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die man tragen kann

die beim Kampf einen Einfluss haben (Schutz)

die man nur 1x in einem Itemstack haben sollte

die eine zusatzliche Textur fur den Spieler bendtigen
die zusatzlich flr den Avatar registriert werden muissen

die mit der Zeit kaputt gehen (Abnutzung)

die man erweitern kann
— machen wir hier nicht, ist zu komplex
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ag block

L1
gt =

> B§ Food.java
> By ModArmorMaterial.java

Armor material

d

<7 Registry< >> REGISTRY KEY =
.o0fRegistry .ofVanilla( - E® ) )
< > RUBY KEY = .0F(REGISTRY KEY,
.of( .MoD_ID, ));
RUBY ARMOR MATERIAL = ArmorMaterial { i
.make EnumMap<=({EquipmentType. ), map -> {

map.put{EquipmentType .BOOTS, 3);
map.put(EgquipmentType.LEGGINGS,4) ;
map.put(EguipmentType.CHESTPLATE, ) ;
map.puLiLuu;u;t"a!uUf.HELHET 3
map.put (EquipmentType .BODY, 5);

b

: ITEH ARMOR_EQUIP DIAMOND, O, 0O, , RUBY KEY);




> & block

> I§ Food.java

> Iy |

> B = Modltems.java
N ( wame, EguipmentType type) {
— identifier = .0fF{ .MOD ID, name); -+
. settings = .Settings() .maxCount (1) T
.armor( .RUBY ARMOR MATERIAL, type);
— registerItem(identifier, settings); 4

| —— |
RUBY_BOOTS = registerArmorIten( ts", EquipmentType.BOOTS);

RUBY_HELMET = registerArmorItem , EquipmentType .HELMET);
RUBY_CHESTPLATE = registerArmorItem( te", EquipmentType.CHESTPLATE)
RUBY_LEGGINGS = registerArmorItem( . , EquipmentType .LEGGINGS);




p gingerbread.json
p ruby_block.json

g ruby_helmet.json

"model": {

“type": “"minecraft:model",
"model": “gtamfmd:item/ruby helmet"




!
&

T

lang

i Dlock

"
g Qingerbread.json
g Fuby_block.json

g ruby_boots.json

Assets models

Immer alles fir:

helmet, chestplate,
leggings, boots

"parent": “item/coal",
"textures": {
"layer@": "gtamfmd:item/ruby boots"




v 9 > GTAMEMD [G

> B srd/main/java
" h i resource
> I ets.gtamfmd
v i =d
v g = gtamfmd
> I loot_table blocks
W =€I
g blasting_ruby_from_rubyore.json
g campfire_torch_from_stub.json
g shaped_gingerbread_from_wheat.json

Immer alles flr:

helmet, chestplate,
leggings, boots

Crafting-Rezepte

"type": “"minecraft:crafting shaped",

"pattern”: [
Il.t .tll .
Il.t.t.tll .
Il.t.t.tll
1,
"key": {
“t": "gtamfmd: ruby"
g
"result": {
“i1d": “gtamfmd:ruby chestplate",
count

117 17 17 17 1 T 1 [ [ 1T




Vﬁl T - (. r r + + r r r ; [ [ [ [ | |

> B sr/mainfjava

v I - a | :
% EE i‘_‘:i:"lr:.-:_"-"“:'r'-.' {
:1‘ it Bl L X b II-I_a.}'IErE B : {
= "humanoid": [
g ruby.json {
“texture": “gtamfmd:ruby"
B }
| ]r
] or alle "humanoid leggings”: [
— {
2 helme estplate "texture": “gtamfmd: ruby"
_ | & «10[0 0 DOQ }
I ]
T }
ol }
e Y Y O O T
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e textures/item
o ) _

ruby_boots ruby_chest ruby_helm ruby_leqqgi
.png plate.png et.png ngs.png
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