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Guide for Admin 
Requirements 

To use the xp_aspectManager plugin you will need : 

- Nwnx4
- xp_bugfix (include in the nwnx4 package) 

Installation of xp_aspectManager : 

Put xp_aspectManager.dll,  xp_aspectManager.ini and listeHakZip.ini in your nwnx4 folders. 

Add the nwnx_aspectManager.nss file in your module (or import it with xp_aspectManager.erf), this file 
contain all the function you can use. 

Look at our website (https://septirage.com/nwn2/plugin.php?id=xpAM#xpAM ) to have an overview of it’s 
utility 

Configuration of  xp_aspectManager 
xp_aspectManager use two ini file:  

xp_aspectManager.ini : 
This is the main ini file. Here is a quick overview of the different options 
- loglevel –– will set the log verbosity
- FixBelt–– set to 1 to fix the visibility bug of the belt.

• Following will be used for the whole appearance list management system
- PathToListFile–– by default : listeHakZip.ini, allow you to choose the name/path of the list file.
- PathToSaveFile –– allow you to choose the name of the file who will save your appearance 

classification

https://github.com/nwn2dev/nwnx4
https://septirage.com/nwn2/plugin.php?id=xpAM#xpAM


- defaultName –– Allow you to choose a category name for new app founded
- ArmorVisualMaxNumber & following  :

Let say you have this armorvisualdata.2DA 



ArmorVisualMaxNumber = 20 

0 = CL 
1 = CP 
2 = LE 
3 = LS 
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 

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 

The option must be set to: 

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 : 

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 



 

listeHakZip.ini : 
Used for the appearance list management system 
- Be sure that the paths to the base game zip file are ok. 
- Add all the path of your hak files that have Armor/Weapon/Head/Hair models in it. 

 
 

Example: 
 

 
   

BeltFix : 
 
If you want that a player can see its belt, you will need to update your baseitem.2DA file. 
 
For the belt line, in the ModelType case, set it to 3 
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