H&D2 model editing tutorial (excerpt)

This is a translated version of the German tutorial by Ted Striker.

It includes a part of the additional content for advanced modders of the 2011 version.
For modeling basics please see the tutorials by Zdenda and Hawk or the complete
model editing tutorial (only in German).

To be continued / supplemented
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Creating new models

If you want to create new models, e.g. a supply box with altered textures, copy the
model file in question, e.g. la_ammo01.4ds from the extracted models folder, rename it
and put them in the models folder in the main program directory of Hidden &
Dangerous2

The new file name should have the same number of characters as the original file, so
the models can be easily replaced in an actors.bin. Then you use hex editor to put in the
file names of the changed textures in the new 4DS file. Also the file name of the new
textures should have the same number of characters as the original files.

Changing models with a hex editor

If a file or a 4Ds model scene.4ds is opened with a hex editor, you are at first confronted
with a seemingly meaningless jumble of letters and numbers.

The following instructions may sometimes sound a bit complicated, but if you have
understood, how to use the editor, you can do really cool things with it;)

The Hexadecimal editor
Hexadecimal refers to the priority number system based on 16, using 16 instead of the
ubiquitous 10 digits. The "digits" 10 to 15 are represented as the letters A, B, C, D, E, F.

Hex Decimal

A 10

F 15

10 16 (1x16)

2A 42 (2x16 + 10)
100 256 (1x16?)

If you have a 4DS file opened in hex editor you see the following three-part structure of
the editor.

On the far left for each row, the display position (offset), starting with 0x00.

Next a field of 16 by 2 points, upon which stands 00 to OF (in this case, the bytes in
hexadecimal)

On the far right a field of 16 points, above them 0O to F. Here, the bytes are represented
as text in a selectable character set. To improve clarity in the right pane, you can set the
View / Character conversion to ASCII 7 bit.
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¥ mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2AMODELSMa_ .. [g@
@ Datei Bearbeiten ansicht  werkzeuge  Optionen  Lesezeichen  Fenster  Hilfe | T 2

B001 0203 0405 0607 0809 0a0B OcOD OEOF 012345678 2ABCDEF ~

(G0 3444 5300 2900 OOES 60F5 COB9 €301 1A00 EDE.J ... .......
Ox10 0100 8400 BASY9 093F CACE 483E CACE 483E . ...... 2. wHe, oH>
Ox20 0000 0000 BSE4 343E 8180 803D 8180 803D . ..... B3 =i =
Ox30 0000 0000 1EEE 373D 1EEE 373D 1EEE 373D . ..... e
Ox40 0000 0000 0000 0000 0000 0000 0000 0000 & evvnonnnennn s
Dx50 0000 0000 0000 C841 0000 BO3F 0B4C 415F . ...... A...7?.LA_
Dx60 424D 3031 ZE42 4D50 0180 1440 OOFF FE3E EMOLl.EBMP. .q@...>
0x70 OOFF FEJZE OOFF FEZE 0000 D000 CACE CH3D . ..®...®....... =
Ox80 CACE (B3D CACE CB3D 0000 0000 1EEE 373D . ..S...=...... Fe=
Ox90 1EEB 373D 1EEE 373D 0000 0000 0000 0000 . .7=. .7=% «uus ...
OxA0 0000 0000 0000 0000 0000 0000 D000 CHEL 4w ennnnnnn.s A
0xB0 0000 G03F OB4cC 415F 424D 3032 ZE42 4D50 . ..%.LA BMOZ.BME
OxcO OD4C 415F 424D 3032 4F50 2E42 4050 0100 . LA BMOZOE.BME. .
OxD0 8400 OOFF FEJZE OOFF FE3E OQOFF FEIE 0000 .. ... e
OxED 0000 CACE CB3D CACE 083D CACE C83D 0000 . .... =A==
OxF0 0000 1EEB 373D 1EEE 373D 1EEB 273D 0000 ....7=..7=..7=..
0x0100 0000 0000 0000 0000 0000 0000 0000 D000 & e s ennen ...
Dx0110 0000 0000 CB41 0000 803F DB4C 415F 424D .. ... A...7.LA BM
Ox0120 3033 ZE42 4D50 0180 0440 OOFF FE3E OOFF 03.BMP...@...>.. v

Grife: 0x028E09 | Pos: 0x00 Einfligen ASC

In this field right you recognize entries in plain text, such as LA_BMO01.BMP in the case
file for the motorcycle la_BmwR75.4ds. The textures used are listed at the beginning of
a 4DS file. To put in the filename of a new texture file it is best to use the Search /
Replace function under Edit. If looking for a plain text, box "text" must be enabled.

If the box is "text" is not enabled, you can replace sequences of numbers (shown in the
middle field), such as for equipment in an items.dat file, like this:

Search: 00000004 (K98)
Replace: 00000012 (MP40)

Essential that the character length is not changed, otherwise the file is no longer usable.
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Creating new vehicle models
For vehicles available there are at least 3 other models with the same file name and
other letters in front, e.g. for la_citroen.4ds

cla_citroen.4ds (wreck Version)
DMla_citroen.4ds (damaged)
sla_citroen.4ds (shadow effects)

These models, which are found in the extracted models folder with the file search
function must also be copied and renamed, if you want to create a new vehicle model,
otherwise it will not work. Example for new file names:

la_citro01.4ds (new vehicle model changes only entered here)
cla_citro01.4ds

DMla_citro01.4ds

sla_citro01.4ds
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The components of a 4DS model

All models, which also apply to the landscape, which are scene.4ds in the missions
folder, include the entries for the used textures in the beginning and are composed of
several sub-models.

These components are subsequently referred to as sector and are not to be confused
with the abeve-mentioned sectors for the light. For cars, there are usually the following
names for sectors:

WHLOO left front wheel
WHROO right front wheel
WHLO1 rear left wheel
WHRO1 rear right wheel
Telo (Czech body)

The other sectors have once Czech, English names sometimes, often simply names like
Loft, Mesh, line, box, etc.
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How to find now, the individual components, i.e. sectors of models without having to
search in the confusing maze of characters in a file opened in hex editor? For this
purpose one must know that before every sector is a kind of definition, which always

begins with the sequence of numbers 0100002A. Therefore, we look after this series of
numbers and get in the editor to the definition of the sectors. A definition consists of 3
lines and 8 points in the central display of the editor, before the name of each sector.

F# mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2\MODELS\a_BmwR75.4ds] g@ -

@ Datei Bearbeiten  Ansicht Werkzeuge Optionen  Lesezeichen Fenster  Hilfe = Y e
0= HS dBBRAGQ EEBEE
0opl 0Z03 0405 0/07 030% 0AODB OcCOD OEOF (123454789 AEBCDEF Lt

Ox4680 EBE3 3JADI 95EBA 3IEBS 9831 3IFAE 796E 3DA1L .. :... b T s P T o

0x4620 Cg37 BFED 556F JFE7T EETF 3F40 BEFE ZEOO0 T..00?..0%@.,.>.

Oxdea0 EBE3 3AD3 95BA 3IERS 9831 3IFAE 796E 2DaAl ... .. FiwXdiyn=s

OxdeB0 Ce37 BFOOD 4E0Z 2ACE 5565 3IFO01 1000 0000 G AT LI TN - R

Oxdecld 0300 0100 0300 0000 0200 0100 OFOO OEOOD ... 0o on S

Ox46D0 OFOO0 0100 0300 0400 0700 0500 OO0 0400 B e e e e e e e

DxdpRl Ol BS00 1200 ATA0D. 1200 0500 D700 BBEO . oo o s e i aia sl s

Oxx4aF0 OBOO OS00 OBOO O8O0 OACO OS00 1500 1400 .. .......... 5.9

Oz4700 1500 0200 0BOO 0OC00 1000 0000 1000 0200 S, .. 0w o e e e v e w v

Q4710 1e00 0ODOO0 1700 1300 1700 0o00 1000 0500 .. .. 0o e e e w e

g7 E 00Za a0 E CE a3

Ox4730 y 0000 ooon 0 0000 oooo

Ox4740 | 0000 803F 0000 |O3F 0000 oooo m

0:4750 [PEEEERE 4z6r 7830 3215 5p44 4546 4F52 s ox09S[DEFOR

0=x4760 4DEZ0 4Z24F 4453 5D2C éDel 7469 6431 3300 ™M BODY],matidl3.

Q4770 0003 C4cF BO4EZ OO0O0 OOOO 7500 Z8DE DBED .. ... B St

04780 w021 3CEE BD18 AOD3IE FEZ0D T5ED EC13 G&5EFR PR T P

0x4720 3ISTE BEZZE 3C01 663F E41% D93E 74E3 ZAER Qe == £7 s ®

Ox4720 0858 40BE BCEE CE3C DSO1 8EBE 2E3Y &3EF TR T T o
Grofie: OxUZ0EQD | Pas: 0xA720 | Ausw: 0xA720-0x4753 (Ux34 Byte] || | Eifugen ASC B i

This includes some places that cannot be changed or where it is unclear what happens
if you change it. This can go up to the uselessness of the file.

Included are also a total of 10 variable parameters / values for position, rotation and
scaling of the sector included in the model. Each value is assigned 8 points and is coded
as IEEE 754 floating-point number in little endian format.
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In 4ds file

0000 803F
0000 0040
0000 00CO
0000 003F
0000 8043

In this numerical system there is +0 (0000 0000) and -0 (0000 0080), and minor
inaccuracies, it can be a value such as 0.1 represented only as approximation. These
tolerances are not important for the game, because they occur only after the umpteenth
decimal place.

If you want the values about to change remain clear and precise, you do not scale in
tenths of steps, but with the reciprocal value of powers of 2, e.g. 1/8 corresponds to

0.125

decimal
1

2

-2

0,5

256
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¥ mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2\MODELS\a_B... g@gj

% Datei Bearbeiten Ansicht  MWerkzeuge Optionen  Lesezeichen  Fenster  Hilfe -
DEES <~ )l Q
' . 0O01 0203 0405 0cO0p DEOF 0123456789ABECDEF A
04720 0100 0022 0500 B g ] N Syl =s
04730 <730 0000 0080 0DEEE-DER0 [\ st S e st
PIEIN] 803F 0000 S03F 0000 503 7|y sR T . . -
MrdT50 Q000 _N9ns 47 &R .
E@gﬁﬁ e o e e T R x| J46 4F32 BoxD 35 []?EFO
SR — 431 3300 M BODY],matidl3.
Twp | Single IEEE, 32 Bit, Fliefkommal v| [JeigEndian EADE DBED ..... B..oote b
o b LT B BE N at ae wilem b
wiert |1 | Basis: |16 P4E3 ZABE 9. m<,£7...3t. %,
Bits: T Tl T T i i T JE37 BA3EF Fotn T N L Al
7 6 E 4 2 Z 1 0|7 6 E 4 32 Z 1L 0 FEAE - IABE | adzmasam R S
Ryeed Eyken L Jubph e e Dol e e e e e e
< | Bl F4r3 EABE . oWPLETL coBEL v
3 035 183F L [&...T=.U=>. 5.7
44 4 ¥ B . L berneknmer
YUEE @ @ o2 B e e
MN--A0NN ooHmd 2r2Tom w20 a0%m Nnne Anco aoac™ wwboo . uct Y V
Grife:; 0x023E09 | Pos: Ox4748 | Ausw: Oxd47458-0x4740 (Ox04 Bybe) Einfiigen: A5C

With the value editor of Tiny Hexer (second icon from right below the menu bar) you can
enter values directly. Select type Single (IEEE 32-bit, floating point) and deselect the
box next to Big Endian.

Now go to a value such as 0000 803F in the hex file and mark it. Now, in the "value"
field the decimal value is displayed, here it is 1. If you now enter in the "Value" field a
different decimal value, it is assumed to be converted, to do so click on "Apply changes".
It is important that you always just mark the 8 digits of an editable value with the cursor
and no other ones. Again and again, back up the file!
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Editable values of a definition

For most standard models you can change position, rotation and scaling of individual
sectors. That's not for files with special characters like # at the beginning, containing an
animation. Even for objects that cannot be directly positioned as a bridge from Burmal,
it may be different.

Here again is the def of a sector within the la_BmwR75 model. The sector is the engine
and named Box09.

The Def begins with the characters 0100 002A (unchangeable)
After that four unalterable places 0500

F# mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2\MODELS\a_BmwR75.4ds] g@@

@ Datei Bearbeiten  Ansicht Werkzeuge Optionen  Lesezeichen Fenster  Hilfe = Y e
DFE&S -~ s BAF 2EE
0001 DZ03 0405 ':"EGEI"." 0802 DAO0B OcOD OEOF 0O1Z345678%ABCDEF "

Ox4710 1600 ODOO 1700 1300 1700 0DOO 1000 0500
AT (EGOELEENGERD oE4 0CBF 6ECD EB3D 4384
0x4730 ©73D 0000 OO&0 0000 OOB0 0000 OOS0 0000
04740 S03F 0000 SO3F 0000 E03F 0000 SO3F 0000

Oz47350 0000 0S05 4ZeF 7830 2515 5p44 4546 4F52Z ... .Box0OSS[DEFOR
Ox4760 4020 4Z4F 4459 S5DEZC 6DE1 746959 £431 3300 M BODY],matidl3.
0=x4770 0003 c4CF EBO4Z 0000 O0OOO 7500 Z8DE DSED .. ... R o e e
0x4780 #0%1 3CEBE 8018 AD3E FZ0D 75BD EC13 A5BF . <....%..U...=8.

024730 3IS7E EZ3E 3C0l1 863F E41% DS3E 74E3 ZABE S~.»<.£7...=t.*.

<

Grife; 0x028E09  Pos: 0x4726  Ausw Dxd720-004725 (0006 Byte) Einfligen ASC

Next are three values for the position X, Y, Z
9CB4 0CBF (Pos. X about -0,55)

6ECD E83D (Pos. Y about 0,11)

4384 C73D (Pos. Z about 0,1)
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F# mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2\MODELS\a_BmwR75.4ds] g@@

& Datei Bearbeiten Ansicht Werkzeuge Optionen  Lesezeichen Fenster  Hilfe - %
D@ Ha Yy BRAQY =EBE
. "f:ZDB 0405 007 0OB0% DADB OCOD DEOF D1Z234567ESABCDEF "

04710 opo0 1700 1700 0po0 1000 0500

04720 00ZA D500 OCEF EB3D 4384

Oxcd 730 oooo o080 0080 0000 OOBO0

Ozc4740 ooo0 B03F 0000 B0ZF OOO0D B803F 0000

Ozc47350 0205 4Z6F 7830 3215 5B44 4546 4F5Z ...BoxO03&[DEFOR

04760 4Z4F 4459 5D2C DAL 7449 4431 3300 M BODY] ,matidl3.

04770 C4CF EBO4Z 0000 0OODOO 7500 ZBDE DEED . v v W Bl Edie e e

04780 3CBE 8D18 A0D3E F20D 75BD BC13 A5BF . <. ...5..U...e&8.

Ozc4720 BEZ3E 3C01 &663F E419 D93E T4EB3 ZABE 9~.><, £2,..5Lt.*., o
Grife; 0x028E09  Pos: Dx4732  Ausw: Dxd726-004731 (000C Byte) Einfiigen ASC N

Then follow four values for the rotation (there is an additional axis for a global coordinate

system)

0000 0080
0000 0080
0000 0080
0000 803F

F# mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2\MODELS\a_BmwR75.4ds] g@@

& Datei Bearbeiten Ansicht Werkzeuge Optionen  Lesezeichen Fenster  Hilfe - %
D S dBRAG | EEBEE
'  pooi (203 0405 0607 080% OADE 0cOD OEOF 012345673 3AECDEF ~

0x4720 0100 D0ZA 0500 9CE4 OCEF AECD EB3D 4384

BT Srec I RER el | 00 OOS0 0000 OOE0 0OOO0OO OCOE0 Dooo .=

D4 740 0000 803F Q000 203F D000 S03F 0000 H

04750 0000 09205 4Z6F 7830 3515 SpB44 4546 4F52 .. .BoxO0SS[DEFOR

Ox4760 4D20 4Z4F 4459 5D2C 6Dl 7469 6431 3300 M BODY],matidld.

04770 0003 <4CF BO4Z2 0000 O0OOO 7500 28DE DBED .. ... B....u.(

04780 A0%91 3CBE BD158 AD3E F20D 75BD EC13 AS5BF  ~.<....%..U...e

0x47230 3I537E EZ3E 3c0l £63F E419%9 DS3E 74E3 ZABE S, =<, £7 sy X

0x4720 0s58 40BE BCEZE CEZC DSO1 BBEE 9E37 &3EF STl i e T

0x47EBD 7BED BEBE 1Z9A 563F 40432 9B3D FEB4E D3JBE  x. . ... VIEC.=.N.

0x47C0 ©BOE SEED BEE1D SE3IE 3BF7 CSBE &074 C3I3E [ .. =8 b

A~d30 NSRS So3F aptf anim il nedr T4R% FAR® Lt B S o 2]
Grafie: 0x0Z8E09  Pos: Qed 742 Auswg Oxd732-0:03741 (0x10 Byke) Einflgen  A3C
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Then come the three values for the scaling
0000 803F (Factor X=1)
0000 803F (Factor Y=1)
0000 803F (Factor Z=1)

F# mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2\MODELS\a_BmwR75.4ds] g@@

& Datei Bearbeiten Ansicht Werkzeuge Optionen  Lesezeichen Fenster  Hilfe - %
NBH& -~ s 2AQT|=BE
000l 0503 0405 0&07 0809 0AOE 0COD OEOF 012345678 5ABCDEF Lo
04720 0100 0O0ZA D500 9CE4 OCEF GECD EB3D 4384 A A Thyonst =i,

024730 c730 0000 OO0 0000 D080 0000 0080 0000 @ o=....vueanunann

203F ZF 0000 BO03F 0000 S03Fgasisi °m

024750 0000 0S05 4Z6F 7830 25715 5p44 4546 4F52 ... .Box0S8S[DEFO

Ty

Ox4760 4D20 4Z4F 4459 5D2C 6Dl 7469 6431 3300 M BODY],matidld.
04770 0003 <4CF BO4Z2 0000 O0OOO 7500 28DE DBED .. ... B....u.{...
04780 A0%1 3CBE BD18 AD3ZE FZ20D 75BED EC13 A5BF . <....%..U...8.
0x47230 357E EZ3E 3c0l 663F E41% DS3ZE 74E3 ZABE S~. =<, £7...=1.*%.
0x4720 0558 40BE BCEZE CEZC DSO1 BBEE 9E37 63BF . ZHE. . +.<..... Tl
0x47EBD 7BED BEBE 1Z9A 563F 40432 9B3D FEB4E D3JBE  x. . ... VIEC.=.N. .
Ox47C0 C280EB SBED BE1D SE3E 38F7 CHEBE 4074 C33E .. [....=28..."*t.=
A~d30 NAmY Sa3F aptf anim f2aid nedr T4RY FARR LB S o 2]
Grafe: 0x0Z8E09  Pos: Ded 7?42 Auswg Dxd742-0:03740 (0x0C Bvke) Einfigen  A3C

Finally, 3 by 4 points unchangeable digits 0000 0000 0905 before the name "Box09"

|| Datei Bearbeiten  Ansicht  Werkzeuge Optionen  Lesezeichen Fenster  Hilfe - a5 x
DEHE -~ s BBRT(ZBE
0001 0203 D405 D607 0809 0ADE 0COD O50F O123456789AECDEF -
04720 0100 0O0EZA 0500 SCE4 OCEF GECD EB3D 4384 .. .*...... n..=o9.

0x4730 €730 0000 D080 0000 0080 0000 D080 0000 .=.........un...
(28I 803F 0000 BO3F 0000 803F 0000 s03F [ .2...2...7...°8Q

024750 BERE izeF 7830 3915 Spa4 4546 4F52  [Jsox03S[pEFOR
0x4760 4D2Z0 424F 4459 5DZC 6DEL 7463 6431 3300 M BODY],matidl3.
0x4770 0003 C4CF BO4Z 0000 0000 7500 2BDE DEED  ..... Bowwolis (oo
0x4780 6091 3CEE BD18 AD3E FZOD 75ED EC13 65BF . <....%..u...=.
0x4790 397E EZ3E 3c0l 663F E419 DU3E 74B3 ZABE O~.><.f7...>t. %,
Dx4740 0658 40BE BCZE C23C D501 BEBE 9E37 63BF . X@..+.<..... i
0x47B0 788D BEBE 1234 563F 4043 3E3D FB4E 03BE x..... VPEC.=.N. .
0x47C0 CBOE 5BED BELD SE3E 38F7 CSEE 6074 €33E .. [....=8...'t.>
Q4700 _NSm9 _SA3F AR5 AN3F SAA7 NAJE J4R3 2LAR o o ot -
Grafe: 0x0Z8E09 Pos: Qed74E  Ausw Oxd74E-0x3753 (0x06 Bybe) Einfigen  ASC
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Coordinate axes for vehicles:

X transverse to the direction of travel
Y vertical axis

Z travel direction

Depending on the rotation, the values for X, Y, Z can also in a different order, but usually
like this.

The values for the rotation, you cannot enter directly any angle from 0 to 360 degrees.
How you can enter values here and how it behaves with the global axis is not yet clear.
(Quaternions)

The scaling values are usually three times 0000 803F, which corresponds to the decimal
value of 1. To find out where a sector of the models is, you can increase the Y value
from 1 to 5, and then recognize in the game the distorted object, what it represents, for
example, engine, wings or whatever.

Edit: with the Plug-in by hdmaster, you can now import 4DS models into a 3D program
such as 3DS Max or GMAX and see the sectors and dummies of a model.

By changing of values new vehicles can be created on the basis of available vehicles
from H & D2, e.g. (Enlarge Scale X value) with bigger wheels. Otherwise, you can also
remove parts such as fenders, bodies, doors etc, when you set all three scale values of
a sector to O.

The collision of scaled to 0 sectors remains as before.

The front axis of a vehicle you should not move, because otherwise the wheels are
shifting while driving to the outside and the body does not move properly.

Dummies like SEATSs or for a barrel or turret of a mounted gun named HORTO0O and

VERTOO can also be changed (other position), but they do not start with 0100002A. The
value positions are the same.
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Texture of a sector

Each sector is assigned one of the textures that are listed at the beginning of the file.
For large landscape sectors, this is usually only the main texture; a sector may also
have other textures. The assigned texture is resulting from a value at the end of a
sector. This is a hexadecimal number that is related to the order of the textures at the
beginning of the 4DS file. It is encoded in the middle field of Hexeditor, the first 2 of 4
digits before the beginning of the next sector, which manifests itself in the number
sequence 0100002A.

F# mirkes. de tiny hexer - [C:\Programme\lllusion Softworks\Hidden & Dangerous 2\MODELS\a_BmwR75.4ds] g@

@ Datei EBearbeiten  Ansicht Werkzeuge Optionen  Lesezeichen  Fenster  Hilfe - 8 x
DS “ A BB = RBE
[ OO0l 0zZ03 0405 0s07 OB09 DAOB DCDD.,:QEEIF 012345678 3ABCDEF A
04700 1500 0500 OBOO 0OCO0 1000 ODOO 1000 OCO0 S o v v oo w e annnsns
i 1800 0DpOO0 1700 1300 1700 0poo 1000 EDD .............. g
04720 0100 00ZA 0500 S5cB4 OCBF BECD EB3D 4384 . ..*%...... n. =0

04730 <730 0000 0080 0000 OO80 0000 0080 0000 @ .=......0eeenonn
0=x4740 B03F 0000 S03F 0000 BO3F 0000 803F 0OOO0O0 . 2...72...72...72..
O=4750 0000 0OS05 4Z6F 7830 2515 544 4546 4F52 ... .Box0OSS[DEFOR

D-eA? S0 A0 A2Am AACD CThoo ST B I T = | i bl O T S =N ) POPRPE S e

Grife; Ox028E09 | Pos: Ox471E  Ausw: Ox471E-0x47 1E (001 Byte) kKein Edit.  ASC

Attach parts to vehicle models

A vehicle can be extended with other models that are then firmly connected with him.
Do this by creating an additional object with add object function, e.g. a box lying on the
bed of a truck.

In DCED under sector put in the name of the vehicle model object and its sector, with
what the new model is to be combined, separated by a dot. Case sensitive.

The additional models may not be too complex; otherwise the Def of the vehicle is
broken. The additional model is better attached to a fixed sector like Telo and not to a
sector, which may be separated due to damage, such as fenders, etc.

There are a few models, such as for example la_BmwNah01.4ds of individual vehicle
components such as doors, headlights, fenders, etc. These files all have the letters
“"Nah" in their name and are easy to find.

Excerpt of HD2 Model Editing Tutorial by Ted Striker. No final edited version, use at

your own risk.
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