Creature Conversion Tutorial

Author: Hashmil
Contact: Please email (not PM) me through the Morroblivion forum.

Credits: I got a lot of help from the tutorials by Saiden Storm on custom creatures. As well as the
tutorials on CS wiki about Custom Creatures in Blender and 3ds max.

License: You may freely distribute this tutorial as long as you do not modify it.




Preparing Textures:

Tools required:

- BSA Unpack for Morrowind

http://www.tesnexus.com/downloads/file.php?id=12189

- NifTexture

http://planetelderscrolls.eamespy.com/View.php?view=Ultilities.Detail&id=14

(if you know how to use Nifscope you can use that instead)
- DDS converter 2

http://www.tesnexus.com/downloads/file.php?id=8698

- Gimp

http://www.gimp.org/

- Normal Map Plugin for Gimp (download button is at right hand side)

http://code.google.com/p/gimp-normalmap/


http://code.google.com/p/gimp-normalmap/
http://www.gimp.org/
http://www.tesnexus.com/downloads/file.php?id=8698
http://planetelderscrolls.gamespy.com/View.php?view=Utilities.Detail&id=14
http://www.tesnexus.com/downloads/file.php?id=12189

First of all you need to extract the Morrowind files.

Download BSA Unpack for Morrowind.

http://www.tesnexus.com/downloads/file.php?id=12189

Open Morrowind.bsa and select “Extract All” ... have the files copy to a new folder.
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File path
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textureshmenu_nightbuttonup_top.dds Select Folder to unpack archive ta
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testureshmenu_rightbuttonup_left.dds
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I had it extracted to F:\morrowind-data
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http://www.tesnexus.com/downloads/file.php?id=12189

Open Meshes\r\

Find and copy the following files:
Duskyalit.nif

xduskyalit.nif

xduskyalit.kf

Paste them to a new folder in your Oblivion directory ... Oblivion\Data\Meshes\Alit:

File= Edit View Favorites Tools Help
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y
Address |5 Fi\Oblivion|DataiMeshesalit l\ v| d co
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Open NifTexture and in it open the file xduskyalit.nif

il NifTexture - xduskyalit. nif
File Edit Wiew ‘Window Help
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Tx_Creature_Duskpalt_07.tga face
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T#_Creature_Duskpdlit_04.tga lipz
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Tx_Creature_Duskyalt_07 tga M atenial #172
T¥_Creature_Duskpalt_D2tga rmiolith
T#_Creature_Duskpdlit_03.tga mauth
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SKin

SkinBack .

SkinBack _uoTin |
teeth
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| Click a color box to edit it
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Here you have a list of all the textures used by the creature.

You can get these textures from the files you just extracted or use the textures from a Hi-Res texture
replacer (like Darknut’s creature pack). I would recommend that you use a texture replacer since
Morrowind’s original textures look terrible in oblivion.

Use the search application in Windows to find the required texture files (note that I have installed
Darknut’s texture pack to my Morrowind installation and am copying them from there ... also note that
these textures end with .dds rather than .tga).

B Search Results
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v|Go

File  Edit Miew Favorites Tools  Help
(€} \_/J l.@ p Search || Folders -
Address |d Search Results
Search Companion X Mame In Folder
bx_creature_duskwalic_00,dds C:\Program Files\Bethesda SoftwarksiMorramindiData Filesi Textures
bx_creature_duskwalic_01.dds C:\Program Files\Bethesda SoftwarksiMorramindiData Filesi Textures
What wburd _'th:'"ds do you bx_creature_duskyalic_02,dds C:\Program Files\Bethesda Softwarks\MaorrowindiData Filesi Textures
:Eurrln-::il:n-lt:;fl :he Elggme or bx_creature_duskwalic_03.dds C:\Program Files\Bethesda SoftwarksiMorramindiData Filesi Textures
bx_creature_duskwalic_04,dds C:\Program Files\Bethesda SoftwarksiMorramindiData Filesi Textures
| alit | bx_creature_duskwalit_05,dds C:\Program Files\Bethesda SoftwarksiMorramindiData Filesi Textures
(*) Only search file names bx_creature_duskwalic_06.dds C:\Program Files\Bethesda SoftwarksiMorramindiData Filesi Textures
() Search amywhere in the file b _creature_duskwalic_07,dds C:\Program Files\Bethesda Softwarks\MaorrowindiData Filesi Textures
bx_creature_duskwalic_08.dds C:\Program Files\Bethesda SoftwarksiMorramindiData Filesi Textures
[ Back ] [ Search l bx_creature_duskyalic_09,dds C:\Program Files\Bethesda Softwarks\MaorrowindiData Filesi Textures

Make the directory Oblivion\Data\Textures\Alit in your Oblivion Installation and copy\paste the above

textures into it.

These textures have a lot of underscores () in their names, and that can cause problems with oblivion,
so rename the copied files to remove all the “_”

Should look like this in the end:
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~ txcreatureduskyalitDD.dds
bxoreatureduskeealitdl . dds
bxcreatureduskyalitz, dds
bxcreatureduskyalitds, dds
bxcreatureduskyalitod dds
 [El becreatureduskyalit0s. dds
bxcreatureduskyalit0s, dds
bxcreatureduskyalitd? dds
bxcreatureduskyalit0s, dds
= bxcreatureduskyalitns, dds




Next you want to make the same changes to xduskyalit.nif by using Niftexture.

Again Open xduskyalit.nif with Nif-texture and rename the files to match the above (i.e remove the
underscored () and change .tga to .dds ). Save the file when you are done.

il NifTexture - xduskyalit. nif

File Edit View Window Help
= & 7 K2
| I Click Save when youre done.
| xduskyalit. nif

M aterial: -
face ~ Arnbient

TrCreatureDuskypalitd].dds face

TrCreatureD uskwalitdz2. dds Leg L

THCreatureDuskpalitd2. dds Leg L

THCreatureDuskpalitd. dds lips

T CreatureD uskwalit0s. dds lips Diffuse

THCreatureD uskpalit0s. dds b aterial H#172

TeCreatureDuskpalitD? . dds b aterial H#17

T CreatureD uskpalit0s. dds mouth

THCreatureDuskpalit0s. dds mouth
SKin Specular
SkinBack .
SkinBack Auto Tint
teeth
teeth * | Click a color box to edit it.

Filename........ TeCreatureDuskpalit00. dds Browse... j

Change the filenames here.
For Help, press F1 rUM

Finally we are going to make normal maps for these textures. Normal maps make the detail in textures
look somewhat 3d ... (referred to as Depth in this tutorial) and also control the Shine in HDR. Also if we
don’t make a normal map then our creature will be invisible in the game.

Open DDS converter 2

Click on options and change your settings to match the screen below:
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¥ &dd dithering [” Fast compress

JPaG

Qualityfcompression rakio:

Q9% Cancel




Click OK and then browse into your Oblivion\Data\Textures\Alit folder.

Change input format to .dds and output format to .tga

Select all the texture files (press shift and drag a box around the files)

..................... o
Alpha Channel: -
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Now rename the new .tga files to add “ n ” after the filename but before the .tga extension.
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bxcreatureduskyalitdn, dds
kxcreatureduskyalitdl . dds
bxcreatureduskyalitdz, dds
Excreatureduskyalitdd, dds
kxcreatureduskyalitds, dds
bxcreatureduskyalitds, dds
kxcreatureduskyalitds, dds
kxcreatureduskyalitd?, dds
Excreatureduskyalitds, dds
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TG4 File
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The n tells the game that these files are Normal Maps.

Now open each of the “ n.tga” file with gimp and do the following steps:

1) Click Layer-> Transparency->Remove Alpha Channel
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[ e ancs]

| [] Use color from gradient

8 8 8 3




2) Click Filters->Map->Normal Map (this option will not appear if you have not installed the normal map
plugin).
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In the Normap Map window, you want to keep it to default options, but perhaps increase the Scale value
to get more detail in the normal map. Click Ok.

* Normalmap gj
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s e
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This makes the “Depth” part of the Normal Map, but we still need to add the “Shine” part. Shine in the
normal map is controlled by the opacity of the image, the more transparent it is the less shiny. The Alit is
not supposed to be much shiny so we will make this normal map very transparent ... so much that you
cant even see it in gimp :p



Click Layer->Transparency->Add Alpha Channel
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txcveatureduskyahtuu,n‘tgarl | Aute
3 - | g PAY
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. e ™
»

Next select the eraser tool, set its scale to 10 and its opacity to 90.0, click on the image and drag it to erase
the whole image.

Notes:

- make sure that you click only once and keep the button pressed until you have covered it all ... if you let
go and click again then the “Depth” data in the image will be lost.

- Any Opacity above 95 will cause some “Depth” data to be lost, so don’t do that.

- Your image should look like the screen below (grey boxes) ... if you get a white image then you did not
add the alpha channel.
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When done save the file.
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Repeat these steps with all the n.tga files.

Then convert them back to .dds using dds converter.



% DDS Converter 2.1

Look in:

| 5 it

ﬂ bxcreatureduskyalitD0_n.tga
ﬂ bxcreatureduskyalitdl_n.tga

File: bxcreatureduskyalitds_n.tga

Size: 256x256/183kb

Elapsed time: 00:00:27

My Recent ﬂ bxcreatureduskyalitdZ_n.tga Event viewer:
Documents ﬂ bxcreatureduskyalitd3_n.tga Conversions from [TGA] to [DDS] using [nvDXT] starked. ..
@ ﬂ txcreatureduskyalitd4_n.tga All done!
ﬂ bxcreatureduskyalitdS_n.tga
Desktop |9 txcreatureduskyali:ns_n.tga
= ﬂ bxcreatureduskyalitd?_n.tga
‘\;) ﬂ bxcreatureduskyalit0s_n.tga
- ﬂtxcreatureduskyalitﬂg n.tga
My Dl Tokal: 10 Success: 10
- a_ Buffer use; 1.0% Failure: 0
My Computer Pause | Cancel | Close |
@ |
by Metwork. Image file list: I"txcreatureduskyaIitDS_n.tga" "txcreatureduskyj Caonvert I
Flaces
Input Farmat: ITruevision Targa [“tga) LI Close |

Oukput Format:

|

Opaciby: 99%,

Finally delete the .tga files and your texture folder is done:
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2004-2005 Yannick 'Bluehair' Leon. all rights reserved

File and Folder Tasks

{3 Maks a new fFolder

@ Publish this folder ko
the Wweh

ld Share this Folder

Other Places

) Textures

[Ej My Docurments
| Shared Docurments
i My Computer

W My Netwark Places

Details

Alit

File Folder

Attributes: Compressed
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bxcreatureduskyalitnd.dds
brcreatureduskyalitdl . dds
brcreatureduskyalitz . dds
bxcreatureduskyalitns, dds
txcreatureduskyalitnd, dds
trcreatureduskyalitns, dds
trreatureduskyalitns, dds
brcreatureduskyalit? . dds
brcreatureduskyalits. dds

brcreatureduskyalitns. dds
brcreatureduskyalitnn_n.dds
brcreatureduskyalitns_n.dds
brereatureduskyalitdl _n,dds
trcreatureduskyalitnz_n.dds
brcreatureduskyalit03_n.dds
brcreatureduskyalit0d_n.dds
brcreatureduskyalitds_n.dds
brcreatureduskyalitds_n.dds
brcreatureduskyalitn? _n.dds
bxcreatureduskyalitns_n.dds

Type

DDS Document
DDS Document
DDS Document
DD Document
DD Document
DDS Docunnenk
DDS Docunnenk
DDS Document
DDS Document
DDS Document
D& Document:
DD Document
DDS Docunnenk
DDS Docunnenk
DDS Document
DDS Document
DDS Document
DDS Document
DD Document

DD Document




Preparing the Mesh

- You need 3ds max and the Niftools Plugin for this.
First of all open xduskyalit.nif in nifscope.

Look at the bone structure in the left panel:

Gle  Wiew Render Spells  Help

notmeshesirxduskyalit, nif :no'l,meshes'l,r'l,xduskyalit.niF w4 | | a '.! +l+ - > n'_n_?:' [#11]
lock List
lame Value
2 0 MiMode DuskyAlit, MNIF

1 MivertexColorProperty

2 MiNode Dumnmy07

3 MiNode Bounding Box

N 4 Niklode Bip01

lock Details

If the parent node is named Bip01 (which it is) then you do not need to do anything and should proceed to
the 3dsmax part.

In some creatures however it will be named as Root Bone ... example in the cliffracer:

\molrmeshes\r cliffracer. nif :'l,mo'l,meshes'l,r'l,cliffracer.niF AP | < | 4D '-.l H+ |~ " D.B_?D oWl ~
Block Lisk
Marne Yalue
= 0 MiMode CliffRacer.NIF
1 MivertexColorProperky
N > MiNode ook Bone
136 Mitode Bounding Box
#1137 NiMode CliffRacer
<
Block Details & X
Marme Tvpe Yalue Argurnent

IF this is the case then you want to change the name to Bip0O1 in nifscope. Just press click on the word
“Root Bone” for a while and the text should become editable ... change it to BipO1 (exact name).



Open 3ds max.
Click File->Import

Set file typle to Nif and then browse to Oblivion\Data\Meshes\Alit

Import duskyalit.nif.

On the next window make sure that your settings match this screen:

‘mpotk Nif 3.4.2.4632 X

— General Options:

- Auto
: - W
Game: IMorrowmd J v Detact
 Import: Geometny:
[~ Lights v ‘ertex Colors
Jv Sk Madifier
c £l
B Canerze v Awta Smoath Mesh
I Calision v Remave |llegal Faces
I~ Fumiture Markers v weld Vertices [0.01
—Animation: ————————— —~ Miscellaneous:
[v Impart Anirnation vV Flip U
v Clear Animation v Bender Testures inYiew
[~ Add Key Notes [~ Ignore User Prop Bufers
[~ &dd Time Tags [ lagnore Roct Node
— Skeleton:
W lmport Skeletan [~ Lse Biped

[ Remove Unuzed Bones

Import LCancel niftools. sourceforge.net Wik

Click Import.



Next in the display panel, hide everything except Geometry and shapes:

Graph Editors  Rendering  Customize  MaxScript  Help

Al T8 £ 67 &8 ¢% o | O Sl @S|
i I | | 2] @@ ———

[ H  Display Panel
‘Wireframe: * Object Colar
£ Matenial Color

Shaded: ¢ Object Colar
® taterial Color

[ Geomety Al
[~ Shapes Maone
R Lights Irveeert
v Cameras
¥ Helpers

v Space ‘ward
¥ Particle Systhrs:

i

¥ Baone Dbjec Check everything except
e e Geometry and Shapes
1K, Chain Object
Paint Remove
Mone

Hide Selected
Hide Unselected
Hide by Mame. ..
Hide bw Hit
IIIIIIIII|IIIIIIIIIJIIIIIIIII|IIIIIIIII|IIIIIIIII$
&0 0 a0 a0 100

[ Grid=100 Ao Ky | Selected v b | an [ 0w |oe | Q 5B B S
Or _ L | e
Add Tims Tag SetKey| S, KeyFiters.. | i [0 B & o G

Then Click File->Export
Browse to Oblivion\Data\Meshes\Alit
Choose nif in the file format.

And save as “body”

Save_in:lbf—'-.lit j A EF Ea-

@xduskyalit.kf
@xduskyalit.nif

File: name: Ih,:,,j}. j Save
;I Cancel

Save az lwpe: INetimmerse.-"G armebrwo [ F, MHIF]



Make sure that you use the following exact export settings on the next screen:

uport Mif 3.4.2 4632

— General Optiong
Game

Oblivion

Default Texture Prefix:

Yersion Usger  User2
20.0.0.5 11 |t
v &uto Detect

|te>:tures'~.t'—\|it\

r— Expart:
[~ Hidden Nodes [~ Cameras
[~ Skeleton Only [~ Lights
[~ Collizion

r iesh: r— Skin kodifier

[~ Generate Strips

[~ Extra Modes an Mesh
[v Flatten Hierarchy

[~ Wertex Colors

v Update Tangent Space
[T Collapse Transforms
[ Zero Transfoms

J# Export Skin Modifier
v Enable Multiple Partitions

Bones Per Partition: |18
4

[~ Remove Extra Bones

Bones Per Wertex:

[~ Generate Partition Strips

‘weld Yertices: |0.0100

r Miscellaneous:

r &nimation
INIF wio Animation j

¥ Transfarms

Pricrity:  {0.0

[~ Add User Prop Buffer
v Sort Modes

[ Add Accum Modes
™ Start Mifskope

Export Lancel

niftoole. sourceforge. net Wik

Click Export and you should be done, (do NOT close 3ds max).

Open body.nif in nifscope and you should be able to see the Alit, complete with textures.

& NifSkope - body.nif [EEE

Fle Wiew Rendsr Spels Help

\DataiMeshesi Al nif | Dats\eshest Al body. rif fmawm @ Y |y

Black List

N 0.000
D ol v

Mame Yalue

#- 0 Mikode Sceng Root

<

Block Details

Mame Type Walue Argument Arrayl Array2
MName string Scene Root
Mum Extra Data List uint o
Extra Data List Ref <MiExtraData> ) Mum Extra Data Lisk
Controller Ref <MiTimeController > Mone
Flags Flags =a
Translation Vector3 %0,0000 % 0.0000 2 0.0000
Ratation Matrix33 ¥-0,0P0.0R-0.0
Scale float 1.0000
Mum Properties uint. a
Properties Ref <MiProperty = ) Wum Properties
Collision Object Ref <MiCollisionObject > Mone
Num Children uint 62

#- Children Ref <MiavObject> & Murn Children
Num Effects uint o
Effects Ref <MiDynamicEffect> @ Num Effects




Preparing the Skeleton

- You need 3ds max and Nif tools Plugin for this

3dsmax should still be open with your model loaded in.

In the display Panel, hide everything except for Bone Objects.

Graph Editors  Rendering  Customize MAXScript  Help

e ~TR8 | £ ¢ g8 % o | (b

Frank

B[RS

w| | A @|@|T|

Display

WWirgframe: ™ Object Caolor
" Material Color

Shaded: ¢ Object Calaor
#® Material Color

v Geometny Al

¥ Shapes Mone
¥ Lights It

v Cameras

¥ Helpers

|V Space‘Warps
¥ Particle Spstems
[~ Bone Objects

Baone
IE. Chain Object
Paint

&dd
[Fene |

Remove

MHane

[TTTTTTTT I T T  IT T I T T  ITT T T T T T ITTTTTTT]
) B0 JJJ B0 50 1$D

~ [Gid=100 futo Key
O [—

| 4dd Time Tag Set Key

Hide Selected |
Hide Unzelected |
|
|

Hide by Mame...

Hide by Hit

I Selected

| e [5] e [ee | Q) GH T

f‘ Keu Filkers... | Ll ||EI £| & | 3:' {mj' 5:7} ‘




Click File->Export

Browse to Oblivion\Data\Alit

Select nif as the file format.

Save your file as “skeleton”

Select File to Export

Save in: I () Alit

R s s =

|ﬂ bady. nif
|ﬂ soduslkeyealit, kf
|ﬂ soduslkeyalit, nif

File narmne:

Save as bype: | Metimmerse/Gamebma [ KF.5MIF)

[~
=

Export with the following exact settings:

®

[~ Generate Ships

[~ Eshra Modes on Mesh
[~ Flatten Hieranchy

[~ Yertex Colors

[ Update Tangent Space
[~ Collapse Transfarms
[ Zero Transfoms

wport Nif 3.4.2.4632

— General Options
Game Yersion User  User2
| Oblivion | [20005 1
Default Texture Prefis: v Auto Detect
|lextures\.-'-‘«lil'\

— Export:
[~ Hidden Modes [ Cameras
v Skeletan Ornly [~ Lights
[~ Callision

rMesh r Skin Modifier

[~ Export Skin Modifisr

|~ Enable Multiple Partitions
Banes Per Partition: ,T

Bones PerYerex: ’4_

[~ Remove Extra Bones
[ Generate Partition Strips

Wweld Vertices: |0.0700

r Miscelaneous:

r—Animation

[ Transforms

Priority: 0.0

INIF w/io fpimation *

[~ &dd User Prop Butfer
¥ Sort Nodes

v Add Accum Modes
[ Start Mifskope

Expart Cancel

niftools. sourceforge. net Wik

Click export and your skeleton should be ready.



Here is how the skeleton should look like in nifscope:

=]

m @ wma Y| > D-E?D ol 2

File Wiew Render Spels  Help
raiMeshesiAlitiskeleton. nif ::a\MEshEs\AIit\skﬂ\atnn.mF

Block Lisk

Tamme

®- 0 Mitode

< >

Elock Details

Name Type Value Argument Arrayl Array? ~
- hiHeader Header

® 0 Mitode NiBlock. Scene Rook

®- 1 BsBound NiBlock. BBx

- 2 BSHFlags NiBlack, Ba¥

#- 3 Mifode MiBlack. DuskyAlit.MIF

- 4 bhkBlendController Miglack, %)

# 5 MTransformController HiBlack =

®- § Mitode HNiBlock. DuskyAlit.MIF MonAccum

#- 7 MiNode NiBlock. Dumrny 07

®- 8 bhkBlendController MiBlock. 3]

# 9 MiTransformController HiBlack =

- 10 Mitode HNiBlock. EBipO1

#-11 bhkBlendContraller iglack, &

@~ 12 MiTransfarmController NiBlack. [17]

#- 13 Mihode MiBlack, Bip01 Mondccum

- 14 Mitiode hiBlack. BEinil1 .l
£ >




Preparing Animations:

Tools required:

- 3ds max 6,7 or 8
- Niftools for max

- Civ 4 tools http://forums.civfanatics.com/showthread.php?t=159481

- Nifscope


http://forums.civfanatics.com/showthread.php?t=159481

Alright this is the animation conversion part of the tutorial.
For this part of the tutorial we will need the third morrowind file duskyalit.nif

You can also use xduskyalit.kf (open it in max after xduskyalit.nif ) but I generally prefer to use
duskyalit.nif

Anyways first open duskyalit.nif in nifscope and make sure that the root bone is Bip01.

Gle  Wiew Render Spells  Help

nomeshesirixduskyalit, nif :no'l,meshes'l,r'l,xduskyalit.niF o A | < | O '-! ol | < > D'?_?D (1]
lock Lisk
lamne Yalue
- 0 Mikode DusksAlit. MIF
1 NivertexColorProperty
Z MiMode Durmmy07
3 MiMode Bounding Biox
Rl 4 Mitode Bipo1
lmck Details
‘\motmeshesiricliffracer. nif :\mn\,meshes\,r\,cliffracennif o O | | ‘..l I+ |~ " g nn_?n (SN v
Block List
Marne Value
= 0 MiNode CliffRacer NIF
1 MivertexColorProperty
ER 2 Nilode Root Bane
136 MiNode Bounding Box
+-137 MilNode CliffRacer
<
Block Details g X
Mame Type Walue Argurent

In the case of the alit this is true ... but if it was not (as in the cliffracer) then you would need to rename it
to Bip0O1 and save the nif. (To rename it click on the word Root Bone until it becomes editable text ...

then delete and retype).

There is no need to worry about the texture paths with this file since we will not use the mesh but only
the animations.



Anyways next open 3ds max (if it is already open then clear the scene).
Click File->Import, change filetype to nif and browse to the directory where duskyalit.nif is located.

Import it with the following exact settings. Especially make sure that “Import Animation” and “Add Time
Tags” is checked and that “Clear Animation” and “Add Key Notes” is unchecked.

mport Nif 3.4.2.4632 3]

— General Optionz:

i Auto
g WO T DI W
Garme: | (L] e
r Impart; ————————— - Geometny:
[~ Lights [v “ertew Colors
I¥ Skin Modifier
[~ Cameras =

[ &uto Smoath Mesh
I™ Callsian [+ Remove llegal Faces

I~ Furriture Markers v ‘weld Vertices Iu_m

— &nimation; —————— 1~ Miscellaneous:
V¥ Impart &nimation v Flip L
[~ Clear &nimation v Render Textures in Wisw
[~ Add Kep Motes [~ Ignore User Prop Buffers
v Add Time Tags [ lgnore Root Hode
 Skeleton:
[ Impart Skeleton [T Uze Biped

[T Remove Unused Bones

Import Cancel hiftools. sourceforge.net Wik

If you now click the Play button then you should see the alit performing its animations (though it would
be stuck in its place ... don’t worry about that).

FEE=a| 8 %

< 07742 ¥

e TTTTITTT I T T T IT I T T I T T T T I T T IT T [ IT T  ITT I ITT I TTTT]TTTT

i 100 150 200 250 300 350 400 450 500 550 00 sl 700
| 200biects Se 8 [&] x| v] Z| | Gid= 100 oy | Aoy Secke v] | | B[ o | Q G H F
|Elick or click-and-drag to select objects |Id|e2:5t it | SetKey | J" . KeyFikers.. | '"'|D E|@|> {ﬂ-? .(@‘

Time Tags Play



Anyways right click the Time Tag button and you should see this list:

Add Tag
Edit Tag

0 Idlez; Start

a0 SoundGen: Moan

200 Idle3: StartO00Idle3: Loop StartO OIdle2: Stop
258 SoundGen: Moan

386 Idled: starkOOIdle4: Loop StarkOOIdle3: Loop Stop0 OIdles: Stop

391 SoundGen: Foar

412 WalkForward: StartOdOIdle4: Loop StopO Oldled; Stop
420 WalkForward: Loop StartO00

428 SoundGen: right

442 SoundGen: left

454 WalkForward: Loop StopOO

460 SoundGen: right 0 O'WalkForward: Stop

462 Abtackl: Start

466 SoundGen: Foar

463 Attackl: Hik€——

474 Sound: SwishL

478 AbtackZ: StartOOAttackl: Stop

482 SoundGen: Roar

486 SoundGen: left

457 Attacks: Hit ——

490 Sound: SwishL

494 Abtack3: StartOOAttack?: StopO OSoundGen: left
493 SoundGen: Roar

504 Aktack3: HitO OSound: Swishl

520 Hitl: SkartO 0O Akacks: Stop

525 SoundGen: Scream

530 Hik2: StartOOHit1: Stop

534 SoundGen: Scream

533 Deathl: Start0 OHitZ: StopO Oknockout; Start
542 Deathknockdown: Start0OSoundGen: Scream
551 SoundGen: LandO ODeathknockOut: Start

558 Deathl: Stop 0 ODeathknockdown: StopO Oknockout: Loop Skark0 ODeathknockout: Stop
645 SoundGen: right OO TurnRight: Loop Stop O OTurnRight: Stop OO Turnbeft: Ste

662 SoundGen; |eft

678 Soundizen: right OO TurnLeft: Loop StopO OTurnleft: Stop
630 RunForward: Start

654 FunForward: Loop Skart

693 Soundzen: left

706 Soundicen: right

710 RunForward; Loop Stop 00 %0undGen: right

716 RunForward: Stop0OSoundGen: left

718 Idle: Start
723 SoundGen: Roar I ]
742 Idle: Stop Equip

Unequip

Some of the information here is
relevant for your purpose and some is
not.

I have highlighted the information that
I will use.

Generally we want the start and end
times for each animation. As well as
the Hit time for Attacks (not the Hitl
that is underlined in pink ... that’s for

stagger).

We do not need to know the LoopStart
or LoopEnd times ... nor the Sound
times.

Oblivion also requires two additional
animations that were not present in
Morrowind: Equip and Unequip. You
can adapt any of the other animations
for this (you can even re-use any of the
other ones if you like); however I will
use Idlel.

If you want then you can also use
Attack3 as oblivion’s power attack.
And you can use Sound tags as
Oblivion’s Enum (does the same
thing). Also if you want then you can
include the whole idle animation (idle4
as well as idlel) ... or you can split the
idle anims and make special-idles for
oblivion.

~ That’s all possible but I will not
explain it, experiment on it yourself if
you want.



Utilities Panel So lets get to work.

Open the Utilities Panel in
3ds max and then Click
MAXScript.

MaxScript
Here you should see the
name Civ4 Animation tool.
Open the List and reselect
Civ4 tools P

it to open it.

This will open a new panel
below it:



B RS
| @5 @@ T |

[20 Objects Selected .

|- &S cript |

Cpen Listener
I ew Script

© Pick Object

Open Script
. — Sort
Run Script I ®  Alnhabetical
BBip01 B Fingerl e © BuT
L Itilitie BEipl1 R Firger2 I E_',' Eml:le
Civilization] Arimatic = BBip01 R Fingerl 1 o -t
I ivilizationly’ Amirna |cJ BBip01 R Finger21 » BySs
BBip01 R Foot -
Cloze BEip(1 R Foream ~List Types—————
— = ? ey
| Bivilizationl' Anirmation M anager| BB:ED'I = TD:EE'ID ¥ Shapes Mone
Versior: 1.0.0 EBip(1 R Upperdrm v -
BEind1 Soine v Lights [reert
Close EET M |
Durnery01 ¥ Cameras
| v | Dummyl2 ¥ Helpers
| - ctors ] 03
Damﬁm v Spacewarps
Refrezh Al | gummygg v Groups/dssemblies
— Aok Dammﬁﬂ? v xRefs
Krown Actor Roots: Dy b ¥ Bone Objects
None j — Selection Sets
Remaove | Al | Hane | [rivert | I J
.-’-'-.ur:qcumulatu:un Flooi ™ Display Subtree [ Casze Sensitive
are :
[T SelectSubtiee [T Select Dependents Fick | Cancel |
Pick |  Defaul |

L[] e e | Q) S5H L GH
3@ > & B B

Under Actors click Add so it becomes orange. Then press h on your keyboard and a new window will
open as shown above.

Scroll down and select Bip0O1 and click Pick.



Now scroll down in the right panel and you should something like this:

£ @3 T

| Bip01 B

~Sequence— | Here is where we start putting in the data we got from the Time Tag.
Sequences:
|i.:||E -] First we will do idle:

Bctive Sequence Mame:
lidle

You need to change the Active Sequence Name to “idle”

Sequence 1 of 1

V' Loop Sequence Select Loop Sequence.

Start Frame: |I:| ﬂ
End Frame: IHEE ﬂ

StartNu:uw| End Mo |

Enter the Start and End Frames you got from the Time Tags.

Fresious | it |

kake Time B ange Fit

Frepend Mew Sequence

|
Append Mew Sequence |
|
|

[Melete Curent Sequence

|- Sequence Accumulation Expand this

— Sequence Accumulation

[~ Accumulate Rotations

| -

Azt Faces;
| -]

v Accumulate Translations . .
[ % A Select Accumulate Translations and make sure X and Y axis are checked.

v v fis
[T Z iz

[| + Sequence Tagz




Now you need to export the animation.

Click File-> Export. Goto your Oblivion directory and change filetype to nif.

Save the file as idle and use the following exact settings for export:

Expott Nif 3.4.2.4632 [

— General Dptions

[~ Generate Stips

[~ Estra Modes on Mesh
[ Flatten Hierarchy

[~ Wertex Colors

[T Update Tangent Space
[T Collapse Transforms
[~ Zero Transforms

Game Yersion Uzer User 2
| Oblivior ~| 20005 mo i
Default Testure Prefis: v Auto Detect
|te:-:tures"-.alili

— Export;
™ Hidden Modes [~ Cameras
[w Skeleton Only [ Lights
[ Caollision

—Mesh: — Skin Modifier

¥ Export Skin Modifier
[¥ Enable Multiple Partitions

Bones Per Partition: |18
4

[~ Bemove Extra Bones

Bones Per Vertes:

[ Generate Partition Strips

‘wheld Vertices: |0.07100

— Animation
| Single KF wioNIF |
¥ Transforms

Pricrity: (20

— Mizcelaneous;

[~ Add User Prop Buffer
W SortModes

v &dd accun Nodes
[ Start Mifzkope

Export | Cancel |

niftonlz. zourceforge. net Wik

Pay special attention to selecting: Single KF w\o
nif and the Priority number.

We will use these same settings for every
animation but we will change the Priority.

Click Export and your oblivion compatible kf
should be made and you will be back in max.
You can check your animation in nifscope if you
want.



Next we will do Walking Animation:

w| | & @@ T |
[Bipd1 N

— Sequence y

Seguences: Change the Active Sequence name to Forward.

I Fornmard j

Active Sequence Mame:
|Fanward

Sequence 1 of 1

¥ Loop Sequence ‘
Statt Frame: [F1Z 2 Change the Start and End frames to what you got from the Time Tags.

ber that the End Frame must always be bigger than Start Frame or
End Frarne: |4EEI = (remer.n . y.
= you will get an error in max. So here we will change the End frame first and
Start Now | EndNow | then the Start frame)
Frevious | fext |

take Time Range Fit

Prepend Mew Sequence

&ppend Mew Sequence | The rest of the settings should remain as they are.

Delete Current Sequence

Export again.

- Sequence Accumulation |

— Sequence Accumulation

[T Accumulate Batations

| -

Actor Faces;
| B

v Accumulate Translations
| L

P[] e ew | QO SHH S
2 = B3> & B Bh




File->Export.

Save the file as WalkForward and choose the following settings:

Expott Nif 3.4.2.4632 [

— General Dptions

Game " ersion Uzer User2
| Obivion ~| 20005 mo i
Default Texture Prefix: [w Auto Detect
|te:-:tures"-.ﬂ-.lid

— Export;
[~ Hidden Modes [~ Cameras
v Skeletan Only [ Lights
™ Caollision

— Mesh: — Skin Modifier

[~ Generate Stips

[~ Extra Modes on Mesh
[ Flatten Hierarchy

[~ Wertex Calars

[T Update Tangent Space
[T Collapse Transforms
[ Zero Transforms

¥ Export Skin Modifier
¥ Enable Multiple Partitions

Bones Per Partition: |18
4

[~ Bemove Extra Bones
[~ Generate Partition Strips

Bonesz Per Vertes:

‘weld Vertices: |0.0100

— Mizcelaneous;

— Animation
| Single KF wioNIF - |
¥ Transforms

Pricrity: (30,0

[T Add User Prop Butfer
v SortModes

v &dd sccumn Nodes
[~ Start Nifzkope

Export | Cancel |

niftools, sourceforge. net ik

We have essentially used the same settings as we
used for idle, except that we have changed the
Priority to 30. Walk should have a higher priority
than idle or it will sometimes not walk when it is
supposed to.



Next lets do Running animation.

BT AS)

w| | 5. @@ T

IBipEI'I

|

|- Active Sequence

— Sedushce

Sequences:

I FastFonward ﬂ

Active Sequence Mame;

[FastFomward

Sequence 1 of 1

¥ Loop Sequence

Start Frame: |EEE| ﬂ
End Frame: |?1E ﬂ

Start Mow End Mo |

Frevious | [t |

bake Time Range Fit

Prepend Mew Sequence

|
Append Mew Sequence |
|
|

[Nelete Curent S equence

|- Sequence Accumulation

— Sequence Accumulation

[T Accumulate Botations

| B
Actar Faces;
-]

[ E| |||n-|l-l-l Q

H
23> & b B

Change Active Sequence name to FastForward and change the Frame
numbers to what you got from the time tags.
Export the file and name it as WalkFastForward.

Export with the same settings as WalkForward above. FastForward will
have the same priority as Forward (30).



Next do the same process for Death and Stagger. The active sequence names are “death” and
”stagger” respectively and you need to save them as “death” and “stagger” respectively. Priority for both

should be 70.

Next we are going to make Equip and Unequip ... the process for these is a little different.

As I said before I will use Idlel as the Equip animation.

So enter the frame numbers and the Active Sequence name as shown below.

N @R

[-  Active Sequence |

+ o o I _I
W ?| 'E\ﬂ‘ IE®| | T ‘ ¥ Accumulate Translations
[Eipo N W % s
Fick | Defaul | dibz
™ 2 dwis
[| + Aictive Laper |]

| - Sequence Tags

~ Sequence

Sequences;

IEquip j
Bctive Sequence Mame;

|Equip

Sequence 1 af 1

[¥ Loop Sequence

Start Frame: |?‘18 ﬂ
End Frame: |?‘42 ﬂ

Start Mow ‘ End Miow ‘

Previous ‘ [t ‘

Make Time Range Fit

&ppend Mew Sequence

|
|
Prepend Mew Sequence |
|

[Velete Cunrent Sequence

[- Sequence dccumulation |

~ Sequence Accumulation —

™ Accumulate Fiotations

| r~

I E 113 |H'I |Q & :ﬁ:ﬂa
T B> O 6

~ Morph Tags
fdorph Tags:

| ]
ey Text
Tag Time; |.'f‘18 ﬂ

AddMophTag |

Remave Maph Tag ‘

~Extra Info Tags
Extra Info Tags:

I.ﬁ.ttach j

kep Text: f-‘«ttacﬂ

Tag Time: I?SD ﬂ

Add Info Tag

Remaove [nfo Tag ‘

[Frz] Impart Sound T ags ‘

Next scroll down and expand
“Sequence Tags”.

Click Add info Tag.

Type “Attach”

Change the Time to anything
you like within the Start and
End times.

Export the file and name it as
handtohandequip and use the
same settings as before but
make the Priority = 55.

When done using the same
setup, change Active Sequence
name to “Unequip” and and
change the tag “Attach” to
“Detach”.

Export the file as
handtohandunequip.

Use same settings as before,
priority = 55.



Finally we will do Attacks.

Click Remove Info tags above to remove the tag you just added.

For the first attack:

|EipD1

7|5/ @3 T

B

Fick | Default |

i+ Active Layer

] - Active Sequence

- Sequence
Sequences:;

|mtackHight

=

Active Sequence Mame:
|AttackRight

Sequence 1 of 1

¥ Loop Sequence

Start Frame; |4E:2 ﬂ
End Frame: |4?B ﬂ

StartNu:uw| End Mow |

Fresious | = |

ol - Seguence T ags

|- Sequence Tags |

— Morph Tags — Morph Tags
fdarph Tams: tdarph Tags:
Fey Text: Foey Text:
Tag Time: [463 3 Tag Time: [468 2
AddMorphTag | AddMorphTag |

Eemove Morph Tag |

Femove Moph Tag |

— Extra Info T ags

Extra Info T ags:

- Extra Info Taogs

Extra Info T ags:

[ Hit -
F.en Text: [Hit
Tag Time: |4EB ﬂ

AddInfoTag |

Ia:L ﬂ
Fep Text |1
Tag Time: |4?? ﬂ

AddinfoTag |

Remove Infa Tag

Remove Infa Tag |

[Fuz] Import Sound Tags |

[Fz] Import Sound Tags |

kake Tirme Banage Fit

Append Mew Sequence

|
|
Frepend Mew Sequence |
|

[Ielete Current Sequence

|- Sequence Accumulation

Sequence Accumulation

[T accumulate Rotations

| ¥

[e] me [ww |9 G5 ] GF,

2

2 3@ (3> & & B

Change Active
Sequence Name to
“AttackRight”.

Change the frame
numbers to the start
and end you got from
the Time tags.

Click ‘Add info
Tag’. Change the
name to Hit and
frame number to
what you got from
the time tag (468).

Next again click
‘Add info tag’ to add
another one. Name it
“a:L” and set its
frame to 1 frame
before the end frame
(477).

Export it with the name “handtohandattackright” and use the same settings as before but make sure

priority = 55



For the second attack you need to follow the same procedure but you need to make a few changes.

—Extra Info T ags

EE J
Pick |  Defaul |
i+ Active Layer [i
- Active Sequence |
— Sequence
Sequences:
| ttack Lef |

Active Sequence MName:
|AittackLeft

Sequence 1 of 1

¥ Loop Sequence

Start Frame; | 470 ﬂ

End Frame: [354 =

StartNle End Mow |

Frewious | ) st |

Make Time Range Fit

Frepend Mew Sequence

[Ielete Current Sequence

|
Append Mew Sequence |
|
|

|- Sequence Accumulation

Sequence Accumulation

[T accumulate Rotations

| r~

Exbra Into [ ags:

[ Hit -
Fep Test [He
Tag Time: Iala?—ﬂ

AddinfoTag |

Remove Infa Tag |

[Fuz] Import Sound Tags |

—Extra lnto T ags
Extra Infa T ags:

Ia:H ﬂ
Fep Tert: [P
Tag Time: |4E|3 ﬂ

AddlnfoTag |

3

[e] we [ww [ QS5 5] GH
B> & o

Femove Info Tag

[Fuz] Impart Sound Tags |

Change Active Sequence name to AttackLeft.
Change Start and End fames.

Click Add Info Tag. Name it Hit and change the
frame to Hit from the original time tags.

Again click Add info Tag, change its name to a:R
and set its frame to 1 before the end (493).

Export it with the name “handtohandattackleft”
and export with the previous settings priority = 55.



Now open skeleton.nif in nifscope and use Attack kf to view the animations you just made.
Click on Play and the skeleton should start moving. You want to make sure that each animation starts at
the same exact pose. Minor differences in bone positions are acceptable but if there are great differences

then the creature will flicker in the game.

Usually you can fix this by redoing the culprit animation ... making it start 1 or 2 frames early or late
until its at nearly the same start pose as the others (you can see this in max as well as nifscope).

Anyways when you are done tweaking the animations you can close 3ds max.



Next we need to first of all change a few things.

Open death.kf in nifscope.

¥ NifSkope - Death.kf
File Wiew Render Spells Help

[Load | DataiMeshes\alitiDeath.kf | DataiMeshes\Alit\Death. kf || Y e

Block: List B X
Mame Yalue
Bl 0 MiControllerSequence Death

< >
Block Details f X
Name Type Yalue et
Mame skring Death
Mum Controlled Blocks uink 21
Unknown Ink 1 uink i]
4 Controlled Blocks ContrallzrLink. 1]
‘Weight float 1.0000
Text keys Ref <MNiTextkevExtraData= & 44 [MiTextkevExtraData)
Cyicle Type CycleType L
Frequency float 1.0000
Start Time Float 0.0000 w
< >

You should see that in the Block Details Panel the cycle Type is set to “Cycle Loop”.

You want to change this to “Cycle Clamp” (click on it and a list should appear).

Block Details
Type Yalue Argumenkt
skring Death
uink 21
uink 0
CantrallerLink, "]
Floak 1.0000
Ref<MiTextkeyExtrabata = @ 44 [MiTextkeyExtraData)
CycleType CYCLE LOOP v I
Float CYCLE _LOOP
Floak CYCLE_REYERSE
Floak CYCLE CLAMP
Ptr <MiConkrallerManager = Mone
skring BipO1
Ref <MistringPalette = & 3 [MistringPalette]

SAVE the file when done.



You want to do the same thing to:

- Death.kf

- Stagger .kf

- handtohandequip.kf

- handtohandunequip.kf

- handtohandattackright.kf
- handtohandattackleft.kf

DO NOT do this to the remaining animations.

Later in the game if your creature repeatedly keeps on ‘dying and resurrecting and dying again ..." then
you did not do this step properly. Make sure you change loop to clamp and SAVE.

Finally we need to duplicate some of the animations.
Copy\Paste — Duplicate the following files:

- walkforward.kf
- walkfastforward.kf
- idle kf

and rename the duplicates to:

- handtohandforward.kf
- handtohandfastforward.kf
- handtohandidle.kf

Finally you want to delete the original morrowind files if you copied them to your oblivion folder. Delete
duskyalit.nif, xduskyalit.nif and xduskyalit.kf

You are done ... test your creature ingame ... if anything goes wrong make sure that you followed the
steps correctly.

If some “part” of the creature does not animate in the game then that part uses morphs. If it’s a minor part
of the body (such as the antenna on Kwama workers) then you can simply remove this part in body.nif
using nifscope. If it’s a major part (such as the head of an ogrim) then sorry I don’t know how to fix it.



