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Description


Easy NPC creation tutorial Chapter 1 – The Basics First start your game and load last save or a new game, if loading a save go to a well lit area or use a torch to put some light on yourself. Open the console and write showracemenu it will bring up the char creation menu now close the console and create a char to your likes as you would like your npc to look like, don't bother with any facetints or skintones, that will be done later.



When you are done DON'T press “R” key, just open the console again and write savepcface mychar the “mychar” can be replaced by any name you want to save it under, the game will save this one as mychar.npc into your skyrim folder just check if its there, but leave it there.



Quit the game and open the CK. This tutorial is also meant for those who are new to creation kit. In the CK click on the “file” in top left corner in the menu next click “data” and tick Skyrim.esm and press OK.



After it finishes loading you will get some errors, that's normal ignore them you will get more later again. Now in the left panel go to Actors > actor and you will see a list of all npcs from the game, right click here anywhere on the list and click “new”



a new window will open for actor creation.



In this new window set the same race as you had in the char creation in game, so in my case its a nord, if you have a female just tick the female option next to the dropdown menu.



Enter the name for your npc and write same to the ID above it. Now in this window go to the character gen parts tab and click the “import” button a window will open, there choose the .npc file you created and click open.



After that click on the preview “head” on the bottom of the window, an error message will appear, just ignore it.



And there is your npc, don't worry about the hair and skintone will be done later. Just press ok on bottom left and find your npc in the list of npcs



when you found him/her look at the cell view window on bottom right, it says interiors, leave that and choose an interior cell where you want to place your npc, i chose the Riverwood Sleeping Giant Inn. Double click on the cell in that bottom window and the cell will load in the render window above, the camera controls are different from the game so: >Mouse Wheel - Zoom Camera >Shift+Mouse - Rotate Camera >Space+Mouse or Middle Mouse Button + Mouse - Move Camera sideways



NOTE: do NOT move or delete anything in that cell if you don't know what it is for, it could cause a CTD in your game! If you make a mistake click on “edit” in top left corner of ck and in the menu click “undo”. Now when you find a suitable space for the npc where he/she will not be in the way of anyone/anything drag your npc by holding left click+move mouse from the list to the render window.



Yes he is naked coz i didn't choose any clothing yet, will do it later. Now you just need to save your new mod. Click “file” in top left corner and from menu choose “save”



Write a name of your mod, this name will appear in the game launcher and this is how the .esp will be called.



Close the CK its no more needed since i'm showing you the easy comfortable way that i am using for my mods, ill describe some other ways and tips on the during the tutorial and in the Q&A section. Now you need the NPC editor if you don't have it download it here http://skyrim.nexusmods.com/mods/4554



From now ill work with the npc editor its not perfect, but much more user friendly and if you make a mistake there it is less likely you get a CTD in your game. The Plugin settings: Open the npc editor and click at the plugin settings first



a menu of all your mods in the data folder will appear, this way you can add custom hair, weapons, armors and so on to your npc. NOTE: doing this there will be a double ID bug – the stuff you choose here will be twice in game, ill explain later how to prevent this or at least partly fix it. There are ways to avoid it but then it will be a pain in the backside when you decide to edit your npc later to change hair or base clothing, edit the appearance or anything else as you would have to do it in the CK and that's very uncomfortable to edit appearance in the CK and would have to export facegendata and so on the end you would probably do it this way anyway as the npc editor exports and packs facegendata automatically in a .bsa file much better than loose files in you meshes folder. More about exporting facegendata in the Q&A section.



The next part of this tutorial will be about fixing double IDs and preventing them so it will be up to you which way you like better. For now ill stick to this way of creating npcs. Now in the plugins selection choose the plugin you need, in my case i want apachii hair.



Highlight the mod you need and click on the arrow button. Now click “save and apply” so now the npc editor will read the custom addons so you can use them for your npc. Next we go to the Info tab in the editor and press “load from file” a window will open there choose your npc mod and click open.



The INFO tab:



here you have many options Name full and short: here write the full name of your npc and as you write here the same will show in game, leave the name (short) empty Voice: very important to choose only male voices to males and female to females, don't use creature voices on humanoids and vice-versa it won't work and don't use unique voices coz they don't have many dialogues and are meant for vanilla quests. Combat style: you have to experiment with this one it all depends if you want an archer, mage or one-handed and so on. I use the forswornberserker low as it is one-handed dual wielding and the npc will not run from battle if enemy gets too close like archers do to get distance and use bow, but this one uses bow when at distance and close combat when enemy is too close. Speed: the speed of the npc the more points the faster the npc will be. Disposition: cannot explain this one as i never found out what it is about just had some tips to make sure its 85 so set 85. Unique: use true to tell the game engine that only one copy of this npc will be used to make sure it will spawn only one. Essential: true – means npc cannot die, but when health drops to 0 the npc will stop fighting and will rest bent on floor until health recharges false – means if health drops to 0 npc will die. Affect stealth: set true if you are creating a follower so the stealth eye doesn't open in game when your follower can see you while you are sneaking and set false if you are creating an enemy. Bleed: the actor will normally bleed when hit if true. Invulnerable: basically god mod for npcs cannot die and health never drops if true is set so set to false. Respawn: not tested, but if invulnerable and essential are set to false and the npc dies, he/she should respawn where you placed them in the cell you chose. Aggression: this setting defines how aggressive your npc will be meaning will only attack when in danger and/or ally in danger that's on the unaggressive setting or will attack anyone even allies when set to frenzied. Confidence: the level of bravery of your npc like cowardly will always run



away from battle and hide, while foolhardy will never retreat. Energy: Energy determines how often the Actor will move to a new location when in a Sandbox Package, meaning usage of furniture and such, the bigger the number the more activity. Morality: what kind of crime will your npc be able to do (stealing, attacking, and so on) when you command them to do so. Mood: Permanent facial expression of the actor when not in battle. Assist: if you are creating a follower set friends and allies. The settings you see on the image above are the settings I mostly use for followers, but you still can experiment with them and see what suits you best and its much faster to edit these anytime with the editor coz the CK loads ages longer than the game itself. The STATS tab:



This has 3 options -Auto level -Fixed -Calculated



Auto level: means actor will automatically level up when player does and if rate is set to 100% than get the same level too, if set to 200 the actor will level up twice as fast as the player. Level limit – is the start level of the actor and the maximum that actor will achieve, as you see my npc start on lvl 10 and will level up to lvl 120 at the same rate as me, but start at lvl 10 even if player is lvl 1, if player is more than lvl 10, the npc will get the same level as player. Fixed: this option can be used if you want to create an actor where you set all skills manually and they will not change during the game. Calculated: this option will automatically calculate skill levels depending on the current level setting and level scheme. Try this out to see what skills change with various level schemes, but after that they will stay fixed and will not change during game. Here you can also set the start value for health, magicka and stamina whatever the start actor level is. The FACTIONS tab:



In this tab you choose the crime faction and other factions like bandits, followers and many more Crime faction: example if you choose Whiterun as on the picture, and will attack this actor during game or pickpocket him you will get a bounty at Whiterun hold, best if none is set. Factions Joined: for a follower that can be married choose and add the factions you see on the picture, remember to set the rank to 0 that means they are active factions, value can be changed if the actors faction is unlocked by a quest like Aela will not follow you until you finish the companions questline, but that's for CK so set them to 0. I don't do quests so i cannot explain how that works exactly i just know that 0 means active. The INVENTORY tab:



This is where you set what base clothing the actor will have and what he will carry.



Make sure when choosing outfits that the outfit/armor is playable and for humanoids means you cannot use an armor made for a troll on a human, you can leave NONE too and the actor will start without any clothing. NOTE: you must give at least one weapon to the inventory an dagger or anything or you will get a bug that causes when in game you will give him a sword or a bow he will not use it and will fight barehanded. So remember at least one weapon must be in the inventory. The SPELLS tab:



Choose spells for your npc, just note not all from the list are playable or can be used by an npc so best use only the ones you know from game. The PERKS tab: not used Better do not use any perks, may cause a CTD and actually you don't really need them for a simple npc.



The RELATIONSHIP tab:



Here you can make this actor your friend, ally or even enemy. Same you can make him to be someone’s brother or child good to use if you placed him in a cell like a farm interior make him to be friends with the inhabitants so they don't attack him for trespassing. No need to do that if placed in a public (Inn, tavern, longhouse..) cell. If creating a follower choose player's ally as on the picture and click add. The AI PACKS tab: Sandboxes and ai packs can be complicated and are not much of use with npc editor so if you want a complicated sandbox like my mod Elisa Brea or Claire have it has to be done in CK as you have to set the location, times and many other details. The only ai pack i use in npc editor is defaultsandboxcurrentlocation 1024 (the number is the radius from placement), this ai pack doesn't need any setting and makes your actor custom player house friendly so it means he will stay and be home wherever you dismiss him and never returns to start location, this is the most useful ai pack when creating followers.



To learn more about how sandboxes work and about their settings open an vanilla actor like Aela in the CK and have a look and browse through others too and experiment with them. You may need them if creating a populated house or city and want the people inside to do something like working as a blacksmith and visit some places etc. I am not going deep into the sandbox stuff as i don't have much experience with it i mostly only use the one on the picture bellow.



Experimenting with sandboxes in CK can be very time consuming and involves much testing to get the hang of it, so if you are the patient one give it a try. As i wrote before best for follower mods is the ai pack defaultsanboxcurrentlocation 256 or 1024



The APPEARANCE tab:



General subtab – not much to explain here just some of them Stance – for a female you want to be standing like a female not like Lydia does set female stance and male for males. Scale – you can actually make your actor a giant or as little as a child 1.00 is the basic value for every race Complexion – works the same way as in the char creation so freckless and so are set here Vampire morph – make the actor look like a hungry vampire (note: this setting will not make him an actual vampire)



The HAIRS subtab:



so here you can see the plugin i added before so now I can choose from Apachii hairs. Other settings are: color, adjustment of the custom hair in case it doesn't sit well on actors head, brows and facial hair. NOTE: the more hair plugins you will use here for hairs the more cleanup the esp will need from double IDs. As you see i now chose the same hair like on the first picture in this tutorial that vanished when i opened the .npc file in the CK. TIP: you can choose the apachii hair plugin in the CK too in the same menu as skyrim.esm before importing the .npc file and the hair will not vanish, you can do this with any other plugin too problem is if you delete the used plugin by mistake from your data folder and load up a game with an actor that needs it you will get a CTD, while if you do



that in NPC editor and the plugin is deleted then whatever is missing like hair, armor or so will be in glowing purple color much better than a CTD isn't it? Coz this way you will see where the problem is while with CK you can look for it ages. This is the reason i rather have one hair doubled in game than risk a CTD and never find out what caused it. I used both ways and i found the npc editor way much better maybe you will prefer the CK way. The PARTS AND FEATURES subtabs



in those two subtabs you can anytime adjust the looks of you without ages waiting for CK to load. Very useful for small and big edits on your npcs. Simple, easy and comfy not just it loads faster, but you can much better see on the preview window what you are doing not like in the CK and don't have to start from step 1 again in case you need a big change.



The MAKEUPS subtab:



The last to do thing before saving and testing your npc. Adjust the skintone, add some warpaint and other facetints. Final NPC editor step – SAVING:



first of all make sure only the “save to BSA” option is ticked coz the npc placement is already done and if you tick “save as a new npc” the placement will be deleted and it will give you some placement options very few actually so its better to do placement in CK and will may conflict with older settings and this actor may won't appear in the game at all. Only tick that option if your npc is 100% created in the NPC editor or if you are editing an existing vanilla one, renaming it and want to keep the original vanilla npc too. Now click “create mod” a window will open, in it write the same name for the .esp as you did when saving in CK and overwrite the old one. The NPC editor will now save the new .esp and create a .bsa file that you must put in the data folder too (.bsa is where the facegendata is saved). Now lets clean the .esp from double IDs. For this job you will need TESVSNIP from here http://skyrim.nexusmods.com/mods/5064



Now this is really easy stuff, open the tesvsnip and click “file” top right corner and then “open” now choose the .esp you created



In my case its Mychar.esp



now your mod will show, just expand it by clicking on the + next expand the “Group (HDPT) – head part” and you will see a lot of hairs there



now delete all hairs and hairlines that your npc is not using, in my case i am using apachiihairM08 and apachiihairlineM08 i leave those two and delete everything else in the headpart section see image below.



So now the only double selection ill have in my game is the male hair 08 from apachii, in a case i would accidentally delete apachii mod this char would load with a glowing purple hair so i would see right away where the problem is, as i said before if i would add the hair in CK i would most probably get a CTD in game (happened couple times). The same way you can remove armors, weapons etc. that your actor doesn't use, but id was saved to the .esp



When done that collapse all sections by clicking on the highlight the mod and click “file” then “save”



a saving window will open, in it write the same name as the .esp had before so in my case Mychar and overwrite the old one.



Now just make sure both .esp and .bsa files of your mod are placed in the skyrim/data folder



Done that, now run the game launcher to see if it loads up and to modify the load order if needed.



TIP: at the load order for the best result and to minimise conflict probability move any npc mods to the bottom, so they load after any multiple follower mods like UFO, hair mods, DLCs, armors etc. TESTING YOR MOD The very last thing to do is testing if the mod works, best to do it quickly with a new game, but you don't need to start a new game to do that. Run your game with the skse or the game launcher whichever you normally use. In the main menu don't load a new game or load a save, just open the console and write coc cellname where the “cellname” is write the name of the cell where you placed your npc, so again in my case i write coc riverwoodsleepinggiantinn and press enter a new game will start at the location i wrote with coc, but NO save will be created, NO scenes will play. You will just appear in that cell. Where did i get the right cell name for the command? You remember the cell view window from CK there where you choose the cell to place your npc, just write down the name of that cell in a note or remember it. Some of those names may be different from names used in game like example the Sleeping Giant Inn cell is called riverwoodsleepinggiantinn so no spaces and name of the town on the



beginning other cells may don't have the town name there so check it in the cell view window in CK. Using the command:



The name in the cell view window:



This is the best way to test any mod even if you are working on a house mod you can spawn yourself right inside it. And has the same effect as starting a new game so no conflicts from an old save game will mess with it and it is the quickest way to test it so here we are inside the cell and my new npc is here too :)



and he is working as he should



now i just removed his helmet to see him better:



and there he is same as in char creation menu



only thing i added extra is the warpaint.



So, i hope you enjoyed my little tutorial have fun and populate your Skyrim world :) Don't forget to check the Q&A section bellow



Credits and big thanks to: Foretrenty for his genius NPC Editor TheFigment for Tesvsnip Apachii for the best hair packs ever ZZJAY for lots of help and tips Bethesda for Skyrim And all members who support my work and download my mods And thanks to anyone willing to translate this tutorial to any language



This tutorial shows exactly how i created most of my NPC mods If you think something is missing, wrong or have questions just contact me



Useful link to CK newbies: http://www.creationkit.com/Main_Page Creating a companion more details: http://www.creationkit.com/Creating_a_Companion



Questions&Answers



Q: how to install the NPC Editor and tesvsnip? A: read the instructions provided by its authors Q: how to export facegendata from CK? A: Highlight your actor(s) in the Object Window listing and then press CTRL+F4 this will export a .dds and .tga texture file to Data/textures/actors/character/faceGenData/facetint/modname.esp folder and a .nif mesh file to Data/meshes/actors/character/FaceGenData/FaceGeom/modname.esp folder



Q: can i use your creations as templates for my mods? A: yes, of course Q: how can i merge multiple .esp files into one .esp? A: tutorial is right here http://skyrim.nexusmods.com/mods/10208 Q: my npc is not showing up in game, what happened? A: if that happens open the console and write help “mychar” including “ where instead the mychar write the name or the npc you created. After you press enter the name and id should show, if not it means the game didn't load your mod so check the data folder and game launcher. If id will show it means you did the placement in the cell wrong. Q: will you make more complicated tutorials? A: maybe later when ill learn more, but i am sure someone else will release a tutorial too, gods know i would need it Q: what version of Skyrim i must use? A: do not ever ask me that please



BravoOskar 11/September/2012, edited 16/September/2012
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