The purpose of this tutorial is to have a some information how to use nifscope written down. While
for sceneviewer (aka nifviewer), the from Firaxis provided tool, already lots of tutorials exists, the
same can'’t be said for nifscope.

So here i try to give you an impression how to work with a tool, with may thanks to the niftools
team for providing and creating it, A tool which is my eyes better than nifviewer and also allows
you more things to do. It seems that 1 use the outdated version 1.0.8, but there shouldn't be big
differences the handling.

What you need for this tutorial:
installed nifscope
unpacked your Civ IV art and
nifviewer'.
The links for this programs can be found in the appendix.
The tutorial will start with the basic in how to use the program and will cover all fields 1 know.

Hopeful if somebody knows more about it, he will add the information. If later questions arise in
thread 1 will cover them there, and perhaps if my time allows it and it’s worth, update this text.
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1 Yes, also nifviewer, you will later see why it’s good to have both
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I. Basics
L 1. the interface and set up

So let start with the basics. After you installed all needed programs open nifscope. My looks this
way

_Fle View Render Spels el
( Load | fiephant_il jiar\tmj&lepham_hi” _giant.nif | | Save As] - @ m oYy g |
Block List ) . F

Narfe [vaiue

save a file aniamtion controls

load a file

view controls

block window

| |

Block Details & X
Name 1Twe ] Value Argument Arrayl
F- Nitleader Header

= L —— bl&Ek details

4 | =

Most likely your fresh install will look a bit different. Because i use my structure and your aren’t
used to use the program it’s a good exercise to change yours to fit mine. For this have a closer look
at the menu panel.

File “iew Render Spells Help

Load ¥|Eph Int_hill_giant.nif :}\Ephanl_hi\ljianl.nif Save As ‘ m o A Y L'l b , - 0000

Insert

Draw Constraints

Quit Remove By Id

ok Lis g x
e Valug]
b Interactive Help  F1 <= Top Fs5 Batch n Multi Apply Modle
S | v HlockList F2 ST Fremt F& Optimize Update All Tangent Spaces
V e s o F7 Sanitze  * Make All Skin Partitions
Import L3 e, Block
KFM F4 Y walk Fa Stripify all TriShapes
Export + — == L Animation ’
Todhare f Tres i 4B User F8 Combine Properties
v -Autu Sanitize before Save = e | - 'H = = Split Properties
| » Show Blocks in Tree U+ Fli
New o 1o . it Remove Bogus Nades
Show Blocks in List ¥ " |n Perspective F10
Reload XML Selact Font Save User View  Ctrl+F9 Adjust Link Arrays
Reload XML + Nif Alt+X e Adjust Texture Sources
T | v Draw Axes Reorder Havok Blocks
| v Draw Nodes Check Links
Resource Files | v Draw Havok
[
lv
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At first you can see which option i have activated, important are Block List and Block Details, both
activate or deactivated the corresponding window. The difference between Show Blocks in Tree or
in List is illustrated later’. I prefer the Tree setting. The settings under Render are needed later for
nifs, they control which is shown. Most other options are not needed for the moment.

To rearrange your windows, go with the mouse on the border of two windows. Your are right if the
cursor changes. Than press the LMB? and move the border line. If you click on the field name, eg
Block List, and press and hold the LMB you can drag the window and attach it where you want, or
at least you want and the program lets you. As next we want to play with models for Civ IV, so lets
open a nif.

L2. the structure of a nif

Before starting with the real work, some basics about nifs. The nif files includes all information of
the model, this means the model (mesh) itself, the additional information for this mesh, the
armature (skeleton) and helper, likes nodes for postions where later the effects will be played. Also
there are information which will not interest you at the beginning.

So how to open a nif. First if nifscope is the standard tool for opening nif files, double click a nif
and finished. If not, go to File — Open and select the file you want. For this example open the
warrior.nif*

T nifskope - warrior.nif
Fie View Render Spels Help

Block List

Name
- 0 NiNode

Block Details

Hame Type Value Argument Array1 =

Hame string BIF Pelvis

Num Extra Data List uint 0
Extra Data List Ref<HiExtraDatas ] Hum Exira Dat
Controller Ref<NiTmeControllers None
- Flags Flags e
 Translation Vector3 X-0.5184 ¥ -0.0000 Z 0.0000
- Rotation Watrix33 Y -90.0 P-0.0 R-90.0
Scale fioat 1.0000

Hum Properties uint 0
rties Ref<NiProperty> 7] Num Propertie

Aef<HiColisionObjects None -
uint 3

Ref<HiAVObject= ] Hum Children
s n E
| r

2 For this we need a nif
3 Left mouse button
4 We use a standard nif here, because custom models will look sometimes different
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Perhaps what you will see will be similar to this or not. Do you have a black 3 D view? If yes be
sure that your are in the walk mode, the feet icon in the view controls. Than go with the mouse in
the 3 D view and use your mouse wheel to zoom in and out’. With pressed LMB you can rotate,
with pressed mouse wheel (3. mouse button) you can move. Now scroll out until you see the
warrior model and than rotate around him one time.

The lines in the 3 D view are the axes, green is the x axis, red the y axis and blue the z axis. Now
we go back to the option Block in Tree or List. Here is a pic where you can compare both. Like said
1 prefer the Tree structure.

Block List BIQGI;S in IFee 5 Xlock List Blaclke 1in | ict o
DHPGICO ot

Name I\Pah..le 2| Name |Value I;
B 0 NiNode Scene Root NHeader
-+ 2 NiertexColorProperty 0 NiNode Scene Root
= 1 MiZBufferProperty 1 NiZBufferProperty
- 3 NiNode MD 2 NivertexColorProperty
4 NistringExtraData NiOptimizeKeep KFAccumRoot = 3 HNiNode MD
El- 5 NiMultiTargetTransformController ) 4 NiStringExtraData NiOptimizeKeep KFAccumRoot =
[ 6 NiTransformControlier ,Q" S NiMultiTargetTransformController
- 3 MiNode WD 6 NiTransformControlier ]
-+ 7 NiNode MD NonAccum 7 NiNode MD NonAccum
& NiNode BIP & NiNode BIP
- 10 NiNode BIP Pelviz. 9 NiNode BIP Footsteps
~H Nilode B Spine
12 NiNode - HIDQninat 11 NiNode BIP Spine
-+ 13 NiNode HiNode 12 NiNode BIP Spine1
- 14 NiNode " 13 NiNode BIP Neck
15 Nilode CREREY PG 14 Nitlode BIP Head
- 16 NiNode rm 15 NiNode BIP L Clavicle
- 17 NiNode m 16 NiNode BIP L UpperArm
- 18 Nilode 17 NiNode BIP L Forearm
-+ 19 NiNode 18 NiNode BIP LHand
- 20 NiNode rm 18 NiNode BIP R Clavicle
- 21 NiNode O RCTUTeRT 20 NiNode BIP R UpperArm
- 22 NiNode BIP R Hand 21 NiNode BIP R Forearm
- 23 NiNode Warrior_Club 22 NiNode BIP R Hand b
- 32 NiNode BIP L Thigh 23 NiNode ‘Warrior_Club
-+ 33 NiNode BIP L Calf 24 NistringExtraData
- 34 NiNode BIP L Foot 25 NiTrishape Editable Mesh
- 35 NiNode BIP R Thigh 26 NifexturingProperty
- 38 NiNode BIP R Calf 27 NiSourceTexture #% warrior_128.dds
37 NiNode BIP R Foot 28 NiAlphaProperty
El- 7 NiNode MD MonAccum 29 NiMaterialProperty 0 Warrior_NOT Skinned and NOTeamColor
(- 8 NiNode BIP 30 NiAlphaControlier i
[ 38 NiNode SQUND — 31 NiTriShapeData
[ 40 NiNode EFFECTS 32 NiNode BIP LThigh
- 42 NiNode LeftFoot 33 NiNode BIP L Calf
43 NiMnde RinhtFnnt _IL‘ 34 NiNode BIP L Foot
| | P a5 witnde RIP R Thinh =l

Now to the other two windows. In Block List you see the structure of all nodes in the nif, who is
child from who, the number of the node and the name. In Block Details you see the information for
the selected node, as example Scene Root

Block Details

Mame |Type | Value
- Name atring Scene Root
-« Extra Dats Ref=NiExtraData= None
- Hum Extra Data List uint 0
- Extra Data List Ref=NiExtraData= 5'(’&)
- Controller Ref=NTimeControlier= None
- Flage Flage B o
- Tranzlatien Vectord X 0.0000 % 0.0000 Z 0.0000
- Rotation Matrix32 YO0O0POOROD
- Scale float 1.0000
' Melociy Vectord X 00000 Y 0.0000 Z 020000
- Mum Properties uint 2

[ Properties RefzNiProperty= 1]
-+ Hagz Bounding Box koo no

[ Bounding Box BoundingBox
- Collizion Object Ref=NiColizionObject= None
- Num Children uint 1

[#- Children Ref<Nia\ Object= [+]
g Wliion F fforts 1vint n

4 |

But lets start with the general outline of a nif. So have a closer look at the block list. First with the
small plus or minus you can open or close a tree, The lines show you which is the parent of the

5 You can also use scroll up and down



node. So with this informations lets look at the warrior.nif again. With RMB on a node — block
you can select copy, remove eg. Branch means the node and all children will be affected.

Block List 2 X

Name i Value i
e

WD _}
4 NiStringExtraData NiOptimizeKeep KFAccumRoot =
B & HiluliiargetiransformControfier 53] B!
i B & NiTransformController 2]
= 3 NiNode MD
7 NiNode MD NonAccum
~ & NiNode BIP
10 NiNede BIP Pelvis
~ 11 NiNode BIP Spine
12 NiNode BIP Spinet1
13 NiNode BIP Neck
- 14 NiNode BIP Head
15 NiNode BIP L Claviclke
16 NiNode BIP L UpperArm
=17 NiNode BIP L Forearm
-+ 18 NiNode BIP L Hand
19 NiNode BIP R Clavicle
- 20 NiNode BIP R Upperarm
21 NiNede BIP R Forearm
= 22 NiNode BIP R Hand
23 NiNode Warrior_Club
-+ 32 NiNode BIP L Thigh
33 NiNode BIP L Calf
-+ 34 NiNode BIP L Foot
35 NiNede BIP R Thigh
- 38 NiNode BIF R Calf
37 NiNode BIP R Foot
HNillode 1D NonAccum
BIP
BIP Footsteps
BIP Pelvis
BIP Spine:
BIP L Thigh
BIP R Thigh
SOUND

¥
Skinned and TeamColor

NiMaterialProperty
45 NifexturingProperty
28 NialphaProperty
48 NiTriShapeData
- 50 NiSkininstance

This is the general structure of a nif. Different nifs will look different, sometime there are more than
one mesh in the nif, eg the rider and the horse at cavalry units, or the meshes are child of an
additional node. But the basic outline will be the same. Now this doesn’t include information about
the node, for this look at the block details.

Block Details
Mame Type Value Argument
- Name string BIP name of hode
-+ Mum Extra Data List uint 0
Extra Data List Ref<NiExtraData= 1?},‘ extra data. similar to children
- Controller Ref<NiTimeController> Hone 2
-~ Flags Flags P flags :
Translation Vector3 X 0.0000 v 04835 761 7008 relative postion
-~ Rotation Matrbc33 ¥ 0.0P0.0R-80.0 relative rotations
i~ Scale float 1.0000 scale
Num Properties uint 0 2 o s =
7 e Ref<NiProperty> ) porperties, similar to properties
| B BblnGiNgHGH :
+- Colligion Object Ref<NiColizionQbject> Mone
- Num Chikiren uint 2 number of children
- Children Ref<NiaVObject> ] array of children
-~ Hum Effects uint 0
L. Effects Ref<NiDynamicE ffects U
<

You see the name of the node and the values, all non grayed values can be changed, simply double
click the value. Try it with scale®, see how the warrior gets bigger and reduce the scale again. If you
click on the flag in front of the flag value and new window opens.

Euler | v [00 = r oo = r [o.0 =|
|| & [00 =] x [1.00000 =] v [0.00000 =] z [0.00000 |

6 Name, positions, rotations and scale at general nodes can also be changed by RMB the node in the Block List,
Transform and Edit. Other kind of nodes allows you others values to change
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Now the position, it’s a relative value to the parent node, also considering the rotation. The same is
for rotation. If you want to change the rotation, you have to options to enter, to change between the
simply click on the field Euler or Axis. I prefer entering the values in the Euler mode, it simply an
angle. As exercise try to change some values and look what happens in the 3 D view. After this
restore the original values. I'm not completely sure what each flag values means, but they are
important, there are different values for effect nodes, armature nodes, armature end nodes and
models. Best look at a model to see the values.

Block List

Name Value
- ¢ NiNode Scene Root
e 2 NivertexColorProperty
i 1 NZBufferProperty
E- 3 NiNode MD
4 NiStringExtraData NiQptimizeKeep KFAccumBRoot =
- 5 NiMultiTargetTrans formControlier X}
T NiNode . MD NonAccum
[- 38 NiNode SOUND
[H- 40 MiNode EFFECTS
i 42 NiNode LeftFoot
- 43 NiNode RightFoot
[}~ 44 NiTriShape Warrior_Body
Block Details
Mame Type IVaIue
i Flags Flags B2
i Translation Vectord X 0.0000 0.0000 Z 0.0000
i~ Rotation Matrix33 ¥ 0.0POORDO
- Scale finat 1.0000
locity Veetor3 X 0.0000 Y 0.0000 Z(
Num Properties uint o
Properties Ref<NiProperty= ] MNumber of children
Ref«MiaW Object>
Ref«Nial Object> @ sP
- Children Ref«MiaW Object> & 35 (SOUND)
- Children Ref<NisVObjects & 40 (EFFECTS) Array of children
- Children Ref«NiaW Object> & 42 (LefiFoot)
- Children Ref=NiaWvObject= @ (RightFoot)
- Children Ref<NiavObject= @ 2 (Warrior_Body)
Nt 0
i Effects Ref=NiDynamicE ffects E{g}

Next a basic and later often used method. How to add, change or remove children’, first expand the
“MD NonAccum” node. You can see that this node has six children. In the block details you can
see a value called num children with the number six, the values says how many children this node
can have®, if you expand the children array you see a list with all possible children positions. Not
every possible children link must actual have a child, but here it’s the case. The blue arrow is a link
to the children, in general every time you see it and click on it you will select the node. If you click
on the name you can change the child, if the field is empty, no child is actual assigned. Now try to
remove the mesh, node 44 — warrior body, clicking on the name and delete the entry and press
return.” Now you will instead of node name a none and the warrior will be outside the tree. Now

7 it’s the same for properties, Extra Targets and other similar arrays
8 Not has

9 Sometimes — not here - the num block return means new line in the field, the “main” return will accept the changes,
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add the warrior again by again activate the field and enter 44, the node number of the warrior body,
which must be used in most cases. Be aware that sometimes the order of the children is important,
the most important case I know is transparency. Now we want to add (or remove) a children
position. To do this simply raise (lower) the number after num children. To see your changes you
must update the children array. Simply click on the arrow circle or press RMB on children and
select array — update.

Now we will look at the mesh itself. It's a node called NiTriShape or NiTriStrips. The later should
perform faster but will normally raise your polycount. So if the there is an huge difference use the
first. You can easily change it by RMB on the NiTriShape (NiTriStrips) — mesh — stripify
(triangulate). But now have a look at the warrior.

i 43 Nilode: RightFoot

{28 NialphaProperty
45 NiTriShapeData
- 48 NiMaterialProperty’

[T 49 NAlphaConiroller

{46 NiexturingProperty
i 47 NiSourceTexture 4 # TeamColor bmp
- 27 NiSourceTexture # warrior 128.dds
-5 iSkiningtance A
51 NiSkinData *

k.
52 NiSkinPartition

@ 'Warrior_Skinned and TeamColor

0 NiNode Scene Root
- 14 NiNode BIP Head
33 NiMode BIP L Calf
+ 15 NiNode BIP L Clavicle
34 NiNode BIP L Foot
- 17 NiNode BIP L Forearm
- 18 NiNode BIP LHand
32 NiMode BIP LThigh
- 16 NiNode BIP L Upperarm
13 NiNode BIP Neck

- 10 NiNode BIP Pelvis
38 Nilode BIP R Calf \
- 19 NiNode BIP R Clavicle
37 NiNode BIP R Foot
- 21 NiNode BIP R Forsarm
22 NiNode BIP R Hand
- 35 NiNode BIP R Thigh
~ 20 Nitlode BIP R Upperarm
11 NiNode BIP Spine
- 12 NiNode BIP Spine1 J

! |_»|Z

2 mifskope (7] )
I The alpha property is needed Whe?n you want ot use transparency, because
Source Blend Mode the alpha layer of the textures decides if a part has transparency a mesh can
Stk | only have transparency or teamcolour. This non shader model has

| Destination Blend Mode . .
rrTe— teamcolour applied, easy to see because there is a texture called
e TeamColor.bmp. To edit the alpha property, press RMB on the node in the
Alpha Test Function tree view or LMB on the small flag in front of the flag value in the block

reater bl . . . .

;ph;mtmeshdd =l details. The left values worked for me in most cases, sometimes with a
| different Alpha Test Threshold.
™ Mo Sorter

: concel_| The next interesting object is the NiTriShapeData (NiTriStripsData). In

most cases you will do nothing there, but you can do things there. The one I
used so far is to option to change the positions of vertices.'” To to this expand the vertices array in
the block details. Now you see all vertices of the mesh and their positions. If you select a vertices it
is displayed yellow in the 3 D view. Enter the new position and finished. But I would recommend it
only for small changes.

Next in the row are the material properties, here you can find the basic informations about the
material color, darkness and gloss. If a model is darker than the texture or has a different colour, the

reason could be found here.

This are the interesting values, also this are the values you see. If your unit is too glossy in game

Esc will cancel the changes
10 To fix Bone Transplant errors or remove parts of a model, eg a sword
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and has no shader, set the specular color to full black. With ambient and diffuse you can control the
darkness and with the later also the colour of the texture.

Ambient Color Color3 - i
Diffuze Color Color3 - Eaiiiii
> Specular Color Color3 #IFFff
i Emizzive Color Color3

- Blossiness float 10.0000
i Alpha float 1.0000

Now after the basic material properties are known lets looks at the texture properties. Here you can
change the texture, add new textures or remove textures. If you want to know which slot is needed
for which kind of model look at Refar great tutorial.

i~ Has Base Texturs bool YyEs
El Baze Texture TexDesc
RefNiSourceTexture:s 7 46 [NiSourceTexture]
> Clamp Mode TexClampMode WRAP_S WRAP T
Filter Mode TexFitterMode FILTER_TRILERP

How you can add a new NiSourceTexture, the fasted way is to RMB on a existing node, select
block — copy, RMB in the tree view outside the tree, block — paste. Now you have a copy of the
NiSourceTexture, simply change the texture name, double click on the name after File Name and
enter your texture name. To add this new NiSourceTexture to a slot, first activate the slot with the
has X texture, expand the slot, after this mimic the values of a similar texture'' in the X texture.
Under source enter the number of the new NiSourceTexture. Finished, you have added a new
texture to the model. Also if you press RMB on the NiTriShape and select texture — edit UV you
can change the UV of the model, the used texture slot is the base texture and with the teamcolour
texture in this slot it will not work. Dutchking showed this in one of his tutorials.

The last object marked above is the NiSkinInstance, if such a object exits you can add a shader to
the model, if not it’s is not possible. Also it shows which are the nodes the mesh is rigged too, a
very useful information if you copy meshes from one nif to another. Rigged means that certain parts
of the model are affected by the movement of other nodes in the nif, eg which vertices should be
moved if our warrior moves his BIP Head armature node.

A last important but in the warrior.nif not used node is the NiStencilProperty. Here you can select
that a face is drawn two side. To add this property select the NiTriShape, RMB — Node — Attach
Property — select NiStencilProperty from the list. The same way you can add other properties.
Now select the NiStencilProperty and in block details change the draw mode to draw both.

& NifSkope 7] x]
Number of Bones per Vertex
Hint: Most games use 4 bones per vertex
MNote: If the mesh contains vertices which are m
influenced by more than x bones the number of =

influences will be reduced for these vertices

Number of Bones per Partition

Hint: Oblivion uses 18 bones pp

CivIV (non shader meshes) 4 bones pp E—
CivIV (shader enabled meshes) 18 bones pp =
Note: To fit the triangles into the partitions

some bone influences may be removed again.

Whether or not to stripify the triangles in each partition.

Hint: Morrowind and Freedom force do not support strips. W stripify Triangles
Strips generally perform faster, if the game supports them.

Whether or not te pad partitions that will have fewer bones than specified above. o
Hint: Freedom Force seems to require this, but it doesn't seem to affect other games. I Pad smal Partitions

‘ Ok I Cancel I

11 The damage texture has different values, so if you want to apply a damage texture later, mimic the values of the
damage texture you want to use
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Like said, if a model has a NiSkinInstance you can add a shader. Shader models will perform better
and will work on most PC today. Also if you read Refar texture tutorial you see a lot of things are
only possible if you add a shader. But how to make a model a shader model. For this again select
the NiTriShape, RMB — mesh — make skin partition.

Now use the option above and the model has a skin partition. After this go to the block details of the
NiTriShape and scroll down till you see this fields.

bool no

Set has shader to yes, enter the name of the shader you want to use, be carefully, the exact writing is
important, therefore if prefer copying the name from a model i know it uses this shader, and set the
unknown integer to -1. Finally it should look like this.

> Has Shader bool yes
Shader Name string TCiv4Skinning

> Unknown Integer

int =i
The nifs with freeze'? are used for

Shader model have the suffix fx, at least if it’s a Firaxis units.
the frozen animation option in civ I'V.

Example: When a unit is edited in nifviewer" and saved, every time the a new is added add the
beginning of the tree. If you want follow this example but doesn’t have a custom unit with this
“problem”, make a copy of the warrior.nif, open this file in nifviewer and save it, open again the
saved file and save it again. Do this about five time and before somebody asks, there is no deeper
educational sense so far. Now open the file in nifscope. It should look like this.

Block List g X
Name [ value =
El- 0 NiNode wiarrior2.nif
E- 1 NiNode warrior2.nif
B 2 NiNode wiarrior2.nif
E- 3 MNiNode wearrior2.nif
B} 4 Nitlode warrior2.nif
El- §_NiNode warrior.nif
(- 6 NiNode

TVerextolorProperty.

- T NiZBufferProperty

EF 9 HNiNode

- 10 NiStringExtraData

B 11 NiMultiTargefTransform... [%

(- 13 NiNode

14 NiNode
NiNode

NiNode

Scene Root
MD
NiOptimizeKeep KFAccumRoot =

MD NonAccum
BIP

SOUND
EFFECTS

- 48 NiNode
-~ 48 NiNode
[ 50 NiTriShape Warrior_Body
53 NiMaterialProp... @ Warrior_Skinned and TeamColor
NifexturingPro.

LeftFoot
RightFoot —

34 NidlphaProperty

55 NiTriShapeData
[=1- 56 NiSkininstance
-~ 57 NiSkinData
-~ 58 MiSkinPart.

(=& MiNode Scene Root )
20 WiNode  BIP Head
39 NiNode  BIPLCalf -

4 | B

All fields you must check before editing are marked. Now if all is set correct, select the parent node
of Scene Root, in this case it’s the warrior.nif node. Remove the child from the node and update the
children array, now the Scene Root is outside the old tree. As last step before saving the nif, delete
al unneeded nodes, the fastet way is to select node number 0, RMB — Block — Remove Branch
(shortcut: ctrl + del). Now Scene Root should be the node with the number 0.

12 Most custom units will not have such files
13 There is a great tutorial for this program, more or less the reason why this piece of text exists
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1.3. the structure of a kf

Kf files are the animations files for civ IV units, sometimes the reason why changes you did in nif
files don't work can be found there, Especially if you changed the position of armature nodes or
scaled them. And remember idle is also an animation. For every animation sequence there is a own
kf file. Look at the animation flowcharts Firaxis provided for more details. Also the are some files
which are no covered here, there are special animations files for the damage stats and damage
texture, also for applying or remove parts on units. For this chapter open warrior md_strikea.kf.

Block List

A X

Mame

| Value

BB

NiContro IIerSac]uencej'II

H
H
2
H
-
+
2y
H

H

-

(-- 33 NifextKeyExtraData }

- 1 NiBSplineCompTransforminterpolater
( 4 MNistringPalette }
5 HNiBSplineCompTranaferminterpolator

H- § NiBSplineCompTransforminterpolater
H- 7 NiBSplineCompTransforminterpolator

-8 NiBSplineCompTransforminterpolator »

Basic informations
text refered in the kf

animation

H- 9 NiBSplineCompTransforminterpolator
#- 10 NiBSplineCompTransforminterpolator
H- 11 NiBSplineCompTransforminterpolater
H- 12 NiBSplineCompTransforminterpolater
H- 13 NiBSplineCompTransforminterpolator
i 14 NiBSplineCompTransforminterpolator
H- 15 NiBSplineCompTransforminterpolater

H- 18 NiBSplineCompTransferminterpolator

- 19 NiTransforminterpelator

- 21 MiFloatinterpolator
- 23 NiBSplineCompTranaferminterpolator
- 24 NiBSplineCompTransferminterpolator
- 25 NiBSplineCompTransferminterpolator
- 28 NiBSplineCompTransfoerminterpolator
- 27 NiBSplineCompTransferminterpolator
- 28 NiBSplineCompTransferminterpolator

[
[
[
£
E
E
£
[
[
[
[
-{18_HiTransforminterpolator }
E
E
[
[
[
[
E
E
E
[

- 2% NiFloatinterpolator

- 31 NiTranzforminterpolator
- 32 NiTransforminterpolator

i sravawarararaboy ekl IFF:

Hod FARWAN

also animation

Text keys

First you will see that there is no model displayed in the 3 D view, which is correct. In this file are
the information what the game shall do with certain bones and properties, not a model. But
nevertheless the files affects the model. In the picture above you can see some nodes, the
NiControllerSequence is more or less the master node of the file, here are the information what kind

of animation or which node affects which bone of the kf.

Mame |Type |\|'alue
- Name =tring StrikeA
- Text Keys Name =tring
- Text Keys Ref«NifextKeyExtraData None
- Num Controlled Blocks uint 25
- Unknewn Int 1 uint 1
[#- Controlled Blocks ControlierLink 7]
- Weight fleat 1.0000
- Text Keys Ref<Nifexti(eyExtraDatax E 33 [NifextkeyExtraData)
- Cycle Type CycleType CYCLE_CLANP
- Unknown Int 0 uint 0
- Frequency fleat 1.0000
- Start Time float 0.0000
- Stop Time float 0.7000
-~ Unknown Float 2 float 0.0000
- Manager Ptr=NiControllerManager= None
- Target Name string MD
- String Palette Ref<NiStringPalette: E 4 [NiStringPalette]

Most important is the quick link to the text keys, the cycle type, because if you look at the
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flowcharts you see that an animation can have clamp or loop and the start and stop time. The rest is
also important, but more or less only if you make your own animations in Blender. The part which
you perhaps will is controlled blocks, here are all block listed which are affected by the kf, adding a
new block works like adding a new children slot.

[} Controlled Blocks

[~ Controlled Blocks
-~ Target Name
-~ Interpolator
- Controller

ContrellerLink
ControllerLink
string
Ref<Ninterpolator=
Ref<NTimeController=
iDbject-

L]
BIP

@ [MiBSplineCompTrans forminterpolater]
None

None

-~ Unknown Link 2 Ref

n
u

Ref<NiStringPalettes

@ 4 [NiStringPalette]

string

- Node Name Offset StringOffaet Tst BIP

- Property Ty pe ng

- Property Type Offzet StringOffaet Tt <emply=

- Controller Type string

- Controller Type Offzet StringOffaet Tat NiTranzformControlier
- Wariable 1 string

- Wariable Offset 1 StringOffaet Tat <emply=

- Wariable 2 string

- Wariable Offzet 2 StringOffaet Tt <emply=

This is a detail look on the informations you can see there, the interpolator is a link to the node
where you can found the transform information. String palette is the number of the string palette.
All entries after this are marked as txt, which means you must enter plain text there. To edit the
values, RMB — Edit String offset.

S The left pop up will open. In the upper part you see all text strings
P . which are already in the string palette. If the text you want is not
EEE E'El‘ff‘ there, enter in the line below the list the text you want and press ok.
Lot The text will be accepted and also added to the string palette.

BIP L Hand
BIP L Thigh
Eig E“"Tf’ i The interesting values are Node Name Offset, here is the name of the
BERGH - node in the nif which shall be affected by the interpolator. The name
o must be exact the same, it is also case sensitive. So one option for
[ o | o you if you want the remove the animation of an node, change the

node name offset in the kf here. The Controller Type Offset must be
set, here it’s NiTransformController because it is animations information for an armature node.
Different types of effects will have different controllers, but when you start playing here you should
already have a bit experience.'

The next two marked nodes are two animations nodes. At first the bad news, the first type,
NiBSplineCompTransformlInterpolator, is very unfriendly to change. You will only have reduced
success when you want to change something there. The second, NiTransformlInterpolator, is more
user friendly to edit.

ectord

- Tranglation ¥ 17.4980 % 0.0000 Z 0.0000
- Rotation Quaternion ¥ -0.0P-0.0R-7.0
- Scalke float =float_minz>
= Unknown Bytes byte
Ref=MiTransformData= €17 [MiTrans formData]

- Data
| Grala |

14 Or in other words, it’s not part of this tutorial
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Under translation you see and can change the start position of the node in the animation, rotations
the rotations and scale the scale. Data says if there is more animation information beside of this for
this node available.

i~ Num Rotation Keys uint 15
i Rotation Type KeyType LINEAR_KEY
E}- Quaternion Keys Quatkey<=Quaternion= w’"@
=8 QuatKey<Quaternion=
float 0.0000
T 0.0000
: Jrniun Y -0.0P-0.0R-50.2
L TBC TBC X 0.0000 % 0.0000 Z 0.0000
[ Quaternion Keys Quatkey<Quaternion=
B Quaternion Keys Quatiey<Quaternion=
[#- Quaternion Keys Quatkey<Quaternion=
[#- Quaternion Keys Quatkey-<Quaternion=
[ Quaternion Keys Quatkey<Quaternion=
(- Quaternion Keys QuatKey<Quaternion=
[ Quaternion Keys QuatKey<Quaternion=
- Quaternion Keys Quatkey<Quaternion=
B Quaternion Keys Quatiey<Quaternion=
[#- Quaternion Keys Quatkey<Quaternion=
[#- Quaternion Keys Quatkey<Quaternion=
[#- Quaternion Keys Quatkey<Quaternion=
[}~ Quaternion Keys QuatKey<Quaternion=
- Quaternion Keys Quatkey<Quaternion=
- Unknown Float float 0.0000
- XYZ Rotations KeyGroup<float>
[5}- Tranzlationz KeyGroup<Vector3:
Num Keys uint 0
rpolation KeyType 0
Lo Keys Key<Vector3= &
[ Scales KeyGroup=float=
i Num Keys uint 0
rpolation KeyType 0
L Keys Key=float= (]

There are three parts, the rotation keys, the translation keys and the scale keys. This node only has
rotation keys, which means all value changed above in the NiTransformInterpolator beside the
rotation will be constant. If you expand all quaternion keys, you see the new rotations value and the
time when this position shall be reached.

If there are informations here, they will be the ones which will be used in game. So if you change
the scale in the nif, but the scale is also set in the kf, you will not see your change in game, if you
set new values NiTransformlInterpolator, but there are values in the NiTransformData for this
values, you will also not see your change in game. As last hint, if you change the MD or MD
NonAccum nodes, remember every rigged model is affected twice, the model itself is a child of this
nodes and the armature also. Something which you will only see in game, if you test an animation
in nifscope you don’t see the error.

The last marked node in the kf was the NiTextKeyExtraData. Here are special information for the
animation, eg which and where an effect shall be displayed or played.

| Type | Value
string
Ref<NiExtraDataz None

uint 5

Key<string= 1]

Key<string=

float 0.0000

string start eventcode=1022
=string

P W OAN S 0 AN T 0 AR

Key<string=
Key<string=
float 0.3000
string SOUND:AS3D_UN_FOOT_UNIT
- Forward string
- Backward string
- TBC TBC X 0.0000 Y 0.0000 Z 0.0000
[+ Text Keys Key<string=
- Text Keys Key<string=
- Time fioat 0.7000
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The text keys look similar to the quaternion keys before. Adding a new also works the same, raise
the number and refresh. Every animation must have (?'°) at least two keys. One at time 0 with start
eventcode = intern number of animation and one at the end time with end. The text keys between
controls which effects are played. Above you see how a sound effect is activated. SOUND is the
node where the effect is played, if you look in the nif you will also see a node SOUND. The text
behind this is the intern code of the the effect. You can look at the sound xmls for a complete list.

Visual effects have a different structure: EFFECT:name of node:intern effect name. Also here
you accept your changes with the main enter, the num block enter brings you in a new line, so there
can be more than one effect to a time. I would recommend to copy the entry from an unit with the
effect you want and change the node name. Sometimes it will be necessary to adjust the scale and /
or rotation of the node in the nif.

L.4. the kfm file

KM 8 The last missing file is is the kfm file. It's a link file
— e — between the nif and the kf files. It’s says which structure
T ponerSiing - {Gamebnyo [ e Vers shall be used, also has a link to a master nif and which
e e e animation file is used. You can open a kfm file in
- Seimowa b1 o ; nifscope but if you want or must edit the file you must
- Soknown Pt foak b use the kfm editor. But you can use nifscope to check
T ——— 7 some values. Open the warrior.kfm. At first you will see
oy e it looks like you have opened the nif, you see the model
e and the tree. If you don’t see the unit when open the kfm
ey you know that the master nif for the kfm is missing. To
ER s ML L o check some values activate the kfm window. '
Name SizedString
! K:Lile Name S:ZEUS::;Q Warrior_MD_Run.kf . . .
e = Nif file name is the name of the master nif, under
£ B Tanakons " e animation you see all animations listed with intern code
Y ————— and file name. Here you can check if the code are correct
o Anmatons  Animaton and or the file name are corrects. But like said before, for

editing the kfm use the kfm editor.
L.4. nifscope , nifviewer comparison

At first both programs are good, more a less it’s a question of personal taste which program you
prefer. I still use both, but mainly nifscope. In certain cases nifscope will not display the unit
correct, eg with a glow texture, darkness or if its a unit with two scene roots because of nifviewer
bone transplant, but nifviewer will. In nifviewer you have faster an overview about the complete
polycount of your unit, also if you apply a shader you can select the name from the list.

On the other hand, nifviewer crashes much more often than nifscope, and certain options in nif
editing can only be done in nifscope.

Now two special cases as examples of the mentioned differences, at first a pic from a custom unit"’
in nifscope on the left and in nifviewer on the right. You see, that in nifviewer the unit looks ok
while in nifscope the rider is in the horse while the armature is above the horse. Now you can

15 Not checked so far
16 Look above or press F4
17 Native knight, unfortunately I don’t know the author
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imagine it will be a bit hard to find the correct position eg of the weapons in nifscope.

The unit was created using bone transplant in nifviewer, so if you have such a case if you open a
custom nif, look at the node tree. You can see that the nif has a scene root, in this part of the tree is

Block List

8 x

Name

| value

£ 0 Nillode

E 1 HNitode
- 3 NivertexColorProperty
~ 2 NiZBufferProperty
El- 4 NiNode
i~ 5 NiStringExtraData
& NiMultargetTransformController
E- 8 HNiNode
9 NiNode
1 Nibode
130 NiNode
142 NiTriShape
147 Nitode
[3]- 149 Niblode
151 Nitlode
(- 153 Nibode

155 NiNode
157 NiNode
F1-158 NifextureEffect
EJ- 160 Niode
{162 NivertexColorProperty
161 NiZBufferProperty
E1-163 NiNode
i~ 184 NistringExtraData
185 NiNode
- 177 NiTriShape
77 NMextursEffect

188 NiNode:
190 NiNode

companion_cavalry.nif
Scene Root

MD
KFAccumRoot =
]
WD NonAccum

SOUND

HorseBip
MongolKeshikHorse01
rein01

EFFECTS

LeftRearFoot
RightRearFoot
RightFrontFoot
LeftFrontFoot
Companion_Cavalry_Body
Environment Light
native_knight

WD
np_anm_pri = 0.000000
Mayan_Holkan
Mayan_Feathers
Environment Light

EFFECTS
ATTACHABLES

186 NiNode: SOUND

armature of the unit. Than the is a node
called native knight, in this part of the tree
is the model. So the model is not in the
same part of the tree how the armature.
Also if you look at the armature you will
see that certain armature nodes, the ones
from the rider, have a node as child with
the same or a similar name. This is a result
of the bone transplant.

While the unit itself works fine in game
there can be problems when you try to
open such a file in Blender. In chapter two
will be a quick explanation how you can
fix this.

The second pic shows the limits of the 3 D view. Open the jetfighter fx.nif, the unit will look ok.
Now copy a file called 'environment fx greymetal.dds' from the shared folder in the folder with the
jetfighter fx.nif and open the file again. Now you should see something like this.
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Now the model looks too bright, the texture is no longer really visible. Bad if you want to check the
result of your reskin. The ,,problem* is the file you copied in the folder, it is the glow texture of the
unit, and this is the way nifscope displays the glow texture. The picture one the right shows the
same file in nifviewer, looking much better.

The solution is easy, if you want to check you texture in nifscope and the unit has a glow texture,
remove as long as you work the texture from the folder, or check your texture work in nifviewer. I
do the later, one of the situation 1 still use nifviewer, because the unit is displayed more like it will
look in game, because nifviewer uses a similar grafik engine.

The positive side of the way nifscope displays the model is that if you add a skin partition to an unit
to add a shader, the nif will not crash. Trying to open such a nif in nifviewer before setting the

shader can have as result a crash.

A last difference, nifscope supports non uniform scale, RMB on NiTriShape -> transform -> scale
vertices, only for meshes, so if you want to scale an effect non uniform you have to use nifviewer.
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11. Easy Jobs

Now will will beginn with some real nifwork. I will try to use examples for the things i want to
explain. Beginning with the simple exchange of parts like helmets or weapons, going from
exchanging the model mesh in easy to more complicated cases.

1L.1. Copy a model

Our target is to change the weapon of the musketman to the one of the civil war scenario militia.

Open both nifs with nifscope. As next step select the milita weapon in the 3 D view. Now the mesh
node is also selected.

Name Value
EH 0 NiNode Scene Root
i 2 NivertexColorProperty
i 1 NiZBufferProperty
E- 3 NiNode MD
i 4 NiStringExtraData KFAccumRoot =
-- 5 NiMultiTargefTransformController P{F
B 7 NiNode MD MonAccum
B & NiNode BIP
-- 73 NiNode EFFECTS
75 NiNode LefiFoot
RightFoot
el SOUND
- 81 NiNode FlintSpark
E- 83 NiNode RifieRlast
[}- 85 NiNode Transform »
86 _NiTriStrips Texture (3
[#- 88 NiriShape
Bl 93 NiNlode Mesh ¥
File Offset
"/ Flags
Insert
Node 4 Remove
Copy
Copy Branch
Remove Branch  Ctrl+Del
Move Up Ctrl+Up
Move Down Ctrl+Down

RMB on the NiTriStrips, the actual weapon mesh, block and copy branch'®. After this activate the
musketman nif

Block List

(= 3
MName Value
B 0 NiNode Scene Root
2 NivertexColorProperty
1 NiZBufferProperty
E- 3 HNiNode MD
- 4 NiStringExtraData KFAccumRoot =
5 NiMuttiTargetTransformController P{F
NiNode MD NonAccum
- EFFECTS
LeftFoot
RightFoot
SOUND
Musket
B 44 NiNode Bip01 Pelviz

Animation »

Remove By Id

18 Remember, copy branch copy the node and all children, properties, eg of this node
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RMB in the white space below the tree, block and paste branch. Now the weapon is in the nif. The
final steps are, make the copied weapon a child of the musket node, the node where already the
weapon is, and adjust the position'’. Rename the mesh to the name of the standard musketman
weapon (Editable Poly@#5 to Editable Mesh) and remove the old musket from the nif and save
your result. As next step look at the idle animation® and see how our modern irregular holds his
weapon on the bayonet. It should be clear that you also have to copy the weapon texture in the unit
folder if you want ot use the model in game.

The same method can be used to exchange other separate parts of units hats, like swords or shields,
but also for other things, like adding shoulder armour to a mesh or exchange the head. Search the
node which fits bests and add the mesh there, or in the case of the head?!, reduce the size of the head
node to 0.01 and copy the separate head mesh to the head node and change the scale to 100. This is
also the reason when you copy a head added this way from one unit to another with standard head
scale, you will see a giant head.

Now after copying a part we want to use an existing model with another animation, in our cases the
swordsman model with the crossbowman animation. Open both nifs, select the swordsman
NiTriShape and copy branch?. Go to the crossbowman and paste the branch. Also exchange the
crossbowman mesh with the copied swordsman mesh, save and test with an animation. All seems to
work like it should.

In this case it’s true, but life it’s not that easy. The reason why it worked, both nifs have (almost)
exact the same armature as base, when you copy a rigged mesh from one nif to another nifscope
tries to assigns the rigged parts to nodes with the exact same name. If a node doesn’t exist the
copying will fail. To see what i mean, rename® before you start copying the swordsman mesh in the
swordsman nif the left hand to head and the head to left hand. Now copy and look at the result.

It worked, but the result looks a bit strange. As next try to rename the head to head2 and try again to
copy. Now you will see there will be an error.

19 You will see rotation is a bit tricky, but a good solution could be [Euler]: 7,0,-180 and as z-value 23

20 Save before looking at an animation, because open an animation will add objects to the nif we don’t want
(NiTransformController) in a nif, because they should be in the kf and deleting them afterwards by hand will be pain

21 Which must be a separate object

22 The model could be white, it’s because of the missing textures

23 Can be very easy done in the NiSkinInstance
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11.2. Bone transplant

You will see there exists a lot of different armature, some with neck, some without, some called
BIP, some called BipO1, some have clavicle and other will have even more individual nodes.

If the general structure is the same, all nodes exists in both nif but in one nif they are called BIP and
in the other Bip0O1, rename the nodes of your base, not the target, nif before you copy the mesh.
With luck it will work. Also there can be problems even if both have the same structure, try to make
the scout the gunner of the canon unit. The copy will work but the result looks a bit different from
the original scout.

A solution for this is bone transplant, which means you copy all or parts of the nodes a mesh is
rigged to in the target nif before you copy the mesh. The reason is, the animation controls the nodes
in the nif, so changing their values direct will not work, but if you make the node the model is
rigged to a child of the animated node, you can adjust slightly the scale and the position of the node
while they is still affected from the animation. The steps are the same like before. To give you a
small example open again the militia and the musketman.

E- 14 NiNode SOUND
- 16 NiNode Musket
28 NiTriShape
-- 31 NiMaterialProperty husketman e Musketman_Skinned_TeamColor
[H- 29 NilexturingProperty
... 24 NiAlphaProperty bR s i
23 NTrishapeDat = 80 NiSkinlnstance ; II
f rshapetaia - 81 NigkinData |
52 ':'fk:l'g;:;;: . - 62 NiSkinPartition |
— — = - 0 NiNode Scene Root
306 ::ﬁ:'ﬂ”:ﬂ”m”" Seene Root -+ 10 NiNode BIP Pelvis |
- 37 NiNode Bip01 Head E’i :f:”ge g:s ::1:'3“
- 38 NiNode Bip01 L Calf por— N:Ngd: e
-39 NiNode Bip01 L Foot el =
- 40 NiNode Bip01 L Forearm - &7 Nillode BIF R Calf
- 41 Nitlode Bip01 L Hand il PR
- 42 NiNode Bip01 L Thigh Ty BP Spine
- 43 NiNode Bip01 L UpperArm 12 NiNode BIP Spine1
- 44 NiNode Bip01 Pelviz 13 Nillode BIF Neck
- 51 Nitode Bip01 R Calf TR T
:: :?:Uge g'”g1 EE”“ 28 NiNode BIP L Clavicle
. 49 N:NEUE B:Em RHcal;euarm [ B0 LT ZPLUTeEE
- 50 NiNode BipD1 R Thigh 2:’ :!:c':e g::;t:ure;rm
INoge an
:: :::E:Z g:sm EpLi'::er’c‘rm - 38 NiNlode BIF R Clavicle
e
[ 44 NiNode Bip01 Pelvis . 41 NiNode BIP R Hand
—

If you compare the armature structure you see that the militia armature starts with BIP while the
musketman armature starts with BipOl. Also the militia has bones that doesn’t exist in the
musketman armature, neck and both clavicle. So first exchange the BIP in all nodes in the militia
nif with Bip0O1. After this is done we must copy the three nodes. First look which is the parent of the
node, so a good guessing would be to make them children of splinel in the musketman nif. Copy,
only copy and not copy branch, the three nodes, remove their children®* and make them children of
splinel. Now copy the mesh and exchange the models. It looks almost good beside the clavicle
parts of our model.

But before we fix this copy the hat from one nif to another. The reason for the clavicle problem is
the position of the clavicle nodes, the two we have copied. Compare the position in both nifs and
you see the difference, the reason is that the nodes have a relative position to their parent node. And
in our case it’s not the same. In the militia nif the parent node of the clavicle was the neck, in the

24 Because they had children in the original nif the get also children in the new nif, nifscope choose the one with the
same number
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musketman nif we used splinel. But our error can be fixed easily, set the x value of both nodes to
15.

Block List & X

Name value =
16 NiNode Musket
- 47 NiTriShape Musketman

+ NexturingProperty

NitlphaProperty

NivertexColorProperty

NiMaterialProperty @ Redcoat
NiTriShapeData
£ 59 NiSkininstance
- 80 HiSkinData
81 NiSkinPartition
- 0 NiNode Scene Root
35 NiNode Bip01 Pelvis
- 33 HiNode Bip01 L Thigh
28 NiNode Bip01 L Calf
30 NiNede Bip01 L Foot
41 NiNode Bip01 R Thigh
42 NiNede Bip01 R Calf
43 NiNode Bip01 R Foot
36 NiNode Bip01 Spine
37 NiNode Bip01 Spinet
48 NiNode Bip01 Neck
28 NiNode Bip01 Head
45 NiNode Bip01 L Clavicle
34 NiNode Bip01 L UpperArm
31 NiNode Bip01 L Forearm
32 NiNode Bip01 L Hand
. 38 NiNode Bip01 R UpperArm
-39 NiNode Bip01 R Forearm
. 40 NiNode Bip01 R Hand
[ 35 NiNode Bip01 Pelvis. —
! | b
Block Details g x
MName Type Value Argument I Arrayl

- Name string

- Extra Data RefzNiExtraData=
+ Num Extra Data List uint 0

- Extra Data List RefzNiExtraData> 5] Num Extra Data L
+ Controller Ref<NimimeController= None

- Flags Flags ®e
- Translation Vector3 X 15.0000 ¥ 0.1180 Z -4.0142

Bip01 R Clavicle

A full bone transplant means that you copy every node to the matching node in the other nif, set the
position and rotation of this node to 0,0,0, add the missing nodes, copy the mesh, and now adjust
the position and rotation of every node until the model looks ok. If you want to see such a result
download my civil war cannons. Be carefully with the names, if you want to make a bone transplant
of a unit to a nif whose armature has the same names, change the names before you copy.
Remember nifscope uses the names and two equal named bones can cause trouble.

Please remember that the above tips are for vanilla units or units with a similar structure. There are
a lot of custom units out that are already a result of bone transplant or have a new head. So if you
work with such a unit, have a closer look at the structure of file before you start. To which bones
the model is rigged, which are the parent nodes of this nodes, are the nodes missing or special in
one of the nifs. Are there parts of the models which are a child of a bone and not rigged one. If you
know this, start to copy all needed bones, look that you find similar parents and / or adjust the
position. Now copy the mesh itself and afterwards all parts you need.

11.3. model fixes for Blender import

Like already said at the end of chapter one there can be problems with customs units and the import
in Blender, also 1 know at least one vanilla unit that makes trouble. To limit the possible error
reason, delete all unneeded parts in the nif, like weapons, shields, etc, before you try to import a
problematic file. If you are lucky after this you can import a file which before caused trouble.

But lets start with custom units which were created using bone transplanted and nifviewer. This
files can have two scene roots and at least this surely causes import errors. The solution is quite
easy. Open the nif and check to which bones the model is rigged and that this names differ from the
animation base armature. If not, change the name of the bones the model is rigged to (eg from BIP

25 T have seen units where both bones, the original and the transplanted had the same name
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to Bip01). Now save and open the nif a second time. Copy the mesh from one of the nifs to the
other, make it a child of the primary scene root, it’s the one with the armature, and delete the entire
second scene root branch. I know this could be also done without open the nif a second time, but
this way it’s saver.

The second problem is a vanilla unit which you can’t import in Blender. Try to import the maceman
and there will be an error.?® The solution is a bit tricky. First select the mesh and export the mesh in
nifscope as .obj, select the parent node of the mesh and import the exported mesh. The import
misses important informations, like the NiSkinInstance, so the model is no longer rigged. But
because it’s the same model you can copy the NiSkinlnstance and also the NiTexturingProperty
from the not exported mesh. After this the model should look correct again. As last steps change the
name of imported mesh to the one of the original mesh and delete the second. Save and now the file
should be importable again, as long no other part of the nif needs exact the same threatment.

26 At least with the newer scripts
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I11. Advanced methods

With the knowledge of chapter one and two you can now do more than only exchange meshes in
nif. More or less with bone transplant and rescaling you can deform a unit until you like the result,
you can adjust the position of vertices, the uv layout and much more. A bit of the more will be part
of the this chapter.

II1.1. Changing animations

Before writing down what is possible, perhaps i should say that if the interpolator in the following
parts is a NiBSplineCompTransformInterpolator, i'm not sure if it works the way like described. So
you must test it.

In chapter one the structure of an animation file was explained. Now we want to really use this
knowledge to extend our possibilities in using existing animations. The first easy trick is to change
the position of a node, think you modelled a ship but you turret layout is not covered by the existing
animations. Now you could make a new animation on your own or as one possible solution, change
the position of the turret nodes in the nif until you turrets have the correct position. Write down the
numbers and save the file. Now play the idle animation and you will see the turrets are again on
their old places.

So open the idle kf and search the NiTransformInterpolator which controls the turrets. Change the
position in the NiTransformInterpolator and if there exists a NiTransformData with translation keys
also there. If there is a real animation — means the value are not constant over the time - try to
mimic the old differences with your start value as base. After saving the file and again checking the
nif with idle animation all seems correct. Almost, you now only have to change the position in all kf
files with data for the turret nodes.

No we want something more interesting, we want to add a new animated turret bone to our model.
Download General Matt’s Oktyabrskaya Revolutsiya (OR)? and copy all battleship kf files,
together with the nif and the kfm, in this folder. Now open the Oktyabrskaya Revolutsiya BB.nif
in nifscope. You will see that the structure could need some rework to make our future steps easier.
Remove the unneeded nodes in front of the scene root and remove the animations from the kf. For
this compare the original BB MD node with the MD from the OR, you will see the differences.
After this save the file and check the strike animation. You will see that the two middle turrets are
not working. Our target is to fix this.

But first look at the model itself, you see that the model has more than one parts, each turret also the
hull has its own mesh. Also the model parts are direct assigned as children to the armature nodes.
The reason is that the model is not rigged to an animation — you will see that there is no
NiSkinInstance. The model works because each children of an animated node is also affected from
the animation. Now one turret®® can be fixed using the steps above, make the mesh a child of the
turret without mesh and change the position of the turret in the nif and the kf files. But for the fourth
turret there is now node left, so we need another solution.

We need a new animated bone. Make a branch copy of the aft turret node and make this copy a
child of the DUMMY _Battleship Hull node. Now rename the copied nodes to differ them from the
original aft turret, eg add the suffix 2, and after this change the position of the node. Use for this the

27 http://forums.civfanatics.com/downloads.php?do=file&id=8648
28 cylinder03
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values of the turret we want to get animated. Because we copied the entire branch there is already a
turret mesh a child of the new turret node, reset the position of this mesh and remove the now
unneeded one from the file. Now save the file.

Block List J X
Name [ value Bl
El- 3 NiNode 0]
4 _NiStringFutranata KEACumBont =
(D S NiMultiTargetTrans formController X} b
3 NiNede MD
- 12 NiNode MD NonAccum
13 NiNede DUMMY_Battleship_Hull
- 14 NiNode DUNNY_Battleship_AftGun
15 NiNode DUNNY_Battleship_Aft_Cannon01
- 21 NiNode DUMNY_Battleship_ForeGun01
22 HNitode DUNINY_Battleship_Fore_Cannon(1
- 27 NiNode DUMMNY_Battleship_ForeGun02
- 28 Nillode DUMMY_Battleship_Fore_Cannon02
30 NiNode Dam_Pipe
31 NiNode Dam_0OveralTweak
33 Nillode Dam_QuarterPipe
- 34 NiNode Dam_RearBody
35 Hillode Dam_FrentBody
- 38 NiNode Dam_Towerbase
37 NiNode Dam_TowerTop
-+ 38 NiNode Dam_Bar
32 NiNode ATTACHABLE_DAMAGE_SMOKE
- T3 HNiNode ATTACHABLE_SIDE_FROTH
_ - 72 NiNode ATTACHABLE_BOW_FROTH J
= 12 NiNode MD NonAccum
£} 13 NiNode DUMMY_Battieship_Hull
14 NiNede DUMMY_Battleship_AftGun —-—
21 NiNode DUMMY_Battleship_ForeGun01
27 NiNede DUMMY_Battleship_ForeGun02
25 NiNode Damage_BodyGeometry
39 NiNode Effect_GunFire_018
42 NiTriStrips Cylinder03
44 NiTriStrips Tri Cube
50 N ps Box{
74 NiNode DUMMY_Battleship_AfGun0Z
i 75 NiNode DUNMMY_Battlezhip_Aft_Cannon002
i [#- 76 NilriStrips. Cylinder03.001.001
- 80 NiNode Effect_Hit02 -
4| | >
Block Details
MName Type | Value I Argument I Arrayl I Array2 Condition since until =
Name string DUMNY_Battlezhip_aAftGun02
- Extra Data Ref=NiExtraData> None 4220
Num Extra Data List uint 0 10.0.1.0
- Extra Data List Ref<NiExtraData> @Q Num Extra Data List 10010
Controller Ref<NTimeController= Hone
- Flags Flags because we copied the entire branch the flags are already set correct
Translation Vector3 X 0.0000 Y -22.0000 Z 7.0000 "
- Rotation Mairixad TS IFOTREI0 see also the changed position values
Scale float 1.0000
- Welocity Vectord X 0.0000 ¥ 0.0000 Z 0.0000 422.0
- Num Properties uint 0
Properties RefzNiProperty= 1] Num Properties.
[#- Bounding Box BoundingBox Has Bounding B..
~ Collision Object Ref<NiCollisionObject> None 10010
Num Children uint 3 =l

The result so

far should look similar to the pic above, also the next task is mentioned there. We

must add our new node to the NiMultiTransformController under extra targets.” Now theoretical
our turret can be animated, but there are no informations for this node in the kf files so far. So lets
open as first the strikeA and add the informations there.

[E}- Controlied

ntro

- Contro

ntro

- Contro

Blocks:

ller

- Interpolator
llier

- Property Type Offzet

ller e
ller Type Offeet

1

Variable Offzet 1
riable 2

e 2

- Variable Offzet 2

29 Only the nodes, not the mesh

ControllerLink

Ref=NiTimeControllers
Ref=Nilnterpolator=
Ref<NimimeController=

byte
Ref<NiStringPalette>
=tring

string
StringOffaet
=tring

gOffset

Strin

string
StringOffzet
string

StringOffest

DUMMY_Battleship_AftGun02

None
@ 2 [NiTranzforminterpolator]
None

= o e

@ 3 [NiStringPaletts]

<. DUMNY_Battleship_AftGunl2
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=empty>

NiTransformController

=empty>

=empty>



At first search for the NiTransformlInterpolator of the aft turret and add a branch copy in the kf of
this interpolator. After this change the values in this copy to the numbers of our new turret. Now we
must add the information that the game should use this interpolator for our new turret. Select the
NiControllerSequence and add a new controlled block by raising the number by one. Now under
controlled blocks the will be an empty block. Enter all needed informations until the results looks
like shown above. Save the file and lets test the new strike animation in nifscope.

If all was done correct now all turrets should rotate. The next problem is, we only have three firing
effects in the nif so we must also add a new effect for the fourth turret. Make a copy of one of the
nodes and change the position of the copy until its fits the firing position of the fourth turret. And
because your are doing this you can also alter the position of the third effect to match the third
tower. Before again open the strikeA rename the effect node for the fourth turret, so that the name is
unique. In the strikeA go directly to the text keys.

- Valug string start eventcode=1022
- Forward string
-- Backward string
E} Text Keys Key=«string=
i Time fluat 0.3000
Effect:Effect_GunFire_01A:EFFECT_WEAPON_BATTLESHIPO1
Effect:Effect_ GLInFII'E _02B:EFFECT _} WEAPON _BATTLESHIPOZ2
E a c} vard trlr : :
- TBC TBC Effect:Effect_GunFire_04A:EFFECT. _WEAPON_BA‘I‘I‘LESHIPUz
& Text Keys Key<string=
- Time float 0.3333
- Walue string SOUND:AS3D_UN_DESTROYER_FIRE AS3D_UN_SIX_SHOT_FIRE
- Forward string
-- Backward string
= Text Keys Key-=string=
- Time float 0.3333
- alue string Effect:Effect_GunFire_01B:EFFECT_WEAPON_BATTLESHIPOZ Effect:Effect GunFire_024:EFFEC
- Forward ztring
-- Backward string
= Text Keys Key<string=
- Time float 0.7000
- Valug string end
- Forward string
-- Backward string

I marked the added entry, a similar entry should be added to the text key for time 0.3333. Now the
ship has four firing turrets. Now you only have to had the new turret to all other kf files like
described above.

And now you perhaps will hate me, while it’s absolut necessary to add animation information for
new added bones, it’s not necessary to change the position in all kf files. There is also a quicker, but
a bit dirtier, way to change the position of an animated node. The reason is that like said before
every bone has only a relativ position to the parent node and this is what we use. We add a new
node between the parent and the node. RMB on the parent node and Node -> Attach Node ->
NiNode, set the flag of this new node to six, rename if you want and make the node you want to
move a child of this new node. Now change the position of the link node until your node has the
right position and rotation. I think one example of this technik are the centaurs in FFH, the upper
part of the rider was made a child of the front spine of the horse.

II1.1. Damage texture
The last part of the tutorial will cover how to add a damage texture to a rigged mesh. The damage

texture parts of the animation have endings like damtexturel. This files manipulated certain
controller attached to the mesh in the nif. To show you the important ones open the battleship fx.nif

-23-



in nifscope.

Block List 8 X

Name Value ~l
B 7 NiNode MD Nenaccum

- & NiNode DUMNY_Battleship_Hul
G 26 NiMode SOUND
[#- 28 NiMode EFFECTS
-+ 30 NiNode Effect_GunFire_018
- 31 NiNode Effect_GunFire_02A
32 NiMode Effect_Hit03
33 NiNode Effect_Hit02
34 NiNode EFFECT_DEATH_EXPLODE
35 NiNode EFFECT_SPLASHDEATH

B} 36 NiNode ATTACHABLES
=1+ 38 NiNode Damage_Boat_Ja
[E1- 39 NiTriShape

- 45 NisourceTexture # Battieship_256.dds

45 NiSourceTexture #& Battieship_glossmap_128.dds —
- 47 NiSourceTexture #%& Environment_FX_GreyMetaldds
-~ 48 NiSourceTexture #% Battieship_damaged_All.dds

= 52 NiTrishapeData
53 NiSkininstance

58 NiMode Effect_GunFire_038 -
4| | 3

Block Details
Name Type I Value
Has Decal 0 Texture bool YER
Et- Decal 0 Texture TexDesc
-+ Source Ref=NiSourceTextures @ 4 [MiSourceTexture]
. Clamp Mode TexClampMode WRAP_S_WRAP_T

-+ Fitter Mode TexFiterMode FILTER_TRILERP

UV Set uint 0

yes

-+ Has Texture Transform

- Tranzlation TexCoord X 50.0000 Y 0.0000 .

- Tiing TexCoord X0.0010Y 0.0010 this values depends on the used damage texture
W Rotation float 00000
Tranzsform Type? uint 1

Center Offset TexCoord X 0.5000 ¥ 0.5000

It’s best to copy the needed values and nodes from a unit which already uses the damage texture.
Than you must add the kf files to your animation if there aren’t part so far. It’s also possible to add
a damage texture to more than one mesh in the nif, open the kf files you want to use and make a
copy of all controllers in this kfs and link this controller to the mesh you want.
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1V. Appendix

Software:

Blender:
Gimp:
Paint.net:
NifScripts:
NifScope:
Niflib:
PyFFI:
Python:

Tutorials:

http://www.blender.org/

http://www.gimp.org/
http://www.getpaint.net/index.html

http://sourceforge.net/project/showfiles.php?group id=149157&package id=166219
http://sourceforge.net/project/showfiles.php?group id=149157&package id=170735
http://sourceforge.net/project/showfiles.php?group id=149157&package id=166113
http://sourceforge.net/project/platformdownload.php?group 1d=199269
http://www.python.org/

Export from Blender: http://forums.civfanatics.com/showthread.php?t=167335
Texturing: http://www.colacola.se/howto_texttut.htm

Assign vertices to bones: http://forums.civfanatics.com/showthread.php?t=252568
some basics and assign vertices: http://forums.civfanatics.com/showthread.php?t=267233
Unit making: http://forums.civfanatics.com/showthread.php?t=279548

Nifviewer, Nifscope: http://forums.civfanatics.com/showthread.php?t=263814
UV edit in nifscope: http:/forums.civfanatics.com/showthread.php?t=258966

Nifscope: http:/forums.civfanatics.com/showthread.php?t=183742
Nifviewer, Part I: http:/forums.civfanatics.com/showthread.php?t=163585
Nifviewer, Part II: http://forums.civfanatics.com/showthread.php?t=165689
Nifviewer, Part III: http://forums.civfanatics.com/showthread.php?t=176106

Nifviewer, shader, teamcolour: http://forums.civfanatics.com/showthread.php?t=245363

Animations: http:/forums. cwfanatlcs com/showthread php?t= 271331

Blender animations, text keys http: //nlftools sourceforge net/w1k1/Blender/Oth10n Character Animation
Blender, animation: http://forums.civfanatics.com/showthread.php?t=296286
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http://niftools.sourceforge.net/wiki/Blender/Oblivion_Character_Animation
http://wiki.blender.org/index.php/Manual/PartI/Your_First_Animation_in_30_plus_30_Minutes_Part_II
http://wiki.blender.org/index.php/Manual/PartI/Your_First_Animation_in_30_plus_30_Minutes_Part_II
http://forums.civfanatics.com/showthread.php?t=271331
http://forums.civfanatics.com/showthread.php?t=245363
http://forums.civfanatics.com/showthread.php?t=176106
http://forums.civfanatics.com/showthread.php?t=165689
http://forums.civfanatics.com/showthread.php?t=183742
http://forums.civfanatics.com/showthread.php?t=258966
http://forums.civfanatics.com/showthread.php?t=263814
http://forums.civfanatics.com/showthread.php?t=252568
http://www.colacola.se/howto_texttut.htm
http://forums.civfanatics.com/showthread.php?t=167335
http://www.python.org/
http://www.gimp.org/
http://www.blender.org/

