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Overview 
This tutorial doesn’t have a specific task; rather, it contains information with respect to the 

editing of the Body Shop resources. It is assumed that the user has a basic knowledge of 

editing .package files in SimPE. A large part of the information that appears in this tutorial 

was originally shared by AlmightyHat. Let’s begin.  

https://sims.ambertation.de/realdownload.shtml
https://hat-plays-sims.dreamwidth.org/34791.html


The GZPS and XMOL resources 

 



Product and Version:  

 

These properties determine how the game categorizes the .package. The default value of 

Product is 0x00000000 (dtUInteger). The importance of this property is that if you create an 

icon to use as "virtual expansion pack", you can choose the location of the clothing or 

accessory within the catalog. 

The values of the expansion packs are: 

Base game (without icons): Version 0x00000001, Product 0x00000001 

University: Version 0x00000002, Product 0x00000002 

Nightlife: Version 0x00000002, Product 0x00000003 

Open for Business: Version 0x00000003, Product 0x00000004 

Pets: Version 0x00000004, Product 0x00000007 

Seasons: Version 0x00000006, Product 0x00000008 

Bon Voyage: Version 0x00000006, Product 0x0000000B 

Free Time: Version 0x00000006, Product 0x0000000E 

Apartment Life: Version 0x00000006, Product 0x00000011 

 

And of the Stuff Packs are: 

Holiday 05 (without icons): Version 0x00000002, Product 0x00000001 

Holiday 06 (without icons): Version 0x00000003, Product 0x00000001 

Family Fun: Version 0x00000003, Product 0x00000005 

Glamour Life: Version 0x00000003, Product 0x00000006 

Celebration: Version 0x00000003, Product 0x00000009 

H & M: Version 0x00000003, Product 0x0000000A 

Teen Style: Version 0x00000004, Product 0x0000000C 

Kitchen & Bath: Version 0x00000004, Product 0x0000000F 

IKEA: Version 0x00000004, Product 0x00000010 

Sims 2 Store (without icon): Version 0x00000006, Product 0x0000000D 

M & G: Version 0x00000006, Product 0x00000012 

  



Age:  

The age at which clothes / accessories are available. The ages are as follows (dtUInteger): 

Baby (B): 0x00000020 

Toddler (P): 0x00000001 

Child (C): 0x00000002 

Teen (T): 0x00000004 

Young Adult (YA): 0x00000040 

Adult (A): 0x00000008 

Elder (E): 0x00000010 

Clothing can be edited to appear in several age groups. To make the same clothes appear 

in the catalog for young adults, adults, and elders, change the value to 0x00000058 

(0x00000040 + 0x00000010 + 0x00000008 = 0x00000058). A similar trick is used to enable 

accessories for toddlers. The exported accessory has an XMOL for both genders. Change the 

value of the gender to unisex in each XMOL, and then change the value of the age of one 

of the resources to 0x0000001. Start Body Shop again and clone the accessory. When the 

game exports it, it will create two new resources (two XMOL each for toddlers and for 

children). 

Gender:  

Gender / sex. The values are (dtUInteger): 

Female: 0x00000001 

Male: 0x00000002 

Unisex: 0x00000003 

To make a hairstyle or a garment appear in the catalog for both genders, we change the 

value to 0x00000003. 

Flags:  

This property indicates if the hair / accessory can be generated in townies (the sims that the 

game generates) (dtUInteger). The known values are these: 

The townies can use it (the default): 0x00000000 

Hidden (Does not appear in Body Shop, such as the fireman's helmet): 0x00000001 

Hat: 0x00000002 

Disabled for townies: 0x00000008 

Disabled for townies, hat: 0x0000000A 

  



Creator:  

The property that determines if an accessory / hair / article of clothing carries the asterisk 

that indicates that it is custom content. It is important to edit this value when you want to 

categorize the .package as part of a "virtual expansion pack" (dtUString). 

When you just generate clothes in Body Shop, the value of this property is something like this: 

7115d8e5-4a22-a691-e663-1a9655f636cf 

If you want the star to be removed and replaced with a custom icon, you have to change 

this value to: 

00000000-0000-0000-0000-000000000000 

Skintone:  

The unique value of a skin. 

Hairtone:  

This property is used to categorize hair and eyebrows (dtUString). When you just create a 

hair, the default is something like:  

 

545c3a1e-4296-ad6a-34ad-41b312296e7a 

which makes the hair to be placed in the custom hair bin. To make the game place it in the 

correct color bin, we change the value of this property. 

Hair that does not appear in Body Shop: 00000000-0000-0000-0000-000000000000 (All bins, 

useful for Plantsim hair, hats without hair, etc.) 

Black: 00000001-0000-0000-0000-000000000000 

Chestnut: 00000002-0000-0000-0000-000000000000 

Blonde: 00000003-0000-0000-0000-000000000000 

Redhead: 00000004-0000-0000-0000-000000000000 

Gray: 00000005-0000-0000-0000-000000000000 

  



Category:  

The property that determines in which bins the clothing appears in within the catalog, or with 

which clothing a hair or accessory can be combined. To make the clothing/hair/ accessory 

appear in several categories, we add the values (dtUInteger). 

Casual clothes: 0x00000007 

Swimsuit: 0x00000008 

Pajamas: 0x00000010 

Formal: 0x00000020 

Underwear: 0x00000040 

Skin: 0x00000080 

Maternity: 0x00000100 

Gym clothes: 0x00000200  

Tester: 0x00000400 

Naked: 0x00000800 

Outerwear: 0x00001000 

Some very useful categories: 

All categories: 0x0000137F 

Everything but maternity: 0x0000127F 

Everything but formal: 0x0000135F 

 

Casual and formal: 0x00000027 

Casual and swimsuit: 0x00000015 

Casual and gym clothes: 0x00000207 

Casual and maternity: 0x00000107 

Underwear, pajamas, and swimsuit: 0x00000058 

Underwear and swimsuit: 0x00000048 

Underwear and pajamas: 0x00000050 

  



Shoe:  

The property that determines the sound that the shoe associated with clothing makes 

(dtUInteger). 

None: 0x00000000 (For blouses and shirts) 

Barefoot: 0x00000001 

Heavy boots: 0x00000002 

Heels: 0x00000003 

Normal shoes: 0x00000004 

Sandals: 0x00000005 

Footie pajamas (for toddlers): 0x00000006 

Armor: 0x00000007 (requires Open for Business) 

  



The BINX resource 

The BINX resource is an .xml resource that correspond to the 3IDR (referencing file) for CAS. 

 

iconidx: This property indicates from which line of the 3IDR resource the accessory generates 

the sample image (dtUInteger). This is important if you are replacing the default image in 

Body Shop. The default value is 0x00000000. 

 

sortindex: The property that determines the position (sequence) of the clothing or accessory 

within the expansion pack indicated in the GZPS or XMOL (dtUInteger). Useful for changing 

the order in which accessories and clothes appear. If you want a garment to appear at the 

beginning of its category (virtual expansion pack), you can assign it the value of 0xFFFFFFFF. 

 

 

 

 

 

 

 

 

 

This tutorial was brought to you by ocelotekatl at https://blueheavensims.wordpress.com 
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