HOwW TO CONVERT ARMOR FOR NPC's

| will be converting Kellogg's boots for Dogmeat.
1. First, | find the exact name using the Fallout
Wiki.

Kellogg's outfit

2, Start Fo4Edit and select where your model is

coming from, in my case it is Fallout4.esm.
(@ Master/Plugin &lmﬂl@@gw

Search

Elranovttesn N
O DLCRDbut esm

7] DLCWaorkshop01.esm
[[] DLCCoast.esm

[1 DLCWorkshop02.esm
[ DLCWorkshopd3.esm
[1 DLCMukaWorld.esm
I E Uncofficial Fallout 4 Patch.esp I

m

3. Find the outfit in Fo4Edit, using the name from

the wiki.
- D01TESLC ClothesDog_BandanaMonkey : .
- 00115308 i ArmorKellogg I(ellugg s Qutfit
- 00167 AT4 ClothesKids01Hat Kid's Baseball Cap
- 00156108 ClothesKids03 Kid's Dress
- 0015DBAG ClothesKids04 Kid's Pajarmas
4. Find the 'Models' o S
Models
section and ~ Model
. -~ INDX - Addon Index 0
control+left click the - MODL - Armor Addon AlArmorKellogg [ARMA:D01153DA]
' ' - Model
Armor Addon'. - INDX - Addon Index 0
- MODL - Armor Addon AbKelloggGloves [ARMADDLCISEC]
DATA -

5. Find the 'Male world model (or Female) section. Th|s is the 3" person

model file that you will _"*"H'EWW‘E‘ model
s MOD2 - Model Filename Armor\KeIIogg"aMGutﬁt.nif

edit. > AD25 - Material Swap


http://fallout.wikia.com/
http://fallout.wikia.com/
http://fallout.wikia.com/

6. Start B.A.E. and select 'File'>'Open File...'

o The armor I'm editing is in the base Fallout 4 game, so | will select

'Fallout4 - Meshes.ba2'.

o If you are unsure, you can select multiple as we will search for our

mesh next.

B Falloutd - Meshesba2 - BAE. =B B

| Select All | | Select None

(B Open File

l\/’\u./ | J # S5D () » Program Files (xB6) » Steam » SteamApps » common ¢ Fallout4 » Data » v|4¢||—£

Organize » MNew folder
= =
- Favorites

B Desktop

& Downloads

armor fkelloag

MName Date modified Type Size
|| Fallout4 - Meshes.ba2 9/13/2017 12:14 AM  BAZ2 File 1,458,069 KB
|| Fallout4 - MeshesExtra.ba2 1/21/2017 7:49 PM  BA2 File 1,345,450 KB

Filename Only

7. Search for your file using the 'Male

File

world model' name that we found o [ [Faiiouti - Meshes ba2

r] Meshes
using FO4edit in Step 5 e e
o You must use forward slashes. e
FOutfit.nif
FOutfitlstPerson.nif
MGloves.nif

8. Click 'Extract' and select a folder for

your edit.
o Do not use your default Fallout 4 folder.

9. Search for, and extract 'Dogmeat.nif' (or your
NPC).

10. Open BodySlide and select 'Outfit Studio' in
the bottom right.

MGlowvesl stPerson.nif
MOutfit.nif

dogmeat

File
4 Falloutd - Meshes.ba2
4 Meshes
4 Actors
4 Dogrneat
4 Characterfiszets
DogCellar.nif



11. Select 'File'>'Import'>'From Nif...' and import the mesh you extracted

using B.A.E.

IEEEPOEES O e Eaaa

File | Edit Shape Slider Tool

Load Project.. Ctrl+0 i
%° .. » nater » Desktop » BootStuff » Meshes » Armor » Kellogg
Unload Project... Ctrl+W =
P el Organize = New folder
Load Outfit... = 5 MNarne
» Favorites T
Save Project Ctrl+5 Bl Desktop | MOutfit.nif
Save Project As... Ctrl+ Shift+5 & Downloads
| Recent Places
Import 3 From MIF...
Export 3 From OBJ...
e rom i Libraries
Make Conversion Reference From FBX... j
1= Documents E
Exit Alt+F lmporhata 2 & Music
T
(=] Pictures
]

12. Select 'File'>'Load Reference...'

13. Select the radio button 'From File', select 'Browse' and select the

'Dogmeat.nif' you extracted in step 9. Set the Shape to

'Dogmeat_body_Final:2'.

e S ==

Please choose a reference. Typically, this is a body (such as CBBE) or a
conversion set (such as Vanilla To CEBE) and comes with its sliders.

Reference

©) From Template | CBBE Body - |

i@ From File ChUsersnater\Desktop'f
Slider Set: | -
Shape:  |Dogmeat body. Finakd | v |

(") Clear Reference

[ Merge new sliders with existing sliders




14. You should now have a screen
similar to this picture.
o Dogmeat should be __
green in the Meshes tab NG
on therightif heis : W
correctly loaded as a
reference.

15. Tap 'Q' to enable vertex mode, and find the mesh you need to edit by
selecting them in the meshes tab.
o Delete any other unneeded meshes (make sure not to remove the
Dogmeat reference) by Ieft cllcklng them and h|tt|ng delete on

‘U‘Ea seMaleBody_Fitted:0

your keyboard.

De-/Select Sliders




If you would like more information on the brushes and tools in
BodySlide, click here.

16. Click the 'Mask vertices' tool. B outfit studio NN

File Edit Shape Slider

o Notice the 'Brush Settings' drop down directly
under the button. The only setting you will
need to change
now is the 'Size'.

E:‘:_-"::'Erush Settings

17. Hold left click and
paint the areas you
would like to keep.

o You can use
alt+left click to
unpaint areas.

o ltis easiest to get the general

area first, then fine tune after.
automatically mirrors across

the X axis. If you need, you can disable this by pressing 'x' or
clicking the button on the toolbar.


https://github.com/ousnius/BodySlide-and-Outfit-Studio/wiki/Brushes-and-Tools
https://github.com/ousnius/BodySlide-and-Outfit-Studio/wiki/Brushes-and-Tools

18. Select 'Shape'>'Delete
Vertices...' and confirm.
o You can use ctrl+i to invert \
what you have painted.
o Repeat this process a few
times until you are left with
only what you would like.
o You may notice you have
floating vertices (green dots) that you can not select. To get rid of

these, paint the entire section of your mesh (you should still see the
green dots) and then use 'Shape'>'Delete Vertices...".

19. You should now have just your item left and
there should be no floating vertices.

20. Tap 'F' to enable the free transform tool (don't
forget you can tap 'Q' to disable seeing the
vertices) and move the object in place.

o | do all mesh editing in BodySlide, but you
can export this as an .OBJ and then import it

File | Edit Shape Slider Tool

again, however you e s
will lose the material f;'j:;::i cutew
and texture —
information. Thiscan ...
be fixed in NifSkope, o ' w

Exit. Alt+F4

To FBX...

though. —




[}
\

21. There are multiple ways to size the boot,
| scale it down using the boxes in the the
free transform tool, then I fix the clipping

using the 'inflate’, 'deflate’, and 'move'
brushes.

22. Select the 'Bones' tab and

select all the bones that do _ [ e | EE
not start with 'Dogmeat'. s

Right click them and select  mm

'Delete’>'From Project'. Sone e

UpperE YR R

o You can use shift+click to D;::: —— R
Select more than one ] ogmeat_Front_LLegAnkle From Selected Shapes

ogmeat_Front_LLegCollarbone

bone at a time.

ogmeat_Front_RLegl
ogmeat_Front_Rleg2

D
D
D
Dogmeat_Front_LLegToel
0
D
]

[~ o

ogmeat Front RlegAnkle



23. Select 'Shape'>'Copy Bone Weights'. ¥ outit ssudic W

File Edit | Shape| Slider Tool

- uv

() Brush -
— Delete Vertices...
Size Separate Vertices...
Duplicate...
Strength Rename...
Set Reference
Focus
Maowe...
S Bty Scale...
Rotate...
¥ Smooth Seam Mormals
Copy Bone Weights

T ——————

Each vertex of the reference will copy its weights to the nearest collection of vertices within the given
radius. Bear in mind that some geometry will always require manual tweaking to become weighted and

24. USE the default work well. Often, the default values are sufficient.

. Search Radius U 5.00000
SettlngS- Max Vertex Targets U 4
’ OK ] ’ Cancel ]

25. Select 'Export'>'To NIF...' and save yow s
Edit Shape Slider Tool

your file. If you do not getan error, — |, - -y

skip the next two steps to 28. e cut+0
Unload Project... Ctrl+W
Load Reference...

26. If you see the 'Unweighted Load QU
. . Save Project Ctrl+5

Vertices' error, you will need to Save Project As.. Ctrteshiftes ||

press 'ctrl+a’, or 'Tool'>'Clear Mask'| ~ ™meort bl
Export 3 To NIF...

to Clear the maSk that has been Make Conversion Reference " To NIF Wi

created. Repeat step 23, but gradually increase both sliders. Attempt to
export again.
o Ifit still doesn't work, increase them again.



27. If you have increased the sliders to the

maximum value and you are still getting
the error, you will need to manually paint
the weight. The first picture shows the
mask that was created, showing where
my unweighted area is. Left clicking the
bones will show you the current weights.
Select the one that is
closest to the area you
need, and then left click
and paint your missing
area to be similar to the
other areas.
o If you can not paint
the area, your mask &+ jw

is not cleared,
alternatively you can press ctrl+i to invert the mask.

28. Copy your file from wherever you exported it to 'Fallout
4\Data\Meshes\yourFolder'.

29. Start the creation kit, and create a new plugin. Search for and double
click 'ClothesDog_DogHeadMuzzle' (or whatever is closest to your
item). Change the ID and the name. Change the 'Biped Object’ from '46 -
Headband' to 44 and 45 for the legs (or whatever is closest to your
item).



e | LN
dana
dansBlue I ClothesDog_DogBootsk.ellogg Race Male Description
danaGunnerd N World Model m
JanaGunnen Mame  Kellogg Dog Boots 17/24 Biped Dbject Armor\DogGearMuzzleG0. i
Janaleopard Val
Janatonkey S’ 30 - Unnamed
danaSkull Enchanting [ HOKE '] 312 H:::m:g lcon Image
danaStarsHs Template Armor [ HOME v] 33-EODY
danaSi . 34 - L Hand
oy Weight 1.0000 Heath 0 e esssge o
‘sAtom Armor Rafing 0 EaipType [NONE___ ] |25 prnamed i
zBathrobe Stagger Rating 38 - Unnamed Keywwords
sClath Presview 33 - Unnamed Female T Edtar IO
:zsCorset Transform [ArmorDDgHeadMuzzle v] [L’Lr;r}aon::: “whorld Model :;:JE | : OIC Eoui
-sFlannel EBlock Bash [ NONE '] -[BIL Arm playerCannotE quip
:sGrognak In;ﬂ‘:?;g:tglgi 43 - [A] R Amm
sGunner Matorial | NONE =) Icon Image
sSneaker i - Headband
Pickup 5 ound
Collar ICKLp 30U [ Select Sound ] 47 Epes
CollarChain Putdowin Sournd [ Select Sound ] ig Ed?:iﬁ
CollarDouble - Nami [ i ] 80 - Neck Messerellear Scripts
) nstance Maming -
CollarReinfan 51 - Unnamed Edit o
CollsrSpiked g% R Hmameg Papyrus Scripts:
HeadHelmet Add Destruction Data ] 54 U:::m:d [T] Shaws &l Models Script Name: Add
Headiuzzle 55 - Unnamed Addonl ndes——issesmddr
Ragdall Constraint Template BE - Unnamed 0 DoghuzdeD ot
57 - Unnamed oghduzzleD ogmeal -
58 - Unnamed
2 " 59 - Unnamed
a4 Flayable [ Has Platfarm/Language Specific Textures B0 - Unnamed
44 Attach Parent Slots 61-F<01
54 Editar ID Group
Ed M 3
Iphal2a,
Iphal3a,
Iphal4s, Damage Type | Regist Damage Type Damage :]
&l Resistances Type
Iphal5a,
Iphad, .
Iphat0s Resist
IphaGlowiry
lewaingd, Object Template -

30. Double click the
ArmorAddon
'DogMuzzleDogmeatAA'.
Change the ID and select
the 'Biped Model', this will
be the mesh we created. Set
the 'Biped Object' slots to
the legs.

ID KelloggDogBootst

Weapon Adust 000

b ale
Biped Maodel

dogmeatB ootz keloggl ogB oats. nif

Skin Testure

| NONE
Skin Testure Swap List

| NONE

First Perzon

Priority 0

Female

Select

Biped Maodel

Race

[ DogmeatR ace

Mo Underarmar
Scaling

]

Biped Object

30 - Unnared
A - Unnamed
32 - Unnamed
I3-BODY

34 -L Hand
35-R Hand
36 - Unnamed
37 - Unnamed
38 - Unnamed
39 - Unnamed
40 - Unnamed
41 -[A] Torso
42 - (AL Amm
43 - [A] B A

A Headb A



31. Click 'Ok' and it will ask Create New Object? I . o
if you would like to

create a new object,

make sure you select Create a new Form?
'Yes'.
LY J[ N J]
32. Make sure you update
the ArmorAddon as it will not ClshowAl  Modsls
. . . . Addonlndex  Armordddon
automatically update. Click 'Ok’ for the 0 TR

main armor object, and you will be greeted

with another 'Create new Object' message. Again, make sure you press
'Yes'.

33. You should now see e

;' ClothesDiog_DogBo

ﬂ. ClothesDiog_DogCollar 00034602 1

your new armor, double 2 ClothesD og_DogCollarChain OMgE2I0 2
. . . ﬁ. ClothesDog_DogCollarD ouble O01CEYE 0
clickitand Ver|fy all the | & ciothesbog DogColismeinforced O0ICE7B2 O

settings are correct. You will need to know the name to find it in game.



34. If you did everything
correctly, the boot
should animate and flex
with Dogmeat as he
moves his foot.

35. The last thing I do is

import this boot into --- player.additem f7001edf|

Blender and mirror it so
it will fit correctly on his other foot. This causes the material/texture
information to disappear, but I'm not covering that in this tutorial.

AT
3 B ;l
|

( m Kellogg Dog Boots

wy, el




