Simple mod dependency system

If you have a mod that depends on the content of another mod, you can configure their
dependencies to let the mod cooker from the packaging system know this.

NOTE

- This systemis only intended for Zone Kit. The user is responsible for downloading mods
with all their dependencies and having them installed in the game.

- Keep in mind that while the system works well with dependencies in Unreal Engine
assets, having dependencies in GameData configs might not be that straightforward.

Setting up dependencies

In order to configure dependencies in your mod,

1. Gotoitsroot directory in Content Drawer and locate the GameFeatureData asset
named the same as the mod.
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2. Open it and select Edit Plugin. A dialog window will appear.
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3. Locate the Dependencies section at the bottom of the window.
4. Inthe Plugin property, add your mod (or mods) that the current mod depends on.
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Now, when you package the mod, the cooker will see the dependency and will not include
those listed in Plugins in the . pak files of the current mod, allowing you to package them
separately.
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