Tips for modding the New Inventory

Though the New Inventory is still in the beta-phase, some people might want to adapt their mods to it, or just modifiy it for their own needs, so here's something:

The following XML-files contain information pertaining to the New Inventory:

EnemyItemChoices.xml
IMPItemChoices.xml
Items.xml
LoadBearingEquipment.xml
MercStartingGear.xml
Pockets.xml

EnemyItemChoices.xml and IMPItemChoices.xml both contain LBE-item entries pointing to items.xml. Here you can change what enemies and IMPs have.

Items.xml contains the entries of the LBE-items themselves, their pointers to LoadBearingEquipment.xml, and several new tags that are needed for some or all items.
The LBE-Items also have their own class identifier (131072), and if you choose to play an old inventory game, they will not show up.
Then there's the NewInv-tag for items that are not LBE-Items. If this is set to '1', then the item will only show up when the New Inventory has been chosen for a game. At the moment it is not in use, but we have plans that include the use of this tag.
The ItemSize-tag contains the coded size of an item, telling us about the general size and shape of an item.
The ItemSizeBonus-tag is only for gun attachments that change the overall length of a gun, e.g. sound suppressors have this set to '1', the folding and retractable stock have it at '-1'. This obviously modifies the size of a gun.

Sizes are:

0 guns less than or equal to 175mm
1 guns less than or equal to 225mm (mostly standard pistols)
2 guns less than or equal to 300mm (large pistols, sometimes even larger semiautomatic pistols or revolvers are of this size to distinguish them from the size 3 machinepistols)
3 guns less than or equal to 300mm (if they are fully automatic, i.e. this size is mostly reserved for machinepistols like the Ingram, Steyr TMP, Micro-Uzi, which are not derived from standard pistols [Glock 18, Beretta 93R, these are size 2])
4 guns less than or equal to 400mm (still machinepistols, though larger ones)
5 guns less than or equal to 600mm (mostly SMGs and some of the more compact carbines)
6 guns less than or equal to 730mm
7 guns less than or equal to 1000mm
8 guns less than or equal to 1250mm
9 guns more than 1250mm
The size is considered when the stock is folded/retracted for storage purposes (if the gun is equipped with such a stock).
Items with a positive ItemSizeBonus cannot get a gun to more than size 9.
Sizes 0 and 1 fit into a standard pistol holster (size 0 also fits into other pockets), sizes 2, 3, and 4 need a MP-Holster.

10 Tiny items (a single .454 Casull cartridge, 2 shotgun shells, batteries, keys)
11 Palm-sized, malleable (4 shotgun shells, rag)
12 Palm-sized, slim (most pistol magazines, small scope)
13 Palm-sized, flat (remote detonator, some low-capacity rifle mags)
14 Palm-sized (Frag Grenade, .357M speedloader)
15 Hand-sized, malleable (7 shotgun shells, camo helmet cover)
16 Hand-sized, slim (most SMG magazines)
17 Hand-sized, flat (C1, C4, some large caliber sniper rifle magazines)
18 Hand-sized (40mm Metalstorm grenades [set of 3], first aid kit, compact binoculars)
19 Medium size, malleable (12 shotgun shells, 43mm grenades [set of 4])
20 Medium size, slim (most 20rnd or 30rnd assault rifle magazines)
21 Medium size, flat (20mm and 25mm grenade magazines)
22 Medium size (Ammo drums, C-Mags, Helmets, NVG)
23 Mid-Large size, malleable (40mm grenades [set of 6{cylinder}], empty LBE-vests)
24 Mid-Large size, slim (42rnd magazines, Metalstorm magazines, Calico magazines)
25 Mid-Large size, flat (most armor other than helmets)
26 Mid-Large size (EOD armor, tool kit, medical kit)
27 Large size, malleable (ammo belts)
28 Large size, slim (discarded LAW, golf clubs)
29 Large size, flat (not used yet)
30 Large size (shovel)
31 Huge size, malleable (not used yet)
32 Huge size, slim (RPG warheads)
33 Huge size, flat (not used yet)
34 Huge size (gasoline can, 'internal' items like Adult Male Claws)

99 this is not an actual size but a tag. Items of this size will not appear when the New Inventory has been chosen.

The sizes are not 'set in stone', some are chosen to achieve special effects. For example, a 20rnd magazine of 7.62x51mm is most probably a 'flat' item, but has been sized as 'slim' to have it fit into an AR-pocket the same way 5.56x45mm 30rnd magazines would. The SR-3 Vikhr would technically be a size 4 gun, but to avoid it fitting into a MP-Holster, it was given size 5.

LoadBearingEquipment.xml contains the definitions of which pockets a given LBE-Item has (the numbers are indices in Pockets.xml). It also has a definition called LBE-class, which tells the system what type of LBE-Item this is:
1 Thigh Rig
2 Vest
3 Combat Pack
4 Backpack
The entries 1-4 hold information about the default carrying capacity (pockets a merc has without any LBE-Items).
The Knife and Gun Sling slots are a hardcoded part of the New Inventory (like face or armor slots), thus they are not in this XML-file, although their capacity definitions can be found in pockets.xml.
The LBECombo-tag tells whether or not the item can be combined with another item, this is only useful for the otherwise exclusive Combat Packs and Backpacks.
The LBEFilledSize-tag is the maximum size an LBE-Item can acquire by getting filled up with stuff. The ItemSize-entry in items.xml tells us how large the empty LBE-Item is, and it can possibly be stored in other LBE-Items. But if LBE-Items are filled up, they get larger and cannot be as easily stored as if they were empty, and the LBEFilledSize-tag shows the maximum size (e.g. full Backpacks can only be stored in vehicle inventory slots, an empty Backpack can be stored in a Combat Pack slot).

Pockets.xml contains the pocket definitions, each pocket has definitions about how many items of a given size it can hold (there's a line for each size), whether or not the pocket is restricted to a special class of items (for example ammo only [=class 1024]), and what the silhouette shown in the inventory slot should be (silhouettes.sti contains these shapes). The PType-tag is no longer used.
The Entries 1-3 (Gun Sling, Knife, Vehicle) are default entries and should stay where they are, they are expected at those indices by the code. 

MercStartingGear.xml has all the equipment each and every AIM or MERC mercenary, RPC, or NPC should come with. Those that can be recruited have all the LBE-Items needed to carry the stuff they come with. NPCs and RPCs under AI/Script-control do not use the New Inventory, RPCs will only use the New Inventory once you hire them.
This overrides prof.dat, prof.dat is read first, then the contents of this file overwrite the equipment section of the virtual database of JA2. So if you changed equipment in prof.dat, your changes are unlikely to show up, you'll need to change this XML-file instead.
I believe the tags in this XML are named well enough to be self-explanatory 
I see that I forgot to give the numbers that define the pockets in LoadBearingEquipment.xml, here they are for easy reference:

0 Nothing (meaning: no pocket)
1 Gun Sling
2 Knife
3 Vehicle
4 General Large (Backpack)
5 Combat Pack
6 Ammobelt (SAW pouch)
7 MP Holster
8 Medium general
9 Large Magazine Pocket (G11, P90 and other long mags)
10 AR-Mag
11 Pistol Holster
12 SMG Mag
13 40mm Grenade
14 Grenade
15 Pistol Mag
16 Tiny General
17 Small General
18 Belt Clip

