Accessories/Props Installation guide

How to install a custom accessory or props?

When you look at the line behind each file in the Zip folder you will see the installation path for that file.

For example: 

The Movies/data/textures/props

The first two folders The Movies and the sub folder data where created by default when you installed ‘The Movies’ those folders hold your main files.

The following sub folders may have to be created by you:

textures as a sub folder of data 

(accessories ; backdrops ; costumes ; lightmap ; makeup ; props are sub folders of textures);

textures/thumbs/props

(you may also find backdrops, costumes, sets there; these folders hold the preview pictures);
meshes as a sub folder of data;

propblueprint as a sub folder of data;

props as a sub folder of data;
setdressing as a sub folder of data;

You also can tell the destination folder for most texture files by the way they are named:

acc_    =  accessories

bd_     =  backdrops

com_  =  costumes

lm_     =  lightmap

mup_ =  makeup

p_       =  props
propblueprint, props and setdressing:

These folders hold the necessary .ini files for the game.

props and setdressing .ini’s are the same, propblueprint .ini’s are different.

You can tell them apart by opening them with the Windows editor:

propblueprint ini’s always begin with this line: [blueprint]

props and setdressing ini’s begin with: mesh = (name of mesh)


Note: prop signifies something a actor can use or interact with.


         setdressing signifies something that can’t be used or interacted with.
Costume accessories need no .ini’s, the mesh is addressed in the .cos files.

Advanced techniques

Costume accessories can be grouped together by their mesh name, for example:

acc_amulet is a mesh file you can’t group anything to without changing the .cos files that draws it.

If it is named acc_amulet_v00 you can group another mesh to it by naming this acc_amulet_v01, but keep in mind that accessories that go to different body parts may behave erratic because they use different anchors.

The same goes for accessories made for male or female actors because of height differences.

Color variations on costume accessories work automatically via the textures, for example:

acc_amulet draws a texture named p_amulet_v00, subsequent variations use _v01, _v02 a.s.o.

In this case you only need to change the textures and name them accordingly.

This doesn’t work if the texture drawn by a mesh doesn’t end on _v00!

It also doesn’t work for props or setdressings, for those you would have to hex the mesh and change the name of the texture drawn.

In such a case always use a name of the same length!

Copy the mesh you want to change to a different location and use save after changing the texture name (save as can mess up the mesh).

After that rename the mesh.

Copy and rename the ini’s used by the prop (propblueprint, props and/or setdressing; in the last two you also have to change the mesh = line).
