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Introduction 
Eadon Advanced RPG is a roleplaying games add-on for Eadon Character Controller, adding a 
sophisticated character management system based on all the classic tropes of role playing 
games. It is an optimized and improved add-on replacing Eadon RPG. 
 

Features 
Eadon Advanced RPG has the following features: 
 

¶ Races 

¶ Classes 

¶ Alignments 

¶ Stats 

¶ Skills 

¶ Equipment effect 

¶ Vendor system 

¶ Runtime item customization via attachments 

¶ New spells 

¶ Runtime character creation and customization system 
o Trait based character customization 
o Physical character customization (supported assets only) 

¶ A posture system inspired by Sekiro ς Shadows Die Twice 
 

  



Changelog 
 
Version Release Notes 

v1.0 Initial release 
 
 

  



Prerequisites 
In order to be used and recognised, the RPG Addon must be enabled by going to the 
Eadon/Settings menu and ticking the relative checkbox to enable conditional compilation of 
the support for this asset: 
 

 
 



Please do not move or rename the folders installed by this addon in the Cogs & Goggles 
structure. 
  



Configuration 
Before a character can be created, the RPG system must be configured. Eadon Advanced 
RPG is configured through a set of ScriptableObjects that determine what exists in the 
system. All Eadon Advanced RPG ScriptableObjects can be created using commands found 
under the Assets -> Create -> Eadon Advanced RPG menu. 
 

RPG Game Configuration 
The RPG Game Configuration is the main object that stores the whole system configuration. 
It looks like this: 
 

¢  
 
The fields are: 



 
Field name Purpose 

Character Ethnicities A list of all the ethnicities available in game 
Character Classes A list of all the classes available in game 
Character Alignments A list of all the alignments available in game 
Character Stats A list of all the stats available in game 
Character Skills A list of all the skills available in game 
Character Traits A list of all the traits available in game 
Damage Types A list of all the damage types available in game (in addition to 

the default damage type) 
Talent Categories A list of the talent categories 
Character Talents A list of all the talents available in game 
Base Mana The base value for mana 
Base Stat Value The base value for stats 
Base Skill Value The base value for skills 
Base Resistance Value The base value for resistances 
Starting Stat Points How many stat points are available at character creation 
Starting Skill Points How many skill points are available at character creation 
Starting Trait Points How many trait points are available at character creation 
Starting Talent Points How many talent points are available at character creation 
Base Health 
Regeneration 

The base value for health regeneration 

Base Stamina 
Regeneration 

The base value for stamina regeneration 

Base Mana 
Regeneration 

The base value for mana regeneration 

Armor Reduction 
Factor 

The armor reduction factor 

Resistance Reduction 
Factor 

The resistance reduction factor 

Spell Scale Factor The spell scale factor 
Max Spell Scale Factor The max spell scale bonus 
Use Posture System A flag to indicate if the posture system is in use 
Posture Break Clip The animation clip to use when stunned after posture is broken 
Xp Is Item A flag to indicate that Xp is treated as an item 
Xp Item If the previous flag is true, the item to use as Xp 
Use Old Style for Xp A flag to indicate if you want to use the old system from Eadon 

Advanced RPG for Xp requirements for levelling up 
Level Up Xp Base  
Level Up Xp Band Cost  
Skill System The skill system to use in game 
Money Item The money item to use during character creation 

 
 



Stats 
Every character stat in the system needs to be defined in a ScriptableObject asset. The asset 
contains the definition of the statΣ ƛǘΩǎ ōŀǎŜŘ ƻƴ ǘƘŜ ŜȄƛǎǘƛƴƎ 9ŀŘƻƴ /ƘŀǊŀŎǘŜǊ /ƻƴǘǊƻƭƭŜǊ ǎǘŀǘǎ 
(health and stamina) but adds new fields: 
 

 
 
Field name Purpose 

Stat A string containing the stat name 
Stat Description A description of the stat 
Stat Icon The icon for the stat in the UI 
Stat Category A StringReference indicating the category of the Stat (optional) 
Stat Type A StringReference indicating the type of the Stat (optional) 
Acronym An optional acronym used to identify the stat, used in the UI 

system 
Stat Bonus Tier How many points of the stat give a bonus 
Stat Bonus Value The bonus given for every stat tier 
Affects Health A boolean indicating if the stat affects hit points 
Health Bonus 
Multiplier  

A multiplier for the health bonus (bonus is multiplied by this 
value and added to the health). Only present if the previous flag 
is true 

Affects Stamina A boolean indicating if the stat affects stamina 
Stamina Bonus 
Multiplier  

A multiplier for the stamina bonus (bonus is multiplied by this 
value and added to the stamina). Only present if the previous 
flag is true 

Affects Mana A boolean indicating if the stat affects mana 
Mana Bonus Multiplier A multiplier for the mana bonus (bonus is multiplied by this 

value and added to the mana). Only present if the previous flag 
is true 



Affects Armor A boolean indicating if the stat affects armor 
Armor Bonus 
Multiplier  

A multiplier for the armor bonus (bonus is multiplied by this 
value and added to the armor value). Only present if the 
previous flag is true 

Affects Damage A Boolean indicating if the stat affects damage 
Damage Bonus 
Multiplier  

A multiplier for the damage bonus (bonus is multiplied by this 
value and added to the damage bonus). Only present if the 
previous flag is true 

Affects Weight Limits A boolean indicating if the stat affects weight limits 
Weight Bonus 
Multiplier  

A multiplier for the weight bonus (bonus is multiplied by this 
value and added to the weight capacity). Only present if the 
previous flag is true 

Affects Spell Scale A boolean indicating if the stat affects spell scale 

Spell Scale Bonus 
Multiplier  

A multiplier for the spell scale bonus (bonus is multiplied by this 
value and added to the spell scale). Only present if the previous 
flag is true 

Affects Posture A boolean indicating if the stat affects posture 
Spell Posture 
Multiplier  

A multiplier for the posture bonus (bonus is multiplied by this 
value and added to the posture). Only present if the previous 
flag is true 

 

Skills 
Every skill in the system need to be defined in a ScriptableObject asset. The asset contains 
the definition of the skill: 
 

 
 
 
Field name Purpose 

Skill Name The name of the skill 



Acronym An optional acronym used to identify the stat, used in the UI 
system 

Skill Description The description of the string 
Skill Icon The icon for the skill 
Skill Category A StringReference indicating the category of the Skill (optional) 
Skill Type A StringReference indicating the type of the Skill (optional) 
Skill Bonus Tier How many points of the skill give a bonus 
Skill Bonus Value The bonus given for every skill tier 
Can Be Used If Not 
Acquired 

A flag to indicate if the skill can be used if not acquired (score of 
0) 

No Skill Penalty A penalty to the skill roll if the skill is used when not acquired. 
Only visible if the skill can be used when not acquired 

No Skill Has 
Disadvantage 

A flag to indicate using a skill not acquired has disadvantage. 
Only visible if the skill can be used when not acquired 

Armor Bonus 
Multiplier  

A multiplier for the armor bonus (bonus is multiplied by this 
value and added to the armor value). Only present if the 
previous flag is true 

Affects Damage A Boolean indicating if the stat affects damage 
Damage Bonus 
Multiplier  

A multiplier for the damage bonus (bonus is multiplied by this 
value and added to the damage bonus). Only present if the 
previous flag is true 

Affects Posture A Boolean indicating if the stat affects posture 
Posture Bonus 
Multiplier  

A multiplier for the posture bonus (bonus is multiplied by this 
value and added to the posture). Only present if the previous 
flag is true 

 

Ethnicities 
Every ethnicity in the system need to be defined in a ScriptableObject asset. The asset 
contains the definition of the ethnicity: 
 



 
 
Field name Purpose 

Ethnicity Name The name of the ethnicity 
Ethnicity Description The description of the ethnicity 
Ethnicity Icon The icon of the ethnicity 
Base Health The base health value for the ethnicity 
Base Stamina The base stamina value for the ethnicity 
Base Mana The base mana value for the ethnicity 
Base Weight Carry The base weight carry capacity value for the ethnicity 
Base Damage Bonus The base damage bonus for the ethnicity 
Base Armor Bonus The base armor bonus for the ethnicity 
Bonus Trait Points The number of bonus trait points for the ethnicity 
Base Posture The base posture for the ethnicity 
Ethnicity Traits The list of traits automatically added to the character 
Ethnicity Skills The list of skills automatically added to the character 
Ethnicity Resistances The list of resistances automatically added to the character 
Precluded Classes The list of classes that the ethnicity cannot pick 
Starting Items The list of items automatically added to the character 

 

Ethnicity Traits 
Traits are elements that modify your character, both positive and negative. See the section 
on traits below for more info 
 



Ethnicity Skills 
Ethnicity skills are added to the character at creation time with the default value set in the 
RPG Game Configuration. 
 

Ethnicity Resistances 
Resistances have two fields. The first is the damage type, a placeholder for a DamageType 
ScriptableObject (see below). The second is the actual resistance value.  
 

Classes 
Every class in the system need to be defined in a ScriptableObject asset. When a character 
levels up, the player can pick a new level from any of the classes which are not precluded by 
the ethnicity or by previous classes. The asset contains the definition of the class: 
 

 
 
Field name Purpose 

Class Name The name of the class 
Class Description The description of the class 
Class Icon The icon of the class 
Health Per Level The health gain per level of the class acquired 
Stamina Per Level The stamina gain per level of the class acquired 



Mana Per Level The mana gain per level of the class acquired 
Spell Scale Per Level The spell scale gain per level of the class acquired 
Posture Per Level The posture gain per level of the class acquired 
Class Skills The list of skills automatically added to the character 
Class Resistances The list of resistances automatically added to the character 
Starting Items The list of items automatically added to the character 
Precluded Classes The list of classes that the character cannot pick by virtue of 

having a level in this class (ex. No paladin if you have a level in 
Necromancer) 

Levels The level progression for the class (see below) 
 

Level progression 
The level progression for a class is defined in a list of ClassLevel objects: 
 

 
 
Field name Purpose 

Level Name The name of the level 
Level Label The label of the level, used in the UI 
Xp To Complete How many XPs it takes to complete the level 
Automatic 
Advancements 

A list of automatic advancements 

Choice advancements A list of choice advancements 
 

Level advancements 
Both automatic and choice advancements offer the following choices: 
 



¶ Stat Modifier 

¶ Skill Modifier 

¶ Resistance Modifier 

¶ Skill Point 

¶ Stat Point 

¶ Damage 

¶ Armour 

¶ Health Modifier 

¶ Health Regeneration Modifier 

¶ Stamina Modifier 

¶ Stamina Regeneration Modifier 

¶ Mana Modifier 

¶ Mana Regeneration Modifier 

¶ Weight Modifier 

¶ Add Item 

¶ Charm Resistance Modifier 

¶ Hold Resistance Modifier 

¶ Posture Modifier 

¶ Hunger Resistance Modifier (requires Eadon Survival) 

¶ Thirst Resistance Modifier (requires Eadon Survival) 

¶ Heat Resistance Modifier (requires Eadon Survival) 

¶ Cold Resistance Modifier (requires Eadon Survival) 
 
Choice advancements give you the option of choosing one or more options from a list: 
 

 
 

Alignments 
Every alignment in the system need to be defined in a ScriptableObject asset. The asset 
contains the definition of the alignment: 
 



 
 
Field name Purpose 

Alignment Name The name of the alignment 
Alignment Description The description of the alignment 
Alignment Icon The icon of the alignment 
Alignment Traits The list of traits automatically added to the character 
Alignment Resistances The list of resistances automatically added to the character 
Precluded Classes The list of classes that the alignment prevents 

 

Character Traits 
Character traits are the elements that let you customize all the other elements. At character 
creation, you can configure the system to let the player pick other traits to further 
customize their character. The asset contains the definition of the damage type: 
 

  
 
Field name Purpose 

Trait Label The label of the trait 
Trait Description The description of the trait 



Trait Icon The icon of the trait 
Can Stack A flag to indicate if the trait can be taken multiple times 
Max Stack How many times the trait can be taken if stacking is allowed 
Trait Cost The cost of the trait if not given automatically by ethnicity, class 

or alignment. Trait cost can be negative, in which case acquiring 
it would give the player extra trait points to spend 

Trait Items The modifiers that the trait gives the character 
 
The options for trait items are: 
 

¶ Stat Modifier 

¶ Skill Modifier 

¶ Resistance Modifier 

¶ Skill Point 

¶ Stat Point 

¶ Damage 

¶ Armour 

¶ Health Modifier 

¶ Health Regeneration Modifier 

¶ Stamina Modifier 

¶ Stamina Regeneration Modifier 

¶ Mana Modifier 

¶ Mana Regeneration Modifier 

¶ Weight Modifier 

¶ Add Item 

¶ Charm Resistance Modifier 

¶ Hold Resistance Modifier 

¶ Posture Modifier 

¶ Hunger Resistance Modifier (requires Eadon Survival) 

¶ Thirst Resistance Modifier (requires Eadon Survival) 

¶ Heat Resistance Modifier (requires Eadon Survival) 

¶ ColdR esistance Modifier (requires Eadon Survival) 
 

Damage Types 
Every damage type in the system need to be defined in a ScriptableObject asset. The asset 
contains the definition of the damage type: 
 
Field name Purpose 

Damage Type A string containing the damage type name 
Condition Effect (Optional) a prefab for a condition effect (i.e. a particle effect) 

to be activated when the character is affected by the damage 
type 

 
Damage types are needed for damage mitigation (specific resistances from race, class or 
ŜǉǳƛǇƳŜƴǘύΦ LǘΩǎ ŜƴǘƛǊŜƭȅ ƻǇǘƛƻƴŀƭΣ ŜȄŎŜǇǘ ǘƘŀǘ ŀǘ ƭŜŀǎǘ ƻƴŜ ŘŀƳŀƎŜ ǘȅǇŜ όάtƘȅǎƛŎŀƭέύ ƴŜŜŘǎ 
to be defined for normal melee/shooting damage to work. 



 

Talents 
Talents are special abilities or bonuses that a character can acquire every x levels.  
 

 
 
Field name Purpose 

Talent Name The name of the talent 
Talent Description The description of the talent 
Icon The icon to use in the UI 
Talent Category The category of the talent, used in the UI 
Talent Items The list of modifiers granted by the talent 
Prerequisites A list of all the prerequisites for the talent. Leave empty for no 

prerequisite. If you add prerequisites, ALL of them need to be 
satisfied 

 
Talent type is a choice between these options: 
 

¶ Stat Bonus 

¶ Skill Bonus 

¶ Resistance Bonus 

¶ Extra Damage 

¶ Extra Armour 

¶ Extra Life 

¶ Extra Life Regeneration 

¶ Extra Stamina 



¶ Extra Stamina Regeneration 

¶ Extra Mana 

¶ Extra Mana Regeneration 

¶ Extra Weight Capacity 

¶ Add Item 

¶ Charm Resistance 

¶ Hold Resistance 

¶ Grant Ability 

¶ ExtraPosture 

¶ Hunger Resistance (requires Eadon Survival) 

¶ Thirst Resistance (requires Eadon Survival) 

¶ Heat Resistance (requires Eadon Survival) 

¶ Cold Resistance (requires Eadon Survival) 
 
Every talent item has related fields to specify, the stat, skill, etc to affect and the bonus 
value. Other add-ons can provide additional talent types. 
 
Talent prerequisites offer the choice of: 

¶ Must Be Ethnicity 

¶ Must Not Be Ethnicity 

¶ Must Be Class 

¶ Must Not Be Class 

¶ Must Be Alignment 

¶ Must Not Be Alignment 

¶ Has Talent 

¶ Does Not Have Talent 

¶ Has Skill At Min Value 

¶ Has Stat At Min Value 

¶ Min Level 
 

Skill System 
The final element of the configuration is the SkillSystem. This is the element that determined 
how skill rolls are managed: 
 

 
 



Field name Purpose 

Roll Type The type of roll. Options are roll higher than difficulty or roll 
below, with values equal to the difficulty included or not 

Num Dice To Toll The number of dice to roll, added together 
Dice Type Choice of D4, D6, D8, D10, D12, D20 or D100 
Use Advantage And 
Disadvantage 

This option lets you use advantage (roll an extra dice, discard 
the lowest) and disadvantage (roll an extra dice and discard the 
highest) 

 

XP Calculations 
You have two options for determining XP requirements for levelling up. The default way is 
by setting the XP requirements for each class level. This lets you customize level progression 
in the most granular way taking into account multi classing. 
 
The other option is the legacy option from the old RPG add-on, which has a single 
progression irrespective of multiclassing. Using this method, XP calculations follow this 
formula: 
 

Level Up XP Base * level + Level Up XP Band Cost * level * (level - 1) 
 
This gives the following progression: 
 
Level Xp To next level 

1 1000 
2 2500 
3 4500 
4 7000 
5 10000 
6 13500 
7 17500 
8 22000 
9 27000 
10 32500 
11 38500 
12 45000 
13 52000 
14 59500 
15 67500 
16 76000 
17 85000 
18 94500 
19 104500 
20 115000 
21 126000 
22 137500 
23 149500 



24 162000 
25 175000 
26 188500 
27 202500 
28 217000 
29 232000 
30 247500 
Χ Χ 

 
In the Eadon/RPG Common folder you can find an Excel worksheet (XP Calculations) in 
which you can play with the values and adjust the XP levels to your liking. 
 
 



Creating a RPG Character 
Once the Advanced RPG Add-on is enabled, creating a character with Eadon Controller has 
an option to select which RPG system to use (in case you have both Eadon Advanced RPG 
and Eadon Advanced RPG in the same project: 
 

 
 
If you select to use the Advanced RPG, you will get a check box to add the Advanced RPG 
Character component which, if ticked will give you field to add the Rpg Game Configuration 
object and give you the choice to create the character at start or in the creation screen. 
 
LŦ ȅƻǳΩǊŜ ŎǊŜŀǘƛƴƎ ŀƴ bt/Σ ȅƻǳ need to untick Configure At Start. 
 
If you choose to create at start, see the chapter on runtime creation and customization. 
 
If you create in the wizard, you get to choose the ethnicity, the class and the alignment of 
your character based on the options in the Rpg Game Configuration object:: 
 



 
 
Activating the checkbox and filling in the data will, on creation, add a component to the 
character (Eadon Advanced Rpg Character), setup delegates, link the RPG character to the 
character controller and add the conditions prefabs to the root. In addition, 
ScriptableVariables for Mana will be set up and the UI will be linked to the Mana Stat in the 
same way Health and Stamina are. 
 
The component, EadonAdvancerDpgCharacter, is the container for the skills and resistances 
for the character. It will override the values defined in the EadonController for health and 
stamina with new values based on the values defined in the RPG defaults, the character 
stats, skills, race, class and level. The actual stats defined for the RPG character will be 
added to the main StatsManager component of the controller 
 
A range of controls allows for customisation of the character, such as adding/removing 
levels, raisingκƭƻǿŜǊƛƴƎ ǎƪƛƭƭǎ ŀƴŘ ǎǘŀǘǎΣ ŎƘŀƴƎŜ ǊŜǎƛǎǘŀƴŎŜǎΦ ¢ƘŜǊŜΩǎ ŀ ōǳǘǘƻƴ ǘƻ ǊŜǎǘƻǊŜ ǘƘŜ 
character to defaults, which means reset the character to first level and default values for 
skills, stats, etc. 



 
Note that if you change the configuration of Eadon Advanced RPG, for example adding new 
skills or changing a class/race definition, you will need to restore to defaults, or you will not 
see your changes applied. 
 
Once the component is attached to the character, it will override the damage system of 
Eadon Controller, adding bonus damage to attacks and using the character resistances when 
damage is dealt to the character. This lets the character improve over time through 
increasing damage and resistances due to level, stat and skill progression. 
 
The component has seven tabs through which you can visualize and modify the character 
data: 
 

 




































































































































































































