Skeever - Tutorial #1 - CK - Actor - Quest - Dialogue [10 hours to make]

Creating your first Mod

= Creation Kit SE 64-bit [CK64Fixes Rev. 1948737]
File | Edj
Data...

View World MNavMesh Character Gameplay Help Extensions

HEE O EEENENEg @@ NE @E@(

Save
Save and Push Plugin to
Export

I ) From now on known as CK

Validate Loaded Data

Create Archive

Upload Plugin and Archive MyBethesda.net

Compact Active File Form IDs
Form ID Count Users Name

000GE00 1 0

Convert Active File to Light Master

Login to Bethesda.net...

Click "file"

bodyHartlata

"Preferences”

TalkingActivatoi
Audio
haracter
Association Typ
Class

Equip Slot
Faction



Preview Movement | Sky _E SCiipis || Flowchast [« | | 1 y Tab the arrow key to the

right until you get to the
"scripts” tab
example:
HY76 Select a "Fragment File
98JJ Prefix" that you like [only 4
CV34 spaces for numbers of

TWO1 letters]

Do not start with "0" or

_
Preferences e
4

review Movement | Sk

p |- SChpts | Flowchart [« ]

On double-click: | Edit properties

Fragment file prefix

(4 character limit. Letters, numbers and underscores only)

1. After you
selected your
prefix

click apply.

2. You may
need to exit
by clicking the
top right "X"
that is normal.




'LCreatiOn Kit SE 64-bit [CK64Fixes Rev. 1948737]
File JEdit View World NavMesh Character
Data...
I Save I
Save and Push Plugin to PC
Export

Preferences...
Validate Loaded Data
Create Archive

Upload Plugin and Archive to Bethesda.net

Compact Active File Form IDs

Convert Active File to Light Master

Login to Bethesda.net...

boayl artl ata
LeveledCharach nre
Perk Go to "file
T alkingActivato

hudio

haracter

Association Typ C | i C k ! S ave !

Class

Equip Slot
Faction
HeadPart
Movement Type
Package

Gameplay Help

£:b




0. Ma e sure yOU are Select Target Plugin O

in your Skyrlm Directory. 4 B> TisPC > Skyrim (D) >| STEAM > steamapps > common > Skyrim Special Edition > data
Organize v New folder

If you are a pirate, please e

ignoreé my tutorials:

1. Name your MOD,

choose carfully the best

practice is that this name :E:P“
never changes. SO, what B shaderCoche
. B skse

is yourmod called? Oonedrive B sound

B source

Alternate Start - Live Another Life
. . | B Documents CBBE
2. Notice how it saves the file + oownicas FlostingSwordFolower
- FNIS
as an ESP and so from now on - & FNISspells
ESP means your main file for S
your mod and what you need = s+« RaceMendPlugin

to load, we will call it ESP 1 ;.M:m ETa.

Save as type: | TES Plugin Files (*.esp)

v 2 B> ThisPC > Skyrim (©)

1. If you save here and your ESP is in this Directory.
Please cut and paste it to the desktop.

2. If you are using MO?2, it is likely your ESP is in your MO2
directory inside a directory called "Overwrite"

Either way, cut it and place it on the desktop.

-

o For the next step, make sure you have
RAR or 7zip which are FREE programs that can compress files.

34items | 1 item selected 66 bytes



Right click on your ESP and add to
archive

Edit
Share with Skype
Open with Code
7-Zip Open archive
CRC SHA Open archive
Edit with Notepad++ Extract files...
Scan with Microsoft Defender... Extract Here
Share Extract to "33RR\"
Open with... Test archive
e e Add to archive...
Compress and email...
Add to "33RR.7z"
Compress to "33RR.7z" and email
Add to "33RR.zip”
Compress to "33RRzip” and email
Restore previous versions

Send to

Cut
Copy

Create shortcut
Delete

Rename

Properties




Add to Archive

C:\Users\Administrator\Skeevers Dropbox\Skeever Breton\My PC (PC-20200527SERV)\Desktopl,

Archive:
v
Archive format: 7z w Update mode: Add and replace files
Compression level: Ultra w Path mode: Relative pathnames
Compression method: LZMA2 w Options
[ ] Create SFX archive
Dictionary size: 64 MB w
[ ]Compress shared files
Word size: 64 ~ [ ] Delete files after compression
Solid Block size: 4GB w i
Encryption
Mumber of CPU threads: 24 |24 Enter password:
Memory usage for Compressing: 14461 MB
Reenter password:
Memory usage for Decompressing: 66 MB ‘
Splitto volumes, bytes:
| | [ ]Show Password
b
Encryption method: AES-256

Parameters:

[ ]Encryptfile names

Us ethe same setting or your

own- click OK




now we have

Delete this one

Frofile |Default

Mod Nane
SkyUl

lternate Start - Liv

E Plugins

nsole

Alternate Conversation Camera

Qhlivion Camera - Face to Fac

Spell Perk ltem Distributo
L] Fist World Map Fram
[] Flat Map Markers SSE

DynDOLOD_ Output

To groups

7962 4k Plugin not found: holycow.esp

enflicts| Fl:

Modders r
1]
Utilities
Immer
Immer
Immer:
Immersio
Immersio
ul

mpanio

Utiities

Creation Kit

horteut

Status Size | Filetim

make sure you are
on your Download
tab, then drag and
drop the file we
compressed.

[] Hidden files




bﬂun

¥ Shorteut

£ Creation Eit

D ESEA TG b

Flugins fdrchives Data Saves Downlnads

== yauble click

Blarne atie Cive Fil =tirn

ik

Click "OK"

Hidden files

dy Fotifications| AFT: Quened: 0 | Daily: 2600 | Hourly: 100



B2 Skyrim Special Edition — Mod Organizer v2.4.2 (AITK88%) - m} x

B &® B <

Default

Med Fane ‘onf. a Creation Kit

al Edition

Name Status z Filetim

A Installed

Face, & Hair
Utilities
Utilt

ul

LR[S 888 SRR [8] 8 8] 8] [%

click to enable the
mod

Creation Eit

Mame i 5 i Filetim




Plugin/Master Files

1. Select your Masters. ..

This means you can
use their assets,

we must have Skyrim
+ Update, usually
the 3 DLC's too.

2. select your ESP

Double click to select. Active File

1. While in the "Actor" tab
2. Hover your mouse above the list of Editor ID

3. Right click your mouse and select "new"

rték "Set as

3. click OK

NG BEEm!




1. In "ID" write your prefix + the name o

of your actor. All menus can be used

like this and you can
quickly find things by
typing in [their first
letter \ letters

2.in "name" writ ethe name as you would like it
to appear in game.

3. Tick "Essential" so your actor will not die.

Tick "Unique" to make them one of a kind. Type fastior lose it.

You can also scroll your
mouse over most drop
down menus.

4 In the "race" drop down menu,
click on the drop down menu and type the
letter "n" it will bring you to Nord, click and confirm.

Actor

h meter

DEFALLT (M

pon List

Disposition

Death ltem | NONE

Click "OK" and save.

e Now you know how long you can work with
CK before you need to exit menus and click
save, practice this or lose your work [rule of
thumb]
Pre M Ful M Head




#1 Object Window

Your actor is now and n
forever will be in the
actor tab, type the first = ..

BodyPartData

letter of to find it

TalkingActivator
Audio

quickly or tap

Association Type

Class

"Show Only Active (*) e
Forms" and you will see . &
it. If you don't have the

option above. Stop and

go get "CK-Fixes Mod"

¢ here_Actor_Name_here_too

* n it 88.esp]* [CK64Fixe 27l
File Edit View World NavMesh Character Gameplay Help Extensions

EEHEF EE BEE HE@ER DED D 0 EEE0E

HOVGI’ OVGI’ "EditOr ID" Camera 0, -0, 0 (0, -1) [Snap units: 64] [Global]
and right click mouse. —
Click "New"

01F1D4
F1D5

Actor Action
= RodyPartData
Leveio fa
Perk
TalkingActivator
Audio
= Character
Association Type
Class
Equip Slot
Faction
HeadPart
Movement Type
Package
Quest
Race
Relationship
n . n SM Event Node
Go to the "Voice Type" tab
= ltems
Ammo
o Armor
ArmorAddon
Book
Constructible Object
= Ingredient
m _BYOH

<|<|<]<]<]<]<]<]<]

Edit
Duplicate
Delete

Create New Object Window

Use Info

<l<l<l<|<]<[<]<I<|<|<]<[<[<|<|<]<]<]i




1.in "ID" write your Prefix [the 4 digits
or letter you selected at the start of this

tutorial.

ID | Prefix_Name_Voice
Gender Male

Il Allow Default Dialogue

2. Write the name of the actor you are
creating. "Steven" in the example

Select your gender and click OK

practice typing the keys "IF':E‘
when searching for name
for example - | typed "p"
to find it quickly.

Now and forever your g ::
voice type will be here. I '




1. To make it simple, | named
the actor Steven and his ID

is "33RR Steven" this will make
it easy for you to find all your
assets as you work with CK.

| clicked on actor, notice | don't
need to search for it since |
ticked the "Show only active (*)
forms" and selected the drop
down menu to select the voice
type | made [| named it
considering our theme.

NE OEEDEE

Time of day

10.00

1. Click right arrow
to get to the
Inventory tab.

2. Select Inventory
tab

3. Click on "Preview
Full"

4. Make sure you se
your actor in the
window, say hello
he likes you.

5. Select first outfit
in drop down menu

SpellList

"

Sounds | Anim

NOTE:

This is short due
to the
self-explanatory
nature and due
to the goal of
this tutorial.




Actor

D e L s | Al Dats e st | Sounds | Anim:

e o Select the
Tab"

Name

Delete

Copy Stack
Paste Stack

NONE

Template Data

M Ful M Head




Pac
rquest | NONE DEFAULT e <NOME

hange | Idles

Public

’—Ih?n-.l
1. Name your Package in the ID
2. Make sure you are in the Package Tab
3. Select drop down menu in "Package Template" and type "follow" quickly

4. Select "FollowPlayer”

5 Click "OK" 0 Cance




Actor

Comb:
NONE

actor to do a few more things

Ful [l Head
teachyou cK respect

tats_| Fachions | Relatonship: | Key g AE: ounds | Ani NG BEEQDE @

DEFALLT

Copy Condition
Copy All Conditions

Paste Conditions

In actor - "Al Packages”

double click on the package you made
Go to the conditions tab this time.
Mouse hover over space - right click
select "new"

Time of day

DoneTestleremy




Package Type Package

Owner quest | NONE Combat Style | DEFAULT Irterupt Override | <NONE>

Condition Function Parameters (Use Alias M (Use Pack data) Il Comparison Value
atls] NV, = .000(
GetlsID INVALID 1.0000 R E

Swap Subje Use
Runon |Subject Select -;r:;?r;r:bejtect Use Global Il

Press the "invalid" and select

your actor from the drop

Parameter 2 b d own
remember vou nenu.

get to it quickly

oK Cancel

You are selecting who owns
this package




Owner quest | NONE

Package Type Package

<MOME>

right click mouse and select

'FUH’I p Valug

new" again [like before]

Condition ltem

Condition Function

GetPlayerTeammate

GetPlayerTeammateCount
GetPos
GetQuestCompleted
GetQues
GetQuestvariable
GetRandomPercent

G
GetStartingAngle
GetStartingPos
GetStolenltemvalue
GetStolenltemValueNoCrime
GetTalkedToPC

NONE — 1.0000

Parameters (Use Aliases) I | (Use Pack data) Il Comparison Value oK

or H

() 5P Subject Use Global Il

Select and Target

do not right click over your

new actor condition, rather
over the space, just as
before.

.. Condition Function-
"GetPlayerTeammate"




This package that is on your actor will work only

when your actor is the player's Teammate, and
this package belongs to your actor only.




Lomp

Seript Name

1. Click "ok" to confirm and exit

Template Data
iBase | NOME Edit

2= Again, cenfirm and exit.

Creating your first QUEST...NOT

EEENEAEEREEE NG OEEUER Time of day L 10.00 -

- x

Select "NEW" and the Quest
window will pop out.

In the "ID" write "33RR _Steven Base"
Set Priority to 50
In the Object Window Filter Write "33RR\Steven\Base\"

Click "OK"



&=

File Edit View World NavMesh Character

ameplay Help Extensions
FEEHMA EE E0E BRBER DR D I EEADEREEEE @ NG

B | Object Window

Filter Editor ID Form ID Count Users
B Show only active [¥) farms Ed 33RR_Steven_Base 05005903 0* ]

Close and restart CK.

You will see your Filter in

L:,fvfl A E
o the
Déednc o .
I Object window now.
m DLCY
DpLC2 :
Easy to wrok with.
Dungeons
Faction
Favor
Generic
Generic
Main Quest

e Edt Vie
=M

Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views Favor Dialogue | S cenes | Combat | Favors | Detection | Service | Misc | Sciipts

Subtype (0/80)

Branches W Toplevelonly  Topics — S I e C‘t P I a ye r D i aILQ g FLI Qeake‘ e

E ditor ID Flags | | EditorID
ALL

right click

Target NPC s Voice Type  In Factig

only active (1) forms. [El 33RR_Steven_Base

“ldouble click

Name your first topic

oK

Click OK once, then.. again
CK will add the same name + "topic"
it's all good.

; ,/| You have now created the first topic your

e e TOllOWer will use to communicate with the

Exclusive
player.
<

>




Quest Data | Quest Stages | Quest Objectives

Branches BT |:|p-|Ee'-.fE!| |:|r'||y

Editar ID
ALL

Flags

Dialogue Views | Player Dislogue | Favor Dialogue | Sc

T |:|pi|:'. Text

Subtype

Topics
Editor ID

New Starting Topic ID *

Quest: 33RR_Steven_Base

0k

Cancel

Quest Data [NAUSSISIEGES Quest Objectives | 0

Pri
50

Disp
EMF

[0/80)

Friority (50,00
Info

Flags #R.. SpeakerNPC Target NPC ype  InFaction Conditions

To see long full names, you can widen
the|partitions |by hovering above them
and dragggin them to the side while

also using the|lower bar|to move form
side to side.



New Response X

Quest Data | Quest

Branche:

Editor ID

1% Use Emotion Animation
- Audo

Emotion Type |Neutral Emotion Value |50

Voice Fiename | New Response

Sound Fie

ce Type

4. Click OK

Configure
@ FromLTF

Topic
Text | Folowme

Il Requires post-processing

(0/80)  Speaker: | NONE

Fiter:
Share Response Data From Info: | NONE

Emoton  Edited
Neutral (50) N

Ml Force Subtite Il Can Move While Greeting [l Spends Favor Points
On Activation [ Goodbye M Random M Random End
Condi

Audio Outout Override

Target  Function Name Function Info Comp

Condition Function jse Aliases) [l (Use Pack data) Il Comparison Value
GetlsID Actor ' 1.0000

s Swap Subject  Use Gobal Il
S & et SSECER M g Target

Walk Away Invisible In Menu
Begin: Parameter 1
Papyrus Fragment

W walk Away:

Saript Name
ObjectiD

Parameter 2

<

Compie
ompil Parameter 3

Cancel

Link To:

Branch

oK

Cancel

Lk

-

Priody (50,00

°C TargetNPC

1. Write what the player
will say.

2. Double click on the
space inside "Info"
indicated in BLUE

3. Write what your actor
will say [the follower you
created]

ext |Follow me.

*EMPTY

The topic info will pop up
Inside the "condition window"
right click and select "new"

as before click"invalid" and
select your actor from the drop
down menu.

You have now told CK who will
say the line you wrote above.



Topic Info K

Topic
Text

Follow me. Il Requires post-processing
Prompt: (0/80) Speaker: | NONE
Filter:
Responses: Share Response Data From Info: | NONE ... | LinkTo: B Invisible Continue
Response Text Emotion Edited Branch Topic

Ok, I will follow you. Neutral (50) ]

)

HasLIPFle [ SayOnce M ForceSubtife [l Can Move While Greeting [l Spends Favor Points ~ Favor Level: [NGRe
On Activation [l Goodbye [l Random M Random End Audio Output Override | Hours until reset: |0.00
Conditions:

Target Function Name Function Info

S Getls!

Your script will start with-your PREFIX Example33RR

Walk Away Invisible In Menu W Walk Away: | INONE
Scripts
Begin: End:

Papyrus Fragment | Advanced Papyrus Fragment | Advanced GAS8_TIF__0500AA06

click on this

semicolon | spaceanda
script will appear.

Compile Compile

Papyrus Fragment | Advanced




Topic Info X

Topic
Text

The ";" is good practice.  rom: ©OB0)  spesker: ot

Filter:

Follow me. Il Requires post-processing

Share Response Data From Info: | NONE «e | Link To: M Invisible Continue

We now write a "fragment'ﬁec
inside the "papyrus ragmer
window

Emotion  Edited Branch Topic

¥ Has LIP File M sSayOnce M Force Subtie [l Can Mov le Greeting [l Spends Favor Points ~ Favor Level: |None
On Activation [l Goodbye [l Random End Audio Outout Override | Hours until reset: |0.00

We erte Conditions:
5 - . Target ction Name Function Info
akSpeeker" this means s cen
it will do the action on the speaker
because we set a condition Now write "akSpeaker.SetPlayerTeammate(1)"
and the speaker is our actor

it will do the action on ourlactor hew (8

Walk Away Invisible In Menu W wak Away: | NONE

Saripts
Be End:

" SetPlayerTeammate" megn¥
the papyrus fragment will

our actor to teammate, bu
only theri VALUE, so we ca
set it to a "0" Not a team

ora "1" Teammate

rus Fragment | Advanced Papyrus Fragment | Advanced

akSpeaker.SetPlayerTeammate(1)

Compile " Compile

eaaio | right click - new
where you were

just now. : i 3 Name the ID

n_Relationship

parentiec Parent means Player
4 ouee Child NPC means your follow
[the actor]
relationship level means
5 Click OK : Cancel relationship level :)
select "Ally"

ace

We now go to the 1 e
relationship section




y Hel
FE HEEE DED D EEENEnNEEEE TS NG EEmE @ Time of day

D [33RR_Steven Traits | Stats || Factions | Relationships | Keywords | Al Data | Al Packages | Inventory | Spellist | Sounds | AririKHIH

3R Steven Nome [Steven Select Faction Tab el
'5':;2 Rank

. Feoton ).
EditorID M Is ChaGen Face Preset I Summonable Ri g ht'click on
¥ Essential M s Ghost

active (1) forms A _Steven || g ooy W Invulnerble "Factions and Ranks"

M Respawn M Doesnt Bleed

: : B Sinple Actor " "
 Select Actor, double click, 8= B et s st et space and select "new

teset Destructible Object Dialogue 7 Select Form X
1 Action

. S~ s Type in "current” in the\filter box

Form Type D
- Scipt Name
ingActivator CunientFolowerFaction FACT 0005

Currerinineing FACT 0008

Double click on
"CurrentFollowerFaction"

<

- Template Data

ActorBase | NONE Edit

Use Trats Use Al Data Use Spellist
Use Stats Use Al Packages || Use Inventory
Use Script Use Def Pack List [] Use Base Data
UseFactions || Use Attack Data [ Use Keywiords

0K Cancel

Traits | Stats | Factions | Relationships | Keywords | &l Data | Al Packages | Inventory | Spellist | Sounds Amrru

Factors and Rarks Click on the "rank"|and change it to -1

Faction

SrrT— this means they are not your follower

as you start the game.

= CT FD m -

Filter | patenti

Fom S Click new and add another faction
PotentialM arriageF action 0001 Type Potential in the filtrer

PotentialF ollowerF action 0005
CwFieldCOPatentialMission2F achic nooe
CwFieldCOPotentialMission1F action Do0E
PatentiaHireling 00oB

PlayerPotential&nimalF action 0003 D ou b | S e | IC k on

CwiPotentialdlivF action Leng

DLC1 Patential/ampireF action 0201 POte ntl al F O | IOW@ r F a Ctl O n

B'rYOHRelationshipPotentialPetF action 03m




Actor

Relationships | K k pellList | Sounds Amrm

fipts

Saript Name

NONE

‘FVJEINE C | iC k O K

raits

tats

ew HFul M Head

-
id N i i

FEREM BEE 68 HEGEKR DB C 0 EEE0ERE BN NG (ECUER Time of day.

1. In the "cell view" window type fast "whiterundragonsreach"
TR Steven 418, 194 -10 (WhiteranDragonsreach) [Snop unts: 6] (Global] _[Saving Done or search for it.

e Diagorsreach Dbiect:
=

Show o acive ) biect
o Fe
Actor Action

B BodyPartData
B LovelodCharacter

3. In Actor, select your actor [do not double click] | camo
and drag and drop them into Dragonsreach. S

—

Pork
ETaRess 4. If the "cell" is full of markers, remember you
can click "M" to eliminate them from view.

B Choracter
‘Association Type
Class
Equip Slot
Faction

B HeadPart

Now we placed Steven in the world.

2. Double click it and the "interior" will show, it's called a "cell" in the



& Creation Kit SE 64-bit - [33RR.esp] [CK64Fixes Re
File Edit Gameplay Help

FEHEM EE BFE HEER DED D 1 EE0DEnNEE@EE @ B

Character Extensions

World  NavMes

3. this window will go blank.

33RR_Steven -418, 194, -10 (WhiterunDragonsreach) [Snap units: 64] [Global]

05005300
B Actors

:
2. Click ok

i
@ BodyPartData Export face gen data for all selected NPCs?
LeveledCharacter

Perk

TalkingActivator
Audio

Yes No

1. With your actor selected,

e press "Ctrl +F4" to generate the
fix for the dark face bug.

Quest



Editor ID Form ID
1 33RR_Steven 05005300

i n a

&= Creation Kit SE 64-bit - [33RR.esp] [CK64Fixes Rev. 194E
File Edt View World MNavMesh Character Game

A EMA EE EAE MR

33RR_Steven



oo oo W EEGM EE REE NGEN GLB G B GEE0ERES

DENE NG BEEuE
QuestDota | Quest Stages | Quest Ojecves | Quest Alsse

Timcotday @

iy -

= Actors

2.1In the quest click "Player D¥alogue”
& T . 3. Double click );o —
= hetor
Aetor

Senvce | Mirc_| Scipt

peak

Tageth

info topic

B LevelodCharacter
ik

B TalkingActivator

 Audo

& Character

‘Association Type

[e—y
joe Ematon Anmatin

Buanch Data
@ Nomal O TopLevel @8
Wi

g Topic

Invsble Inerus




0. You are here.

1. This is your actor, they say this line il

if you do not see it, stop and go back . resomeret @20
. Ok, I will follow you.
you have missed a step. | '

2. remember you can extend the —

partitions to see more. S
3.This is your voice line File Name

you can copy it if you like [no need] |:’
4. this is the emotion your actor will § = —

use when saying the line above { |

4.2 this is the magnitude of expression
while using the emotion you set for
them 0 = no expression 100 = most
expression.

5. Animation can play while they talk.
6. Click record and record your line
6.2 Click done when done.

7. Click save and the first 3 "N" in line 2

will turn to "y"'s

Audio

Emotion Type | Neutral Znotion Value |50
Voice Filename |33RR Steve_33RR_Steven_Bas_DO0DAAD6_1

Sound File Select Sound

Voice Type N... N.. lip Itf Path
33RR_Ste.. N \ N N Data\Sound\Voice\33RR.esp\33RR

<
View Valid NPCs for this voice type
Record Preview Save Configure
Generate Lip File: @ FromWAY @ FromLTF

6.2 doesn't show in this image

Cancel




Topic:  Follow e,

Idle Animations
Speater | NONE
Use Emotion Animation
Audio
Envotion Type  Neutral

Woice Filenate

Sound File

Voice Type  w... w... lip Itf Path

33RR_Ste... N N N N  Data\Sound\Voice\33RR.esp\33RR

After you finish
recording, click || | ———

Done

DONE R—

Record Preview Save Configure
Generate Lip File: @ FromWAV @ From LTF




Edit Response

Topic:  Follow me.
Prompt: -
Response Text  (22/150)

Since this is a serious S

tutorial, we will give

Steven a Happy feeling

of 100 magnitude along

with an animation  m
of druming while agreeing———

to folllow you. e —

Voice Filename | 33RR_Steve_33RR_Steven_Bas_DO0DAADG_1

Sound File Select Sound

Voice Type N... N... lip K Path
33RR_Ste... Y... Y.. Y... N Data\Sound\Voice\33RR.esp\33RH

Remember- dr.opdown 3 "Y"'s after recording
menu can be filtered by
typing or you can use _ Vew abNPCs for i vae e

Preview Save Configure

yo u r m O u Se SC ro | | . 7 Generate Lip File: @ Fron WAV @ From LTF




SKYRIM UPDATES

This month’s featured community mods covers all
of the bases, expanded options for Solitude, new

enchantments, o massive pool of new side quests,
and  friendly dog companion.

1. Start up Skyrim

2. In the main menu click the
it loks like this (= )

Then type in "COC" this will teleport you
directly into any "cell” you text next
Then press the space bar once.
In-total,-type-in

nNu

key

coc whiterundragonsreach

then press enter.

You will be teleported to Whiterun
Inside Dragonsreach

coc whiterundragonsreach




You will see Steven st

Press F5 to quick Save

Try talking to him, chances are he will the game.

not want to talk to you.

Wait for the indication of
the save on the top left;
around 2 seconds at
most.

| have research the reason for this . (
and found that Bethesda CK langalige~{>
explains this bug due to the folowing. &\

Reasons
E J5Talk-= -
Steven. 4 * i Press F9 to quick load

a) | have no hair & ¢ the game

b) Skeever is smelly

c) One of my toes is longer thapthe othet " . Now try to talk to Steven

He is like a new-man.

i
)
i

’ _,‘-'=Steven-:;\
/ ARG

o | Click Follow me and

ol
® Follow me.

{

the conversation has
started:

.

i




The actor agrees to follow
you and this is where the
script you made comes
Into action and changes
the actor from
"teammate(0)" to
‘teammate(1)"

1
!

0k, | will;gzllou\ou.

\

The window stays open but the
text is Grey\Gray and believe it
or not, this | do on purpose [just
like ";" to create a script] since
it's good practice and will
remind you of an important rule
of thumb.

<Q Steven

f

: You can't exit by text, to tap
you "TAB" bitton on your
~ keyboard to exit.




You now have airaceor
the world that can follow
you. The basic stuffis =
behind you and the rest car
only add to make your
actor amazmg and brmgjoy
to Trllllonsl”

Topic
Text |Folowme. L}

We want to do 2 things noW. | 5 cjick goodbye so we exit the dllalog;juel_
1. Right click on space in

"conditions” select "new"

GetPlayerTeammate

change the VALUE to "0"

Parameters (Use Alases) Il (UsePackdata) ll  Comparison
NONE

This means this line will : ,. s
be said only when the
actor is NOT following the

player.

End:

Papyrus Fragment | Advanced Papyrus Fragment | Advanced

akSpeaker SetPlayerTeammate(1)

Click OK



Quest: 33RR_Steven_Base - X
Quest Data | O 2s | Quest Objectives | Ques! Dialogue Views e ) Combat | Favors | Detect ice | Misc | Seripts
(20780 Priotity | 50.00
Branches

Editor 1D Editor ID Flags i... SpeakerNPC = Target NPC Type  InFaction Coni

In the player dialogue, create a new
Branch - that will create a new Topic
and fill in the text "l want to part ways.

Now for a cool shortcut to save some
work.

<

Branch Data

@ Nomal O ToplLevel @ Blocking
HE

L
File Edit & World NavMesh Characte

a He
FEEYUAF EE E6E BB R W 2 0

Extensions

Quest: 33RR_Steven_Base
Quest Data | Quest s | Quest Objectives | Quest Aliases q 5 Scenes | Combat | Favors | Dete
(10/80) Priority | 50,00

Branches
erNPC  Target NPC Type  InFaction Conditions
[GetPlayerT.,

Editor ID
LL

Delete
Move to Topic

Replicate to Topic

Select the "Follow" topic

Make Shared Info

Select the line, but do not

double click.
Right click on the line and select "COPY"




Jombat | Fav

Topic Test |Follow me. [10/80) Priority |50.00

Target NPC ice Type  InFaction

| will Follow you,
New

Copy
Delete
Move to Topic

Replicate to Topic
Create Info Stack from Form List

Make Shared Info

Use Info

it will take a second more than usual since it also copies

the script.
Select the new line and right click it, then select
"Move to Topic"

Quest Data ges | Quest Objectives | Quest Aliases | Dialogue Views | Flaver Dialogue | Favor Dialogue “ombat | Favors
[10/80) Prioity (50,00

Branches
Type  InFaction
Editor ID

M Toplevelonly ¥ Curent quest orly

Since we have only one more topic
we can easily see that ...we have...
just one..more topic.

OK, double click that topic "dismiss”




Quest Data | Que Quest Obiectives | Ques Dialogue Views | Player Diskogue | Fay

Prioity | 50.00
1. Click on the dismiss Branch
It will show the topic we
copied.

Target NPC e Type InFaction  C

(GetPlayerT.

ToB [T went to part ways. W Requires post-processing

2. Double click on the Info text promor: )

Fiter

Speaker: | NONE

‘Share Response Data From Info: | NONE [ Invisible Continue

3. gentle Click on the line, it ca e Tex Enoton_ Eated
be accessed without going int —
a new window and we can change
the text to "I will stop followin

Has LIP Fie
On Activation

ree Subtite Il Can Moy
M Random W Random End

ie Greetng [l Spends Favor Points  Favor Level: [NORS
Audo Outout Override | Hours unti reset: |0.00
Conditons:

4. Change the VALUE to
you only want the actor to say
when they are following you.

5. Change the VALUE to "0"

Because you want the actor to
stop following you.

Follow the steps above
and record the sound

Make sure he is happy
100 because he is
so happy to leave you.

Just kidding, use the
emotions intensity
and animations as you
wish.

Click ok when done

Target ~ Function Name
s GetplayerTeammate.
GettsiD

Functon Info
NONE
Actor: '3

Sapts-
Begn: End:
Papyrus Fragment | Advanced

Wak Away Invisble In Menu

Papyrus Fragment | Advanced

akSpeaker SetPlayerTeanmate(0)

Comple

5

Edit Response

Topic: [ want to part ways.
Pre -
Response Text _ (26/150)

1wl stop following you. "
v

Saipt Notes

Edits
Idle Animations —M—————————————————

Listener

Use Emotion Animation
e —————————————

- Audio

Emoton Type  Happy Emotion Value | 100

Voice Fiename | 33pR_Steve_33RR_Steven_Bas_000DAADB_1

Sound File

Valid NPCs for this
Py— Configure
Generate Lip File:

@ FromWAY @ From LTF

Topic

Text |IWanttopartways.

Prompt:

Responses:

R Text

1 wil stop folowing you.

[l Force Subtitle
[l Random

Has LIP File
On Activation
Condition:

Il 52y Once
Goodbye

Target  Fus Name

GetPlayerTeammate
[

Sapts
Begin:
Papyrus Fragment | Ady

[l Can Move Whie

Il Random End

Function Info

NONE
A







Creating your first QUEST...REALLY!

B | Object Window
Filter Editor ID Form ID Count sers Name
Show only active [¥) forms n33F!F|_Steven_Base

= Actors
= Actor
0 Actor
B Preset
Actor Action
B BodyPartData Create New Object Window
LeveledCharacter
Perk Use Info
@ TalkingActivator
B Audio
= Character
Association Type

Gl Quest

Right click
Duplicate

e

Bounty Quests

BYOH

Or create a new one

Dialogue
DLC
DLCH

QuestData | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Plaver Dialooue | Favor Dialnoue | Scenes | Combat | Favers | Detection | Service | Misc | Scripts

ID | 33RR_Steven_Quest_01 Type | Side Quests
S 4. Type your quest
Quest Name | My Chai Object Window | 330 R\ Steven\Guesty
Filter Fecompile All Papyus Scripts . .
Pith 50 it will show up where all
Export Scene Dialogue

Ever [ NONE the other quests show up

Export Quest Dialogue M Exclude from dialoguie export

¥ Start Game Enabled Fun Once W wam on alias fill failure H
in game [cool]

Calculate voice assets

M Allow repeated stages
Lines of dialog

Quest Dia sgue Conditions Text Display Globals

Target || Function Name Function Info Comp Value .
Editor ID

2. Filter your quest

1. 1D your quest
3.Name your quest




-

ERAM EE EHNE HE®

Quest Dota | Quest Stages | Quest Obectves | Quest Alsses | Disogue Views

BEOERT EEEE0 BEEER NG OEEOEE Time of day

Pl Favor isogue | Scenes | Combat | Favors | Detection | Servce | Misc | Scrp

Ea
a

Show onl active () foms

Actors N

EdirD

(7} o T
the name will change to the onepmr—

we gave it after we exit the
quest window

33RR_Steven_Ques01_Stat]

Right click
name topic

ok

CK adds "topic"

Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Yiews | Flaver Dialogue | Favor Dialogue | Scenes | Combat | Favors

T 0/80)

o 1 #A. Cordti

In the Player dialogue, why not Dialogue
View? Because it will crash at one point
or another and you will thank me, best
learn the harder way and master it than
the easy way and then notice there is a
more consistent and better way [in my
opinion]

Spesker NPT Tagat NPT IsVeice Type  InFacton

Detection | Service | Misc Scripts

Subltype | Custom

Branches M Toplevelonly  Topics

Info
*EMPTY

Editor ID
ALL
33RA_Steven

Editor 1D
33RR_Steven_Quest_01_Start_Topic

Flags

T New Response
Topic:
Prompt: -

Response Text

(RQ/140)

Topic Text |‘What is this | hear about a chair you have lost?

'ARIRN

Write what the p|ay;er vall FAYNFC TacelNPC  lsVoce Type InF)
0

What s this I hear about a chair you have lost?

As long as my name is Steven, the chair will forever be my lost item.

Script Notes

Write your actor's reply.

Edits

rIde

15

Speaker | [diePointClose

Use Emotion Animation

Listener | NONE

rAudio

Play around

Emotion Type |sad

Voice Filename | pew Response
BranchData—————

@ Nomal © Top-Level @ Blocking
M Exclusive

Sound File

Voice Type M., M. lip

Starting Topic

33RR_Steven_Quest_01_Starl

(first for the

Nothing will show now,
it's new, we need to click OK

View Valid NPCs for this voice type

Emotion Value |64

Select Sound

Itf  Path

‘whiterunCarlottaValentiasHouse
i nfo to S h OW “WhiterunDragonsreach *

v ‘WhiterunDragonsreachB asement
<

Save

Configure

@ Fron WAV @ From LTF

Cancel




11::?: What is this I hear about a chair you have lost? Ml Requires post-processi

Prompt: aker: | NONE

Topic: What s this I hear about a chair you have lost?
Prompt: —
Response Ti (69/150)

Response Text
Ag long as my name ven, the chair will forever be my lost item.
As long as my name is Steven, the chair will forever be my

Hasl™File M S.yOnce. M Force S utile K Can Move While Greeting I Soends F
On act ation ol Goodbye W y M sndom End AudiOutp -
Cor ations:

Target Function Name Function Info Comp

DO NOT RECORD ON T

Idle Animations

Speaker | IdiePointClose Listener | NONE

¥ Use Emotion Animation

Walk Audio

saips —— _— Eme‘on Type | Emotion Value |64

Begin: End:

Voice Filename | 33pR_Steve_33RR_Steven_Que_0000AAOF_1
Papyrus Fragment | Advanced Papyrus Fragment | Advanced

Sound File Sound

‘oice Type t Path
~ata\Sound
Data\Sound
Data\Sound\Voi
Data\Sound\Voi

FemaleUni N \ N Data\Sound

Malairs... \ \ Data\Sound

Compile Compile

oice type
Configure

@ From LTF




Edit Response

Topic: What is this I hear about a chair you have lost?
Prompt: — Info

Response Text  (69/150) Start_Topic | “EMPTY

As long as my name is Steven, the chair wil forever be my lost item. Th|S rneans you have not Se‘t

a condition of who will say

the lines, due to this, all

players can say it, if you

record now, a directory for

et P each available voice type in
2 e ot At the whole of Skyrim will be

created.

Script Notes

Idle Animations

Audio
Emotion Type |Sad Emotion Value |64
Voice Flename. [ 53R Steve SRR Steven ue O000ANDF 1 No, we do not like this.
e S So we will listen and not
record now.

Voice Type

MaleUniqu...

Let's condition it first.

Data\Sound
Data\Sound

Generate Lip File: @ From WAV @ From LTF
Cancel

Cancel




Filter:
Responses: E E ponse Data From Info: | NONE
Response Text Emotion Edited

As long as my name is Steven, the chair will forever be my lost item. Sad (64) N

HasLIPFile [ SayOnce [ ForceSubtiie [l Can Move While Greeting [l Spends Favor Points  Favor Level: |None
On Activation [l Goodbye [l Random B Random End Audio Output Override | Hours until reset: |0.00
Conditions:
Target Function Name Function Info

~ GetlsID Actor: '33RR_Steven'

Much better




Edit Response

Topic:  What is this I hear about a chair you have lost?
Prompt: -
Response Text  (69/150)

As long as my name is Steven, the chair will forever be my lost item.

Script Notes

—Idle Animations —

Speaker | IdlePointClose Listener | NONE

¥4 Use Emotion Animation

— Audio

Emotion Type |sad Emotion Value |64

Voice Filename | 33RR_S'eve_33RR_Steven_Que_DODDAAOF_1

Sound File Select Sound

Voice Type - cen Path

View vaid MPCs-Sor-this voice type
Record Preview ' Configure

Generate Lip File: @ From WAV @ From LTF

33RR_Ste... Y... Data\Sound\Voice\33RR.esp\33RR.

Cancel




Quest: 33RR_Steven_BaseDUPLICATEOO1

Priority

Type

#R

Fi NPC ’C ype In d
This sign means the topic here will be available for the
player to select from when speaking to the acto

Create some topics so the conversation can go on.

In Faction

Select main topic [the first one we made]

Topic Info X

Topic M Requires post-processing

Text | Whatis this [ hear about a chair you have lost?

Prompt: (0/80)  Speaker: NONE
Filter:

Share Response Data From Info: | NONE ... | Link To: [ Invisble Continue

Emotion Edited Branch Topic

Sad (54) N se I ect

right

M sayonce M Forcesubtite [l Can Move Whie Greeting [l Spends Favor Paints  Favor Level: [None Cl iC k Remove Link
On Activation [ll Goodbye Il Random M Random End Audio Outout e | Hoursuntireset: |0.00 Copy All

Conditions: i n th e Paste
Target Function Name Function Info Value S p ace

GetlsID
here

Branch Data
® Nomal O Toplevel @
- )
New ||z

Walk Away Invisible In Menu W Walk Away: | NONE




Select topic

nly Current ques Current

_Quest_01 tom

Use bar to move sideway if needed

Topic Info

Emoton  Edited

HasuPFie W
On Activato [l Goodbye
Conditions:

1 Can Move Whie Greeting [l Spends

Il Random End Audio Output ¢ Hours until reset: |0.00

Target  Function Name

Do not tick goodbye or the link will not work,
the actor will exit your conversation.

Walk Away Invisble In Menu
Saripts
Begn: End:

Papyrus Fragment | Advanced Papyrus Fragment | Advanced

Compie Compie

Select "***1_a" by double

ave lost?

Filter:

Share Response Data From Info: | NONE

Emotion

ever be my lost item. Sad (¢

tite [l Can Move While Greeting [ll Spends Favor Points

B Random End Audio Outout Override

Function Info

Actor: '33RR_Steven'

Il Requires post-processing

Quest Data | 0 Quest Aliases | Dialogue View:

NONE

Branches

Link To: Ml Invisble Continue Editor ID

The next topic

is linked

you can now

write a conversation
Some nice

back and forth

chData
mal O TopLe:

usive

Hours until reset:

clicking

(0/80) Speaker:

Edited
64) N

Favor Level: [None

0.00

Dislogue | Favor Di

this | hear about

Il Requires pos

NONE




Topic Info

Ton< (1o not understand. W Requres post processing

Quest Data | Quest Stages | Quest Obiectives | Quest Aliases | Diskogue Views | Player Dislogue | Favor Diskogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts
(0/80)  Speaker: | NONE

Fiter: Sublype | Custom Topic Text || do not undesstand.
- Branche Heve "
sponses: Share Response Data From Info: | NONE Lnk To: i Mjcp el s IIOBCS info . SpedkerNPC | Torg
T Editor ID Flags . . -
remreeree dODIE click and record Evoton | Edted ||| tranch z YT — RR_Stev
ALL 101_Start_Topic (Custom)
O co: i ety e

Dsgust(G) N IR Steven.. T 01_Sta2_1_a (Custom)

click good bye for fun
BtasuPFie MSayOnce B Force S it Hove Whie Greeting [l Spends Favor Ponts Famlem:b y
0

On Activation (B Goodbye [l Random 1
P we don't

[pr— R nfo have to, thnough becaus we Conversation linked
=2 o RS do, we can see how to work '
right click - invalid - actor name other things. Now, I_et p Say 900d bye and set a
stage in the quest.

New

Wak Away Invisble InMenu Il Wak Away:

Begn: End:

Sarpt Name
Papyrus Fragment | Advanced Papyrus Fragment | Advanced

GASS_TIF_0S00AA14

remember this click

@ Nomal O TopLevel @ Blocking
W Exclusive

Statting Topic:

Place ;
C

Comple

33AR_Steven_Ouest_01_Star

&= Creation Kit SE 64-bit - [33RR.esp] [Ck

Click OK on al the windows Hrhm = REE
and save you ESP [MOD]
SAVE

CK will not allow you to save if =
windows are left open.




B | Object Window
Filter
Show only active ()

= Actors
= Actor
Pre
Actor Action
BodyPartData
LeveledCharacter
Perk
TalkingActivator
J Audio
B Character
Association Type
Class
Equip Slot
Faction
HeadPart
Movement Type
Package

-

Editor ID Form ID 3 Name

R_Steven_Quest 01 ty Chair

Our quest has the right name
now.

Click once, then again.
Now copy the name

Time of day

P&tible click

Quest Data
Actor Action
o BodyPartData
o LeveledCharacter
Perk
m TalkingActivator
B Audio
& Character
Association Type

Equip Slot
Faction

HeadPart
Movement Type

‘ -Select

opic =
o [1donotunderstand.

Prompt: (0580)
Fiter

Share Response Data From Info: | NONE

Wssyone W
SGoobye MRan

pends Favor Ponts  Favor Level: [NORE)

Hours unti reset: |0.00

Wak Away Invisble In Meru
iots
Begn: End:

Papyrus Fragment | Advanced Papyrus Fragment | Advanced TIF_0500AA14

Double click™




Property Name Property type: <nothing selected >

<no properties > < <Using Default Script Valu

Add Script Property Revert

0. Click property —
3 Name: | 33RR_Steven_Quest 01 1' We add a property
Initial Value: Of the queSt.
M Ficden 2. We paste the name we
Conditional

e copied of our quest.
3. We click OK.

Type: Quest

0

Add Property Auto-Fill All

Cancel

Cancel

Property Name Property type: <nothing sele

< <Usi sult Script Va
<no properties > < <Using Default Script Value> >

Rule of thumb
If you wish to

Type: |Quest W Array

— e But not all is lost.

Save tl n’] ef n eve r Initial Value: New Property %
name stuff with M Hidden T —
Conditional x Invalid identifier for the property name.

num b ers fi rs‘t Documentation String: The property name must start with an underscore or letter

and be followed by underscores, letters, or numbers

So quest name
can be RR33 instedd of 33RR

<

>

Cancel

Add Property Auto-Fill All




Property Name

<no properties >
Add Script Property X
Type: Quest W Array

Name: |Quest_1

Change the name and
B Hidden click OK

Initial Value:

Conditior al

Documentation String:

<

Add Property Auto-Fill All

(] Properties for script GA88 _TIF__0500AA14 attached to (0500AA14)

Property Name Value Property type: Que:
Quest_1 <<Default>> <<Using Default Script Value Edit Value
Revert

Auto-Fil

Select "Quest 1" property and click "Edit value”

<

Add Property Auto-Fill All




(K Properties for script GA88_TIF_0500AA14 attached to (05004A14) X

Property Name Type Value Property type: Quest
~ Quest_1 Quest None Pick Object: | NONE
NONE
33RR Steven Base
01

Select your quest from the dropdown menu AchesementeraraWorkerFoodQuest

Achi entsQuest
ArenaCombatQuestD0DBS;
ArenaCombatQuesti0JailFi

Yes, there is another way, again, we do this e e e

ArenaCombatQuest02Wolves

so we can learn the best practice and safest ArenaConbatQuest) FrostiiteSpider

ArenaCombatQuest04NPCsPlusTwo
ArenaCombatQuestdSBear

way where things just break less and conflict ArenaCombalQuestogSabreCat

ArenaCombatQuest07Chaurus

1 1 ArenaComb; st08Troll
with other mods less. Also, it prepares us for e e
‘t h . ‘t ArenaCombatQuest10Giant

ArenaCombatQuest11INPCsPlusSeven

Ings O COIne‘ ArenaCombatQuest 12IceWraith

ArenaCombatQuest 13NPCsPlushine
ArenaCrowdQuest

< ArenaWagerFighterQuest
BardAudie:

Add Property Auto-Fill All BardsColl

B ' Properties for script GA88_TIF_0500AA14 attached to (0500AA14) X

Property Name ype value Property type: Quest

. Quest_1 33RR_Steven_Quest_01 (0500AA0C) Pick Object: | 33RR_Steven_Quest 01

Now the property is pointing to
the quest.

<

Add Property Auto-Fill All




Topic Il Requires post-processing

Text 1 do not understand.

Prompt: Speaker: | NONE

Filter:

Responses: Share Response Data From Info: | NONE ... | LinkTo: B Invisible Continue

Response Text Emotion Edited Branch Topic

Of course you don't please help me. Disgust (90) ]

HasLIPFle [ SayOnce M ForceSubtife [l Can Move While Greeting [l Spends Favor Points ~ Favor Level: [NORe
On Activation Goodbye [ Random M Random End Audio Output Override | Hours until reset: |0.00
Conditions:
Target Function Name Function Info

S GetlsID

We are now setting the stage in the "Papyrus Fragment" window

New <

Q U e St_ 1 . S etsta g e ( 1 O) Walk Away Invisible In Menu W Walk Away: | INONE

Scripts

Begin: End: Script Name Add

Papyrus Fragment | Advanced Papyrus Fragment | Advanced \ GA88_TIF__0500AA14 —
- — e ve

Quest_1.5etStage(10) Properties

Compile Compile

Compile please - it will anyway but you should




Script Name

Papyrus Fragment | Advanced . GAS3 TIF_ 0500AA14

Quest_1.5etStage(10)

Compile

ameplay Help ons

Bl OCEDC B EEENENEERE® NG DEEDE@ Time of day

Count User Name

1 My Chair

Actor Action
BodyPartData
LeveledCharacter
Perk
alkingActivator og nditions
Audio

In your Quest - in the "Quest Stages" Tab

oy L e g
J right click in the space inside "Index" and

HeadPart
P Log Entry Papyrus Fragment | Advanced

select "new" =

= O




Quest: 33RR_Steven_Quest_01

™ Start Up

Ll:ﬂ;l Ent

Leave it at "'0" and tick
"start Up Stage”

Log Entry

Name DENENEEE@T® N0 EEDE @ Time of day

My Chair

Actor Action
BodyPartData
LeveledCharacter

Perk
TalkingActivator

Audio

= o j c Select stage 20 and go to the "Log Entry" right click
SlElis 2 el select "new"

Class

o stages with "right
HeadPart . "

it click" and select | tosem Papyrus Fragment. | Advanced

Package

= Quest "new" and call them myuest. [GRE
‘ 10 and 20.

This is the player Journal
In game anyone can read.




Quest: 33RR_Steven_Quest_01

t Data | Ques

Quest: 33RR_Steven_Quest_01

Target Ref

Player Dialogue

que:

Favor Dialogue

NONE

Papyrus Fragment | Advanced

km NONE

Compile

Scripts

1. Go to "Quest Objectives”

2. Right click and select
"new"

3. Change to "10"

4. Wrtie a goal to achieve




Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dialogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc

Scripts

Index
n

10 Log Entry
20 EMPTY

select 10

M Start Up Stage M Shut Down Stage I Keep Instance Data From Here On

Conditions

right click

Log Entiy

here we are telling the quest
that when it is stage 10 the
goal "Objective"” of the quest
will pop up and show.

W Complete Quest Next quest
M Fail Quest
Conditions

Target  Function Name Function Info

Papyrus Fragment | Advanced

kmyQuest | NONE

typein

SetObjectiveDisplayed(10) A

SetObjectiveDisplayed(10)

< >

Compile Properties

Close all

&= Creation Kit SE 64-bit -
File Edit World

View

windows gAVE

33RR_Steven




uest Data | Qu

Dialog

D
Bras

ear abi

Editor ID

ubl
select
L > U .

Qu

7o |Whatis this 1 hear about a chair you have lost?

Prompt:

We are adding|a condition so that
the line for the|quest will not be | T,

n, the chair will forever be my lost item.

M Force Subtitie
[l Random

o 5 . . . HHaslPFie MSayOnce
nd not available if we dismiss hin:ionadvasn meoodre

W Random End
Conditions:

Target Function Name

Function Info
GetlsID

Actor: '33RR_Steven'

right click

Branch Data

Condition Function Parameters (Use Aliases) Il
@ Nomal O TopLevel @ Blocking d ro pd own menu GetPlayerTeammate
M Exclusive

NONE
Runon |Subject

<

tting Topic

r_Quest_| Begin:

End:
Papyrus Fragment | Advanced

Papyrus Fragment

Bl Can Move Vihile Greeting Il Spends Favor Points

'ARIRN' Friority /50,00

NPC

M Requires post-processing

Speaker: = NONE
Filter:

esponse Data From Info: | NONE Link To: M Invisble Continue
Emotion Edited Branch Topic
Sad (64) N . 33RR_Steven_Que:|

Favor Level: [None
Audio Output Override | Hours until reset: |0.00

AND

make sure it's 1

Comparison e

1.0000

g Svap Sublect  Use Global | |
and Target

Advanced




Topic

Text What is this I hear about a chair you have lost? Il Requires post-processing

Prompt: (0/80) Speaker: | NONE
Filter:
Responses: Share Response Data From Info: | NONE ... | LinkTo: B Invisible Continue

Response Text Emotion Edited Branch Topic

As long as my name is Steven, the chair will forever be my lost item, Sad (64) N 33RR_Steve... 33RR_Steven_Ques

HasLIPFle [ SayOnce M ForceSubtife [l Can Move While Greeting [l Spends Favor Points ~ Favor Level: [NGRe
On Activation [l Goodbye [l Random M Random End Audio Output Override | Hours until reset: |0.00
Conditions:

Target Function Name Function Info

B GetPlayerTeammate NONE
S GetlsID Actor: "33RR_Steven'

Check that everything is fine.

Mew <

Walk Away Invisible In Menu W Walk Away: | NONE

Saripts

Begin: End: Script Name
Papyrus Fragment | Advanced Papyrus Fragment | Advanced

Compile

Time of day

Select Dragronsreach
if the chair moves funny, disable the "Snap to Grid\angle" tools Click Enter or double

W Show ory actve (1 o

Selectighair in

Dragohsteach £ ey
Drag new.chair = =k

toithe side

Click
£Ciri+D"
SterdUpticate

ackagehu




4 Fumiture - X

Patiol Data
MulBound s EditorID

Rename Chair

Double click on Chair

Il Dont Han

Edit
Edit on ActorTypeNPC
h Data
h Type | NONE

Editor ID NONE

e

Sit0

Create New Object?

? Old ID: NobleChair02R New ID: R NobleChairQ.
You have changed the Form's Editor ID.

r Entry Poi Create a new Form?
¥

Click YES

No

Entry Paint

NOME




&= Creation Kit SE 64-bit -

File Edit View World

Close all windows gaVE

33RR_Steven

-

FREN BE REZE HGEM CEEC N EEE0ENEEREER A0 GEEUEE

These 4 windows\bars can always be left
open.
Close the rest and click SAVE

Timcotay  § 1000




Select chair anddlick-“F" to place
on floor in
case It's a special hovering chair.

Quest: 33RR_Steven_Quest 01 I n yo u r q u eSt - P Ia e r D ia I O g u e

Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dislogue Views  Player Dialogue | “avor Dialogue | Scenes

Subtype | Custom Topic Text |5 this your chair?

Branches M Toplevelonly  Topics
Info ags Speaket NPC T

*Yes, itis 33RR_Stev.

Editor ID Editor ID

ALL 33RR_Steven_Quest_03T opic (Custor
33RR_Steven Quest 01 Start

33RR_Steven_Quest_02

33RR_Steven_Quest_03

Create 2 new BRANCHES

Both ask the same question "is|this your chair?"
One replys, "yes, it is" the other replies "no, it isn't"

Remember to record line.




wal is this | hear about & chair av Priodty | 5000

fo [o]0] o] [=el [[o] c c |k InFackon

n. T

new tOpiC 1 : ‘ TP What s this 1 hear about a char you have lost?

Text

new topic 2 : .

Filter

Select the ﬂrst tOpiC Share Response Data From Info: | NONE Link Tor B Invisible Continue:
We will add a condition e e o ot e e o
this condition will prevent - e WForceSubsde M Can
[ Random W Random E
Steven [our actor]
from saying the same thing
again and only providing us
with new dialogue as the right click "new"
quest moves|along.

»arameters (Use Aka:

Subject Select

Select Function Parameters x

Steven_Quest_01_St,

quickly type "getstage”
your quest.




Topic

Text What is this I hear about a chair you have lost? M Requires post-processing

Prompt: (o/80) Speaker: | NONE

Filter:
Responses: Share Response Data From Info: | NONE e | Link To: M Invisible Continue

Response Text Emotion Edited Branch Topic

As long as my name is Steven, the chair will forever be my lost item. Sad (64) N 33RR_Steve... 33RR_Steven_Que:

HasLIPFile [ SayOnce [ Force Subtiie [l Can Move While Greeting [l Spends Favor Points ~ Favor Level: [None
On Activation [l Goodbye [l Random M Random End Audio Output Override | Hours until reset: | 0.00
Conditions:

Target Function Name Function Info

GetStage Quest: '33RR_Steven_Quest...
GetPlayerTeammate NONE
GetIsID Actor: '33RR_Steven'

Condition Function Parameters (Use Aliases) [l (Use Pack data) Comparison Value oK

GetStage Quest: '33RR_Steven_Quest_01' == 0.0000 Rl

™ Swap Subject Use Global Il Cancel

5
Runon | Subject Select and Target

= [} 1 nMAn
fare change-vartueto—0

Begin: End: Script Name

Papyrus Fragment | Advanced Papyrus Fragment | Advanced

When the quest C ahges to Stage 10, this means
the Actor will no lpn

. be on this quest & st

Compile Edit Compile Edit

Cancel

Quest Data | Quest Stages | Quest Objectives | Quest Aliases | Dialogue Views | Player Dislogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc

Subtype | Custom Topic Tent [ls this you chea? 19/ Prioity (60,00
Branches M Toplevelony  Topics

not the first  |FrEE—— 5 e
BRANCH T £

R Steven, T
) new topic 1 0 Lo | [ pR——

We are using |t tep B . [Sp—

the second 015 g Fter:

H™ Share Response Data From Info:  NONE .. LinkTo: [l Invisble Continue|
and third o ¢

In the new topic, place a similar| oo e wed | |[oach | o
condition, only that this time is e !

will say "getStage 10" change the g maon mrcim 8o o i o Boss s ros

value to "10" this means, only D= L= U= fokooioscurs

when your quest is at stage 10

this line will be available.

Branches
we made

[

Right click on the condition to p—— e

copy it, we will|use it someplage else. [ssux Quest IR Steven Quest 01

Bianch Data————————— n Subject Select .z;:.;;;:;:u Use Gobal Il
@ Nomal O Toplevel @ Blocking -

W Exclusive

Starting Topic B End

1A \ Quest_01_Sta Papyrus Fragment | advanced Papyrus Fragment | advanced




remember§

to so this

while the [EESE—.

second or |UCERAGI e

third new topic 2

branch . )

MNP click OK and go into

here the second line you madé.

B Has Move Whie Greeting [l Spe;
jom End

yrus Fragment | Advanced

Not the first branch!

new topi 1
new topic 2

The condition
we copied.

100.0000

e Gobal W

Fragent | Advanced




0500440

Choose Reference

ca—Click-Once

®

Bouble Glick’on chair

Cell

whiterunDragonsreach

Filter

Ref | RR33_MNobleChair02R 0500FE15

View Reference

Cancel

Your chair

Nams

MyChaic | Branche:
Edtor D
L

sciReferenceld

3R _Steven.. T

tages | Quest Objectves | O

Sublype | Custom

W Toplevelony  Topic
Fleg

ClickOnce

Topic Tet [1s this you chair?

Topic 5
T [1s th your chair?

Prompt:

Gtasiprie  MsayOnce

On Activation Il Goodbye
Conditons:

Targe

Condition Functon

Begn:

Papyrus Fragment | Advanced

W Force Subtitle
W Random

Fiter
Share Response Data From Info:

I Can Move Whie Greeting [l Spends Favor Ponts  Favor Lef
M Random End

Audo Outout Override | Hours unf

o) B01on 02ck drts) M Comparison
[TARGET]

. Rt
Click Once e
=

Papyrus Fragment | Advanced




;:l‘m‘r Is this your chair? Il Requires post-processing
Prompt: : | NONE

Filter:

Responses: E nse Data From Info: | NONE .| LinkTo: M Invisible Continue

Afte r c I I c kl ng O K g Emotion Edited Branch Topic
2 times, change Nevwl ()

the distance to
. MiHasLiPFile [ SayOnce [MForceSubtiie [l Can Move While Greeting [l Spends Favor Points ~ Favor Level: |NORe
5 OO N Ste a d Of On Activation [l Goodbye Ml Random M Random End Audio Outout Override | Hours until reset: |0.00

100, becauSe Conditions:
100 is too close

Target c Name Function Info

Condition Function s Value
GetDistance e < 500

m s Subject Use Global Il

Runon |Sub; Select and Target

. Dropdown menw.and select "player”

Papyrus Fragment | Advanced Papyrus Fragment | Advanced

Script Name

et close to the goé
ey will be confused

Compile Compile




Topic Info

Topic

_ 5
Text Is this your chair?

M Requires post-processing

Prompt: Speaker: | NONE

Filter:

Share Response Data From Info: | NONE ... | LinkTo: M invisible Continue

Emotion Branch Topic

Neutral (

LIPFile [M@SayOnce M ForceSubtite [l CanM hile Greeting [l Spends Favor Points Favor Level; [Nome

On Activation [l Goodbye [l Random M Random End Audio Qutput Override | Hours until reset: |0.00

Function Info

Reference: 'RR33_NobleChair...

Only Steven will say this lie, only in your quest on stage 10

While YOU are 500 units away from this chair.

Walk Away Invisible In M=nu W walk Away: | NONE
Saipts
Begin: End: ScripyName
Papyrus Fragment | Advanced Papyrus Fragment | Advanced

Compile Compile




11:?3\‘( s this your char? [l Requires post-processing

— P Copy chair condition
Fiter: for the 500 distance

Responses: Share Response Data From Info: | NONE . Link To: M Invisible Continue

Emotion Edits Branch Topic

No, kit Newta 50) | N Paste it on the
second option.

HasUPFle [MSayOnce [MForceSubtite [l Can Move Whie Greeting Il Spends Favor Points  Favor Lew
On Activation [l Goodbye Il Random Il Random End Audio Outout e | Hours untilr
Conditions:

Reverse the
Target Function Name. Function Tnfo V. o
Reference: R . Comparision to
e more than 500

Condition Item

Condition Function s M (Use Pack data) Il Comparison Value
GetDistance Reference: lobleChair02R" > 500.0000

5 Us
Runon |Player - dalfr ;:I'g;?ﬂ Use Global

Begi End:

Papyrus Fragment | Advanced Papyrus Fragment | Advanced

Compile Compile




Topic

3 —
Text Is this your chair

Prompt:

Responses:

Response Text

No, itisn't.

HasLIPFile [l Say Once
On Activation [l Goodbye
Conditions:

Target Function Name

PL GetDistance
5 GetStage
s GetlsID

B Force Subtitle
Il Random

Filter:
Share Response Data From Info:

[l Can Move While Greeting [l Spends Favor Points
[l Random End Audio Outout Override

Function Info

Reference: 'RR33_NobleChair...
Quest: '33RR_Steven_Quest...
Actor: "33RR_Steven'

500.00
10.00
1.00

Il Requires post-processing

(0/80) Speaker: | NONE

NOMNE Link To: M Invisible Continue

Edited Branch Topic

N

Emotion

Neutral (50)

None

Hours until reset:

Favor Level:
0.00

AND
AND
AND

Only your actor, only in your quest, only stage 10 while YOU are

<< >

500 unit or MORE away from the chair, this dialogue will be available

Walk Away Invisible In Menu

New < >

W Walk Away: | NONE

Saripts
Begin:
Papyrus Fragment | Advanced

End:

Papyrus Fragment | Advanced

Script Name

Compile

Did you record all your lines?

- 0

Timeotdy  § 1000
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BOEE

Objectives | Quest Aliases | Dialogue Views | Player Dislogue | Favor Dialogue | Scenes | Combat | Favors | Detection | Service | Misc | Scripts

Subtype | Cus Topic Text |Is this your chaii? (19/80) Priority |50.00

by Topics
Editor ID

Infa Speaker NPC  Target NPC IsVoice Type  In Faction Conditions
*Yes, itis. 33RR_Stey. OnRef(Get.

Topic [ Requires post-processing

?
Text |15 this your chair?
33RR_Steven_Quest_01_Start

L (0/30)  Speaker: NONE
33RA_Steven_Quest_01_Start_Z_3_a

Prompt:
Filter:
Responses: Share Response Data From Info: | NONE «ea | Link To: M Invisible Continue

Response Text Emotion Edited Branch Topic

Yes, itis Neutral (50) N

HasLIPFile [MSayOnce Ml ForceSubtite [l Can Move Whie Greeting Il Spends Favor Points ~ Favor Level: [None
On Activation [l Goodbye [l Random M Random End Audio Output Override | Hours until reset: | 0.00

Conditions:

Target Function Name Function Info Value
PL GetDistance Reference: 'RR33_NobleChair... 500.00
s GetStage Quest: '33RR_Steven_Quest... 10.00
s GetlsID Actor: '33RR_Steven' 1.00

Create a script in the last dialogie line that finds the chair.

New

Walk Away Invisible In Menu W walk Away:

~Saripts
Begin: End: Script Name
Papyrus Fragment | Advanced Papyrus Fragment | Advanced GASS_TIF__0500FB1A

Compile Compile

Property Name Property type: <nothing selected >
<no properties > <<Using Default Script Value> >

Remember? Type: |Quest

Name: |Quest_1

Initial Value:
M Hidden
Conditional

Documentation String:

<

Add Property Cancel




(K Properties for script GA88_TIF_0500FB1A attached to (0500FB1A) X

Property Name Property type: Ques

“ Quest_1 Pick Object: R_Steven_Quest_01

Revert

AutoFil

<

Add Property Auto-Fill All




Topic Info K

Topic
Text

Is this your chair? Il Requires post-processing
Prompt: Speaker: | NONE
Filter:
Responses: are Response Data From Info: | NONE ... | LinkTo: B Invisible Continue

ponse Text Emotion Edited Branch Topic

Neutral (

HasLIPFle [ SayOnce M ForceSubtite [ Can Move Whie Greeting [l Spends Favor Points  Favor Level: [None
On Activation [l Goodbye [l Random M Random End Audio Output Override | Hours until reset: |0.00
Conditions:
Target Function Name Function Info Valu

PL GetDistance

]

Walk Away Invisible In Menu W walk Away:

Scripts

Begin: End: ript Name Add

Papyrus Fragment | Advanced Papyrus Fragment | Advanced \ GAS8_TIF__0500FB1A —
- — e ve

Rues! SetStage(20) Properties

Compile Compile




Topic

chair?
oot [15 tis your char

Prompt:

Responses:

HasLIPFie Il Say Once
On Activation [l Goodbye
Conditions:

Function Name

Scripts
Begin:
Papyrus Fragment | Advanced

Compile

1M Can M
W Random End

Function Info

Walk Av

End:

Papyrus Fragment | Advanced

Quest_L.SetStage(20)

Compile

Ml Requires post-processing

(0/80)  Speaker: | NONE

Property Name

\ Quest_1

Add property
TYPE- "ObjectReference”

Name- "Chair"

Add Property || Auto-Fil Al

Saript Name Add

\ GA83_TIF_0S00FBIA

“Pouble click script

Remove

Properties

v type: <nothing
<<Using Default Script Valu

Add Script Property X

Type: |ObjectReference W Array

Name: |Chair
Initial Valu
M Hidden

Conditional

Documentation String:

Time of day

arehouseMa:

arehouseMasterPac

B Properties for script GA88_TIF_05S00FB1A attached to

Chair
 Quest_1

d Property

ObjectReference
Quest

(0500FB14)

<<Default>>
33RR_Steven_Quest_01 (0500

ty type: ObjectReference

Using Default Script

select and then edi

Auto-Fill Al




(K Properties for script GA88_TIF_0500FB1A attached to (0500FB1A) X
T Type Property type: ObjectReference
“ Chair ObjectReference N Pick Reference in Render Window
» Quest_1 st ven_Quest_01 (0500A;

Quest_ Que Even_uest 28 Cell: | NONE

Reference: Auto-Fil

Click and go select the chair we made

<

Add Property Auto-Fill All

[ Properties for script GA88 _TIF__0500FB1A attached to (0500FB1A) X

Property Name Property type: <nothing selected >
jobleChair0 2 0FB 15)
R_Steven_Quest_01 (0500AAD!

Check

yes, our chair

<

Add Property Auto-Fill All




Topic Info
11:2|3Itc s this your chair? Il Requires post-processing
Prompt: (0/80) Speaker: | NONE

Filter:

Responses: Share Response Data From Info: | NONE ... | LinkTo: B Invisible Continue
ponse Text Emotion Edited Branch Topic

Neutral (50) N

HasLIPFle [ SayOnce M ForceSubtife [l Can Move While Greeting [l Spends Favor Points ~ Favor Level: [NORe
On Activation [l Goodbye [l Random W Random End Audio Output Override | Hours until reset: |0.00

Conditions:
Target Function Name Function Info
GetDistance
10.00
1.00

Ut|||ty\Na|t(3) We add this to give time = drama lol
Chair_Disab|eO We remove the chair, as if Steven took it

Walk Away Invisible In Menu W Walk Away: | INONE

Scripts

Begin: End: ipt Name Add

Papyrus Fragment | Advanced Papyrus Fragment | Advanced \ GAS8_TIF__0500FB1A —
- — e ve

Properties

Compile




Quest: 33RR_Steven_Quest_01

Scripts

M KeepIn

Condit

found 13,

We make sure that the objective is complete when the quest is
completed.

Log En Papyrus Fragment | Advanced
P

kmyQuest | NONE

tObjectiveCompleted(10)

Properties
NONE

Quest: 33RR_Steven_Quest 01 - X

Quest Objectives | Que: s Yiews | Player Dialogue | Favor Dialogu at | Fav n Scripts

Branches

ker NPC  Target NPC
Editor ID

This is the correct look of the Quest
Player Dialogue Window

3 BRANCHES

Branch Data
® Nomal O Top-L




Steven g (%J Follow me.

-'.‘\
2 -

R




Steven '

0k, I will follow you:




a. What is this | hear about a chair you
have lost?

| want to part ways.

0f cotirse youdomiiplease help me.




STARTEDZ MY CHAIR

/1 .
i/
'

E ’ #?’y-j!..'. aw
StE) Talk .

Steven .3 %




Help'Steven find his chair.

| want fo part ways.

@ s this your chair?
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The End Credits

There are many ways to do things, this tutorial aims to guide people that are starting off and
give them good habits. | hope this was of use, if it was, share the love and the joy of modding.

I made this tutorial because | thought it would be a different style to learn the same things, | did
my best to indicate the things | remember | had issues with and | also made some mistakes

1. The flow could have been better and more useful.

2. | created topics instead of Branches and while | did make the corrections, it is not perfected.
3. I made useless extra topics that may confuse some of you. [we did not use them because
there was no point in writing extra lines for the process of learning about the quest since we
already linked the first topic to the second one, so why link the 2nd to the 3rd and so on.

4. | could have done better, but | could have also done something else with my time this
Saturday and so | am happy and | think this tutorial can get some people | know, on their way.

This tutorial was created to assist a new friend that needed the help, it was also pushed to be
made since | just made a tutorial like this because of The Murloc King, as a Thank You for his
cool contents many of us like and watch. But mostly, for a friend, it then got a bit more detailed
and as always FREE for ALL is always good.

I am not adding my details of Discord and such as this is not meant for publicity, but if this
inspired you, or helped in any way, that is super cool and was worth it.

This guy spent many hours helping me when | started off and any time | asked, show him some

love, he is a great guy. He asked nothing in return and | made a friend.
https://www.nexusmods.com/skyrimspecialedition/mods/47302

If you are looking for a Discord server with selfless people that never bully anyone and help out
all the time, | found a home away from my Skeever server home here.

https://discord.gg/Schaken-Mods
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