Friendly HUD/UI

This mod is for 1.30/1.31 version of the game.

Description

Switching some parts of the HUD off allows for more immersive gameplay. But playing without minimap or
healthbar can be as painful under certain circumstances as it's fantastic while just exploring the world. This
mod offers a lot of options to configure HUD modules as well as adds some new features for quest tracking
and several improvements to game menus. You can use all of the options mod has or turn the ones you don't
need off.

The mod doesn't change any of the balance aspects of the game and only provides pieces of information to
the player he/she already has access to. By installing it you won't be making the game easier or unrealistic,
it's an UI mod, which aims to improve quality of life and immersion.

Note: This mod doesn't change your save files, so installing or uninstalling it in the middle of playthrough is
safe.

List of changes

1. Non-intrusive customizable HUD

e Smart HUD: turn off all HUD modules for clean uncluttered view during exploration and the mod
will automatically show different groups of modules when they're needed — when in combat, loosing
vitality or using witcher senses, etc.

* Quick access to hidden HUD modules with "hold to see" and "pin it" features: holding a hotkey
shows corresponding group of modules and releasing it hides it; holding "pin module" modifier key
pins corresponding group of modules until you unpin it. Hotkeys can overlap with corresponding
vanilla menu hotkeys (as menus are accessed by pressing a key not holding it), so you don't need to
keep in mind dozens of new key bindings.



An option to hide journal updates HUD module — the one that shows updated quest name, quest items
received, books received, level up and other quest related messages and can never be switched off
using vanilla menu.

3D markers for tracked destination points: shows tracked map markers (both quest and user) as points
in game world. Can be used instead of minimap or along with it. There's an option for using very
small immersive markers and different display options: show in witcher senses only, always show,
show with or without additional user markers.

Non-intrusive Skyrim like compass: can be used instead of minimap (or along with it) and together
with 3D markers.

Configurable interaction markers and text: switch talk bubble/text over NPCs heads on and off or
switch all interaction buttons/text off completely.

Quest markers for quest NPCs: fixes vanilla bug (or weird feature) with not displaying quest markers
for NPCs if you're not tracking their specific quest. Can be switched off.



* Configurable zoom levels for minimap. By default minimap is zoomed out twice compared to vanilla.

2. Quality of Life features
* Quick access to potions, bombs and oils via Radial Menu using hotkeys/WASD/controller D-Pad.

*  Quick switching between crossbow and latest used bomb.

* Pause game at any time you like, even in dialogs and cutscenes (except prerendered movies).

3. Menu enhancements

* Access main menu whenever you need it, even from dialogs and cutscenes/prerendered movies.

* Configurable zoom values for map menu with an ability to switch unlimited zoom on (already
enabled by default).

* Configurable default inventory tab — choose which tab will be selected when opening inventory
menu.

* New item marker for junk, crafting and edibles never shows up and all such items are automatically
marked as being seen already (can be switched off).

* True item price and price comparison while bartering is shown beside buying/selling price as well as
how many of this item you already have (in stash and total).
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* New recipes and crafting schematics are now marked with asterisks making them easier to find.
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Gnomish Gwyhyr
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~_ Gemmerian steel sword

* Patch 1.22 feature where you can buy crafting ingredients from blacksmiths directly while examining
crafting schematic in crafting menu is added to alchemists: you can now buy alchemy ingredients
from alchemists directly while examining alchemy recipe in alchemy menu.
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» Patch 1.22 feature where you can split stack of items when moving it to stash was improved: you can
now also split stack of items when moving it from stash back into your inventory.

4. Miscellaneous

* No auto sword sheathing/switching — unlike vanilla option doesn't stop Geralt from auto drawing his
sword at the beginning of the combat.

* An option to can hide enemy levels and damage numbers.
* An option to turn witcher senses hotkey into a toggle.
* An option to disable sound notification on journal update.

* An option to pause cat effect outside of caves and to unpause it at night.

Default key bindings

"F2" - cycle through 3D quest markers/compass display modes (witcher senses/always show/never show);



"F3" - additional user 3D markers on/off;

"F10" (controller Left Thumb) - essential HUD modules on/off;

"F11" - pause/unpause the game;

"~" - switch between crossbow and selected bomb;

"Esc (press controller Select button)" - menu in dialogs/scenes;

"Hold Right Shift" - pin module modifier (hold RShift and press M to pin minimap module, for example).
"1-9, 0, -, =" - drink potions/equip bombs/apply oils in radial menu;

"F1" - show potions in radial menu;

"F2" - show bombs in radial menu;

"F3" - show oils in radial menu;

"F4" - show currently active buffs in radial menu;

"Q (controller Y button)" - cycle through potions/bombs/oils/buffs in radial menu;

"Controller D-Pad arrows" (or WASD if corresponding option is enabled) - navigate quick items list in radial
menu;

"Controller Right Thumb" (or "C" if corresponding option is enabled) - drink selected potion/equip selected
bomb/apply selected oil in radial menu;

"Hold M" - show minimap temporarily;

"Hold J" - show tracked quest objectives temporarily;

"Hold K" - show character modules temporarily;

"Hold Enter" - show essential modules temporarily;

"Hold controller Back button" - inventory menu.

Configuration

Most of the options are configurable directly from in-game menu — look for "Mods" and "Friendly HUD"
entries.
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For conditional modules to show up after you turn them on in menu you sometimes need to reenter the state.
For example, if you're in combat state with no combat modules enabled and you go to menu and enable



them, they won't show up immediately. But after you finish current combat and start the next one, they will
show up properly. Disabling of modules works immediately.

All menus have presets to quickly restore default mod settings or to swich to vanilla. 3D markers menu also
has presets for compass mode and immersive mode.

Combat modules: wolf medallion, buffs, additional items, damaged items, companions.
Witcher senses modules: minimap, tracked quest.

Meditation modules (for Friendly Meditation/Preparations mod): minimap.

Radial menu modules: additional items.

Lists of modules and quick items, fonts used for new features and some other things can be configured inside
"[Path To The Witcher 3]\Mods\modFriendlyHUD\content\scripts\fhudconfig\modFriendlyHUDConfig.ws"
file. They require very basic programming knowledge, use them if you want to change some of the mod's
inner workings. Configurable section starts with the line "Configurable section begin" and ends with the line
"End of configurable section". Don't change anything outside these lines if you don't know exactly what
you're doing.

Installation

1. Creating backups (optional)

If you have vanilla version of the game, backup your "[Path To The Witcher 3]\bin\config" folder as some of
the mods (including this one) make changes to configuration files and it won't hurt to have vanilla version in
case you will need to quickly clean up all your mods.
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2. Installing core mod files

Install core package by unpacking the mod and copying an entire "modFriendlyHUD" folder to "[Path To
The Witcher 3]\Mods" folder. If "Mods" folder doesn't exist, create it first. You can use NMM for this step,
but make sure you also perform all the steps below.
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3. Installing in-game menu and new hotkeys

For in-game menu to work you need modFHUDConfig.xml to be in your "[Path To The Witcher
3]\bin\config\rdgame\user_config_matrix\pc" folder. For new hotkeys to work, they have to be added to your
"[Path To The Witcher 3]\bin\config\r4game\user_config_matrix\pc\input.xml" file.
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3.1. Quick install

If you don't have any other mods which add new hotkeys installed, simply copy "[Path To The Witcher
3]\Mods\modFriendlyHUD\bin" folder into your "[Path To The Witcher 3]" folder. A window will pop up,
asking if you want to replace existing input.xml file, if you're doing everything right. Choose "overwrite" to
replace vanilla input.xml with the modded one.




3.2. Manual install

If you have other mod(s) installed which add new hotkeys, you most probably don't want to replace your
existing input.xml. To install new hotkeys in this case open your existing "[Path To The Witcher
3]\bin\config\rdgame\user_config_matrix\pc\input.xml" file and modded "[Path To The Witcher
3]\Mods\modFriendlyHUD\bin\config\r4game\user_config_matrix\pc\input.xml" file and manually copy
modFriendlyHUD changes (they are marked with "modFriendlyHUD begin" and "modFriendlyHUD end"
comments) into the same part of your existing input.xml file.
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<7xml version="1.0" encoding="UTF-16"7>
<UserCopfd

<!-- modrFriendlyHUD begin —-

<Group id="Hidden" d1sp1ayName— hidden">
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<var builder="Input"

"UseTteml”

<var builder="Input"” seltemZ”
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<Var builder="Input" seltemd”
<Vvar builder="Input" seItem5"
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<Vvar builder="Input"
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<var builde
<var builde

<Var builder="Input
<Vvar builder="Input"
<var builder="Input"”
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ar builder="Input" ="ItemsPaduse"
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ItemsPadLeft” d1sp1a
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/>

"UseIteml0" />
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ShmwBumbsHe'\p /=
ow011sHelper” /=
showactiveeuffs” />
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pe="INPUTPC" actions="ItemsPadup"
Itemspadbown’ displayType="INPUTPC" actions="ItemsPadbown’ /=
pe=" INPUTPC act1ons— ItemsPadLeft />

pe="INPUTPC" actigns="Itemspadright" />
actions="ItemsPaduse" />

<var builder="Input"”
<var bujlder="Input’
<var builder=" Input
-

"Explorationinteraction”
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"Dismount”

displayname="exploration_interaction”
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<visiblevars>

<!-- builder must be input; id and displayname are custom names (whatever you want), displayType must be INPUTPC -->
<!-- actions are names from input_gwerty.ini file separated by semicolon -—>
<!-- Example action mappwng
<!-- <var builder="Input" id= YuurcustmmAct‘mnNameHere displayName="vourCustomKeyUsedForLocalizationNames" displayType="INPUTPC" actions="action0l;act
<!-— More examples —-—>
<t--

displayType="INPUTPC" actions="Explorat
displayType="IN
display

m

<t-— modFr1end1yHuD begin -—
<var builder="Input"

<var builder="Input" i "
<var builder="Input" i uestMarkersToggle”
<var builder="Input" i g? e
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displayName="toggle_sprint"
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<!-- modFriendlyHuD end --»

<!-- [BASE_CharactermMovement] -->

<var builder="Input" id="MoveFwd" displayName="move forward" display
<Vvar builder="Input" displayName="move_back’ display
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b

Also copy "[Path To The Witcher

3]\Mods\modFriendlyHUD\bin\config\r4game\user_config_matrix\pc\modFHUDConfig.xml" file into
"[Path To The Witcher 3]\bin\config\r4game\user_config_matrix\pc" folder to install in-game menu.

4. Initializing mod default settings and hotkeys

Mod settings are stored in "C:\Users\[ Your Username]\Documents\The Witcher 3\user.settings"

Key bindings are stored in "C:\Users\[ Your Username]\Documents\The Witcher 3\input.settings".
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To initialize default settings open both "C:\Users\[ Your Username]\Documents\The Witcher 3\user.settings"
and "[Path To The Witcher 3]\Mods\modFriendlyHUD\user.settings.part.txt" file from the mod, select
everything inside "user.settings.part.txt" and copy and paste it at the beginning of "user.settings" file. Note
that if you miss this step, most of the mod's options will be off and the mod will appear to be not functioning

properly.
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[fhudvisc] o

fhudboNotshowLevels=false
fhudwsensesswitch=false
fhudbisablecatwhenNotInDarkpPlace=true
fhudsilentlournalupdates=false
fhudbontTouchMyswords=true
fhudenablecatatnight=False
fhudbonotshowpamage=false
[fhudInteractions L4
fhudshowTalkButton=false
fhudshowTalkButtonText=true
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[Gameplay/EntityPool]
spawnedLimit=130 -
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To initialize key bindings open both "C:\Users\[ Your Username]\Documents\The Witcher 3\input.settings"
and "[Path To The Witcher 3]\Mods\modFriendlyHUD\input.settings.part.txt" file from the mod, select
everything inside "input.settings.part.txt" and copy and paste it at the beginning of "input.settings" file. Note
that if you miss this step, you will see hotkeys in game menu, but you will be unable to assign them properly.
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1KPad_DigiTooun-(Action-Trenspadoown)
IK_s=(Action=Itemspadoun
1#Cpad RightThurb— (Actioporrenspaduse)
Action-Itemspaduse)
IKFI1o(hcts onepauseGanetogg1e)

[Scene
IK_F11=(Action=PauseGameTogg] e)
IK_Escapes=(Action=Ingameteny
IK_Pad_Back_Select-(Action-TngameMenu)

[Swinming]
T ra-(action-questarkersTogg )
IKF3-(Action-UseriiarkersTog

11=(Action=PauseGameToggle)
1>u{shwft (Action=PinModuletiodfier)
1K Pad_LefrThumb=(Action: Tugzﬂezssenm als)
IK_F10=(ACTion=Toggleessentials,
1k_pad_sack_select=(Action-Paneljlnv, state=puration,IdleTime:

[ThrowHold]
TK_F11=(Action=pausecameToggl e
TK_TiTde=(action=swi tchcrossbon)

—Elle_EditFommat iz Heln
[Boat] [Korse]
IK_F2~ (Actmn:}uesm.;rkersng We) K_F Acumna}ueswarkersmg?u) I
sermarkersTog IKCE 3= Akt on—tser et ker 700,
ausenameTugg? K F11=(Action~" ausesaneTogg]e)
P i chcrossboi)
moduTeNotier) PWHMndu'\eMudﬁer
n=Toggleessentials) Action=ToggleEssentialsy
GoTetssentials

[BASE_ALL_ATTACKS]
K_None=(Actio pecwﬂAtt_ackLight,Stat
ackreavy ,stat
((ackm(hA ternateteav
B ecialattackwithaltern
T eRITro(AcT onercal tornate
IK_Pad_Y_TRIANGLE=(ACt{on=SpecialattackHeavy,
IK_Pad_Y_TRIANGLE=(ACt]on-attacknea)
IK Leftious —AttackwithalternateLight
IK_LeftMous —specialattackwithalterna
IK_LeftMous —A((ackm(hA](er‘na(eUght
Ik_Pad_X_SQUARI alattackld
TK_Pad_X_SQuaRi PeackLiohty

pecm

[BASE_ATTACKS_NO_LIGHT]
IK_None=(Action=special AttackHeavy,State=Dura
IK_Rightiouse= ttackwithalternateeay
Ik Righious pecialAttackutEAATEErn
K Ls Action=pCAlternate)

TKCPad Y TRIANGLE- (action=specialattackreavy.
TK_Pad_Y_TRIANGLE-(Action

L eftousen (ACt 1 onespeci Al AL aC AT hA Tt era
IK_LeftMouse=(Act on=AttackwithalternateL ight

[BASE_ATTACK_HEAVY]

ttackwithalternateLight
Attackwithalternateteay
IK_LsAift=(Action-pcAlternate
TK_Pad_Y_TRIANGLE=(ACT1 on=ATTackneavy)

[BASE_ATTACK_LIGHT]
IK_Pad_X_SQUARE=(AcTion: A((a(kU?
Ik Lef tMouse=(Act {on=at tackwi thalternatet ight

[BASE_Cameramovement]

IK_Mousex=(ACtion=GI_MouseDampX)

TK_Pad_RightAx] sx- (ATt an-GL_AxisRightx)
)

IK_Pad_RightAxisy=(ACt {on=aI_AxisRighty)

[BAse_charactermovement]
IK_V _axisLefty,state=axis Va'\ue—l)

K Pad LeToaiaX (Act T0
TK_Pad_Leftaxisy-(Actio v
TK_D-(Action-GI_AxisLeftx, State-axis,Value-1)

[EASE characteerementm thsprint]
Tt=(acti nt)

—axis,value=1)
ate-axis,value-1)
TPl LeToan st (Act f0 isLeftx)
IK_Pad_Leftaxisy=(Action=GI_axisLefty)
TK_Pad_A_CROSS=(ACtion=Sprint)
IK_A=(ACT10N=GI_AxisLeftx, State=Axis,value
TK_S=(Action=6I_AxisLefty, State=Axis,value=-:

[BASE_DEBUG]
«_Pad_B_CIRCLE=(ACt{on=DebugInput)

5. Resolving conflicts with other mods

If you have other mods installed, use Script Merger to find and resolve conflicts. Note that some of the mods
on Nexus might not support the latest patch and thus are incompatible nor with this mod not with the current
game version in general. Also note that you need to re-merge all your merges after updating any of the mods

to a newer version.

game’guimenustalchemyMenu ws

game'\gui‘menus'craftinghlenu ws

game’guitmenustinventoryMenu ws

game'gui‘menus'mapMenu ws

gzme'playerplayerinput we

game’playerplayerV

ame’\player'rdPlayer ws

modFriendyHUD
modSigns
modSort Everything

modFriendiyHUD
modSigns
modSort Everything

modFriendyHUD
modMapQuestObjectivesFull

modFriendlyHUD
modFriendlyMeditation
cher.
modEnhancedTargeting
modFriendyHUD
modFriendlyMeditation
modMapQuestObjectivesFull
modSigns

modEnhancedTargeting

E [Clgame\rdGame ws
modSelectableMainMenu
modSigns

5 Script Mergerv0.6.2 @
File  Options Witcher 3 Directory:  D\Steam‘steamapps‘common’The Witcher 3% I E]
Conflicts: Refresh Merges: Refresh

=] Scripts =+ Seripts
game'components'inventoryComponent w: = -I:_‘game"gu\".ﬁuld"J:Umpunerrts'-.guiBasEInverrturyCUmpDnerrt.ws
modFriendlyHUD i modSigns
modSigns
game’\gui®,_old\componerts'guiTooltipComponent ws
modFriendlyHUD
modSigns

Create 9 Selected Merges

19 mergeable

2 not mergeable 3 merges

Found 18 meds, 161 =cripts, 16 XMLs, 13 bundles




6. Configuring HUD modules (important!)

The mod doesn't hide HUD modules, it shows them. So if you want to use smart HUD feature, you need to
turn modules OFF one by one using in-game vanilla video options menu. You don't have to turn off every
module, just the ones you don't want to see all the time. Modules that are ON in game video options are not
affected by the mod and retain their vanilla behavior. Another important thing to know is that turning an
entire HUD off with a hotkey or menu switch will result in no modules being shown at all (as modules are
part of the HUD and when an entire HUD is off nothing is shown).
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Updating

It is always safer, both when updating manually and with NMM, to remove previous mod version (and make
sure "[Path To The Witcher 3]\Mods\modFriendlyHUD" folder was indeed deleted) and install it anew. No
other steps but installing core mod files are needed, if changelog for the new version has no new menu
options and no new bindings mentioned.

If there were changes to hotkeys in a new version, safest way to upgrade is to delete your "C:\Users\[ Your
Username]\Documents\The Witcher 3\input.settings", run the game once to create a default one and then
repeat steps 3 and 4 of the install process, described above.

If there were changes to menu options in a new version, safest way to upgrade is to delete your "C:\Users\
[Your Username]\Documents\The Witcher 3\user.settings", run the game once to create a default one and
then repeat steps 3 and 4 of the install process, described above.

Warning! Deleting input.settings and user.settings files will reset your input and game settings to defaults, so
you'll need to restore your preferred setting after doing so!

If you have other mods installed, un-merge your existing merges in ScriptMerger and re-merge everything
again.



De-installation

1. Uninstalling core mod files

You can either uninstall the mod with NMM or manually delete "[Path To The Witcher
3]\Mods\modFriendlyHUD" folder.

2. Uninstalling menu and hotkeys

To remove in-game menu you need to delete modFHUDConfig.xml from your "[Path To The Witcher
3]\bin\config\r4game\user_config_matrix\pc" folder.

To remove new hotkeys, you have to delete them from your "[Path To The Witcher
3]\bin\config\r4game\user_config_matrix\pc\input.xml" file.
2.1. Quick uninstall using backup

If you have backup of your vanilla "[Path To The Witcher 3]\bin\config" folder and have no other mods
installed which change configuration files, simply delete your "[Path To The Witcher 3]\bin\config" folder
and copy backup "config" folder in its place.

2.2. Manual uninstall

To remove key bindings you need to open "[Path To The Witcher
3]\bin\config\rdgame\user_config_matrix\pc\input.xml" file and delete everything in between
"modFriendlyHUD begin" and "modFriendlyHUD end" comments.

To remove menu options simply delete "[Path To The Witcher
3]\bin\config\r4game\user_config_matrix\pc\modFHUDConfig.xml" file.

3. Conflicts with other mods

If you have this mod merged with the others, you will need to re-merge remaining mods after uninstalling
this one.

4. Restoring vanilla HUD settings

Remember that mod doesn't change any of your vanilla HUD settings, so you have to re-enable every
module you want to see using in-game video options menu.
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