Adding a hat to a Minion

Do you want your minion to have a cool hat? [I] Read on

Preparing our files

There are a few different ways to get files from the game. For this guide lets use Penumbra's
Import from Screen combined with model export (textools can also accomplish this).

We are going to put the "Calfskin Rider's Cap" onto the "Meercat" minion. Equip the hat on your
character and summon the minion. Then in Penumbra's Mods tab, make a new blank mod (call it
whatever you like) and open Advanced Settings .

-B ﬂ ﬁ Redra

Create a new, empty mod of a given name.

Open the Import from Screen tab, click Refresh Character List at the top left. Then click the Add a
copy... button at the far right for the "Calfskin Rider's Cap" mdl on your character and the minion
body on the Meerkat.


https://xivmodding.com/uploads/images/gallery/2024-06/G7ApXRDllAyqnnfD-image.png

Minion Hat

File Redirections Meta Manipulations File Swaps Merge Mods Duplicat<s Import from Screen Models Materials Textures Shaders Item Swap

Default Option Refresh Data |Defau|t Option
Refresh CharacterList — + & " + ,:-51!‘1'5 :’? w j‘{ l‘_:j < B 57 R}\_ @ ‘ ><: o 'c.:l 7

¥ Jrogo Somber
Collection: ME
Game Path Actual Path
Incendiario chara/weapon/w2401/obj/body/b0004/mode|/w2401b0004.md| chara/weapon/w2401/obj/body/b0004/modelfw2401b0004.mdl a .a

Weapon #0, Skeleton #0 chara/weapon/w2401/skeleton/base/b0001/skl_w2401b0001 sl chara/weapon/w2401/skeleton/base/b0001/skl_w2401b0001.sklb P L]

eI 4

/ Calfskin Rider's Cap chara/equipment/e6116/model/c0801e6116_met.mdl| chara/equipment/e6116/model/c0801e6116_met.mdl t] .a
Ramie Poncho chara/equipment/e6033/model/c0201e6033_top.mdl e:\ffo-mods\hoodie megapack 3\sizes\bibo\bibo_medium.mdl B 5]
Fingerless Gajaskin Gloves of St:-- chara/equipment/e0591/model/c02010591_glv.mdl c:\ffo-mods)\[jrogo] transparent hands\chara\equipment\e0591\model\c0201e0591_gh.mdl B ‘a
Skyworker's Bottoms chara/equipment/e6120/ model/c0201e6120_dwn.mdl e:\ffo-mods\bronx\mom jeans\t&f large\chara\equipment\e6120\model\c0201e6120_dwn.mdl B .a

RN

Calfskin Rider's Shoes chara/equipment/e6116/model/c0201e6116_sho.mdl c\ffo-mods) petit confort « legwarmers & shoes (for male & female}\bibo+ sock model variants\default\char: [ ‘a
Migo'te Female Hair (Hair) 146 chara/human/c0801/obj/hair/h0146/model/c0801h0146_hir.md| chara/human/c0801/obj/hair/h0146/model/c0801h0146_hir.md| B .a
Migo'te Female Face (Face) 1 chara/human/c0801/obj/face/f0001/model/c0801f0001_fac.mdl c:\ffo-mods\[vivil marie-sculpt for migote\seeker of the sun face 1\make-up 1\chara\human\c0801\obj\face g ‘a
Migo'te Female Tail (Tail) 4 chara/human/c0801/obj/tail/t0004/ mode|/c0801t0004_til.mdl e\flo-mods\fluff_tail_4_mag\chara\human\c0801\obj\tail\t0004\model\c0801t0004_til.mdl B .B
Midlander Female Body (Body) 2 chara/human/c0201/obj/body/b0002/model/c0201b0002_top.m chara/human/c0201/obj/body/b0002/model/c0201b0002_top.mdl B .a
Migo'te Female Body (Body) 2 chara/human/c0801/obj/body/b0002/model/c0801b0002_top.m chara/human/c0801/obj/body/b0002/model/c0801b0002_top.mdl B .a
Migo'te Female Body (Body) 3 chara/human/c0801/obj/body/b0003/model/c0801b0003_top.m chara/human/c0801/obj/body/b0003/model/c0801b0003_top.mdl a .a

v v v v v v v v v v v w

Skeleton #0 chara/human/c0801/skeleton/base/b0001/sk|_c0801b0001.sklb c:\ffo-mods\[ives] illusio vitae custom skeleton base v1.1\chara\human\c0801\skeleton\base\b0001\ski_c0! ) .a
Skeleton #1 chara/human/c0801/skeleton/face/f0002/skl_c0801f0002.sklb chara/human/c0801/skeleton/face/f0002/skl_c0801f0002.sklb B .a
Skeleton #2 chara/human/c0801/skeleton/hair/h0147/skl_c0801h0147 sklb chara/human/c0801/skeleton/hair/h0147/skl_c0801h0147 sklb B .a

SN ) N e e e b= e =

Face Decal chara/common/texture/transparent tex chara/commonjtexture/transparenttex a .a

g

Legacy Body Decal chara/common/texture/transparenttex charafcommon/texture/transparent tex B .a

¥ [Jrogo Somber] Meerkat (Companion)
Collection: ME
Game Path Actual Path
P ¥ Meerkat (Companion) chara/monster/m8320/obj/body/b0001/model/m8320b0001.md chara/monster/m8320/obj/body/b0001/model/m8320b0001.md|

» ? Skeleton #0 chara/monster/m8320/skeleton/base/b0001/skl_m8320b0001.5 chara/monster/m8320/skeleton/base/b0001/skl_m8320b0001 sklb

P Junkmonger (Event NPC)

Now we will export these model files so that we can edit them in blender. Go to the Models tab of
Advanced Editing (the window that we already have open).

For each model, select it in the dropdown, expand the Import/Export tab, and click Export to glTF.
Put these files somewhere you will remember cause we will need them in the next step [ (You
may want to put them in a folder as they will also export all the textures for the model)
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Blender!
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(Note: This guide is using Blender version 3.6.2)

Importing the files

Open blender and clear out the tree navigation to the right.

t=v @~ 0

B Scene Collection

Now we will import our models. We will first import m8320b0001.g1tf then we will import
c0801e6116 met.gltf . Go to File -> Import -> glTF 2.0 and find each model and import them.
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You should have some items on the right panel now and if you expand them they should look like
the following. mesh 0.002, mesh 1.002, and mesh 2.002 should be the different level of detail

models for the hat as long as blender gave you the same names on import. We are going to use
mesh 0.002 .
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Select mesh 3.0 and change its armature modifier to point to Armature instead of Armature.001 .
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Now right click on Armature.001 and select Delete Hierarchy
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Your setup should now look like this.
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Moving the hat

Click on the hat mesh in the 3d space and select 0Object -> Set Origin -> Origin to Geometry .
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Now we will use the move and rotate tools to move the hat to the minions head. This part is not an
exact science, so use the gif below as a guide and move the head to a position you like.
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Adding weights

Now we need to add weights to our hat otherwise it will not move with the minions head. We are
getting off a little easy with this mod as we only need to give the hat weights for one bone to make
it look correct. Weights can be much more complicated for other clothing items, but we will keep it
basic in this guide.

First lets figure out the bone that controls the minions head. In the gif below we can see that the
bone for the head is j head .
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Now lets add weights for the hat to that bone. Switch back to object mode in the top left dropdown.

Then select mesh 3.0, open the data panel (green triangle looking one), and delete all current
vertex groups.
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Add a new group called j head and switch to Weight Paint mode.
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