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Guide for Admin

Requirements
Before Tailor Smooth System, you will need to install:

- Xp_aspectManager
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TailersmoothSystem
xp_AspectManager

Configuration of xp_aspectManager

To use the Tailor Smooth System you will need to be sure to have some correct configuration of
Xp_aspectManager:

MNem Ty}

[ listeHakZip.ini Fic
D xp_aspectManager.dll Ext
[Q‘f’ xp_aspectManager.ini Fic

In listeHakZip.ini :
- Besure that the paths to the base game zip file are ok.
- Addall the path of your hak files that have Armor/Weapon models in it.

Example:

#You can comment a line with adding a # at the beggining

FRESFHRESES f####4#4 Haks and Zips Pathlist ###iisdsasasasasasasniss
F3F55555 88884884448 Liot the hak with halr, head, armozr, #EFIsdsfssssssssss

W

Base Game Zip files Dont forget to give the right path

C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models_v103x1l.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWNZ_Models v104.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models v105.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models v106.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models v107.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWNZ_Models v112.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models vi12l.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWNZ_Models_X1.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models X1 vl2l.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models_X2.zip
C:\Program Files\Atari\Neverwinter Nights 2\Data\NWN2_Models X2 vl2l.zip

C:\Documents and Settings\Septirage\Mes documents\Neverwinter Nights 2\hak\MyArmorsl.hak_
C:\Documents and Secttings\Septirage\Mes documents\Neverwinter Nights 2\hak\MyArmors2.hak
C:\Documents and Settings\Septirage\Mes documents\Neverwinter Nignhts 2\hak\MyWeapons.hak
C:\Documents and Settings\Septirage\Mes documents\Neverwinter Nights 2\hak\MyHeads.hak
C:\Documents and Settings\Septirags\Mes documents\Neverwinter Nights 2\hak\MyHairs.hak


http://septirage.com/nwn2/plugin.php?id=xpAM#xpAM

In xp_aspectManager.ini :
Pay particular attention to the following options:

FEERESEE SRS S EESE 444448 Last number of your
ArmorvVisualMaxNumbsr = 10

s s s s s i s s s s s E  E S S E T 1 S
FEEFFEEFEE44444444444444 The list begin he:

$#### be the default visual name for the app m
e E S S S S E S S s s S S s S LS s E LS a L
0 = CL
= CP
LE
LS
CH
sC
ER
= PH
= PF
= HD
10 = HE

ootn o] oy ok b by
I

Let say you have this armorvisualdata.2DA

|| armorvisualdata.2da |
Sauvegarder Ajouter ligne Supprimer ligne

# | Label | Toolsethlame | Prefix | Parent |
0 |Cloth 112978 oL -
1 |ClothPadded 111246 cpP
7 |Leather 111247 LE -
3 |LeatherStudded 111242 Ls 3
4 |Chain 111249 CH -
5 |Scale 111250 sC 5
6 |Banded 111251 BA 5
7 |HalfPlate 111252 PH 9
2 |Full-Plate 111253 PF -
3 |Hide 1132308 HD 3
10 |Naked 182239 NK -
11 |padding - - -
12 |padding - - -
13 |ACME - ACME  —
14 |GBEX - Gex -
15 |BB e BB -
16 |BG e BG -
17 |padding - - -
18 |padding - - -
19 |DMcB - DMcE
20 |Mp - MP -
21 |padding - - -




The option must be set to:

ArmorVisualMaxNumber = 20

4=CH
5=SC

6 =BA
7=PH

8 =PF
9=HD
10=NK
13 = ACME
14 = GBX
15=BB
16 =BG
19 = DMCB
20 =MP

If you want to have more user-friendly name, you can set them here too by adding « @Name » at the
end of each line. You can even merge different « category » with that.

Example:

0 = CL@Cloth

1 = CP@ClothPadded
2 = LE@Leather

3 = LS@LeatherStudded
4 = CH@Chain

5 =SC@Scale

6 = BA@Banded

7 = PH@Half-Plate

8 = PF@Full-Plate

9 = HD@Hide

10 = NK@Naked

13 = ACME@More
14 = GBX@More

15 = BB@More

16 = BG@Other

19 = DMCB

20 = MP@Other

With that configuration, all the ACME, GBX and BB model will be put in the « More » category.
BG and MP will be in « Other » category. And DMCB will stay DMCB



Installation of Tailor Smooth System

Mom

Add_ToHak
Script_Blueprint
D tailorsroothsystem.erf

(The Script_Blueprint folder has the same content as the erf file, so we won't discuss it here.)

Import the erf to your module.
Add the contents of the various Add_ToHak folders to one of your Hak.

Now, you can add a Mannequin where you want:

I Apparence
Blueprints
b Objets 8 Créatures | fll Portes 4} Echoppes QP\agable; ﬁD-
% Rencontres W Sons ™. Points de passage ‘, Caméras statiques
0 Lumigres 9P Arbres £7% Effets placés @ Eléments d'environneme
Global Module Campagne | Développer tout Réduire tout | C
Filter ‘
@ Name O Tag O Resref
Nom « [Tag |ResRef |
[ Elementals Elementals
[ Extérieurs Extérieurs
Familiars Familiars
[ Familiers Familiers
(- Fee Fée
- Gardepouillewn g_kadath_sold.. g_kadath_sold...
[ Géants Géants
Humancides Humanoides
& Humanoides monstr., | Humanoides m...
- Magical Beasts Magical Beasts
- Métamorphes Métamorphes
& Monstrous Humanoi... Monstrous Hu...
[ Mort-vivant Mort-vivant
COutsiders Qutsiders
& Overland Encounters | Overland Enco...
B2 Plagables Plagables
[ Plants Plants
& PNJ PN
Special Special
& Spécial Spécial
[ Summons Summons
& Undead Undead
[ Vermine Vermine
= SEPTI SEPTI
& Script Script

sept_lib_base_script.NSS / string GetPCUid(object )

If you use the Tailor Smooth System in your module you will have to change the GetPCUid function to
match your UID system. Indeed it was designed to be used inthe whole SEPTI project and will not be
compatible with your module as if.



A/ /MModify this to call you own ID function //
string GetPCUid (ockject oPlayer)
{
string sCOutput:;
if (GetIsDM C(oPlayer)
{
string str = "DMUID "+GetPCPlayerName (oPlayer)+"_ "+GetName (oPlayer):
string sTranslate = "abcdefghijklmnopgrstuvWwxyzABCDEFGHIJKLMNOPOQRSTUVWXYZ ™;
while (GetStringLength(str) > 0)
{
int iTrans = FindSubString(sTranslate, GetStringleft(stx,l)):
if(iTrans '= -1)
{
s0utput = s0utput + GetStringleft(str,1l):
1]
1
2 2tr = GetStringRight (str, GetStringlengthistr)-1):
B
4 ]
=2 else
6 {
T sOutput = GetLocalString (GetSeptiBaseltem(oPlayer), SEPTI_PCUID);
8
-
1] return sOutput;
1
2 N

Remove the content of this function and replace it with a call to your own UID function.

Extra Configurations

All hips in one button

By default, in order to avoid change in generic files, TSS use two button for hips (one for left hip, the other for
right hip). We recommend to use the alternative, the all-in-one button. That will allow front and back hip too.

Ex:

For that you will need to edit your sept_craft_esthetique.xml file.



<l—= To use the generic "HIEPS" : Start Comment hers. ——>

<UIButton nams="ARMOR RIGHT HIP" x="60" 160" width="30" height="30" update="true"
onLeftClick=' UIObject Misc ExecuteServerScript("gui sept craft esthe","100","RHip")'
OnRightDoubleclick='Ulobject Misc ExecuteServerScript ("gui_sept eraft esthe","101","RHip")'
OnToolTip='UIObject_Tooltip DisplayTooltipString (local:117,0BJECT_¥,0BJECT Y,SCREEN _TOOLTIP_2,ALIGN_NONE,ALIGN NONE,O0,0,ALIGN_LEFT) '>
<UIFrams state="bass" fill="it am breastplate00.tga" />
<UIFrame state=up £ill="b empty.tga" />
<UIFrame state=down £ill="b overlay.tga" />
<UIFrame state=focused fill="b_empty.tga" />
<UIFrame state=hilited £ill="b_overlay.tga" />
<UIFrame state~hifocus £ill="b overlay.tga" />
<UIFrame state=disabled fill="b empty.tga" />

</UIButton>

<UIButton name="ARMOR LEFT HIP" x="100" y="160" width="30" height="30" update="true"
OnLeftClick='UIObject Misc ExecuteServerScript("gui_sept_craft_esthe","100", "LHip")'
OnRightDoubleClick='UIObject_Misc ExecuteServerScript("gui_sept_craft_esthe","101","LHip")'
OnToolTip='UIObjsct Tooltip DisplayTooltipString(local:118,0BJECT ¥,0BJECT ¥,SCREEN TOOLTIP 2,ALIGN NONE,ALIGN NONE,0,0,ALIGN LEFT)'>
<UIFrame state="base" fill="it am breastplate0l.tga" />
<UIFrame state=up £ill="b empty.tga" />
<UIFrame state=down £111="b_overlay.tga" />
<UIFrame state=focused £ill="b empty.tga" />
<UIFrame state~hilited £ill="b overlay.tga" />
<UIFrame state=hifocus f£ill="b overlay.tga" />
<UIFrame statse=disabled fill="b empty.tga" />

</UIButton>
<l-- To use the generic "HIPS" : End comment here
<l-— To uss gensric "HIPS" remove comment hers ——

<UIButton name="ARMOR_RIGHT HIF" x="65" y="160" width="6&0" height="30" updats="true"
OnRightDoubleClick='UICbject_OnRadial DisplayCustomRadial ("root-remhiparmorpart”)”
OnLeftClick="UIObject OnRadial_ DisplayCustomRadial ("root-hiparmorpart”)"
OnToolTip="UIObject Tooltip DisplayTooltipString(local:116,0BJECT X,CBJECT Y, SCREEN TOOLTIP 2,ALIGN NONE,ALIGN NONE,(0,0,ALIGN LEFT)'>
<UIFrame state="base" fill="b_hips.tga" />
<UIFrame stats=up £i11="b_empty.tga" />
<UIFrame state=down £i11="b_overlay.tga" />
<UIFrame state=focused £ill="b_empty.tga" />
<UIFrame state=hilited £ill="b overlay.tga" />
<ULFrame state=hifocus £ill="b overlay.tga" />
<UIFrame state=disabled fill="b_empty.tga" />

</UIButton>

To use generic "HIPS", remove comment here THEN changs the contextmenu.xzml according to the doc ——>

From that :

Tl To use the generic "HIPS" : Start Comment here.
ARMOR RIGHT HIP" x="60" y="160" widt

<UIButton nams= 30" height="30" updats="trus"
OonLeftClick="UICbjsct Misc ExscutsServerScript("gui_ sept_craft ssths","100", "RHip")"
OonRightDoubleClick="UICbject Misc ExecuteServerScript("gui sept craft esthe","101","RHip")"
OnToolTip="UIObject Tooltip DisplayTooltipString(local:117,0BJECT X,OBJECT Y, SCREEN TCOOLTIP 2,ALIGN NONE,ALIGN NONE,0,0,ALIGN LEFT) ">
<UIFrame state="base" fill="it am breastplate00.tga" />
<UIFrams stats=up £ill="b empty.tga" />
<UIFrame state=down £ill="b overlay.tga" />
<UIFrame state=focused £ill="b empty.tga" />
<UIFrame state=hilited £ill="b overlay.tga" />
<UIFrame state=hifocus £ill="b overlay.tga" />
<UIFrame state=disabled fill="b sempty.tga" />

</UTButton>

<UTButton name="ARMOR_LEFT_HIP" %="100" y="160" width="30" height="30" update="true"
OonLeftClick="UICbject_Misc_ ExecuteS8erverScript ("gui_sept_craft_esthe", "100", "LHip")"
OnRightDoubleClick="UICbject_Misc ExecuteServerScript("gui_sept craft esthe","101","LHip")"
OnToolTip="UICbject_Tooltip DisplayTooltipString(local:118,OBJECT X, OBJECT Y, SCREEN TOOLTIP 2,ALIGN NONE,ALIGN_NONE,0,0,ALIGN LEFT) ">
<UIFrame state="base" fill

it_am breastplate0l.tga" />
<UIFrame state=up fill="b_empty.tga" />

<UIFrame state=down fill="b_overlay.tga" />
<UIFrame state=focused £fill="b empty.tga" />

<UIFrame state=hilited £ill="b overlay.tga" />
<UIFrame state=hifocus £fill="b overlay.tga" />
<UIFrame state=disabled fill="b empty.tga" />

</UIButton>
To use the generic "HIPS" : End comment here -—>
<l-- To use generic "HIPS" remove comment hers —->

<UIButton nams="ARMOR RIGHT HIP" x="65" y="160" width="60" height="30" update="true"
OnRightDoubleClick='UICbject OnRadial DisplayCustomRadial ("root-remhiparmorpart")'’
OnLeftClick='UIObject OnRadial DisplayCustomRadial ("root-hiparmorpart") '
OnToolTip='UICbject Tooltip DisplayTooltipString(local:116,0BJECT_X,OBJECT Y,SCREEN TOOLTIP_2,ALIGN NONE,ALIGN NONE,0,0,ALIGN LEFT) '>
<UIFrame state="base" fill="b hips.tga" />
<ULFrame stats=up £i11="b empty.tga" />
<ULFrame stats=down £i11="b overlay.tga" />
<UIFrame state=focused fill="b empty.tga" />
<UIFrame state=hilited f£ill="b overlay.tga" />
<UIFrame state=hifocus fill="b overlay.tga" />
<UIFrame state=disabled fill="b empty.tga" />

</UIButton>

<l-— To use generic "HIPS", remove comment hers THEN changs the contextmenu.xzml according to the doc ——>

To that:

Save your file, then add the content of “all-hip-in-one-contextmenu.txt” at the end of your contextmenu.xml.



Translation :

Instead for the all-in-in-one-contextmenu content, the only file you will need to change in order to
translate the tool will be : sept_translate_tts.NSS. No need to change anything in xml files.

(you can find some translation in Script_Blueprint\nwnScript\other langages_translation.zip )

Manage your models :

St N3

This can be see and use only by DM.



For the current Species :

Choose the item Slot (helmet, armor, cloak,...)

Mark this category as Restricted. (Warning. Currently, this will work for a category name. For all
species, for all item slot).

List of Model in this Category (for this item slot, for the species...)

Field to create new Category. (enter text then click the +)
The red cross is for delete a Category (only if this category is empty)

The floppy disk is to make the change persistent (else everything will go back to “normal” after
reboot).

Top Yellow Arrow will merge all the content of the to (and so,
delete the origin Category).

Bottom Yellow Arrow will put the Current Model in the

As you can see, you can create the Category that suit you. Mixing and/or splitting different basic
categories.



L | | Armures

» Outil de classement des apparances.

Type :

4 mycat >
Type Destination :
4 | Chain

For example: here | have added the Category MyCat, merge into it the Hide Category and then add to
it the SC_01 from Scale Category.

Here is the result :

MyCat

Apparence du mannequin

4 Main >

® Homme C Femme



Restricted Category

The restricted Category can’t be see by the PC. In the base system, only DM can see them. You can
also add the Int Variable « SPT_TSS_MANNEQUINSHOW _RESTRICT = 1 » to an Mannequin instance
so everyone who talk to him can see restricted Category.

If you want to change this behaviour. You can open the file sept_launch_craft_esth.NSS and edit this

function :

17 S/ Here, you can choose if the player can view the restricted Categories
18 wold setCanViewRestricted(okject oPC)

19 {

20 object oMannequin = GetLocalCbject (oPC, VAR CRAFT ESTH MANNEQUIN) ;
21 if (GetLocallnt (oMannequin, "SPT_TSS MAWNEQUINSHOW RESTRICTI") == 1)
22 {

23 SetLocallnt (oPC, VAR CRAFT ESTH RESTRRLLOW, 1):

24 } else if(GetIsDM C(oPC)) {

25 SetLocallnt (oPC, VAR CRAFT ESTH RESTRRLLOW, 1):

26 } else {

27 Deletelocallnt (oPC, VAR CRAFT ESTH RESTRALLOW):

28 }

29

30




User Guide

How to use the Tailor Smooth System.

Basic usage

Choisissez lob jet a modifier

Variation :
<}

[+ Couleur 1
(#FFFFFF

(= Couleur 2

Luminosité

Saturation

Apparence du mannequin
% Humain »

& Homme O Femme

When you have clicked on the icon of the item you want to change, it will open this panel.
You can select appearance and change the colors (with the bars or directly hex code). This will be
reflected on the Mannequin so you can preview it.



When you are happy, you can click the validation button and it will apply on you. If not, just click the
cancel button and the mannequin will go back to your current outfit.

Choisissez lobjet a modifier ™

Choix :

] | « -
Wl
L

Luminosité

Saturation
. (=1
Apparence du mannequin
Hurmain » i
(+
& Homme © Femme

Choisissez lob jet a modifier

Partiel : Partie2 :
a4 5 > alf 1
Partie3 :

4

Apparence du mannequin
Humain >

& Homme O Femme

The weapon panel (it can have only one part for some weapons).

Change the Mannequin Specie and or Gender.

Just choose what you want on the list or select button, the Mannequin will be change.
The species listed are the one with specific models. If you don’t find the one you search, it will
probably be Human.
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