ZONE KIT GUIDE: ADDING NEW WEAPON

STEP 1: CREATE THE MOD

Begin by launching the modding tool, giving your mod a name, and clicking Create.

STEP 2: SET UP AN ASSET FOLDER

To organize your assets, either manually create a folder inside your mod directory or copy an
existing asset folder structure from the game's weapon assets.

1. Navigate to the directory containing existing weapon assets.

2. Copy a sample weapon folder into your mod directory.

3. Locate this folder using the Content Browser. Right-click any asset and choose Show in
Explorer to quickly access the folder.
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4. In Explorer, delete the copied assets — the goal is only to replicate the folder structure.
5. Now copy your prepared assets into this folder.



STEP 3: PREPARE PROTOTYPE FILES

To create a new weapon, you'll need to set up and configure prototype files.

Current limitations and known issues:

1. Copy only the relevant prototypes from the editor into your mod.

2. Recreate the following folder structure inside your mod:

e Gamelite

r2 > Content >

Lite > GameData >

o GameData

m  Copy ItemGeneratorPrototypes.cfg here.

Gamelite > GameData

A

Name

GlobalVariablePrototypes.cfg

GreetingsPopupPrototypes.cfg
GroomBlockingMappingPrototypes.cfg
GroomGeneratorPrototypes.cfg
HappyHoursPrototypes.cfg
ImpactPhysicalMaterialPrototypes.cfg
InfotopicPrototy pes.cfg
InputManagerConstants.cfg

& InputMappingContextPrototypes.cfg
ItemContainerPrototypes.cfg
ItemGeneratorPrototypes.cfg
ItemPrototypes.cfg
JournalQuestPrototypes.cfg
LairPrototypes.cfg
LevelStreamingPrototypes.cfg
MarkerPrototypes.cfg
MeleeWeaponPrototypes.cfg
MeshGeneratorPrototypes.cfg
MeshPrototypes.cfg
MovementFXPrototypes.cfg
MusicManagerPrototypes.cfg
NotePrototypes.cfg

o ItemPrototypes

Share

NewWeapon > Content >

Quick access
m Desktop
& Downloads
Documents
&= Pictures
& Videos
GameData
DLCGameData
Cutscenes
bin
uwp
& Google Drive (G)
GameData
ItemPrototypes
NewWeaponAssets
s2gamebuild
' This PC
» 3D Objects
s Desktop

Documents

m  Copy WeaponPrototypes.cfg here.

ItemPrototypes
Name

& AmmoPrototypes.cfg

& ArmorPrototypes.cfg

& ArtifactPrototypes.cfg

&/ AttachPrototypes.cfg

&/ BlueprintPrototypes.cfg
&/ ConsumablePrototypes.cfg
& DetectorPrototypes.cfg
& GDltemPrototypes.cfg

& GrenadeProt

& KeyltemProtof

& MoneyPrototypes.cfg

& MutantLootPrototypes.cfg
& QuestltemPrototypes.cfq

& WeaponPrototypes.cfg

o WeaponData

Gamelite > GameData

Quick access

= Desktop
Downloads
Documents

«= Pictures

& Videos
GameData
DLCGameData
Cutscenes
bin
uwp

& Google Drive (G)

GameData
ItemPrototypes
NewWeaponAssets
s2gamebuild
= This PC
» 3D Objects

m Desktop

Gamelite » GameData
Name

ItemPrototypes
WeaponData

& ItemGeneratorPrototypes.cfg

> ItemPrototypes
Name

& WeaponPrototypes.cfg

m  Copy WeaponGeneralSetupPrototypes.cfg here.

To create a new weapon, you'll need to set up and configure prototype files.

Tip: It's faster to copy the entire folders first and delete any unnecessary NPC-related files

afterward.



STEP 4: BEGIN EDITING PROTOTYPES
WeaponPrototypes.cfg

1.
2.
3.
4

Open this file in your text editor.
Copy the GunUDP_HG prototype block and paste it at the end.
Rename the Name and SID fields to unique identifiers.

Update the GeneralWeaponSetup and PlayerWeaponAttributes fields with new values that will
be defined in the following steps.

Save the file.

) File Edit Selection View Go Run Terminal Help

« P GameData
@ EXPLORER - 0 WeaponPrototypescfg X
~ GAMEDATA ypes > O p dg

/Q + ItemPrototypes 187 [/upgrades

O WeaponPrototypes.cfg 108 SectionSettings : struct.begin

142 [4] : struct.begin
WeaponData

X(o gt : 143 struct.end

w CharacterWeaponSettingsPrototypes s

O PlayerWeaponSettingsPrototypes.cfg 1
v WeaponAttributesPrototypes 152
O PlayerWeaponAttributesPrototypes.cfg 2
© WeaponGeneralSetupPrototypes.cig 154 10 =| URUDP_HG

© ItemGeneratorPrototypes cfg 155 MeshPrototypeSID = UDP_Skeletal

15 MeshInkorldPrototypeSID = GunUDP_StaticMesh
//Base stats
weight = 8.72
Cost = 1425.0

X7

®

NPCveaponAttributes = |8
//Durability
BaseDurability = 1500.0

185 f/u
166 Icon = Texture2D'/Game/Gamelite/FPS_Game/UIRemaster/UITextures/Inventory/WeaponAndAttachments/UDP/T_inv_w_udp_body.T_inv_w_udp_body "

167 //Upgrades
168 SectionSettings : struct.begin
[@] : struct.begin

SectionlsEnabled = true

UpgradsTargetPartTyps = EUpgradeTargetPartType::Barrel
SottomPosition = 30.000000
RightPoition = 100.800008

LaftPasiting = 147 Seeseq

WeaponGeneralSetupPrototypes.cfg

N

Open the file and copy the UDP weapon structure.

Paste it at the end and rename the Name and SID.

Update the WeaponsStaticMeshParts field to point to your imported assets.
In the editor, right-click each relevant asset and select Copy Reference.
Paste these references into the appropriate fields.

»] File Edit Selection View Go Run Terminal Help

EXPLORER =+ © WeaponPrototypescfg X
 GAMEDATA ypes > ©
O remPrototypes )
© WeaponPrototypes.cfg
Z_g ~ WeaponData
 CharacterWeaponSettingsPrototypes
N © PlayerWeaponSettingsPrototypes cfg
o + WeaponAttributesPrototypes
o © PlayerWeaponAttributesPrototypes.cfg
BD © WeaponGeneralSetupPrototypes.cfg
© RemGeneratorPrototypes.clg

Gun_Reil_SG : struct.begin {refkey=GunTOZ_SG}
//Base infe
SID = Gun_Rail_SG

3845
3046

MeshPrototypesiD = UDP_Skeletal
MeshInWorldPrototypeSID = GunUDP_StaticMesh
//Base stats
weight = @.72

Cost = 1425.0

GeneralWeaponsetup =

Playerieaponattributes = GunNewweapon_HG_Player
NPCueaponAttributes = GuUNUDP_HG_NPC
//Durability
BaseDurability = 1500.8
//ur

Icon = Texture2D'/Game/Gamelite/FPS_Game/UIRemaster/UITextures/Inventory/WeaponAndAttachments/UDP/T_inv_w_udp_body.T_inv_w_udp_body'
//upgrades
SectionSettings : struct.begin
[@] : struct.begin

SectionIsEnabled = true

3064 UpgradeTargetPartType = EUpgradeTargetPartType::Barrel
3065 SottomPosition = 30.000000

RightPoition = 100000000
3067 LeftPosition = 147.569580

PlayerWeaponSettingsPrototypes.cfg

1.
2. Rename the Name and SID.

Copy an existing structure and paste it at the end.



3. Set BaseDamage and ArmorPiercing to your weapon's desired values.

] File Edit Selection View Go Run Terminal Help « > P GameData
EXPLORER s« WeaponPrototypescig © PlayerWeaponSettingsPrototypescfg X
v GAMEDATA ° DamageUl = 0.26
/O e e n RangeUI = 8.25

//Projectile settings

o xaponP types.
b (ot £ DistanceDropOffLength = 1200.0

1—9 v WeaponData = . o
~ CharaclerWeaponSettingsfrotatypes : struct.begin {refurl=../Charactes tingsPr cfg;refkey=TemplatePistol}
N © PlayerWeaponSettingsPrototypes.cfg 36 J/Base info
©  + Weaporitiimerotchper
© PlayerWeaponAttributesPrototypes cfg & //burability

DurabilityDamagePersShot = 3.3

o]
o W iSetupProt
EZ] leaponGeneralSetupPrototypes.cig /g

O emGeneratorPrototypes cfg

Baseb. eeding = 15.e

ChanceSleedingPershot = 10%
//Effective Distance

48 EffectiveFireDistanceMin = 1100.0

Effe ireDistanceMax = 1100.0
Fir ceDropOff = 1000.0
MinB etDistanceDamageModifier = 0.3

//5hooting
DispersionRadius = 152.0
[//NPC Hearing
BaseComfort = 0.25
Fireloudness = 0.4
/ux
AccuracyUl = 0.48
RateOfFirell = .27

PlayerWeaponAttributesPrototypes.cfg

1. Copy and paste an existing structure.
2. Rename the Name and SID.
3. Update the DefaultWeaponSettingsSID to reference your custom settings.

ItemGeneratorPrototypes.cfg

1. Replace the pistol magazine meshes.
2. Locate EO1_MQO1_PlayeritemGenerator.

EXPLORER =+ € WeaponPrototypes cig O ttemGeneratorPrototypes.cfg ®
v GAMEDATA O hemGeneratorPrototypes.cig
/O ~ ltemPrototypes 21784 Arena_RS_Toz_Generator : struct.begin
© WeaponPrototypes.cig 21786 ItemGenerator : struct.begin

~ WeaponData [3] : struct. begin )
E} PossibleItems : struct.begin
suiuen

~ CharacterWeaponSettingsPrototypes

38 © PlayerWeaponSettingsPrototypesclg struct.end
5 ~ WeaponAttributesPrototypes struct.end
struct.end

o © PlayerWeaponAttributesPrototypes cfg
& © WeaponGeneralSetupPrototypes.cig
© itemGeneratorPrototypes.cfg

struct.end
£01_MQ@1_PlayerItemGenerator : struct.begin
SID = E@1_MQel_PlayerItemGenerator
ItemGenerator : struct.begin
[e] : struct.begin

Category = E onC. yi s ponPistol
21854 PossibleItems : struct.begin
21855 [@] : struct.begin
21856 ItemPrototypeSID -
21857 Weight = 1009
21858 MinDurability = @.95
1 MaxDurability = 1
21868 AmmoMinCount = @
1

861 AmmoMaxCount = @
struct.end
struct.end
struct.end
[1] : struct.begin
Category = ET ionCategory: : Body,
PossibleItems : struct.begin
1 [e] : struct.begin
21869 ItemPrototypeSID = Jemmy Neutral Armor

3. Replace references to Gun_SkifGun_HG with GunNewWeapon_HG or your chosen identifier.

STEP 5: ADJUST RECOIL (OPTIONAL)

1. Inthe Content Browser, select the Content folder and search for
CameraPatternBlendCurve_Pistols.

2. Right-click and choose Check-out.

3. Locate the checked-out file in your mod folder and apply your desired recoil tweaks.
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FINAL STEP: PACKAGE YOUR MOD
Once all changes are complete, package your mod and upload it to your chosen repository.
COOK AND UPLOAD THE MOD

1. Open the editor and cook your mod.
2. Once ready, begin the upload process to the mod repository.
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UPLOAD TO MOD.IO

e Ensure your active mod project is selected.



Click Mod.lO Upload - Create Mod.

Fill in all required fields and attach a logo.

Click Submit.

Press Create Mod for PC.

Specify the path: SavedMods > Staged > [Your Mod Name].

Optional: If you want the mod to go live immediately, check Set as active release.
Hit Submit to complete the process.
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You can later update the title, description, and upload screenshots directly on Mod.|lO or Steam

Workshop.

STEP 6: UPLOAD TO STEAM WORKSHOP

Enter the mod’s title and description.
Set visibility to Public.

Attach a preview image and proceed with the upload.

STEP 7: TEST YOUR MOD IN-GAME

e [aunchthe game and open the in-game Mod Browser.
e Find your mod and click Subscribe.

FOR STEAM USERS:

e Use Shift + TAB to open the Steam Overlay.
e Navigate to Steam Workshop.
e |ocate your mod and subscribe to enable it.

Select your mod and click Steam Workshop Upload - New Mod.

If the mod is already packaged, uncheck Package mod before upload.

Your weapon mod is now ready to use. Happy modding with Zone Kit, stalker!
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