Spawner Guide for balancing

overview of script:

Variables:

startingMoney;

No changes will need to be made here but this gives an overview of what they do.

Functions:

Overview of spawn system:

Day rating:

dayRatingCalculation()

EconRating();
VendorRating();
TrackRating();

dayRating = econRating*vendorRating*overallSatisfaction*trackRating;
resetSatisfaction();
PlayerStatsEnd0fDay();

Day rating is calculated by multiplying the sub ratings together to get a single number that

adjusts the spawn number.



Progression rating:
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ProgressionRating()

getTrachQuality();
AvgVendorNum();
getDecorations();
if(totTrackscore > numTracks > 6 & numDeco > 21)
{

120 && avgNumVendors > 7
progRating = @.4f;

else if(totTrackScore > & numDeco > 14)

{

86 && avgNumVendors > 5 && numTracks >

progRating = 0.3f;

H
else if(totTrackScore > 48 && avgNumVendors > 3 && numTracks

{

> 1 && numDeco > T)
progRating = 8.2f;

else
{

progRating =
}

Progression rating is a much bigger change than the day rating, the overall idea is that the day
rating is a minor adjustment on a daily scale, while the progression rating is a more long term

rating based on the capacity of the park.
® NpcSpawnerGraph

Graph in link above represents the spawn numbers “a” is the day rating and “b” is the

progression rating.


https://www.desmos.com/calculator/pc0fbb51ax
https://www.desmos.com/calculator/pc0fbb51ax

The park opening and closing times are set in spawn:

Spawn()

X = time.DayProgress;

if (time._isPast6PM == Il x < Hand t .PARK_OPENING_TIME)
{
return;

}

X = x * 10;

a = GraphFun(x);

RunSpawn(a);

However to change them, they need to be changed in the HandleDayNightCycle script.

ocoltip("Closes at 8PM (6@ Mins * 2
LITERAL _PARK_CLOSING_TIME

p("Total minutes in a ¢ J]
LITERAL _LENG F_DAY = 144a;

ooltip("e-1 value equivalent to 18AM")]
PARK_OPENING_TIME = ( JLITERAL_PARK_OPENING_TIME / LITERAL_LENGTH_OF_DAY;

p("e-1 value equivalent to 8PM"}]
PARK_CLOSING_TIME = ( JLITERAL_PARK_CLOSING_TIME / LITERAL_LENGTH_OF_DAY;

ocoltip("Event that f ce at 9AM")]
_9AMReached;

ooltip("True
_isPastSAm =

ocoltip("Event tha ce at 6PM")]
0On_6PMReached;

Increase how often visitors spawn:

spawnPoints = C ct . FindGameOb jectsWithTag( " SpawnPoint*);

progRating =

dayRating = 1f;

InvokeRepeating(“"Spawn®, 5f, 18.11f);

In the start function, “Spawn” is invoked repeatedly , the first value is how long it waits to
perform the first run of the function, the second is how often after that it runs the function,

increasing this will make npcs spawn faster, careful with it.



To add more visitor prefabs:

runSpawn:

RunSpawn( NoVis)

for( i=8; i < Novis; i++)

{
location = UnityEngine.Random.Range(®, spawnPoints.Length);
or3 spawnLocation = spawnPoints[location].transform.position;

and . Next(8, prefabVisitors.Count);
npc = Instantiate(prefabvisitors[x], spawnLocation, spawnPoints[location].transform.rotation);

VisitorsIn += 1;
totalDayVisitors += 1;

npc. transform. GetComponent<Vis

}

Uses a list of gameobjects to spawn a random prefab, to add more to the list, find the spawner

in scene and add it to the list there.

Layer Default

Select

A Transform

Position

Element 0 @ MVisitorBase

Element 1 i FVisitorBase

Economy rating:

Calculated by comparing the money at the start and end of the day, not really anything to

change.

EconRating()

EndMoney = PlayerManager.Instance.Money;

econRating = startingMoney / EndMoney;

Vendor rating:

Calculated based on the range of number of visitors each vendor served each day, the lower the

range the better as it means all vendors are valued around the same:



else if (highest - lowest > 28

else if (highest - lowest > 18

VendorRating()

List<int> vendorsVis = List<int>();

ct.FindGameObjectsWithTag("Food Vendor");

ength; i++)
dGameObjectsWithTag("Drin
< x.Length; i++)
FindGameObjectsWithTag("E
8; i < x.Length; i++)

ject.FindGameObjectsWithTag("Toilet");

; 1 < x.Length; i++)

highest = vendorsvis[e];

r i = @; i < vendorsVis.Count; i++)

lowest = vendorsVis[e];

r ( i = @; i < vendorsVis.Count; it++)

if (highest - lowest > 3@)

vendorRating = 1.3F;

vendorRating = 1.1F;

vendorRating = 8.9F;

¥
else if (highest - lowest > 5 && highest - lowest

vendorRating = @.7F;

&& highest - lowest <

&& highest - lowest <

< 10)

Can change the bottom of the function, adjusting the weighting of the rating or conditions for

each level, can change the floating rating values or the flat conditional ones.

Track rating:

TrackRating()

getTrackQuality();

if(totTrackScore > prevTrackScore)
i
prevTrackScore = totTrackScore;
trackRating = 8.8f;
}

else if(totTrackScore == prevTrackScore)

{

prevTrackScore = totTrackScore;
trackRating = 1f;

}

else

{
previrackScore = totTrackScore;
trackRating = 1.2f;

}

The track rating is based on whether the track quality score has improved each day, going up if

it has down if its gotten worse and remaining 1if it hasn't changed, can change these values, if

you want to punish players for not improving instead of the score remaining still, i.e. if the score

hasn't changed, the rating is negative.



Progression Rating:
ProgressionRating()

getTrackQuality();
AvgVendorfum();
getDecorations()

if(totTrackScore > 120 && avgNumVendors > 7 && numTracks > 6 && numDeco > 21)
{
progRating = @.4f;

else if(totTrackScore > 80 && avgNumVendors > 5 & numTracks > 3 && numDeco > 14)
{

progRating = 8.3f;
}
else if(totTrackScore > 48 && avgNumVendors > 3 && numTracks > 1 && numDeco > T)
{

progRating = 8.2f;

else

{

progRating = 8.1f;

Uses a number of factors the change the progression rating, the progression rating drastically
changes the spawn rate of visitors even with just 0.1 changing at a time, so large conditions are

recommended, but all number here can be played with and are fairly easy to understand.



