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1 Installing Modding Tool and Creating the Mod 

To start the modding process of the game, the ñHUMANKIND Mod Toolsò has to be 

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. 

 

 
 

2. Select ñUnity 2020.xò 

 
 

3. Search for ñUnity 2020.3.7ò, download and install it. 

 

https://unity3d.com/get-unity/download/archive
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1.2 Installing and launching ñHUMANKIND Mod Toolsò  

1. Search for HUMANKIND in your library in Steam and install ñHUMANKIND Mod 

Toolsò under the ñTOOLSò section. 

 
 

2. Launch the modding tool and go through the launcher steps.  
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3. Once Unity is fully started, you can proceed with modding. 

 

1.3 Starting the first project 

1. Most of the usual Unity tabs wonôt be used during the mod creation so you should 

rearrange the working space to the more efficient one. We recommend you to focus 

on ñMod Editorò, ñProjectò, ñConsoleò and two ñInspectorò tabs. 
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2. Once the working space is ready, create the new mod by clicking on the ñInitialize 

Modò button. 

 
 

3. Complete the related fields like ñAuthorò, ñDescriptionò, etc. 
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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. 
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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: 

ǒ Definition - defines the object characteristics, settings and applies a descriptor to 

this object. 
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ǒ 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. 

 
 

ǒ UI Mapper - defines the interface representation of the asset including name, 

description, images, etc. If there is no UI mapper object for the definition, it wonôt 

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: 
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Example of different collections: 

 
 

For example, city district ñHarbourò consists of: 

ǒ 1 definition object ñExtension_Base_Harbourò; 

ǒ 3 assigned descriptors: 

ƺ Effect_Extension_Base_Harbour; 

ƺ Effect_Extension_Default_Vision; 

ƺ Tag_Extension_Urban. 

ǒ 1 UI mapper ñExtension_Base_Harbourò. 

2.1 UI mapper notes  

Few important notes regarding UI Mappers: 

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

It will eliminate the issue of having the wrong UI mapper type.  
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ǒ If the new image is added to the UI mapper object, it must be stored inside the 

ñResourcesò folder of the project. 

   
 

ǒ All UI Mappers must have the same names as Definition objects to be displayed in 

the game.  

 
 

ǒ The ñImagesò field of the UI mapper works only with specific keywords. Few 

keywords for the example: ñSmallò, ñMediumò, ñLargeò, ñPictoò, ñTooltipò, 

ñLandscapeò, ñFactionCardò, ñAvatarBackgroundò, ñEraTimelineò. Please refer to 

existing UI mappers for more examples.  
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ǒ The field ñColorò works as a filter to the attached images. 

ǒ The ñSort Priorityò is used to sort units in the armies. 

ǒ The ñConstructible Traitsò is used during some special occasions. 
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3 Game Asset Modification/Replacement 

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

it: 

1. Go to ñ2. Dataò of the Mod Editor tab. 

2. Select ñImport from Archivesò.  

3. Search for the necessary object (letôs modify Biplaneôs movement speed and 

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

parentheses.   

4. Press ñImportñ. 

 
 

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

 



19 
 

Now letôs change the basic production cost of the unit. All the related fields will be 

described in more detail in the corresponding chapters later. 

 
 

 Note! This action will overwrite the initial object data. 

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

1. Go to ñ3. Exportò of the Mod Editor tab. 

2. Select ñBuild and Runò. 

3. Check the result in the game (cost was changed a little bit due to the game speed).  
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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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4 Game Asset Creation  

If you wish to create an in-game object from scratch there are 2 ways to do it. 

ǒ Duplicate the existing object and modify all the necessary fields.  

ǒ 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 ñ2. Dataò of the Mod Editor tab. 

2. Select ñImport from Archivesò.  

3. Search for the necessary object definition and UI mapper objects. To select the 

correct object, please refer to the text in parentheses.   

4. Press ñImportñ. 

 
 

After the objects appear in the project structure window, go to both collections and 

duplicate the items. The original one should be deleted. 
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Rename both new objects so their names match from different collections. 

 
 

Modify both objects as required and test changes. As it is shown, a new district which 

produces food and science was created.  
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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 UI mappers before you are going to create one.  

1. Go to the ñProjectò tab in Unity. 

2. Select the ñDatabasesò folder.  

3. Press ñOpen Editoréò.  

4. Search for the object you are going to create. 

5. Press ñCreate New DatatableElementCollectionò. 

6. Reuse the window to create a UI mapper collection. 
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After the collections appear in the project structure, you can rename them for more efficient 

navigation. 

 
 

Collections are just containers for assets, create the definition and UI 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 from the ñAddò menu. 
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Repeat for the UI mapper. 

 
 

After the new objects are created in the collections, rename them both so their names 

match from different collections. 
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Modify both objects to get the preferred result and test them.   
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As it is shown, a new district which produces food and science was created.   
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5 Building and Running the Mod 

To test changes made in the modding tool you can: 

ǒ Use the ñBuild and Runò button located in the ñ3. Exportò section of the ñMod Editorò 

tab. The game will run automatically. 

 
 

ǒ Use ñBuildò and ñRunò buttons separately located in the ñ3. Exportò section of the 

ñMod Editorò tab. 
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ǒ Build mod within the editor using the ñBuildò button, launch the game and select 

the correct mod in the game menu ñExtrasò -> ñCommunityò. You can see the 

number of applied mods in the bottom right corner. 
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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 ñAdd modò. 

 
 

3. Fill all the corresponding fields and press ñSave mod and next stepò at the bottom 

of the page. 

 
 

  

https://mod.io/
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4. Fill the ñMediaò tab and proceed or skip at the bottom of the page 

 
 

5. Attach the mod, fill the related fields and proceed. 
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6. Add the teammates to moderate the mod.  

 

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 ñ3. Exportò of the Mod Editor tab and login into your mod.io account. 
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2. Fill in the necessary fields of the mod profile. 
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3. Press the ñUpload to Serverò button once fields are completed. 

 

 
 

4. Once it is uploaded to the server, go and check it on the website. 
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37 
 

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: 

ǒ technology; 

ǒ constructible district; 

ǒ unit; 

ǒ culture; 

ǒ narrative event; 

ǒ civic; 

ǒ battles. 

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: 

ǒ a name; 

ǒ a description, shown in the tooltip; 

ǒ an image; 

ǒ a cost (defined by the Ear Tier); 

ǒ unlocks. 

 

7.1 Setting up the environment 

To modify or create a new Technology, the ñTechnologiesò database has to be used: 

1. Go to ñ2. Dataò of the Mod Editor. 

2. Select ñImport from Archivesò. 

3. Select the ñTechnologiesò database. 

4. Press ñImportò. 
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After you will find the exported database ñTechnologiesò in the project structure: 

 
 

The ñTechnologiesò database consists of 8 Collections: 

ǒ ñEraDefinitionò has objects which define the eraôs general attributes and in which 

era the technology is located. 

ǒ ñEraUIMappersò has objects which define the eraôs name, description, etc. 

ǒ ñResearchCostModifierDefinitionò is used for balancing purposes. 

ǒ ñRpnDefinitionScienceò has objects which define the cost of the technology. 
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ǒ ñTechnologyDefinitionò contains technology assets itself with main settings (tier, 

cost, prerequisites, unlocks). 

ǒ ñTechnologyUIMappersò contains UI mappers for the ñTechnologyDefinitionò 

assets. 

ǒ ñTechnologyUnlockUIMappersò defines the unlocks of Technologies. 

ǒ ñTimelineDefinitionò 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 ñTechnologyDefinitionò collection in the project structure. 

2. Add a new element by right-clicking in the Inspector space and selectingñAdd-> 

TechnologyDefinitionò or simply duplicate an existing one. 

 

7.3 Setting up the definition 

In the ñDefinitionò area select your desired tier, era reference (in which era Technology is 

located), and whether itôs exclusive to an Era (better not check it). Era Reference will take your 

technology to its necessary class. 



40 
 

  

7.4 Setting up the cost 

In the ñCostò area set up the ʩost for the new technology: 

1. In the ñCost Rpn Referenceò field search for ñtierò.  

2. Select the corresponding ñTechnology_Era_Tier_Costò, which will automatically 

define the cost for your technology. The ñCost Rpn Referenceò must match era and 

tier from the ñDefinitionò area (e.g Tier 2 and Era1 = 

Technology_Era1_Tier2_Cost). 

 

7.5 Setting up the prerequisites 

The ñPrerequisitesò section defines if any Technology must be opened before the current 

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 ñTechnology Prerequisiteò. 

2. Click plus on the ñSerializable Technology Namesò. 

3. Select prerequisite Technologies (can be from different eras BEFORE the current 

one). 
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7.6 Setting up the unlock references 

7.6.1 Setting up the unlock reference 

To add some unlocks to the ʝechnology: 

1. Click plus on the ñSimulationEventEffectsò. 

2. Pick the preferable effect in ñPlugin Editor Typesò (ñAddFameò for the example). 

3. Set the ñUI Mapper Overrideò field to name the reward correctly. It will be created 

in the next step. 

4. Set the ñTargetIDò to ñEmpire (MajorEmpire)ò. 

5. Set the amount. 

 

7.6.2 Setting up the unlock reference UI mapper 

To add the correct display name the UI mapper has to be created. 

1. Go to the ñTechnologyUnlockUIMappersò collection. 

2. Add a new element by right-clicking in the Inspector space and selectingñAddò->òUI 

Mapperò or simply duplicate an existing one. 

3. Rename the object to the same name from the ñUI Mapper Overrideò field. 

4. Fill corresponding fields. 
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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 UI mapper must be created: 

1. Go to the ñTechnologyUIMappersò collection. 

2. Add a new element by right-clicking in the Inspector space and selectingñAdd-> 

TechnologyUIMapperò or simply duplicate an existing one. 
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3. Rename the newly created object to the same name the ñTechnologyDefinitionò 

object has. Names from 2 collections MUST match.  
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4. Fill the corresponding fields with pictures, name, description, and the location on 

the Tech Tree of the technology. 

 
 

The X axis goes from left to right, the Y axis goes from top to bottom. 

 

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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Enjoy the result. The Technology is automatically connected to its prerequisites. Once the 

technology is unlocked, you receive 2000 Fame.  
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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.  

 
 

In the game District consists of: 

ǒ a name; 

ǒ a description; 

ǒ an image; 

ǒ a cost; 

ǒ game effect; 

ǒ prerequisite requirements. 

8.1 Setting up the environment 

To modify or create a new constructible district, the related collections have to be used ( 

ñSettlementò and ñTechnologyDefinitionò libraries): 

1. Go to the ñ2. Dataò tab of the Mod Editor. 

2. Select ñImport from Archivesò. 
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3. Select related collections from the ñSettlementò database 

(ñConstructibleCommonExtensionò collections)  and collection  

ñTechnologyDefinitionò.  

 
 

4. Press ñImportò.  

 
 

These items will appear in the ñProjectò structure, inside the ñDatabasesò folder. 

 
 

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. Select the ñConstructibleCommonExtensionDefinitionò collection. 

2. Add a new element by right-clicking in the Inspector space and selecting ñAddò -> 

ñExtensionDistrictDefinitionò or simply duplicate an existing one. 

 
 

After the new definition appears in the same inspector window, itôs strongly recommended 

to rename the object.  

 

8.3 Setting up the ñDefinitionò tab 

On the ñDefinitionò tab the properties of the district can be selected. 

8.3.1 Setting up the ñConstructibleò section 

This step will set some basic properties of the district. 
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1. Select the type of the resource district will be connected with. 

 
 

2. Leave level value at ñ0ò. This field is used for infrastructures. 

 
 

3. Set the ñUnicityò, it will designate how often the district can be built. 

 
 

4. The ñConstructible visual affinityò contains a list of visual appearances of the 

district. Select the related one to the district.  

Note! This field is not modifiable at the moment. 
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8.3.2 Setting up the ñDistrictò section 

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

 
 

1. The ñPrototypeò defines which existing constructible definition will be used as a 

reference for the new one. 

 
 

2. The ñOwn Description Referencesò defines constructible district properties in 

addition to the already defined one from the ñPrototypeò field (like producing FIMS, 

giving production slots, stability decrease, etc). 

 
 

3. The following properties define if the district can be destroyed/replaced with 

another or be converted into ruins. 
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4. The ñAdditional Visual Levelsò defines the intensity of the visual effects over the 

district. Value stands for the quantity of the produced resource per turn. 

 
 

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. 

 

8.3.3 Setting up the ñExtension Districtò section 

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

 
 

1. The ñExploitation Rule Referenceò is used for exploitation bonus from the tiles 

around the district. 
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2. For the extractor buildings like mines or stables, the ñExtract Resourceò option 

should be checked. 

 
 

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. 

 
 

4. The ñUnit Spawn Typeò sets the unit type, if the building is supposed to produce 

one. 

 
 

5. In this section additional options can be selected. 

 
 

6. If the district is supposed to change the tile terrain type, it may be indicated in the 

ñSerializable Replace Terrain Withò.  

 

8.4 Setting up the ñConstructionò tab 

If the previous ñDefinitionò tab was all about what a constructible district does, then the 

ñConstructionò allows setting the material requirements for its creation and the cost. 
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1. There are some options that could be chosen to manage the construction process. 

To speed it up or cancel, for example. 

 
 

2. In the ñProduction Costò section, the exact resource and its quantity for construction 

may be set. Or there is an option to choose one of the default patterns via the ñRPN 

Definition Referenceò item.   

 
 

3. Same for the ñMoney Instant Costò and ñInfluence Instant Costò, just without the 

resource choice.  

 
 

4. The ñPopulation Instant Costò works the same way as the previous 2 fields. 
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8.5 Setting up the ñPrerequisitesò tab 

8.5.1 Setting up the ñConstructibleò section 

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

be created. 

 
 

1. If a building needs access to a resource, it should be pointed here. 

 
 

2. The minimum needed population quantity can be pointed in this setting item. 

 
 

3. The ñResource Supremacy Prerequisitesò means that building will be available for 

construction only if the playerôs empire produces the biggest quantity of a certain 

resource among other empires. 
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4. The ñEra Prerequisitesò allows to designate in which era(s) building can be 

constructed. 

 
 

5. If a building is meant to be created only by a certain civilization, then this has to be 

chosen in the ñFaction Prerequisitesò item. It is used for emblematic buildings.  

 
 

6. The ñSettlement Status Prerequisiteò defines where a constructible district can be 

built (city or outpost). 

 
 

7. If a building is meant to belong to a certain religion, it can be specified in the 

ñReligion Affinity Prerequisiteò. 

 
 

8. If a building needs a certain amount of a settlementôs property type, the ñSettlement 

Property Prerequisitesò should be filled. 

 
 

9. The ñSettlement Stability Prerequisitesò defines the stability level required for the 

construction. 
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10. The ñDistrict Count Prerequisitesò specifies a certain amount of the required 

districts for the construction. 

 
 

11. The ñAction Type Prerequisitesò is recommended to leave as ñNoneò. 

 

8.5.2 Setting up the ñDistrict/Own Tileò section 

This section will help to set certain requirements for a terrain on which a constructible 

district can be built. 

 

 
 

1. The following example works for a vast majority of constructibles. 
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2. In case a building needs to be placed on a certain resource deposit, it can be 

designated in the ñPoint of Interest Prerequisiteò section. 

 
 

3. The ñRiver Prerequisiteò defines whether the river is needed or not for the 

construction. 

 
 

4. The ñTerrain Prerequisiteò allows defining on which type of terrain a constructible 

district may or may not be built. 

 
 

5. If a building should belong to a special climate zone, then it has to be specified in 

the ñBiome Prerequisitesò. 

 
 

6. The ñCliff Prerequisiteò and the ñMountain Prerequisiteò define whether a building 

may be built in these zones or not. 

 
 

7. If land has to be explored for the construction, it may be specified in the ñVisibility 

Prerequisiteò section. 
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8.5.3 Setting up the ñDistrict/Neighbouring Tilesò 

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

 
 

1. Basic conditions may be set in the ñNeighbour Tiles Prerequisiteò. 

 
 

2. The ñTerrain Prerequisiteò defines which type of terrain the neighbour tile is 

supposed to have. 

 
 

3. The ñRiver Prerequisiteò defines whether a river is needed next to the building tile 

or not. 

 
 

4. The following example works for a vast majority of constructibles. 
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8.5.4 Setting up the ñDistrict/Boroughò 

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

tab. 

 

8.6 Setting up the UI and GeoLocalization 

To display the newly created district in the game correctly, a new object in the 

ñConstructibleCommonExtensionUIMappersò collection has to be created.  

1. Select the ñConstructibleCommonExtensionUIMappersò collection. 

2. Add a new element by right-clicking in the inspector space and selecting ñAddò -> 

ñConstructibleUIMapperò or simply duplicate an existing one. 
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3. Rename the new UI object to the same name the district definition object has. 

Names from 2 collections MUST match 

 
 

4. Fill the related fields for the object. 

 

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 era of the technology corresponds with the buildingôs 

era prerequisites.  

1. Go to ñTechnologiesò -> ñTechnology Definitionò inside the ñProjectò panel. 

2. Add an item in the ñSimulation Event Effectsò.  

3. Choose the ñSimulationEventEffect_UnlockConstructibleò. 
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4. Find the newly added item, click on the ñConstructible Referencesò field and 

choose the ñDatatableElementReferenceò. 

 
 

5. Add an item in theñConstructible Referencesò then select the constructible district 

created earlier from the drop-down menu. 

 

8.8 Testing 

After all steps were done - click ñBuild and Runò. Start a new game and go to the needed 

era. 

Open ñTechnologiesò and find the modified one. The constructible district will be shown in 

the technology card. Point a cursor on it and a name given in the modding tool will appear.  
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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. 

  




































































































































































































