Making pieces appear/disappear in FFvsTR with Nifskope:

e The first step is to build the skope, in my case I've skoped a character with a fiery FX on the
right hand. My aim is that this FX appears only during one animation. At this moment, if | open
the CharacterTool2, it shows the FX in every animation.

It's very important to know the name of the FX node (or mesh piece), in this case it is named
“Flames” (It's important if it has capital letters or not).

e The second step is to hide the FX for the idle animation in the keyframes file using Nifskope:

1.- When we select the NiControlledSequence of the idle animation (1), we can see in the “Block details
window” (1) the number of controlled blocks (2) for this animation. In this set of keyframes there are 35
controlled blocks, the first one is BipO1l and the last one is aura (this can vary depending on the
keyframes file). Later we will have to add a new controlled block for the FX because there isn’t one for it.
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¥ 0 NiControllerSequence idle
# 72 NiControllerSequence idle_no_aur
+ 144 NiControllerSequence pain
#1216 NiControllerSequence walk
# 288 NiControllerSequence run
# 360 NiControllerSequence fall
+432 NiControllerSequence land_from_|
+ 304 NiControllerSequence jump_stand
#5376 NiControllerSequence hover_pain
#5438 NiControllerSequence land_from_:
# 720 NiControllerSequence hit_and_st.
+ 792 NiControllerSequence stunned
+-364 NiControllerSequence recover_frc
# 336 NiControllerSequence flailing_bact
# - 00¢ NiControllerSequence land_back.
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+ - 15; NiControllerSequence Flailing_forw
+ 22¢NiControllerSequence land_forwai
# 29¢ NiControllerSequence get_up_for
# 36¢ NiControllerSequence jump_run
+ - 44( NiControllerSequence pick_up_ob;
+- 51:NiControllerSequence walk_with_c
#- 58¢ NiControllerSequence throw_obje
# - 65¢ NiControllerSequence stand_with_
+- 72¢ NiControllerSequence pick_up_pol
+ 80( NiControllerSequence run_with_pr .,
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- Name string idle
Text Keys Name string 10.1.0.0
Text Keys Ref<NiTextkeyE... @ 1 (NiTextkeyEDOOOD) 10.1.0.0
Num Controlled Blocks  wint 35 < e—
Unknown Int 1 uint 1] 10,1,0.106
= Controlled Blocks ControllerLink ) Num Controlled BI...
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2.- Every Controlled blocks has a Target name and a Controller (the controller points to a
NiKeyframeController node (3)).
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Name Valu
50 NiControllerSequence idle
1 NiTextKeyExtraData MiTextKeyEl
2 MNiKeyframeController 1%
4 MiKeyframeController %)
6 MiKeyframeController 3
8 MiKeyframeController R

10 NiKeyframeController
12 NiKeyframeController
14 NiKeyframeController
16 NikeyframeController
18 NiKeyframeController
20 NiKeyframeController
22 NiKeyframeController
24 NiKeyframeController
26 NiKeyframeController
28 NiKeyframeController
30 NiKeyframeController
32 NiKeyframeController
34 NiKeyframeController
36 NiKeyframeController
38 NiKeyframeController
40 NiKeyframeController
42 MiKeyframeController
44 NiKeyframeController
46 MiKeyframeController
48 NiKeyframeController
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+- Controlled Blocks ~ ControllerLink
+ Controlled Blocks ~ ControllerLink
#- Controlled Blocks  ControllerLink
+ Controlled Blocks ~ ControllerLink
= Controlled Blocks ~ ControllerLink
Target Name string aura 10.1.0.0
Controller Ref <NiTimeContr... @ 70 [NiKeyframeController] <ie— 10.1.0.0
3 ReF <Nl (ST 10/1.0
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3.- When we click on the blue arrow next to the Controller, we go to the NiKeyframeController node
corresponding to that Controller. This node is who controls the behavior of the Controlled block. We

right click on it and select “Block > Copy branch”.

Block List

Name

138 MiKeyframeController
40 NikeyframeController
42 NikeyframeController
44 NiKeyframeController
46 NiKeyframeController
48 NikeyframeController
50 NiKeyframeController
52 MiKeyframeController
54 NikeyframeController
56 NikeyframeController
58 NiKeyframeController
60 NikeyframeController
62 NiKeyframeController
64 NikeyframeController

66 NiKeyframeController 3
63 NikeyframeController Insert
70 hikeyframeController

71 NiKevFrameData Flags Remove

File Offset Copy

Block Details Copy Branch I 5 x

Remove Branch  Ctrl+Del i -
MName Type Yalue Al Array2 Condition since until
o Move Up Ctrl+Up '

Mext Controller Ref <NiTimeContr... None

Flags Flags [ 40 Move Down Ctrl+Down

Frequency float 1.0000

Phase float 0.0000

Start Time Float 0.0000

Stop Time float 1.7600

Target Ptr<NiObjectNET> Mone
Interpolator ReF<liTnk t. N

t.. No 10.2.0
Data Ref<MiKeyframe... @ 71 [NiKeyframeData] 10.1.0.0




4.- Then right click on the Idle NiControlledSequence Idle to select Paste Branch.
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liControllerSequence idle_no_aura _ﬁ'le Offset Remave
HiControllerSequence pain Copy
diControllerSequence walk Copy Branch
HiControllerSequence run
diControllerSequence Fall
diControllerSequence land_from_Fflight
diControllerSequence jump_stand
HiControllerSequence hover_pain

diControllerSequence
HiControllerSequence
HiControllerSequence
HiControllerSequence

land_from_jump

hit_and_stunned

stunned

recover_from_stun

diControllerSequence flailing_back
HiControllerSequence land_back
diControllerSequence get_up_back

HiControllerSequence
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Name Type Value Argument Arrayl Array2 Condition since until
MName string idle
Text Keys Name string 10.1.0.0
Text Keys Ref<NiTextkeyE... @ 1 (NiTextKeyEDOOD) 10.1.0.0
Num Controlled Blocks — uint 35
Unknown Int 1 int 0
+ Controlled Blocks ControllerLink § Num Controlled BI...

5.- A new NiKeyframeController node will appear on the bottom of the block list, we have to look at its

number (4). In my case is 5872.
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+-24¢ NiControllerSequence hover_rang
+-32( NiControllerSequence hover_area
+-39; NiControllerSequence hover_area
+-46¢NiControllerSequence Fly
+-52¢ NiControllerSequence haver
+-59; NiControllerSequence special
+--65¢ NiControllerSequence take_Fflight
+-72( NiControllerSequence power
+ -78¢ NiControllerSequence ranged_4
+ -g4¢ NiControllerSequence ranged_3
+-91:NiControllerSequence hover_spec
+--97¢ NiControllerSequence hover_rang
+i04( NiControllerSequence hover_rang
+ 110 NiControllerSequence active_defe
+-116¢ NiControllerSequence close_porta
+ i23: NiControllerSequence direct
+ 129¢ NiControllerSequence hover_close
+ i36( NiControllerSequence hover_direc
4142« NiControllerSequence hover_area
+ 148t NiControllerSequence hover_area
+155: NiControllerSequence area_3
+-i61¢ NiControllerSequence area_4
468 NiControllerSequence area_S
+174<NiControllerSequence hover_area
+ ¢ NiControllerSequence melee_idle
£ frameController =
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MName Type Value Argument Arrayl Array2 Condition since until

Next Controller Ref<NiTimeContr... MNone

Flags Flags 1% 40

Frequency float 1.0000

Phase float 0.0000

Start Time float 0.0000

Stop Time float 1.7600

Target Ptr<MiObjectNET> Mone
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Data Ref <NiKeyframe... & 5873 [NiKeyframeData] 10.1.0.0



6.- We go back to the Idle NiControlledSequence and change the number of Controlled blocks from 35
to 36 and click on the green arrows to refresh the data (5).
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72 NiControllerSequence idle_no_aur
#144 NiControllerSequence pain
+ 216 NiControllerSequence walk
# 288 NiControllerSequence run
# 360 NiControllerSequence fall
#-432 NiControllerSequence land_from_|
#3504 NiControllerSequence jump_stand
#5376 NiControllerSequence hover_pain
#5438 NiControllerSequence land_from_:
# 720 NiControllerSequence hit_and_stL
#1792 NiControllerSequence stunned
+-364 NiControllerSequence recover_frc
#336 NiControllerSequence flailing_bact
# - 00¢ NiControllerSequence land_back
+ 08( NiControllerSequence get_up_bac
# - 15: NiControllerSequence flailing_forw
# - 22¢ NiCnntrnllerSeaienre land Farwar
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Mame string idle

Text Keys Name string

Text Keys Ref<NiTextKeyE... @ 1 {(NiTextkeyEDOOO)

uint 37

Unknowr 1 uint
# Controlled Blocks ControllerLink

Num Controlled Bl...

7.- Now, we have a new Controlled Block at the bottom, we have to name it with the same name of the
part in the skope that we want to hide. In my case it will be “Flames”. It’s very important that they have
the same spelling in the .nif and in the keyframes.
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+- 72 NiControllerSequence idle_no_aur
# 144 NiControllerSequence pain
# 216 NiControllerSequence walk
+ 288 NiControllerSequence run
+ 360 NiControllerSequence fall
#-432 NiControllerSequence land_from_|
#3504 NiControllerSequence jump_stand
#3576 NiControllerSequence hover_pain
+ 548 NiControllerSequence land_from_
+ 720 NiControllerSequence hit_and_st
#1792 NiControllerSequence stunned
#-364 NiControllerSequence recover_frc
+ 336 NiController Sequence flailing_bact
+ 00¢ NiControllerSequence land_back
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# - 15; NiControllerSequence flailing_forw
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# - 29¢ NiControllerSequence get_up_for
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+- 44(NiControllerSequence pick_up_ob:
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#- Controlled Blocks ~ ControllerLink
# Controlled Blocks ~ ControllerLink
#- Controlled Blocks ~ ControllerLink
#- Controlled Blocks ControllerLink
#- Controlled Blocks ControllerLink
= ControllerLink
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8.- We have to assign a NiKeyframeController to the Controlled block, so we put in the Value of the
number of the one that we pasted before (5872 in my case) in the Value of the Controller (6).
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Name Valu
1 NiTextKeyExtraData NiTextKeyEl
2 NikeyframeController Ji3
4 NiKeyframeController 3
6 NiKeyframeController
8 MiKeyframeController
10 NiKeyframeController
12 NiKeyframeController
14 NiKeyframeController
16 NiKeyframeController
18 NiKeyframeController
20 NikeyframeController
22 NiKeyframeController
24 NiKeyframeController
26 MiKeyframeController
28 NiKeyframeController
30 NiKeyframeController
32 NiKeyframeController
34 NiKeyframeController
36 NiKeyframeController
38 NiKeyframeController
40 NiKeyframeController
42 NiKeyframeController
44 MiKeyframeController
46 NiKeyframeController
48 NiKeyframeController
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Block Details

Mame Type Value Argument Arrayl Array2 Condition since until
#- Controlled Blocks ControllerLink
#- Controlled Blocks ControllerLink
= Controlled Blocks ~ ControllerLink 6

Target Name string Flames /

9.- Clicking on the blue arrow next to it, we go to that NiKeyframeController. It has a branch called
NiKeyframeData (7).
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Next Controller Ref <NiTimeContr... None

Flags Flags %1 40
Frequency float 1.0000
Phase float 0.0000
Start Time float 0.0000
Stop Time Float 1.7600
Target Ptr<NiObjectNET> MNone
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Ref<NiKeyframe... @& 5873 [NiKeyframeData] 10.1.0.0
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36 NiKeyframeController
38 NiKeyframeController
40 NiKeyframeController
42 NiKeyframeController
44 NiKeyframeController
46 NiKeyframeController
48 MiKeyframeController
50 NiKeyframeController
52 NiKeyframeController
54 NiKeyframeController
56 MiKeyframeController
58 NiKeyframeController
60 NikeyframeController
62 MiKeyframeController
64 MNiKeyframeController
66 MiKeyframeController
63 NiKeyframeController
70 NikeyframeController
71 NiKeyframeData
NiKeyframe

ameController
i87: NiKeyframeData <
+- 72 NiControllerSequence idle_no_aur
144 NiControllers; pain
# 216 NiContrallers) NiKeyframeData walk
+ 288 NiControllers| run
+-360 NiControllers| fall
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10.- If we click on it, we can see at the block details window a keyGroup called Scales (8).
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Name Valun

36 NiKeyframeController
38 NiKeyframeController
40 NiKeyframeController
42 NikeyframeController
44 NikeyframeController
46 NiKeyframeController
48 MikeyframeController
50 NiKeyframeController
52 NiKeyframeController
54 NiKeyframeController
56 NiKeyframeController
58 NiKeyframeController
60 NiKeyframeController
62 NiKeyframeController
64 MiKeyframeController
66 NiKeyframeController
68 NiKeyframeController
70 NiKeyframeController
71 NiKeyframeData
eyframeController
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#- 72 NiControllerSequence idle_no_aur
+-144 NiControllerSequence pain
#1216 NiControllerSequence walk
+ 288 NiControllerSequence run
# 360 NiControllerSequence fall R
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MName Type VYalue Argument Arrayl Array2 Condition since until
Mum Rotation Keys uint 0
At Type KeyType ( Num R K
Quaternion Keys QuatKey <Quater... & Rotation Type Mum Rotation Keys Rotation Type !

2R e p<float>
+ Translaty KeyGroup<Vecto...
= Scales KeyGroup<float >
Num Keys uint 2
Interpolation KeyType QUADRATIC_KEY Num Keys =0
+ Keys Key<float> ) Interpolation MNum Keys

11.- There are two keys in the scales for this animation. Time 0.00 with a value of 1.00 (9) (that means
that in time 0:00, the FX would be visible in a scale of 1.0) and 1.76 with a value of 1.00 (that means that
in time 1:76, the Flames FX would be visible in a scale of 1.0). As the idle animation lasts for 1.76
seconds, the FX is visible during all the animation. If we change those values of 1.00 for 0.00, the FX will
be invisible during all the animation.
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36 NiKeyframeController
38 MiKeyframeController
40 NiKeyframeController
42 NiKeyframeController
44 NiKeyframeController
46 NiKeyframeController
48 NiKeyframeController
50 NiKeyframeController
52 NiKeyframeController
54 NiKeyframeController
56 MiKeyframeController
58 MiKeyframeController
60 NiKeyframeController
62 NiKeyframeController
64 NiKeyframeController
66 NiKeyframeController
68 NiKeyframeController
70 MikeyframeController
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=} Scales KeyGroup<Ffloat>
MNum Keys uint 2
Interpolation KeyType QUADRATIC_KEY Mum Keys =0
= Keys Key<Ffloat> ) Interpolation MNum Keys
= Keys Key<Ffloat > Aacio ..jInterpolation
Time float 0.0000
hex gx00000002
Value float 1.0000 ‘—'exf i
Forward float 0.0000
Backward  float 0.0000
TBC TBC ¥ 0,0000Y 0,000 00
= Keys Key<float> ..fInterpolation 3
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e Now, if we open the CharacterTool2, the FX doesn’t appear during the idle animation, and it
won’t appear in the other animations neither unless we change the scales in them.

12.- The next step will be to make visible the FX during one ranged animation, so we have to repeat for
the ranged animation steps 1-10. After doing that, we should have a NiKeyframeController for the
Flames FX in the ranged animation. We have to modify the scales.

13.- There will be two keys in the scales for this animation. In my case they are: one for time 0.00 with a
value of 1.00 (that means that in time 0:00, the FX would be visible in a scale of 1.0) and 1.28 with a
value of 1.00 (that means that in time 1:28, the Flames FX would be visible in a scale of 1.0). We need
more keys to make the FX appear and disappear during the ranged animation, so we have to change the
2 value of Num Keys (10) for 6 and refresh data (green arrows).

@ NifSkope - keyframes.kf

File View Render Spels Help

0 Oldietkeyframes.kf |0 Oldietkeyframes. kf PR N TR RS oﬁm Clvi )
Block List g X
Name Valun &
#- 36 NiKeyframeController i3
# 38 NiKeyframeController i3
+ 40 NiKeyframeController =
#- 42 NiKeyframeController 1%
+ 44 NiKeyframeController Ji3
#- 46 NiKeyframeController J&3
+ 48 NiKeyframeController =
#-50 NiKeyframeController 1%
#- 52 NiKeyframeController Ji3
# 54 NiKeyframeController J&3
# 56 NiKeyframeController =
+ 58 NiKeyframeController 1%
#- 60 NiKeyframeController Ji3
#- 62 NiKeyframeController J&3
+- 64 NiKeyframeController =
+ 66 NiKeyframeController 1%
#- 68 NiKeyframeController =

70 NiKeyframeController
71 MiKeyframeData
=}i87: NiKeyframeController
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+ 360 NiControllerSequence fall e
s S AN S VS e
< >
Block Details
MName Type Value Argument Arrayl Array2 Condition since until N
=) Scales KeyGroup<float>
Mum Keys uint 2 — Y
Interpolation KeyType QUADRATIC_KEY Num Keys =0
=1 Keys Key<float> ) Interpolation Mum Keys
=} Keys Key <float> dacio ..jInterpolation
Time: float 0.0000 %
value float 1.0000 {15 Cxo00000e
Forward float 0.0000 ARG==2
Backward  float 0.0000 ARG ==2
TBC T8C 0,0000'Y 0,0000 Z 0.0000 ARG==3
= Keys Key<Ffloat > ..JInterpolation 2
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14.- The reason to have 6 keys in the scales, is because the scaling happens gradually, if one key sets a
value of 0.0 in time 0.0 and the next key sets a value of 1.0 in time 1.0, it means that the FX would start
to grow at time 0.01 until reach the scale 1.0 at time 1.0.

Having 6 keys, we can set them like this (for example):

Time = 0.00 ------ Value = 0.00 (invisible)

Time =0.20 ------ Value = 0.00 (still invisible)

Time =0.25 ------ Value = 1.00 (Suddenly appears between time 0.20 and time 0.25)
Time = 1.05 ------ Value = 1.00 (visible)

Time =1.10 ------ Value = 0.00 (Suddenly disappears between time 1.05 and time 1.10)

Time = 1.28 ------ Value = 0.00 (Invisible. It’s important that the last time value is the one that the
animation lasts).
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#i41¢ NiKeyframeController i3]
#-142( NiKeyframeController &
+1142; NiKeyframeController 1=
#1142+ NiKeyframeController J&3
+ 142¢ NiKeyframeController i3]
#-i42¢ NikeyframeController J&3
#-143( NiKeyframeController i3]
#1143 NiKeyframeController J&3
+ 143¢ NiKeyframeController i3]
#1493t NikeyframeController &3
#1143 NikeyframeController i3]
#144( NiKeyframeController J&3
#1494 NiKeyframeController i3]
#1144« NiKeyframeController J&3
#1494t NiKeyframeController i3]
#-144¢ NiKeyframeController f2
+145( NikeyframeController 1%
#145; NiKeyframeController &3
#-145¢ NiKeyframeController i3]
=1 i87¢ NiKeyframeController =
187, NikeyframeData
= eyframeController
137t NikeyframeData

145t NiControllerSequence ranged_S
# 152¢ NiControllerSequence ranged_6
#160( NiControllerSequence ranged_7
+ 167 NiControllerSequence ranged_8
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# - Translations KeyGroup<Vecto...
=) Scales KeyGroup<float>
Num Keys uint 6
Interpolation KeyType QUADRATIC_KEY Num Keys =0
=1 Keys Key<float> D) Interpolation Mum Keys
4 Keys Key<float > «JInterpolation
= Keys Key<Ffloat > ..JInterpolation
Time float 0.2000
Value float 0.0000
Forward float 0.0000 ARG==2 v
< >

At this moment if we select the character in the CharacterTool2, it won’t shows the FX in the Idle
animation, but if we select the ranged animation, the FX will appear between 0.20 and 1.10 seconds.

If we don’t want that the FX appears in more animations we should repeat steps 1-11 for the rest of the
animations, because if the ranged animation is not ended (because the character is stunned or falls) the
FX won’t disappear (until the character is in idle animation again). Sometimes it’s enough with doing it in
the most important animations (idle, melee_idle, fall, stunned, walk, hover, fly...).



