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Automatisk generert beskrivelse]FK Mod items v. 1.8

This is a mod that basically adds custom (and vanilla) items to the single player module (OC), and items introduced by my mod transfer into Awakening (and other campaigns) if my mod is enabled there. There are about 115 new, custom items. They are available in a normal run through the game, either as loot from creatures or placeables, or in stores. In addition, I have placed some vanilla items here and there as well (some previously unavailable). 
An Excel spreadsheet that describes the changes my mod makes is provided as documentation (in addition to this readme). 

Now, with the Ultimate Edition (UE) almost all DLC can be obtained by everyone, and so it is at last possible for me to include scripts that insert promotional items and stuff from Awakening here and there in the game as well. So, e.g., certain NPCs may now bring "high-level" stuff with them, provided your inventory is not full when you recruit them. Or you may stumble upon great treasures on your travels. 
Having the UE, you probably will start the game with all promotional items and maybe rewards for other campaigns completed (such as Witch Hunt). I recommend you destroy those (except perhaps for the Memory Band for that little xp boost), as you will be able to either find or buy them later. Much more rewarding, no? 

In addition to the (custom) items introduced by my mod, there are some quite fundamental rule changes. These have been inspired both by the bug fixers (first and foremost Qwinn and Dain, and also others) but also since I now have a better understanding of how the .gdas are used in the game, and I dare experiment more with them. 
Expect to see things such as runes for more than just weapon and chestpieces (though only for the best equipment, and there may not be room for many runes on such items anyway). There will also be some cosmetic changes to some equipment both in Origins and Awakening. 
There are two new item properties as well (“Increase Health (5 per power)” and “Decrease Defense (3 per power)”). 

This started off now about 14 years ago with a simple item for (female human) mages in a .dazip file but has grown from the "give an item when starting the game" concept (difficult enough when I started out, I can tell you!) to a desire to actually implement the items in-game in a proper way. Now, with version 1.7 I feel I finally have been able to do that the way I have envisioned (though this vision undeniably has changed somewhat over the years ). 

I almost always play mages myself, so I will not deny that this mod is somewhat geared towards that class – especially as it started that way. Now, with 1.7, however, I have broadened its scope to include every other background as well, and there generally are some pretty nice items for rogues and warriors as well as mages now. I do not think I am completely done with this, either. But time will show. 

I have tried to keep DA lore in mind (so far as I know it), as well as game mechanics. So, while there definitely are "god" items in this mod, you will have to pay (big money or blood!) for them…
Most of my items should fit well into the game – both concerning how powerful they are, but also their descriptions/background stories. 
I run Dragon Age roleplaying as well, and some of the items I have made for this mod originally were created in the pen & paper game. 
   
If you have used my main mod before, you must uninstall that and then install the new version. Use either DAModder or DAO Modmanager to uninstall the old version. Then install the new version using DAContentUpdater (that is still the most reliable installer, in my opinion!), and after that you should start a new game. And I mean it: I really recommend you start a new game. You should do that to be sure everything works as intended. There have been some quite fundamental changes since 1.63, and these versions are not very compatible (they have been built in two different databases, basically). 
Testing this myself, I have found the ‘Hard’ difficulty level to be perfect but use whichever level you like.
 
Also note that you should not be too fast hitting that Escape key when you enter an area. Especially in areas with cutscenes at the beginning you should be patient and let these play for about 5-10 seconds before you do that. If you are too fast, you may stop the scripts that are running in the background, with the result that the items that are meant to spawn do not do so. 

I am myself currently using patch 1.05 with Qwinn's Ultimate Fixpack v.3.52, Dain's Fixes v. 4.21, and More Detailed Tooltips (w/fixes and tweaks) v. 2.0 as well as Awakening in the OC v.1.0 and Awakening in the OC Expanded v. 1.2.0. I also use tmp7704’s Qunari Update and Proportions Fixes (or the new Unofficial Remaster, see below).  

The mod was created with the standard toolset v. 1.01 and GDApp - and of course, using the resources mentioned above, and uses the PRCSCR scripting method - and thus should be compatible with virtually anything (provided my talk strings do not clash with someone else’s). 
See http://www.datoolset.net/wiki/PRCSCR. 
Note however that especially .gda files might require some tweaking on the user's side if funny things occur. See below, notes under “Required” and “Recommended” mods.  

The mod uses assets from Awakening, and all required files are included in the package – that is why the mod is somewhat big. But this removes the dependency to Awakening in the OC (that is what I am trying to accomplish, at least!), which has been somewhat important for me since quite a few have users struggled with installing that particular mod. 

Well - there it is. Hope you like it! :-) And thank you to all who have given me the honour of downloading and maybe even endorsing it, and to you guys who still give this gem of a game the deserved TLC. You rock! Long live the best DA game! :-) 
 
--------------------------------------------------------------------------------------------------------------------------------------

Mods by others I have (partially) included in my own
I want to make it absolutely clear that I in no way want to steal credit from those who deserve it. So, I will list all I have borrowed from, and offer my sincere thanks and gratitude for your outstanding work - I could not make my mine without yours. 
Some I have tried to contact but got no response, others I have had to build in into my own work (most often .gda files) in order to get things working - or, I might have been required to make a file of my own which merges the work of others. 
 
So, a big thank you (in no particular order) to:
* Dainbramage (much needed bug fixes for talents, item properties and more)
* Qwinn (my mod is built with Qwinn's Fixpack dadbdata installed)
* SpaceAlex (Improved Atmosphere tint files)
* Offkorn (Awakening in the OC and GDApp)
* darthbddaman (Awakening in the OC Expanded)
* Schwinni (for showing me how to enable rune slots for robes/clothing)
* hdhd for Additem Script - Console; I've used his/hers as base for my own additem script included in the mod
* Dadriell (Enchanter Robes v7), Kittentails (Witch Robe Retextured) and commanderstrawberry (who combined the two formerly mentioned mods) for the Hooded Enchanter Mesh
 
Required mods (or: mods I would not run my mod without ;-) – if you miss out on any of these, chances are unexpected things might occur!)
* Qwinn's Ultimate DAO Fixpack v. 3.52 - https://www.nexusmods.com/dragonage/mods/4689 

* Dain's Fixes - https://www.nexusmods.com/dragonage/mods/4384
I recommend disabling*** the following component(s), though, as they can interfere with my mod in peculiar ways: 
* Rune slots (with this enabled, all conventional rules for rune slots are overruled – this might mess up my items somewhat)
* Follower scaling (I recommend using Advanced Party instead)

* More Detailed Tooltips - https://www.nexusmods.com/dragonage/mods/4499

* Icons Project - https://www.nexusmods.com/dragonage/mods/826
Important: If you do not install this many icons will be missing completely!

* 4GB Patch - https://ntcore.com/?page_id=371  
	This is a must for running Dragon Age on a newer machine. 

* Dalish Keeper Robes - https://www.nexusmods.com/dragonage/mods/5525 
I use the Enchanter v7 compatibility version.

* Loincloth Fashion - https://www.nexusmods.com/dragonage/mods/3914 
I have installed the LCF.erf only (Awakening Compatibility file), works fine at my end…

* Kirkwall Exports – including fix file

* Unofficial Remaster - https://www.nexusmods.com/dragonage/mods/5728 
I will try and provide a list of which resources to disable here, as some of them may mess up my module. These probably should be disabled at least: 
mhelm_templar.uti
mglv_templar.uti
marm_templar.uti
mboo_templar.uti
gen_im_arm_shd_kit_tmp.uti

* tmp7704 Qunari Update, dazip version - https://www.moddb.com/mods/tmp7704-replacements/downloads/qunari-update1 
Do not install tmp7704’s own mod, which appears to be taken from the working/export directories of an addins folder. The model files there tend to result in CTD (though I have not got a b**y clue as to why). 


***By disable I do NOT mean delete, it should be enough to rename all the files in the folders in question so that they have extension .bak. E.g., from bitm_massiveslots.gda to bitm_massiveslots.gda.bak
That way you can get these back easily by just removing the .bak extension, should you want to use them anyway. 
 
Recommended mods (the three at the top in the following list are REALLY recommended/required!)
* Awakening in the OC - https://www.nexusmods.com/dragonage/mods/920 

* Awakening in the OC Expanded - https://www.nexusmods.com/dragonage/mods/5181
Disable: 
* Massive Armor no boots rune fix

* tmp7704 Qunari Update, dazip version - https://www.moddb.com/mods/tmp7704-replacements/downloads/qunari-update1 
Again: Do not install tmp7704’s own mod, which appears to be taken from the working/export directories of an addins folder. The model files there tend to result in CTD (though I have not got a b**y clue as to why). 

* xatmos Lock Bash - https://www.nexusmods.com/dragonage/mods/301 
Since I stow items in many containers that are locked, this is strongly recommended. Disable XP gain, though. 

* tmp7704 Proportions fixes (do not install these if you are using the Unofficial Remaster mentioned above!) - https://www.moddb.com/mods/tmp7704/downloads/dwarf-proportions , https://www.moddb.com/mods/tmp7704/downloads/efl-proportions, https://www.moddb.com/mods/tmp7704/downloads/human-female-proportions-fix

* AddItem Script Console - https://www.nexusmods.com/dragonage/mods/1131

* Visible Console Commands - https://www.nexusmods.com/dragonage/mods/1110 

* Advanced Party - https://www.nexusmods.com/dragonage/mods/598 

* Advanced Tactics - https://www.nexusmods.com/dragonage/mods/181 
Possibly with fix here: https://www.nexusmods.com/dragonage/mods/2206

* Extra dog slot (of course! ;-)) - https://www.nexusmods.com/dragonage/mods/664

* Level50 - https://www.nexusmods.com/dragonage/mods/930

* Dragon Age Cinematics mod - https://www.nexusmods.com/dragonage/mods/5497

* Dracomies DA redesigned, lore version - https://www.nexusmods.com/dragonage/mods/686 

* Sten of the Beresaad - https://www.nexusmods.com/dragonage/mods/4400
In my opinion the best morph for Sten, as it combines the good of DA2 and the more realistic of DAI.  Note that this requires the Qunari Update, mentioned above. 

* Enchanter Robes Mod v7 - https://www.nexusmods.com/dragonage/mods/3057

* LNL Tints - https://www.nexusmods.com/dragonage/mods/1076
* Shapeshifter Plus - https://www.moddb.com/mods/tmp7704/downloads/shapeshifterplus

* Inquisition Vallaslin remastered - https://www.nexusmods.com/dragonage/mods/5281 

*Cold Nipples No More – https://www.nexusmods.com/dragonage/mods/5422 
I really have no problem with robes showing (a lot of) skin, but I find it highly unlikely/unrealistic that people would wear such clothing given Ferelden’s climate… 

* Or: use yet another great new robe retexture from commanderstrawberry - https://www.nexusmods.com/dragonage/mods/5519
Note that I have not tested the appearance (tints) of my items with these extensively. They might look great, OK, or horrible, depending on personal taste. 

--------------------------------------------------------------------------------------------------------------------------------------

Credits (aka a few among many who rock)
I want to thank not only those whose works my mod (to a greater or lesser extent) is depending upon, but also modders who have created works I cannot image playing without nowadays, as well as great stuff I have tried and found not suiting my game – but nonetheless deserves mentioning. 
 
* Elys: GDApp 
* Ketaros: Icons Project
* Jake Zahn: Awakening in the OC
* Qwinn: Ultimate DAO Fixpack ("Make DAO great again") and help
* Dainbramage: Fixpack and tweaks and More Detailed Tooltips (also make DAO great again!)
* darthbdaman: Awakening in the OC Expanded
* hdhd: Additem Script - Console, Awakening gift guide
* tmp7704: Qunari Update, Proportions fixes, Shapeshifter Plus… tucked hair. And more, I bet. 
* SpaceAlex: tint files from Improved Atmosphere (included in my mod, I asked about permission but never got an answer. Will remove if asked to do so!)
* Monkeysnest: visible console commands
* anakin55: Advanced _ mods
* untamedfuture: Sten of the Beresaad
* Dheuster: Extra Dog Slot
* Keldorn: Level50
* loc_n_lol: Alternative tints (and a hilarious username :-D )
* Dadriell: New Enchanter Robe v7
* Kittentails: Witch Robe Retextured
* orglove: Unarmed staff casting
* Peter Kovacs: Character respecialization
* kend7510: Bodahn Tweaks, Console - Add points, Dog Gift Tweaks
* KyoParadox: Dalish mage origin
* smooshmonster: dialog fixes for Dalish mage origin
* maddbomber83: madd gift guide
* ZeRuc: Extended dog talents, Extended Shale talents
* xatmos: Lock Bash
* Dracomies: Dragon Age Redesigned
* Berrypaws: Inquisition Vallaslin remastered
* Furtled: Cold Nipples No More
* lotsofbees: Covered Enchanter Robes
* redknuckles for a proper .dazip of the Qunari Update
* AmstradHero, from which I have borrowed the concept of the Blood Gauntlets – check out the great mod “Alley of Murders” on the Nexus
* Nezroy for sage advice on how to install the toolset on a newer machine, and the tint generator
* commanderstrawberry for fantastic new models (hooded enchanter and dalish keeper)
* and so many, many more!

Finally, a very special thanks to DLuf for great help and advice on scripting. 
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