Okay there are a couple things I'm terrible at, and this is a big one. I've spent a fair amount of time
researching and figuring out the best method for producing animations for Skyrim. Hopefully this
tutorial doesn't suck and is as cohesive as possible. I might do a video one later on down the line, but
I'm still on the fence about it. In this tutorial I'm going to cover exporting the assets from the bsa's
converting them into a usable format heavily modifying them and putting them into a format the game
can use. We're using the hagraven in this example.

I will not be covering the installation of the tools and plugins.

Tools you're going to need in no particular order, no links will be provided because Google is so
convenient

hkxcmd

a bsa unpacker

the nif import-export plugin for 3ds max (any version)
3ds max 2010

3ds max 2011-2014 (optional)

The havok creation tools

So the first thing we're going to do is export our animations from the bsa. I'm still using the bsa utility
from oblivion but you can use which ever works for you.

Open up your utility and hit the open button. Which changes from package to package

- Sortl




After that you'll want to brows to the Skyrim data directory ../skyrim/data

There you need to open the meshes.bsa and the animations.bsa for your core assets.

Look in: I |, Data j - c¥ B~

Mame Date medified Type

| | Dawnguard.bsa 8/3/201212:44 AM  BSAFIl
|| Cragonborn.bsa 2/5/2013 7:34 PM BSA Fil
|| falkreath expansion.bsa 0/24/2014 8:27 PM BSA Fil
|| HearthFires.bsa 9/24/2014 .59 PM BSAFIl

| || Skyrim - Animaticns.bsa 9/24/2014 8:00 PM  BSAFIl
|| Skyrim - Interface.bsa 0/24,/2014 8:00 PM BSA Filr
|| Skyrim - Meshes.bza 9/24/2014 813 PM  BSAFIl
|| Skyrirn - Misc.bsa Type: BSA File :14 P BSAFIl
| | Skyrim - Shaders.bsa | Size: 1.41 GE 14 PM BSA Fil ~
|| Skyrim - Sounds.bsa | Date modified: 9/24/2014 815 PM R:17 PM BS54 Fil
|| Skyrim - Textures.bsa 9/24/2014 818 PM  BSA Rl
|| Skyrim - Yoices.bsa 9/24/2014 8:25 PM  BSAFIl

[ I-I Skovrirn - VoicesExtra.bsa 9!244'2'1014 8:25 PM BSAFI ™
i T, b

File name: ISlqﬂ'im - Animations bsa j Open

Files of type: | Obivien BSA archives | Cancel |
v




Select all the assets animations/meshes pertaining to the actor you want, Hagraven, Human, Wolf, etc,
and hit the extract button. Not extract all we only want that one creature.

meshes‘actors\falmer'character assets'\skeleton nif
\combatidle hloc meshes'actors'falmer'falmerarmorstatic nif
\concentrationintro hkoc meshes actors‘falmer*falmerstatic.nif
\concentrationloop hloc meshes"actorsfrostbitespidertcharacter assets'frostbitespider nif
concentrationoutro hlog meshes actorsfrostbitespidercharacter assets'frostbitespidercold nif
\concentrationsefirtra ko meshes actorsfrostbitespidertcharacter assets'skeleton nif
\concentrationseltfloop hio: meshes\actorsgiant'character assets animtestgiant nif
\concentrationseffoutro hloc meshes\actors'giant \character assets’giant.nif
fireforgetcharge hloc meshes"actorsgiant\character assets'giant01 nif

eforgetintro. hioc meshesactorsgiant character assets"giant 02 nif

eforgetoutro bk meshesactors'giant'character assets skeleton nif

ireforgetseffchange hlos meshes"actors\goat character assetsgoat nif

meshes\actorsgoat character assets goatwithbel nif
meshes actors goat \character assets skeleton.nif
meshes\actors‘hagraven'character assets\hagraven nif
mesh .adurs‘hagr:wen character agravenheadless nif

meshes\actors\highlandcow\f‘lighlandcow nif
meshes"actors‘horkcer'character assets‘horcer.nif
meshes actors\horcercharacter assets'skeleton nif
meshesactorsthorcer'\testhorker.nif
meshes actors\horse'character assets\hamess.nif
meshes\actors\horse'character assets\horse nif
meshesactors‘harse'character assets‘imperalsaddle nif
meshesactors‘horse'character assets‘\saddle nif
meshes‘actors‘horse\character assets'shadowmere nif
meshes actors\horsecharacter assets'skeleton nif
meshesactors‘harse horsehide nif
meshesactors‘icewraith\character assets fxicewraith2ndform nif
meshes actorsicewraith \character assets \fkicewrathmultiparticles nif
5 g meshesactorshicewraith \character assetsicewraith.nif
she: adcnrs \hagraven'\animations \magicw: ardleft hic meshes"actorsicewraith \character assetsicewraithsmokefing nif
; meshesactors\icewraith\character assets magicanomaly nif
meshes actors‘icewraith\character assets'skeleton nif
meshes"actors‘male'\greybeardstatic nif
meshes actors‘\mammoth'character assets‘\mammothbranded nif
meshes‘\actors\mammoth'character assets‘\mammothwild nif
meshes‘actors‘\mammoth'character assets'\skeleton nif
meshes\actors\mammoth'\testmammath nif
meshes"actors‘\manekin‘manekin.nif
meshes"actors‘manekin‘manekin_fest nif
meshesactors'manekin‘manekinhands.nif

Select folder to unpack archive to
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Once that's all said and done you should end up with a file structure that looks like this

-

MName

. animations

| behaviors

. character assets
1 characters

@ glenmeorilhead.nif

Date modified

12/11/2014 8:05 PM
12/11/2014 8:05 PM
12/11/2014 8:04 PM
12/11/2014 8:05 PM
12/11/2014 8:04 PM

Type

File folder
File folder
File folder
File folder
NIF File

- |, animations

. behaviors

. character assets
. characters

Now we need to go into the “character assets” folder and grab “skeleton.hkx” and pull it back out to the
hagraven root directory. Open up your system

. Wy e

| Search character assets ¥ |
Help -

File Edit View Tools

iond].zip *  MName Date modified Type ’ Size
. L] skeleton.hicx 3A1/2014512PM  HKX File 61
: pam &) hagraven.nif 12/11/2014 804 PM_ NIF File 195
) @ hagravenheadless.nif 12/11/2014 8:04 PM  NIF File 396
g |§| skeleton.nif 12/11/2014 8:04 PM  NIF File 20

Solona

hes

| hagraven

E! L. animations ion27.zip =

1. behaviors El
il character assets iot porn
j, characters E)

Name Date modified

Type
12/11/2014 8:05 PM
12/11/2014 8:05 PM
12/11/2014 8:07 PM
12/11/2014 8:05 PM
3/11/2014 5:12 PM

12/11/2014 8:04 PM

File folder
File folder
File folder
File folder
HICK File
MIF File

| animations

| behaviors

. character assets
| characters
| |_] skeleton.hko

|!| glenmorilhead.nif

b

Solona

hes

| hagraven

©- | animations

- | behaviors

| character assets
== lu characters



Now open up your system32 folder and copy cmd.exe to the hagraven directory C:\Windows\System32

L saints Row2 !+ Name Date modified Type Size *
e
1. SchCache = gt i
& i 3 M clif Open PM  Application [
schemas
b3 " == i Cheitweh CER S ppber PM  Application
-0 securi )
Sl o | e ®  Run as administrator b oM Application B
)l ServiceProfile
il [0 cn % Runas system PM  Application
| servicin -
B 2 B cn [ Edit with Notepad-+ PM  Application
t hb‘:’k &F cr @B Scan with Microsoft Security Essentials... PM  Application
-} shbackuj :
B i pl 6 o B Addtoarchive.. PV Application
-} shbacku
i s P [Elco B Addto "cmd.rar PM  Application
eliNew
Bl co B Compress and email... PM  Application
G| SoftwareDistr i
G- Spesch =7 co| B Compress to "cmd.rar” and email PM  Application
| Speec
) sp El [ co Pin to Taskbar PM  Application
0 Sun
B e FC Pin to Start Menu PM  Application 1
e Restore previous versions PM  Application
wJ System32
& o M Application
Sendto v L
Application

File Edit View Tools Help

lon27.zip = Mame Date modified Type

12/11/2014 8:05 PM
12/11/2014 8:05 PM
12/11/2014 8:07 PM
12/11/2014 8:05 PM
11/21/201011:23 ..
3/11/2014 5:12 PM

12/11/2014 8:04 PM

File folder
File folder
File folder
File folder

| animations
. behaviors
. character assets
1. characters
B cmd.exe
| |_[' skeleton.hko
iﬁ glenmorilhead.nif

Application
HIKX File
MIF File

41 . animations
| behaviors
. character assets

e |l characters

L

-

Name Date modified Type

12/11/2014 805 PM
12/11/2014 8:05 PM
12/11/2014 8:07 PM

File folder
File folder
File folder

. animations
| behaviors
| character assets

. characters
BEH cmd.exe

12/11/2014 8:05 PM
11/21,/201011:23 ..

File folder
Application

33T KB

|Iﬂ hkxemd.exe

2/26/201212:32 PM

Application

10,278 KB

|_“] skeleton.hlo

|!| glenmoarilhead.nif

3/11/2014 5:12 PM
12/11/2014 8:04 PM

HEX File
NIF File

64 KB
55 KB

.. behaviors
“ |, character assets

E

‘.. characters

Now we have everything to get started.



Run cmd in that location and type in
[hkxcmd exportkf “skeleton.hkx” “Animations” “Animations-KF”]

BY E'_termp\meshes\actors\hagraven\cmd.exe l e S

The system cannot fihd nes
e for Application.

sage texE fﬁr message number Bx235%8 in fhe message il

Copyright (c»> 28B% Microsoft Corporation. All rights reserved.
Mot enough storage is available to process this command.

E:“_tempmeshes“actorsshagraven>*hkxcmd exportkf "Skeleton.hkx" "Animations'" "Ani]
mations—kf"

If you did it right it should return something that looks like this

E¥ E\_temp\meshes\actors\hagraven'cmd.exe

E:_tempsmeshes“actors~hagraven>hkxcnd exportkf “Skeleton.hkx" "Animations'" “Ani
mat ions—kf"

Exporting ’ .~Animations—kfattackl.kf’

Exporting * .“Animations—kf~attacke _ kf’

Exporting “Animationzs—kfscombatidle.kf’

Exporting “Animations—kf“concentrationintro.kf’
Exporting “Animations—kf“concentrationloop.kE’
Exporting * .“~Animations—kf“concentrationoutro . kf’
Exporting “Animationz—kf“concentrationselfintro.kf”’
Exporting “Animations—kfsconcentrationself loop.kf’
Exporting * .“~Animations—kf“concentrationselfoutro.kf’
Exporting * _“~Animations—kf>“Ffireforgotintro kf’
Exporting ' .“~Animations—kf“fireforgotoutro.kf’
Exporting “Animations—kfsf ireforgotselfintro.kf’
Exporting sAnimations—kfsfireforgotselfoutro ki’
Exporting sAnimationz—kfsgetupfacedown  kf’
Exporting *.“~Animations—kfsgetupfaceup.kf”’

Exporting * .“~Animations—kf~idle.kf’

Exporting * .“~Animations—kf“idlehandtuwisting.kf’
Exporting * .“Animations—kfxidlelookaround. kf’
Exporting *.“~Animations—kfsidlescratch.kf’

Exporting “Animationz—kfsmagicrunhackwards .kf*
Exporting sAnimations—kfsmagicrunbackwardsright . kf’
Exporting sAnimationsz—kfsmagicrunforward. kf”’
Exporting “Animations—kfsmagicrunforwardleft . kf’
Exporting “Animations—kfsmagicrunforvardright .kf"
Exporting ’ .“~Animations—kf“magicwalkleft . kf’
Exporting sAnimations—kfsrecoill _kf’

Exporting “Animations—kfsrecoilr.kf’

Exporting * .“Animations—kf\runbackwards .kf’

Exporting * .~Animations—kfsrunbackwardsleft_kf’
Exporting ’.“~Animations—kfsrunbackwardsright .kf’
Exporting “Animations—kfsrunforwardleft.kf’
Exporting “Animationz—kfsrunforwvardright .kf*
Exporting sAnimations—kfsrunleft ki’

Exporting ' .“Animations—kfsrunright.kf’

Exporting ’.“Animations—kfsshriek.kf’

Exporting ’ .“~Animations—kf“staggerfront_kf’
Exporting ’.~Animations—kfstaggerlarge.kf’
Exporting ’.“Animations—kf\staggermedium.kf’
Exporting “Animationsz—kfstaggersmall.kf’
Exporting sAnimations—kfsturnl?Bloop k'’
Exporting “Animations—kfsturnr?Bloop.kf”*
Exporting “Animations—kfswalkbackuwards .kf’
Exporting * .“Animations—kfwalkbackuwardsleft . kf’
Exporting sAnimationsz—kfswalkbackuwardsright _kf’
Exporting “Animations—kfswalkforward.kf’
Exporting ’.“Animations—kfswalkforwardleft.kf”’
Exporting * .~Animations—kfwalkforwardright ki’
Exporting * .“Animations—kfswalkleft_kf’
Exporting “Animations—kfswalkright .kf”*
Exporting ’.“Animations—kf>warn.kf’

E:_tempsmeshes“actors“hagraven?>



Congrats you now have animations you can import into 3ds max, but before we close out of command
prompt we need to do one more thing with hkxcmd for later on.

Run  [hkxcmd dumplist “skeleton.hkx”]

Bl E'\_tempimeshes\actors\hagraven'cmd.exe l == -5:5-]

Exporting * .“Animations—kf>walkforwardright _kf’
Exporting * .“Animations-—kf>walkleft_kf’
Exporting * _“Animations-kfswalkright _kf’
Exporting * _“Animations-kfswarn_kf”’

E:-*_tempmezhezsactors~hagraven>*hkyxcmd dumplizt skeleton.hkx

m

—
The result should be something similar to this

BN EM\_temp\meshes\actors\hagraven\cmd.exe I. == -é:ﬁ—‘

’.\ﬂnimafinnslkf\walkfnrwarafiéhg:kf;
Exporting ' .“Animations—kf“walkleft . kf’
)

Exporting

Exporting ' .“Animations—kf>walkright _kf’
Exporting ' .“Animations—kf“warn.kf’

E:_tempsmeshes“actorsshagraven>hkxcmd dumplist skeleton.hkx
Converting ' .sskeleton.hkx’ 4

Multiple skeletons found.

Exporting skeleton "NPC Root [Root]l’ with B4 hones to 'skeleton—out—1_hkx’
Exporting skeleton *NPC Root [Rootl’ with 84 bhones to '"skeleton—out—2.hkx'

m

.E:\_temp\meshes\actnrs\hagrauen>_

I'll explain what those files are for later on.



Next up we're moving into 3ds. I'm going to be doing some IK animation. I'll be skipping over most of
the more powerful things you can do with IK constraints because they're really not needed in this

example.
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Hit the |mport button with your nif plugins installed and navigate to the directory you're using for your
assets. First we import our skeleton.nif then our hagraven.nif These settings work fine for importing

Type

{# hagraven.nif

12/11,/2014 &:04 PM

NIF File

|® hagravenheadless.nif
|#| skeleton.nif

12/11,/2014 8:04 PM
12/11/2014 8:04 PM

MIF File
INIF File

File name:

Files of ty

=l Al Formats |~ -

Open

Cancel

Cancel

Imp Eﬂ




Okay now we have out base in the software, but we don't want to be able to click on the mesh. So
clearly the answer is to freeze anything we don't want to select. We should save this so we can open it
up at any point in the future and import an animation over it.
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Now we can proceed to make the animation a bit more eff|C|entIy. Now as for the animation itself |
decided to do a video segment as it's quicker than going ever each step of the animating process one at
a time.

http://youtu.be/12722gnfMg0

| forgot to mention at a good point in the video is if you want the character to be able to move their
center of mass at any point, and they don't just float there doing what ever, you have to disable “bone
on” for the “NPC Com” bone. “NPC Com” is the only bone you can apply translation to, ie move
around, and have it work. Doesn't matter what skeleton you're working with that's how it is.

Considering | covered the export process in the video | think I'll leave this at that for now. I'll come
back at some point and finish this up. I'm also going to look into using Maya to export animations.



