2026/02/01 17:35 1/10 Develop

Develop

This page provides a detailed overview of the VPet game’s development system. It covers the entire
development process, from the basic starting state to advanced features such as interaction,
collection, and the Schedule system. The page also explains how to improve a VPet's level and overall
status through proper feeding, interaction, and learning, ultimately achieving the goal of personalized
development.

Basic Development Process

Starting the Game

When you start the game, you will receive a cute VPet. The VPet begins at Lv. 1, with 100 currency
and several basic initial stats.
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Feeding
At the beginning of the game, the starting currency is only enough to feed your VPet for a short
period of time. If automatic feeding is enabled, the initial currency may be used up very quickly.

Therefore, new players are advised to pay attention to automatic purchases while idling. If your
money is accidentally spent due to auto-buying, you can try reloading a previous save.

If you truly run out of money, you can purchase food worth less than 10 currency on credit from the
shop as an emergency measure.
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The specific functions of this panel can be found in: Operation Method in the entry feeding

Interaction

Interaction is the primary way for a VPet to obtain currency and experience. Each interaction lasts for
a period of time and consumes stamina, mood, fullness, and thirst. (For exact values, see Interaction.)

It is recommended to earn currency first to ensure your VPet can afford food. After setting aside
enough money for meals, you can focus on learning to develop your VPet, which unlocks more
efficient interactions.

New VPets start at a low level and can only perform basic interactions with relatively low returns. By
learning and increasing their level, more efficient interactions can be unlocked.


https://wiki.exlb.net/lib/exe/fetch.php?tok=f7629d&media=https%3A%2F%2Fcdn.exlb.net%2Fwiki%2Fvpet%2FSettings%2Fimage-20241108185826324.png
https://wiki.exlb.net/en/vpet/tutorial
https://wiki.exlb.net/en/vpet/tutorial/feeding
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You can add your favorite Interactions to the collection, allowing you to start them quickly from the
collection panel.
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The specific functions can be found in:Operation Method in the entryinteraction

Status

A VPet has four basic status states: Happy, Normal, Unwell, and Sick.
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https://wiki.exlb.net/lib/exe/fetch.php?tok=07077a&media=https%3A%2F%2Fcdn.exlb.net%2Fwiki%2Fvpet%2FSettings%2Fimage-20241112120122200.png
https://wiki.exlb.net/en/vpet/tutorial
https://wiki.exlb.net/en/vpet/interaction
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When the mood value is above 90%, the VPet enters the Happy state. Its animations will change, and
favorability will continuously increase.

When the mood value is between 90% and 50%, the VPet enters the Normal state, with corresponding
animation changes.

When the mood value falls below 50%, the VPet enters the Unwell state. Its animations will change,
and health will continuously decrease.

Favorability reduces the mood requirement needed to trigger the Happy state.

When the health value drops to a certain level, the VPet enters the Sick state and switches to sick-
specific animations.

While Sick, interactions and other actions are unavailable. To recover, you must feed medicine,
maintain high fullness and thirst levels, or allow the VPet to sleep. (Note: Excess favorability gained
from purchasing gifts can also be converted into health.)
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To prevent a VPet from becoming Sick, simply ensure that its fullness and thirst do not drop too low.

Becoming sick will not cause a VPet to “die”; there is no such mechanic in the game.

Actions

A VPet supports multiple actions.
Long-pressing the head triggers dragging. You can drag the VPet and place it wherever you want.

Swiping or tapping the head triggers a head-pat action. Each action consumes 2 stamina and
increases mood by 1.

Long-pressing the face triggers a face-pinch action. Each action consumes 2 stamina and increases
mood by 1.

Swiping or tapping the head triggers body-related actions such as touching, tickling, or spinning. Each
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action consumes 2 stamina and increases mood by 1.

Speaking
Some of a VPet's speech may trigger special effects, which are displayed in the lower-right corner of
the message box (such as increasing stamina or mood).

This feature has a cooldown and is affected by the VPet’s current status. The better the status, the
more positive the triggered effects will be.

Advanced

After reviewing the previous sections, you should now have a good understanding of the basic
development of a VPet. The following content covers advanced features of the VPet, which are
intended for the mid to late stages of the game.

Collection

Both Feeding and Interaction support the Collection feature. You can collect your favorite foods or
interactions for quick access and use.

Schedule

The Schedule is a management feature used to arrange a VPet’s daily routine. (This feature only
takes effect while the game is running.)

Agency Enroliment

Before adding items to the Schedule, you must first purchase a plan from an agency. Employment
agencies and training agencies correspond to daily managed Interaction for work and learning,
respectively.

Purchasing an employment agency plan allows you to add work Interactions to the Schedule, while
purchasing a training agency plan allows you to add learning Interactions.

Different plans are available, each with varying commission/efficiency, level requirements, and fees.
You can choose a plan based on your needs.
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Schedule

After purchasing an agency plan, you can add work or learning Interactions in the Schedule options.
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Then return to the Schedule menu to see the added Interactions.

Click the 1T / 1 buttons to adjust the order of the schedule. Click the X icon to delete a schedule entry.
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Click the + icon to add a rest entry, and use the 1T / { buttons to adjust the duration of the rest.

If the total working time exceeds 70%, the Schedule cannot be started.
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After arranging the entries, click Start Schedule, and the VPet will follow the planned Schedule.

During this time, the Schedule can be stopped manually. Manually starting an Interaction will also
interrupt the Schedule, requiring it to be started again.

Online (Guest List)

You can create or join a Guest List to connect online with your friends. Online play provides
cooperative bonuses, such as increased currency and experience gains.

The specific settings and usage can be found in: Operation Methodthe entryOnline (Guest List)

Photo Gallery

The Photo Gallery contains all VPet stickers, CGs, promotional images, and other artwork. The gallery
is continuously updated.


https://wiki.exlb.net/lib/exe/fetch.php?tok=eab360&media=https%3A%2F%2Fcdn.exlb.net%2Fwiki%2Fvpet%2FSettings%2Fimage-20241115221934613.png
https://wiki.exlb.net/en/vpet/tutorial
https://wiki.exlb.net/en/vpet/tutorial/online

Last update: 2026/02/01 17:35 en:vpet:develop https://wiki.exIb.net/en/vpet/develop

H: RRBERSREILEA

Bl
R

W
() RE=HUEN
s

I EEIE

© O
)
O s O O =5t ! O %
¢ B E B BEE ) @ SRR

Images can be unlocked by meeting specific requirements for each VPet. The gallery supports filtering
and allows images to be exported.

Clicking an unlocked image opens the image details page, which includes the image name, unlock
date, and a brief description.

Images can be copied to the clipboard or saved individually.
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Images have multiple unlock conditions. Once unlocked, they remain permanently available.
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MOD

After experiencing the original version, you can explore the rich variety of VPet MODs. VPet is open-
source and supports various MODs and the Steam Workshop.

If the automatic over-MOD optimization feature is enabled, there is no need to worry. The game will
automatically calculate balance adjustments, and no non-over-MOD icons will be lost.

The specific settings and usage can be found in: settingthe entryMOD Management[]


https://wiki.exlb.net/en/vpet/settings
https://wiki.exlb.net/en/vpet/settings/mod_manage
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