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Hello! Thanks for downloading my second release for Neverwinter Nights 2. This package contains 7 new hat and helmet models:
- Tricorne hat, like ye pirates of olde might favor (cloth helmet #50 in the toolset)
- A generic style of turban (cloth helmet #51)
- A Sikh style of turban (cloth helmet #52)
- A Gandalf-style wizardly hat (cloth helmet #53)
- a Spanish Conquistador style cabasset helmet (half plate helmet #50)
- a horned Viking style helm (half plate helmet #51)
- a more authentic Norse style of helm (half plate helmet #52)
Installation
You have downloaded the Override edition of this release. Generally, it's not a good idea to load your Override folder up with a lot of files, because it will affect nearly EVERY NWN2 module you play, and this can easily cause conflicts.
However, using the Override folder is an easy and fast way to, for instance, add new stuff to NWN2's Original Campaign, which may be what many of you are looking to do.
1. First, extract all of the .zip file's contents into your Override folder, inside your My Documents directory, at: \My Documents\Neverwinter Nights 2\override 2. Load up Neverwinter Nights 

2, and load the character you want to give the armor to (this method will probably only work in offline games or games you are hosting). 

3. Press the tilde key ( ~ ) to bring up the dev-console. Type "DebugMode 1", without the quotes, and press enter. This activates Debug Mode, which will allow you to give yourself items. 

4. Now, type one of the item codes listed below (for example, "it_he_norsehelm01") and press enter. Press the tilde key again to remove the dev-console and check your inventory. You should find whatever hat or helmet you selected there. 

5. When you've finished spawning in all the items you want, type "DebugMode 0" in the dev-console to turn off Debug Mode. 
I have included seven item blueprints for your use, one for each new model. See the list below to refer to their blueprint reference names. If you want to create your own items using these models, perhaps differently colored, or enchanted, simply create the helmets as you normally would in the Toolset, and then right-click on the armor's blueprint and choose "Save to file". This will allow you to create a Global Blueprint file (.uti). Place this in your Override folder, and you can then spawn this item in through use of the dev-console.
it_he_cabasset01
it_he_hornedhelm01
it_he_norsehelm01
it_he_tricorne01
it_he_turban01 - A blue version of the turban with the tail in back
it_he_turban02 - A orange-red version of the sikh style turban
it_he_wizardhat01

Combining this release with other custom content
This release only contains one edited 2da file, the nwn2_icons.2da file. As the name suggests, this 2da is a list of all of the image files that Neverwinter Nights 2 uses for inventory icons. If you want to use my inventory icons with another hak file containing custom inventory icons, you will have to merge the new entries from my nwn2_icons.2da file into the nwn2_icons.2da file of the other hak (or vice versa). 
The models and textures themselves should only cause incompatibilities if another hak has models and textures of the same filename (ex. two files, both named P_HHM_PH_Helm51.MDB). In this case, unfortunately, it will probably not be enough to change the filenames of one set of files. The MDB model files will have to be altered, because they will continue to point to the textures for P_HHM_PH_Helm51.
For your reference, this package utilizes the following helmet slots (XXX refers to the code that corresponds to each race, HHM for human, etc):
P_XXX_CL_Helm51
P_XXX_CL_Helm52
P_XXX_CL_Helm53
P_XXX_PH_Helm51
P_XXX_PH_Helm52
P_XXX_PH_Helm53
P_XXX_PH_Helm54
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License
The MDB model files, TGA texture files, and DDS texture files in this download are licensed under the Creative Commons Attribution Non-commercial License. To view a copy of this license, visit http://creativecommons.org/licenses/by-nc/3.0/; or, (b) send a letter to Creative Commons, 543 Howard Street, 5th Floor, San Francisco, California, 94105, USA.

In short, you are granted permission to alter, redistribute, and build upon this work so long as it is done non-commercially, and credit to the original author (me) is clearly given.


