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Oblivion Armour to Skyrim Tutorial

Things that you need

Skyrim and Oblivion nif files

NifSkope

http://sourceforge.net/projects/niftools/files/latest/download?source=files

3DS MAX 2012 with the nif exporter

Skyrim body files and Oblivion Skeleton in Skyrim pose

http://www.mediafire.com/download/0pdp2r2uz1ap11r/Skyrim_Body_parts.zip

Converting Cuirass and Greaves

1) Open 3DS MAX 2012

2) Select all files, open the Male Body file and import the skeleton (Or female, if you're doing female armour sets)

3) Import the Skyrim head, feet and hands (for the Appropriate Gender)

Make sure your import settings look like this
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4) Import the Oblivion Skeleton in Skyrim pose (Import skeleton should be ticked)
5) Delete the male underwear

(Optional steps)

6)Hide all body parts
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7)Select all, right click and freeze the skeleton
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7) Right click and unhide all
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8) I recommend changing from realistic to shaded, to avoid odd shadows
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(End Optional)

9) Import the greaves of the armour you want to convert to Oblivion, un tick import skeleton because we already have an Oblivion Skeleton (The one in the Skyrim pose) 

(I made a minor mistake, but you can still use these pictures for reference, the legs haven't adjusted at all and I corrected this later in the tutorial)
10) The objects will already be selected, right click and convert to an editable mesh
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*Optional* This mesh has two parts that use the same texture, you have the option of combining these two objects into one
Click the object you want to combine (In this case, the object in front of the crotch area)

Click attach
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The mouse pointer will turn into a cross
Select the object you want to attach to (In this case the greaves)

Select Do not modify Mat IDs or Material
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After it's attached click the vertex option once and then click it again, this is to confirm that it is attached.
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11) Click the vertex button and select all verticies it will highlight red
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12) if you right click, you have a few options to choose from, these include Move, Rotate and Scale
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13) You need to position the mesh to be in line as close as possible to the Skyrim body, so in this case, we want to select the move option
14) You can use the x,y,z axis to move the mesh

15) You can see in this picture below that the Oblivion mesh is put too far forward and that the legs are short and that it is cutting into the Skyrim body.

(The picture below on the next page is what it should look like if you did everything correctly, the greaves should be mostly lined up already)
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16) So what I did is click the vertex button select all the vertices and try to line up the greaves
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17) You can see that it's close but still cutting into the body, this is where soft selection comes in
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18) Tick the soft selection box, you can see that we have a falloff of 20 by default. Use this setting for the greaves.

19) You can see in the picture different coloured verticies, this indicates influence of the fall off

20) so select the vertex and move the axis, all the coloured verticies will move.

21) Your mesh should clear the Skyrim body at the waist
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22) Right click the Skyrim body and hide it, you can see that the greaves don't line up with the feet
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23) Click the Object and then click the vertex button

24)Using soft selection select the verticies you want to move

25) You can see that the falloff of 20 is too high as the other leg is being influenced and we only want to move one leg at a time. So change the Fall off to 5
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falloff at 5 
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26) Use the XYZ axis to move and position the leg over the foot

You can see in this picture how it is now lined up

if it looks odd, you can press ctrl + Z to undo and then select more verticies and then position the leg
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27) Do the same with the other foot

28) right click and unhide all

29) Import the Cuirass

30) Again, convert it to an editable mesh.

31) You can combine these objects if you want as they all use the same texture

32) You can see in this picture that the neck seam doesn't match the head, it's too small
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33) So select the whole object, move it somewhere else and use soft selection to make the neck seam bigger. Make sure the falloff is set to 5

Before editing and after editing
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34) After editing, move and position the cuirass to be in line as much as possible on the Skyrim Body. So select all the verticies and use the axis to move it.
35) You can now see that the neck seam fits around the head
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36) If you have clipping issues with the head mesh, keep using soft selection and move the verticies out of the way

37) Hide the Skyrim body

38) Go to the wrist area and see if there is any clipping with the Skyrim hands. There most likely will be clipping.

39) Select the Cuirass and click the vertex button.

40) using soft selection move the verticies so that they don't clip into the Skyrim hands

before editing
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After editing
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41) Most of the time, the arms won't be lined up with the Skyrim hands, so you have to select a large amount of verticies on the arms and use the soft selection to adjust it. 

You might also have clipping like this against the greaves

use soft selection to fix it, I recommend a falloff of 20 for this area
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42) This Cuirass is almost ready for export

43) Unhide the Skyrim Body (right click unhide all)
44) Delete the Skyrim head, hands and feet, these were only for reference for lining up the meshes
45) Click the mesh, go to the Modifier list, and select Smooth, set the group to 2
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46) click the modifier list again and select skin wrap

47) Click add and select the Skyrim body

48) Change Deformation Engine to Face deformation and tick the box that says Weight all points. Then click convert to skin
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49) right click and delete the modifier that says Skin wrap (grey out one)
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50) Click on the skin modifier, go to advanced parameters and change the Bone affect limit to 4
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51) Click on the modifier list and select BSdismemberskinmodifier
52) Zoom out and select the whole object so that the whole object is highlighted in a red colour
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53) Select Skyrim Torso 1 in the Body Part List
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54) Click the Create button/tab to exit the BSdismember section
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55) Do the same to all other objects (Smooth, skin wrap and BSDismemberSkin Modifier)

56) Hide the Skyrim Body (DO NOT DELETE IT!)

57) Export the nif file
Make sure your settings are the same as mine
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You will then have a nif file almost ready for Skyrim
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Also save the file as a 3ds max file so you can come back to it later if needed

Converting Boots 
1) Go to file, new
2) Open the Skyrim feet (Import Skeleton)

*Optional*

*Hide the feet, select and freeze the skeleton, unhide the feet*

3) Import the Oblivion Boots you want to convert (Untick import skeleton)

4) Right click the boots, convert to an editable mesh

5) Select the vertex button

6) Select the vertices of one boot and move it to the foot 

 7) right click select rotate and then rotate it to match the angle of the foot as much as possible

8) Do the same with the other boot

(In this picture you can see that one boot has been moved, rotated and positioned by selecting the verticies of one boot only)
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9) Once both boots are positioned, import the cuirass you made before (don't import the skeleton) we will be using this as our reference
10) You can see that it clips with the ankles of the Cuirass. Once the Cuirass if finished, it never gets modified again. Only the boots, gauntlets and Helmet get modified to avoid clipping with the Cuirass.
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11) Select the verticies up to the ankle (Like in the picture below) tick soft selection, change falloff to 5. Then rotate it slightly Like in the picture below
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12) After it is rotated, right click and select move, and then use the axis to move the boot
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13) You can now see that it is lined up with the greaves. If you have any clipping, use soft selection and adjust the verticies.
14) Do the same with the other boot

15) Now Select smooth, Skinwrap and BSDismember Skin modifier (This has been outlined before)
Differences

Skinwrap by selecting the foot, and Select the BSDismember Skin Modifier that is labelled Skyrim Foot

16) Select the Cuirass and delete it, this was only for a reference

17) Hide the foot

18) Export it to a nif file

19) Save the progress in a 3ds max file.

Converting gauntlets/gloves
*This is the hardest item to convert!*
1) Click on file, new
2) Import the hands (Import skeleton box should be ticked)

3) import the Oblivion Skeleton (Import skeleton box should be ticked)
4) Hide the Hands, select the skeleton and freeze it
5) Unhide the hands

6) Import the Oblivion Gauntlet (Import skeleton box should NOT be ticked)

7) Right click and convert it to an editable mesh

8) click the object, select the vertex box.

9) Select all verticies of one glove
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10) Right click, select move and try to position it as close as possible with the Skyrim hand/fingers
12) Use soft selection to try and line up the fingers

Before editing, you can see how it is sort of in position
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After editing. I used soft selection and moved the glove and soft selection to position the fingers. The glove has to be closely lined up against the Skyrim hand/fingers, but it doesn't have to be perfect. This would be good enough in-game
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13) Do the same with the other glove
14) Import the Cuirass you made before to check for clipping against the Cuirass arms

15) You can see in the screen shot below that there is some clipping

16) Use soft selection to manipulate the vertices. I recommend a falloff of 5
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17) After you have no clipping, delete the cuirass

18) Go through the process of Smooth, skinwrap, BSDismember skin modifier (This is detailed earlier in the tutorial

Differences

Skinwrap to the Skyrim hand

BSDismember body part is the Skyrim hands 1

19) Export the nif file

20) Save your progress in 3ds MAX

Converting the Helmet
1) Go to file, new

2) Open the Skyrim Head (Tick import skeleton)

3) Hide the Head, freeze the skeleton, unhide all

4) Import the Oblivion Helmet (Untick import Skeleton)

5)Select the Oblivion mesh, convert it to an editable mesh

6) Click the vertex box, Select all vertices and move it up to the Skyrim head

7)As you can see in the screenshot below, the helmet is too small
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8)Right click and select scale, make the helmet bigger
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9) Select Move and position the Helmet
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10) The Helmet is positioned, but there is no room for the hair as you can see in this picture below
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11) So you need to select the back of the helm, and using soft selection extend the back of the helmet
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12) As you can see, there is now room for the hair underneath the Helmet

13) Import the Cuirass and see if there's any clipping

14) if there's clipping, use soft selection to manipulate the helmet

15) Do the same process as before, soft selection, skin wrap and BSDismember Skin Modifier
Differences

Skrin wrap to the Skyrim head

Change the BSDismember body part to Skyrim Head

16) Hide the Head

17) Export the Helmet

18) Save your progress in 3DS MAX

Preparing the nif files
Ground models

So there are several ground models

Cuirass_gnd

Gauntlets_gnd

Helmet_gnd

Greaves_gnd (Not used, might possibly be used for Clothes. Not used in armour because it's already combined with the cuirass)

So to make the gnd files

1) Open the oblivion ground file

2) Click on the Object
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3) You can see the name of the object in the picture "Cuirass_gnd:0"

4) Go to file, export and then click obj
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We are now done with the Oblivion ground file

5) Open a Skyrim ground file 

6)Click on the object, right click on nitrishape, block, copy mesh
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7) click on BsFadeNode, right click, block, paste branch
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8) You will now have two of the same object, so click on one of the objects, then go to file, import, obj and select the Oblivion Ground model obj file you extracted earlier
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You can see below that the Oblivion ground model is in the nif
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9) Delete the Skyrim Model, right click the object, go to block, remove branch
10) You may need to position the Oblivion object, to do that right click, go to transform and then edit.

11) This window will appear and you can use the xyz axis to adjust the object, and you also have the option of changing the scale
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11) Click the down arrow on the BSLightingShaderProperty, click on BSShaderTextureSet, click on the arrows on textures

Browse for the appropriate texture

Change from this

C:\ steam\steamapps\common\skyrim\data\textures\tes4\armor\ebony\m\cuirass.dds

To a global texture path, like this

textures\tes4\armor\ebony\m\cuirass.dds

(This step is more detailed below)
13) Do the same for the other ground models (Gauntlets and Helmet)

In the end you should have the following files, and they must be named

Gauntlets_gnd.nif

Helmet_gnd.nif

Cuirass_gnd.nif 
Preparing the armour nif files
So when you export your armour nif file from 3DS MAX, the BSLightingshader property is corrupted. So we need to copy one from a working nif file
1) Open your exported nif from 3DS MAX (Your Custom Armour)

2) Open a vanilla Skyrim nif (Can be any)

3) Click on the object, go to BSLightingShaderProperty, right click, block, copy branch
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4) Go to your converted nif file

5)Click on the object

6)Go to BSLighting shader property, right click, block, remove branch
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7)Click on the object again, right click, block, paste branch. You can see which object is selected by seeing the object highlighted
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7) Click the down arrow on the BSLightingShaderProperty, click on BSShaderTextureSet, click on the arrows on textures
8) You can see that these are the wrong textures, double click the texture path and navigate to the texture you want to use.

You should copy and paste your textures in a directory like this one

C:\Steam\steamapps\common\Skyrim\Data\Textures\tes4\armor\NameOfArmour\M (Or F, for female)
[image: image62.png]4 0NiNode Tt Scene Root [0]
4 1 NiTrishape it Arms 1]
2 NiTrishapeData
3 BSDismemberSkininstance
4 378!

15 NiNode Tt NPC L Foot [Lft] (5]
< — -

*
*
*
Tedures *
*
*
*




9) This is the correct texture, but you need to use global texture paths
From this
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To this
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You also need a normal map

10) Copy and paste the top texture and add _n at the end of the file name
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11) Do the same for the other objects in the nif file

12)Repeat these steps on the other nif files (Helmet and gauntlets)

The Helmet File

There are different ways to prepare the Helmet. They are

Having an invisible head (For full face helmets)

Having a bald head (For items like hoods)

Having a Head with hair (For open face helmets)

1) To prepare the Helmet go to the BSDismemberSkinInstance, go to partitions, partitions, body part.

2) You may need to rename depending on what you are doing

SBP_30_HEAD means an Invisible Head for a full face helmet

SBP_31_HAIR is used for heads with hair and no hair (You can make you character bald in the creation kit)

In this case, since it is a full face helmet, you need to change it from SBP_30_HEAD to SBP_31_HAIR
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Preparing the files for the creation kit

1) You should have the following files already

Cuirass.nif

Gauntlets.nif

Boots.nif

Helmet.nif

helmet_gnd.nif

Cuirass_gnd.nif

Boots_gnd.nif
2) We need to have these files follow this naming convention

Boots_0

Boots_1

Helmet_0

Helmet_1

Cuirass_0

Cuirass_1

1stpersoncuirass_0

1stpersonCuirass_1

1stpersonGauntlets_0

1stpersonGauntlets_1

Gauntlets_0

Gauntlets_1

3) To do this, copy the boots file two times, copy the Helmet file two times, copy the gauntlets file four times and copy the cuirass file four times

Rename them following this naming convention

4) Copy and paste these nif files in your Skyrim data, meshes directory. For example

C:\Steam\steamapps\common\Skyrim\Data\Meshes\tes4\armor\NameOfArmour

Using the Creation kit
1) Open the creation kit

2) Click on open, double click on Skyrim.esm, make sure it is crossed
3) If you have an armour esp you made yourself, double click on it and set as active file
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4) If you haven't made your own esp file yet, just double click on Skyrim.esm and click ok, if any errors pop up, click yes to all.

5) Load up a room/interior, I recommend the Sleeping Giant Inn as it's an area you can access early in the game
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6) On the left window, click on items, then armour. All armour/clothes in-game will appear in a list
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7)I recommend using an existing Object as a base and duplicating it
8)To duplicate an Object, right click on it and duplicate the object

9)To edit an Object Double Click on it

[image: image70.png]1D [AmorEbonyBootsDUPLICATEDD Race Male Desciption
Defaulface < Wold Model =

Name [Ebary Bosts 1124 Biped Dbiect [AmanEbory M\BaotsGND.nl | Edit

Vabe [775 -RED
31 -Hair Icon Image

Erchaning [one =] | [2.80bY
NoNE 5 Hands ———Y
Tonplteamar [NONE =] | | Focams

Message lcon

e -
Weight [70000 - = | i — | s
i e 5 e £ | [—
amoratng 1500 5 sHED = m,m

Wald Model AmaiBoots

R 41 -LongHai
B | T EI A [AmonEbor WBootsGND i _Edit || | Amorteavy
Block Bash 45 Ears AmoiateialEbony
Impact Data Set | NONE hd ﬁg Hnname: Vendoitemérmor
emate Bloc nemet Icon Image
e [have e
7 Unaned  —Y
Fickup Sound el Soun: 48- Unnamed
" Soaond 49- Unnamed Message lcon

50  Uramed Scipts
Puidon Sound Select Sound 51  Unnamed [ e Pa;msScnpls

52 Unnamed

53 Umaned
AddDestcion Data || [ei s I~ Showal _Modsk

55 Umaned EboryBonsia
Ragl Corssin Tenplte - Urnaed
57 Umaned
o | | |58 Umaned
29 Unaned
20" Unnamed

¥ Plyatle [~ Has PlafomLangusge Specii Tetres | |21 P01

_ Canedl |

ik





10) Change the ID of the Object to Follow a naming convention. For example "ArmorOblivionEbonyBoots", you also have the option of changing the name, this is the name of how it will appear in-game

11) You can also change stats, which is self explanatory

12) The Biped Object is what your mesh will be replacing, in this case, the Custom Oblivion Ebony Boots will be replacing the feet. So select feet on the list

13) Go to world model, click on browse and navigate to your ground model.

14)This can be gender specific, or you can delete the female path and the same ground model will be used for both genders.

15)Double click the item list on the model section, in this case EbonyBootsAA

16)Change the name to follow a convention, Such as OblivionEbonyBootsAA

17)Change the biped model, so navigate to your Boots_1 in the male folder and Boots_1 in the female folder (If you converted female armour)
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18) Click ok and it will say that you made a new form, click ok 

19) Right click the existing model (In this case EbonyBootsAA)And delete it.

20) right click in the models area, and click new.

21) In the Filter List, type "Oblivion" And the object you created will appear

22) This particular Object is ready for the game world

The other objects are integrated in a very similar way with a few differences outlined below.

23) The Helmet Object is a bit different depending if you want an invisible head, a bald head, or a head with hair.

24)In the Biped Object section change the objects depending on what you want. Also change the biped object in the model section (Armor addon) and the armor section (The window you get when you first open the item) (Pictures of what I mean are above)
If you select just head, the head will be invisible (Helmet Mesh needs to have SBP_30_HEAD for this)

If you select just Hair, the head with hair will be visible (Need SBP_31_HAIR in the Helmet mesh for this)

If you select hair and something else like circlet, you will have a head with no hair (Need SBP_31_HAIR for this in the Helmet mesh)
25) The gauntlets are a bit different, they have a first person nif. To add the first person nif, double click the form in the models section (ArmorAddon) and browse to the 1stpersongauntlets_1.nif file. Do this for the female gender if you converted a female armour.
26)The cuirass is similar to the Gauntlets in that they both have a 1st person nif file. To add the first person nif, double click the form in the models section (ArmorAddon) and browse to the 1stpersoncuirass_1.nif file. Do this for the female gender if you converted a female armour.

28)Drag and drop the items from the list into the game window (In this case, The sleeping Giant Inn in Riverwood) I recommend adding it into one of the rooms so you don't get caught stealing. The items will appear in-game as their ground files
29) Save the esp file, activate the esp file in the Skyrim launcher.
Known bugs and how to fix them
Helmet is invisible

To fix this, in the nif file, make sure you have the appropriate BSDismember partition Body part.

If you want a head with hair or bald Use SBP_31_HAIR

Use SBP_30_HEAD if you want an invisible head

In the creation kit make sure you select the right biped object in the item window and in the armo addon window

Select just head, the head will be invisible (Helmet Mesh needs to have SBP_30_HEAD for this)

Select just Hair, the head with hair will be visible (Need SBP_31_HAIR in the Helmet mesh for this)

Select hair and something else like circlet, you will have a head with no hair (Need SBP_31_HAIR for this in the Helmet mesh)

Boots, Gauntlets, legs are invisible
In the nif file, check the BSDismember body partition to make sure it is appropriate

SBP_32_BODY for the Cuirass and Greaves
SBP_33_HANDS for the gauntlets

SBP_37_FEET for Boots

In the creation kit, go to the object, and make sure the appropriate biped objects are selected.

Such as selecting feet for boots, selecting hands and forarms for gauntlets and selecting body for the cuirass

Make sure to do this in the armor addon window as well.

Miscellaneous

I want to convert with a visible body

1) To do this, in 3ds max select your Skyrim body, right click on it and convert it to an editable mesh.

1) Import another Skyrim body and Skinwrap the first body to this second body

3) Skinwrap the armour pieces to the second body as well

4) When exporting you will hide the second body.

*Notes* 

The first body is now like a piece of armour, you can also delete pieces of the body before skin wrapping it to the second body.

The body will also be named differently in 3DS MAX, so when skin wrapping a piece of armour, click the body twice to get both bodies and delete the one from the list you don't want to skinwrap.

5) In the nif, click on the body, replace the BSLighting shader property from an existing body.
6) go to NiTriShapeData and do the following

Change No. of UV sets to 1, Has Normals to No, and Has Vertex Colors to Yes

