b mod creation How-To, documentation and reference
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b mod creation intro.mp4

https://www.youtube.com/watch?v=QfyM31rvpPo

Required (exactly): Unity 2022.1.6f1

Project Type: 3D built-in renderer

Import Package ,b-mod-tools.unitypackage” from the game folder in the Steam Library

Export by choosing , Tools -> ModTool -> Export Mod“ in the menubar and giving a name and a location

Entry Point: Rename , Assets/My/ModSupport/AutoRunScript” to ,AutoRun®,

Rename , Assets/My/ModSupport/AutoRunGameObject” to ,,AutoRun” as well.


https://www.youtube.com/watch?v=QfyM31rvpPo
https://unity3d.com/get-unity/download/archive

The ,, AutoRun” prefab is the only prefab which gets instantiated when the mod loaded and its attached
L»AutoRun script run.
Ensue all your work from ,, AutoRun”. The scene is not being exported to the mod but you can use it to
test. New prefabs and scripts of yours get exported to the mod.

The ,,AutoRun” script itself contains all major interoperability functionality and relevant considerations
as a working demo.
You are free with the exception of System.lO and System.Reflection.

Following functionality is available additionally:

requires ,using bUtilitiesDLL;”
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Change the Api Compatibility Level to ,,.NET Framework” in the Project Settings before you let export
your mod !
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allows you to add controls to the settings menu opened by pressing the Escape key on the keyboard

AutoRunScript.cs is a SettingsUser which gets notified in OnApply when settings have changed. You
can then let get the values of the controls you added from the protected property settings, of type
Settings.

You can let create slider and checkbox.
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seamless continuation of a sine wave of frequency A at a point by a sine wave of a different frequency
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