go to the A2. Datao tab of the Mod Editor.

2. Select Al mport from Archiveso.
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3. Sel ect rel ated coll ections from t he
(AConstructibleCommonExtensionbo tianl | ect i
ATechnol ogyDefinitiono.

+ Iy ConstructibleCommonExtensionDefinition
ymmonExtensionD [

Mod Editor

1. Configuration 2.Data 3. Export

Gameplay Data & Visual Mapping

Import from Archives  Create New Collection Select[

Localization

lifierDefinition

These items wild.l appear in the AProjectd struc

Im Packages

Important! It is not recommended to store unused objects within the mod project
structure. Please either not export unused objects, or remove unnecessary objects from
collections/collections after the mod is created.
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8.2 Creating the district definition

Definition allows setting basic properties of the future constructible district.

1. Sel

ect

AConstructibl
2. Add anewelementbyright-cl i cki ng i n

t he |

AExt ensi onDi st r i ctupieafe amekigtingoned or

After the
to rename the object.

Extension_Base_Food_TEST

On t he

831Sett

Extension_Base_AdministrativeCenter

new definition

ng

fDef

unp

structible Definition Collection)

Add
Copy 1 Element
Cut

Paste as New
Copy Name
Rename
Delete 1 Element
Duplicate 1 Element

up t he

iono tab

t he

This step will set some basic properties of the district.

Constructible

Food
0

An Y

DistrictVisualAffinity_Base_Food

Extension_Prototype_BaseEconomy

AirUnitDefinition
AirportDefinition
ArtificialDepositDistrictDefinition
ArtificialWonderDefinition
ColonialDistrictDefinition
ConstructibleActionDefinition

eCommonEXxtensi
nspect-nr

onDef
spac
simply d

EmpireWideConstructionParticipationDefinition

L ptationDistrictDefinition

t he

ExtensionDistrictDefinition

aketmblematicCamp
HolySiteDefinition
LandUnitDefinition
MissileUnitDefinition
NationalProjectDefinition
NationalProject_Leveling
NationalProject_NuclearTest
NationalProject_Spacelaunch

appears 1in

nDef i

propert

ARnConstruct

n

|t

es

I ono

of

48

t

same |

hY

he



1. Select the type of the resource district will be connected with.

Any

None

None

Leave | evel val ue at

None
0
%

None

Food
0

Any

DistrictVisualAffinity_Base_Food

None

The fConstructibl e vi sual
district. Select the related one
Note! This field is not modifiable at the moment.

Constructible

to

affinityo

the

district.
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8.3.2 Setting up the ADistricto sect

This step will help to add specific properties to the constructible district.

Extension_Prototype_BaseEconomy

None

1. The APrototypeo defines which existing con
reference for the new one.

District

Extension_Prototype_BaseEconomy

2. The AOwn Description Referenceso defines
additiontothealr eady defined one from the fAPrototyr
giving production slots, stability decrease, etc).

Effect_Extension_Base_Science
Effect_Extension_Base_Science_Yield
Science_SynergyScience00

Effect_Extension_WorkplaceSlot_Food

Tag_Extension_PublicOrderLoss

Effect_Extension_Base_Food

S 8 s e S s s

Effect_Extension_Base_Food_Yield

3. The following properties define if the district can be destroyed/replaced with
another or be converted into ruins.

ngraded To Ruin
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4. The MnAAddiutailonlaelveMisso defines the intensity
district. Value stands for the quantity of the produced resource per turn.

ditional al Ley

5. In the section below, additional properties can be added.

6. It is possible to apply special status when a friendly unit is on the constructible
district tile.

None

8.3.3 Setting up the AExtension Dist

This section is mostly used to define specifics for districts that extract resources.
Extension District

ExploitationRule_MNeighbours_Food

Count

MNone

rrain With TerrainType_CityTerrain

1. The AExpRoieaRedberenced is wused for exploi
around the district.

Asset Labels

ExploitationRule_Neighbours_Food
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2. For the extractor buil dings | ike mines or
should be checked.

Extension District

ExploitationRule_Neighbours_FoodScience

loitation Rule Re

Count

3. If the building produces a wondrous type of resource, it should be chosen exactly
which one. Please refer to the end of the guide for the names of the resources.

Resourcel13

uni t type,

rerrainType_CityTerrain

5.

ExploitationRule_Neighbours_Food

Resource13

None

6. If the district is supposed to change the tile terrain type, it may be indicated in the
ASerializable Replace Terrain Wi tho.

Extension Distri

ExploitationRule_Neighbours_Food

Resource13

None

Wit TerrainType_CityTerrain

8.4 Setting up the AConstruction

| f the previous 0 Bbedtwhatiatconstrocible Wistrict does, shenahe |
AConstructiono allows setting the materi al requir
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Definition

Production

B |
ProductionCost_Extension_Base_Medium

There are some options that could be chosen to manage the construction process.
To speed it up or cancel, for example.

Definition

Constructible

I'n the AProduction Costo secti on, t he exact
may be set. Or there is an option to choose

Definition Referenceo item.

Production
-1
ProductionCost_Extension_Base_Medium

3. Same for the AMoney | onsetamtst@ast &oahad, A|j ok

resource choice.

4. The APopulation I nstant Costo works the san
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8.5 Setting up the APrerequisite

8.5.1 Setting up the AConstructibl eo

This section is responsible for defining general prerequisites for a constructible district to
be created.

~ None

rerequisite

None

1.

3. The AResource Supremacy Prerequisitesod mean
construction only if the playerodés empire pr
resource among other empires.

quisite

Resource01
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The AEra Prerequisiteso allows to designa:
constructed.

Greater Or Equal

If a building is meant to be created only by a certain civilization, then this has to be
chosen in the AFacti on Prenblengtcbuldingseso it em.

The ASettlement Status Prerequisiteod define
built (city or outpost).

s Prerequisite

If a building is meant to belong to a certain religion, it can be specified in the
ARel igion Affinity Prerequisiteo.

I f a building needs a certain amount of a s
Property Prerequisiteso should be filled.

ettlement P

ater Or Equals

The fASettlement Stability Prerequisiteso de
construction.

55



10.The ADistrirceaquGosuntes®Prepecifies a certain
districts for the construction.

None

Prerequisiteso is recommen

11.The

None

8.5.2 Setting up the ADistrict/ Own T

This section will help to set certain requirements for a terrain on which a constructible
district can be built.

None

No Constraint

Forbidden

No Constraint

Forbidden

True

Explored
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In case a building needs to be placed on a certain resource deposit, it can be
designated in the APoint of I nterest Preregq

No Resource Deposit

The @ARiver Prerequisiteo defines whether
construction.

Has To Be Not Present

The ATerr aitreoPradrl eogwsi sdief i ning on which typ
district may or may not be built.

Forbidden

If a building should belong to a special climate zone, then it has to be specified in
the ABi ome Prerequisiteso.

» Biome_Desert

The ACIiff Prerequi srietreedqua sd ttetbe dfeMd inret anvihre
may be built in these zones or not.
Cliff isite

No Constraint

Forbidden

I f Il and has to be explored for the construc
Prerequisiteo section.

True

Explored
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8.5.3 Setting up the ADistrict/ Neigh

Conditions of the neighbour tiles for a constructible district may be set in this tab.

Vi N ing Tiles igh

Any Tile

Same Region

v

None

No Constraint

t he ANeighbo

2. The ATerrain Prerequisitedo defines which
supposed to have.

site

None

3. The #nARirveegqruiPsriet ed0 defines whether a river i
or not.

No Constraint

58



8.5.4 Setting up the ADistrict/ Borou

If a building is supposed to be built on borough land, then it must be specified in a certain
tab.

Neighbouring Tiles Borough

Build In Extendable Borough

8.6 Setting up the Ul and GeoLocalization

To display the newly created district in the game correctly, a new object in the
AConstructi bl e Co nanpoprel xstoe ncsoild rel&tlItM on has to be crea
1. Select the AConstructibleCommonExtensionUl M
2. Addanewelementbyright-c| i cking in the inspect-®»r spac
AfConstructibleUl Mapper o or simply duplicate
t y i} Li]

UlMapper Generator

UlMapper Convert Data

Copy 1 Element
Cut
Paste as New

Copy Name
Rename

Delete 1 Element

Duplicate 1 Element
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3. Rename the new Ul object to the same name the district definition object has.
Names from 2 collections MUST match

UlMapper Generator
UlMapper Convert Data

Copy 1 Mappers to Clipboard

nition iction F'V'E‘I'E‘C]UI‘Z.HEE.

Constructible

8.7 Adding the constructible district into the Tech Tree

In order to unlock the building in the game within a Tech Tree, it has to be added into one
of the existing technologies. Be sure that the ere&
era prerequisites.
1. Go to ATecchndTeghewrsebogy Definitiond inside
2. Addani tem in the fASimulation Event Effectso.
3. Choose the ASIi mulationEvent Effect _Unl ockCon
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O Inspectc @ Inspector

Prerequisites

Unlock References

Definition

4, Find t he newl vy added it em, click on t he f
choose the nAnDatatabl eEl ement Ref erenceo.

ctible Traits

5. Add an item in t hredinCoenssd rtulcegn bd el Reetf et he <co

Empire (MajorEmpire)

Extension_Base Food TEST

8.8 Testing

After all stepsweredone-c | i ck ABuild and Runo. Start a new
era.

Open ATechnologiesod and find the modified one.
the technology card. Point a cursor on it and a name given in the modding tool will appear.
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ASSYRIANS

Research this technology and fulfill other prerequisites set for this building. It will become
available for construction. Build it and check if the properties correspond with the ones in the
modding tool.

If everything is okay, then the constructible district was successfully created.
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