Replacing AI Skins



If you just want to try this out and haven't made a custom skin yet you can use the one that I made for this tutorial (newguard.gif in the zip file).

Ok, so if you have a custom skin you want to use, this is the procedure for getting it to work right in DromEd.  Assuming you have your custom skin (if not look at Thorin Oakenshield's basic tutorial for creating one at: http://www.thiefmissions.com/tafferstavern/T&S_tut.htm ) you can easily replace it in DromEd by doing the following:

1. Put your custom .gif in the  mesh\txt16 folder in your Thief 2 directory. (If you don't have them create the new folders.)

2. In DromEd add the Renderer -> Mesh Textures property to your AI and then in the field texture in model: type in the .gif of the original model.  In the replace with: field type in the .gif that you want to replace it with.  Do not include file paths. An example picture is shown on page 2.

NOTE: if you need to know the model names or .gif names to replace, use the AI model name list to find out. It's named AI list.txt in the zip file.  To find out what model your AI is using look for the Shape -> Model Name property on your AI.
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In this picture I have created a swordguard2 AI and replaced his default skin (SwGard02.gif) with my own skin I created (newguard.gif).  It should be really easy once you know the procedure.  One good thing about this method is that you can have as many custom skins as you want.

3. Portalize and enter the game. Voila you have your new skin on your model.

One important note: make sure you are putting your custom skin on the right model.

Example: the Cavador model uses the mechanist priest AI object as it's base model.  Create a mechanist priest. Then add Shape -> Model Name: and put in bcavador.  The priest then has the Cavador model.  Let's say you made a custom Cavador skin: one with a different face.  You follow the above procedure and change the priest's model name to bcavador and THEN add Renderer -> Mesh Textures and replace Cavador.gif with whatever yours is.  If you try and replace the priest's skin (mecprs01.gif) with your custom skin it won't turn out right since you made it using the Cavador model.  I hope this makes sense :)

Troubleshooting:

If you have any problems save your work and restart dromed.  If that doesn't work make sure you are using the right AI object for your skin.  I.E. Don't make a hammer novice and then try to replace his skin with one you made off of say a swordguard.

Thanks to Datoyminaytah for figuring this out and everyone on the TTLG forums for putting up with my questions :)

