How do add dances

In this little tutorial | will explain how to add or change dances.
Do not worry, no previous knowledge is necessary.
Only a good preparation, some time and exact work.

That's all.

And now have fun. Oh, | forgot ..

The tutorial is written for Skyrim, not for any modmanager folder.

How does Let's Dance Again basically work?

Multiple arrays are used. Comparable to lists or single-column tables.
Music title, music duration, animations and dancers list.

The entries in these arrays must be properly combined with each other.

How this works is explained in the tutorial.



Required tools and resources

For editing papyrus source files | recommend Notepad ++

Link: https://notepad-plus-plus.org/

Creation Kit (for Skyrim)

Needed fir edit the esp and compile the scripts.

Download: In your Steam Libary -> Tools

MultiXwm
Needed for wav <> xwm conversion

Link: https://www.nexusmods.com/skyrim/mods/3159/

Papyrus Source files of SKSE

Is install by default *

Papyrus Source files of Papyrus Util

Is install by default *

GenerateFNIS for Modders

Is install by default *


https://notepad-plus-plus.org/
https://www.nexusmods.com/skyrim/mods/3159/

Papyrus Source files of SkyUl

Is available by default *, but in BSA archiv.
| recommend BSAExtractor for unpacking the source papyrus files.

Link: https://www.nexusmods.com/skyrim/mods/56063

Note: SkyUl 5.1 has no source files in BSA.

So if you use 5.1 then download 5.0 - not for install - only for unpack the source files.
Unzip (from BSA) all psc files from scripts\source\

in your Skyrim\Data\Scripts\Source\ directory.

- ski_configbase.pcs

- ski_configmanager.pcs

- etc.

* Default means that it is already required by the mod itself


https://www.nexusmods.com/skyrim/mods/56063

Preparation - the new dance

As example in this tutorial | use the following "dance"

Link to the video: https://www.youtube.com/watch?v=2-ldtjRPuRQ&t=150s

Download is in the video description.

The video has an age restriction.

But this "dance" has some important features for explaining the logic of the mod.
This "dance" was meant to replace another dance in Dance Together Mod.
We only need the following resources from the download - because we do not replace, but add:

I am using a new "Dance Example" folder to copy all files there.

The animation and furniture from the download folder.

Meshes\actors\character\animations\Dance Together
- bed.nif

- oneredleaf.hkx

The music from the download folder

sound\fx\mydance

-oneredleaf.xwm

First and important step:

Rename the hkx and xwm files.

Here in the example | rename to:
- sexybedmoves.hkx

- sexybedmoves.xwm


https://www.youtube.com/watch?v=2-ldtjRPuRQ&t=150s

Second important step, we need a wav file.
Open MultiXwm -> add your sexybedmoves.xwm -> check xwm to wav -> click start.
The created sexybedmoves.wav is now in output folder by MultiXwm.

Copy the file into the Dance Example folder

Your folder should now look like this:

1 ¢ Dance Example - | 4 | | Dance Example durchsuchen L
aufnehmen = Freigeben fiir = Brennen MNeuer Ordner B=ow I@l
MName Anderungsdatum Typ Grife

i?;] bed.nif 07.09.2016 02:12 Metlmmerse/Garm... 128 KB

|| SexyBedMoves hkx 07.09.2016 02:13 HIX-Datei 1.381 KB

4] SexyBedMaoves.wav 25.06.2018 11:07 Wavesound 48,977 KB

|| SeyBedMovesowm 01.09.2016 20:05 KWM-Datei 3352 KB

created with MultiXwm
renamed resources



Now would be a good time to create a backup of your Lets Dance again mod.

Make a backup of the following files.

From the folder Data\Meshes\actors\character\animations\Let's dance again

- FNIS_Let's dance again_List.txt

From the folder Data\Meshes\actors\character\ behaviors

- FNIS_Let's dance again_Behavior.hkx

From the folder Data\

- Let's dance again.esp

From the folder Data\scripts

-xLetsDanceMenu.pex

-xLetsDanceStartEffect.pex

From the folder Data\scripts\source

-XLetsDanceMenu.psc

-xLetsDanceStartEffect.psc



Now copy your prepared files to your mod folders.

Data\Meshes\actors\character\animations\Let's dance again

-sexybedmoves.hkx

-bed.nif

Data\sound\fx\LDA

-sexybedmoves.xwm

-sexybedmoves.wav



Preparation almost completed - It's time for some FNIS

Open the FNIS_Let's dance again_List.txt

in Data\Meshes\actors\character\animations\Let's dance again.
Scroll down. The last 8 lines are for the cameras.

We insert our new animation in the line above it.

This is the line for our new animation:

0 -a |[da2027 SexyBedMoves.hkx xbed

What's all this crap?

o is a FNIS Parameter: It's a animation with Anim Object. In this case, the bed. Called as xbed.
You remember? We copied the bed.nif with the SexyBedMoves.hkx toghether.

Other FNIS parameters are, for example, b and a

b: It's a basic aniamtion

a: It's not cycle

and so on.

If you are interested in FNIS, Fore has links to documentation on its page.

SexyBedMoves.hkx ist the animation file.

What is I1da2027?

This is my name for the master.hkx - will be described later.

Important is. This name MUST be unique. Not only for your mod, but always - for Skyrim and all mods.

And Idaxxx should be pretty much unique. ;)

This is how the file should look like



g
| FNIS_Let's dance again_List.txt - Editor

Datei

Bearbeiten

Format Ansicht 7

b -a
-a
-a

-a
-a

-a
=,
-a
-a
=
-a
-a

-a
= b
—-a

OoTOo oToooooO OO oo

lda2013
lda2014
1daz015

1daz2016
Tdaz017

ldaz018
1da2019
ldaz020
ldazo21
ldaz2022
1daz023
ldaz024

1da2025
1da2026
ldaz027

ohMyJulietl. hkx
ohMyJuliet2. hkx
ohMyJuliet3. hkx

TakinsackmyLovel, hkx
TakinBackmyLove2. hkx

Thrillerl. hkx
Thriller2. hkx
Thriller3. hkx
Thriller4. hkx
Thriller5. hkx
Thriller6. hkx
Thriller?. hkx

urstyle. hkx
WinterHasGone. hkx
sexyBedvoves. hkx xbed

-a
-a
-a
-a
—-a
-a
-a
-a

oCoooooToo -

Cameras

xmyc00L
xmyc002
xmyc003
xmyc004
xmyc005
xmyc006
xmyc007
XmycO08

cl. hkx|
c2. hkx
c3. hkx
c4. hkx
c5. hkx
c6. hkx
c7. hkx
c8. hkx

Your new line

|

m

i

1

Zeile 236, Spalte 20

Save the file FNIS_Let's dance again_List.txt




The next step is GenerateFNISforModders

In the directory Data\tools\GenerateFNIS_for_Modders\
is the generatefnisformodders.exe

Open with double-click.

Click on the "Generate Mod Behavior" button.

In the file selection dialog, switch to Data\Meshes\actors\character\animations\ Let's dance again\ and
select FNIS Let's dance again_List.txt and click open.

If you have not made any mistakes before, the following feedback will appear and you can click on Exit.

i =
GenerateFNISforModders =

i,

Animlist used: F*\5team Games'steamapps common®.Skaytim . Data’ Meshes
“actors‘charactertanimationsLet’s dance again“FMI5_Let's dance
again_List bd

Reading Animation List ...

Generating FMIS mod Behavior File xmil...

Conwverting mod Behavior xml to hlog ..

Copying new behavior files to standard folder ...

1860 animations forl mods successfully included {)

FMI5_Lets dance again_Behavior hloc successfully created.

Generate Mod Behavior




Now Run FNIS for User



So far everything was preparation - will now start modding.

From now on, modding starts and it's important to work in a focused manner and follow the order of
steps.

Start Notepad++ and open
-xLetsDanceStartEffect.psc

-xLetsDanceMenu.psc

In xLetsDanceMenu scroll down to line 343.
This is a Array called musiclist2.
Musiclist2, why 2 arrays?

Arrays in Papyrus are limited to 128 entries.

In musiclist2 array.

Increasing the index from 13 to 14-

Array starts counting at 0, not alos surprised.
Add the following line at the end of the array.

musiclist2 [13] = "Sexy Bed Moves"

See the screenshot!

Lo Increased - was previously 13
; MusiclistZz

musiclist2 = new String[l4]

musiclist2[0] = "Oh My Juliet! (3}"
musiclist2[1] = "Winter has gone, spring is coming™
musiclist2[2] = "Hotel Moonside"

musiclist2 [3] = EEEsilder GrEn

musiclist2[4] = "Eimagure Mercy (5)"
musiclist2[5] = "Automatic”

musiclist2[6] = "Unknown Mother Goose™
musiclist2[7] = "Ur—-Style"

musiclist2[8] = "Fade away te invisible black"
musiclist2[9] = "Chained up"

musiclist2[10] = "Jade smoke"

musiclist2[11] = "Takin®' Back My Love (2)"
musiclist2[12] = "Good luck”

Your new Line

musiclist2[13] = "Sexy Bed Moves" %

"Sexy Bed Moves" - is the title for the music list in MCM,
You can call it "Damn tutorial crap” ;)




Save the file xLetsDanceMenu.psc. DO NOT close Notepad++, leave both files open.



The horror begins - work in the creation kit

Well, not really horror. But Creation Kit is very "unique" and master of caching.

So if | write - Save Now - that's not just good advice.

Start Creation Kit und wait.

When Creation Kit is done with check your bsa's, ini's etc. ...

Click File-> Data:

In the selection dialog, scroll left to Let's Dance again.esp.

Select it (not double-click) and click the button "Set as Active File" and then on OK.
And now - wait again.

The parent master files (Skyrim.esm and Update.esm in this case) are loaded

and then Let's dance again.

finished loading?

It begins. ;)

We have prepared everything so far.

A FNIS_txt is written, a behavior is created with FNIS for Modders, and Skyrim's master.hkx is extended
with FNIS for User.

FNIS for User has taken our Mod Behavior and added it to the Master.hkx (I call it that way) (actually
recreated)

Skyrim now knows the animation, but it is not used.

Now we have to make sure that we can use this new animation.



Step 1

In Creation Kit Menu (at the top) click Gameplay -> submenu Animations ...

A window opens with all idles that exist - categorized by path\NamebyBehavior.hkx.
We need the master.hkx (as | call them) or more precisely the 0_master.hkx.

Actors\Character\Behaviors\0_Master.hkx.

See the screenshot:

-
Idle Animations

[#- Actors\ambient\Chicken\Behaviors\ChickenBehavior hkx -
- Actors\Ambient\Hare \Behaviors \HareBehavior hkx F
- Actors\AtronachFlame\Behaviors\AtronachFlameBehavior . hkx
- Actors\AtronachFrost\Behaviors\AtronachFrostBehavior.hkx

- Actors\AtronachStorm\Behaviors AtronachStormBehavior, bk [~ Sequence [ Blocking [~ Mo attacking
- Actors\Bear \Behaviors\BearBehavior . hkx

- Actors\Canine\Behaviors Wolf\WolfBehavior. hkx
ctors\Canine'\Behaviors\DogBehavior, hkx

- Actors\Chaurus\Behaviors\ChaurusBehavior, hkx anim Event [ NONE LJ
- Actors\Cow'\Behaviors\H-CowBehavior . hkx

- Actors'\Deer \Behaviors\DeerBehavior . hkx

- Actors'\Dragon\Behaviors \DragonBehavior . hkx

- Actors'\DragonPriest\Behaviors\Dragon_Priest.hkx

o |

m

- Actors'\DraugrBehaviors\DraugrBehavior hkx ~Looping Seconds

- Actors\DwarvenSphereCenturion\Behaviors\SCBehavior . hkx — Loop Min Max Replay Delay
- Actors\DwarvenSpider \Behaviors \DwarvenSpiderBehavior  hkx Forever 0 0 0

- Actors\DwarvenSteamCenturion\Behaviors\SteamBehavior . hkx

- Actors'\Falmer \Behaviors\FalmerBehavior . hkx

- Actors\FrosthiteSpider \Behaviors \FrosthiteSpiderBehavior  hkx

- Actors\Giant'\Behaviors\GiantBehavior . hkx ~Conditions

ik T... | Function Name. | Function Info | Comp | Value

- Actors\Hagraven'\Behaviors\HavgravenBehavior.hkx | | | [
- Actors\Horker \Behaviors\HorkerBehavior . hkx
- Actors\Horse \Behaviors HorseBehavior  hkx T
- Actors\IceWraith \Behaviors\lceWraithBehavior  hkx

- Actors\Mammoth\Behaviors MammothBehavior . hkx

- Actors\Mudcrab\Behaviors \MudcrabBehavior . hkx

- Actors\SabreCat\Behaviors\SabreCatBehavior. hkx

- Actors'\Skeever\Behaviors\SkeeverBehavior . hkx

- Actors\Slaughterfish'\Behaviors\Slaughter fishBehavior . hkx

IT| Ambmen L . Db simen e, sime bleas X <z| > New
4| 1 | 3 I j
Move Up I Move Down Close




Expand Actors\Character\Behaviors\0_Master.hkx.

and scroll down to Loose

,

ActionListen
ActionMoveStart
ActionMoveStop
ActionPathEnd
ActionPathStart
ActionR.agdollInstant
ActionRecoil
ActionRecoilLarge
ActionResetGraph
ActionRightAttack
ActionRightInterrupt
ActionRightPowerAttack
ActionRightReady
ActionRightRelease

ActionStaggerStart
ActionSwimStateChange

[ Actors\Chaurus\Behaviors\ChaurusBehavior. hkx
[#- Actors\Cow'\Behaviors\H-CowBehavior hkx
i

P2 i e M Ve Vet W e v i il

CH| m

Move Up | Mowve Down |

D |

™ Sequence ™ Blocking

™ No attacking

Anim Event | NOME

Looping Seconds

- e Min Max Replay Delay
=] Farever 0 0 0
~ Conditions
T... | Function Name Function Info | Comp | value |

Close |




Expand Loose

r

T

_LDA_Cameraldl *
- 0_LDA_Camera002 *
- 0_LDA_Camera003 *
- 0_LDA_Camerali4 *
- 0_LDA_Camera005 *
- 0_LDA_Camera0ds *
-~ 0_LDA_Cameraldd7 *
- 0_LDA_Camera00s *
- 0_LDA_Dance0d01 *
- 0_LDA_Dance002 =
- 0_LDA_Dance003 =
- 0_LDA_Dance04 *
- 0_LDA_Dance005 =
- 0_LDA_Dance00s =
- 0_LDA_Dance007 *
0_LDA_Dance008 =
- 0_LDA_Dance00s =
- 0_LDA_Dance010 *
--0_LDA_Dance011 =
- 0_LDA_Dance012 *
- 0_LDA_Dance013 *
- 0_LDA_Dance014 =
- 0_LDA_Dance015 *
- 0_LDA_Dance0 15 *
- 0_LDA_Dance017 =
- 0_LDA_Dance018 *
- 0_LDA_Dance013 *
- 0_LDA_Danced20 =
- 0_LDA_Dance021 *
- 0_LDA_Dance022 *

N INA Nameanas =

mn

o |

™ sequence ™ Elocking

™ No attacking

Anim Event | NOME

Looping Seconds
- ek Min Max Replay Delay
Forever I 0 0 I 0
rConditions
T | Function Name Function Info | Comp | Value

Move Up

Close |




We are there.

Choose a 0_LDA_Dance entry in the left list.
Right click -> Insert Sibling.

A new window is going to be opened:

We need a unique Id and the Anim Event.

Id - we use 0_LDA Dance2027
As Anim Event we scroll to [da2027. (thanks Fore and the Mod FNIS)

Click on a other entry in the left list and your idle is visible on the left.

- ¥ =

0_LDA_Dance2012 * -

- 0_LDA_Dance2013 * D | 0_LDA_Dance2027

- 0_LDA_Dance2014 =

- 0_LDA_Dance2015 *

-~ 0_LDA_Dance2015 = ™ Sequence I Blocking I Mo attacking
- 0_LDA_Dance2017 =

- 0_LDA_Dance2018 =

- 0_LDA_Dance2019 =

- 0_LDA_Dance202 *

- 0_LDA_Dance2020 = Anim Event |lda2027 LJ
- 0_LDA_Dance2021 *

- 0_LDA_Dance2022 =

- 0_LDA_Dance2023 =

- 0_LDA_Dance2024 =

- 0_LDA_Dance2025 * Looping Seconds
- 0_LDA_Dance2026 Loop Min Max Replay Delay
I &0 LDA Dance2027 =
- 0_LDA_Dance203 *
- 0_LDA_Dance204 *
- 0_LDA_Dance205 *
- 0_LDA_Dance20s * Conditions
- 0_LDA_Dance207 *
- 0_LDA_Dance208 *
- 0_LDA_Dance205 *
- 0_LDA_Dance301 *
- 0_LDA_Dance302 *
- 0_LDA_Dance303 *
- 0_LDA_Dance304 *
- 0_LDA_Dance401 *
-~ 0_LDA_Dance402 *
- 0_LDA_Dance403 *

A INA DmmenAna & ) X sl = New
< i | 3
Move Up | Mowve Down | Close

Idle Animations

m

Forever 0 0 0

T... | Function Name _| Function Info Comp | Value

L

Button Ok or Cancel does not exist. Undo does not exist.
So do not make mistakes and NEVER work on other idles.

If you have not made any mistakes (eg changing other idle) - close the window Idle Animations

and Save Now (it is the floppy disk icon at the top left)

If you are not sure or have made a mistake, close Creation Kit without saving



Next step is the bed and sounds

We work here with so-called forms. On the left side in the Creation Kit (I'll call it CK now, it's less

writing) you see "Categories".
All these are Forms.

Actors, Races, Sound Markers, Quests etc. - all are Forms.

And forms have a good feature. When | enter a new ID, CK asks me to create a new form - when

i save. We use this to our advantage.



We start with the bed.

In CK on the left, choose Anim Object.

Expand the category and select Let's Dance again.

l Object Wmdcrw

Filker I——”ﬂll_l:m][ﬂﬂﬂjﬂﬂ]]ﬂf-

H- Key
- Leveledltem
- Mizcltem
- Dukfit
- Soul Gem
- Weapon
=- Magic
- Dual Cast Data
- Enchantment
- LeveledSpell
- Magic Effect
r- Potion
- Scroll
- Shout
- Spell
- Word of Power
= Mizcellaneous
= AnimObject -
El Actors
. [ character
[+ animations
W | ct's dance again
b im0 bjects
- Art Object
- Collizion Layer
- ColorForm
- CombatStyle
- FormLigt
- Global
- |dleM arker -

(|

m

e

Right - the Object Window displays all the forms previously added by Let's Dance Again.



Double-click on xchair (for example)

BOhe —c
(s chail

kadel |actu:-rs'xu:harau:ter'xanimatiu:uns'xLet Edit

|.-'1‘-.|:t|:|rs"-.Ehara|:ter"~Ei ehaviorsh_Master. hlx ﬂ

rload Event
|.-'-‘-.r'|irnEI biectlnequip ﬂ

QK | Cancel |

L

First of all - change the ID:

from xChair to xBed.

You remember a xbed. ;)

Second - change the nif in Model:
actors\character\animations\Let's dance again\bed.nif

You remember the bed.nif ?

This is how it is done:

AnimObject [

D |kBed

kodel ||atil:|r‘|$"~Let'$ dance again‘bed.nif  Edit

|.-'1‘-.|:t|:|rs"-.l:hara|:ter"~B ehaviorsh_Master hlx ﬂ
nload Event

|.-'-‘-.nimEI bjectl nequip ﬂ

QK | Cancel |

L

If you click OK, CK asks if you want to create a new form.

Click on YES.



Well, you have a new Anim Object:

1 Object Window

Fiter
e R

g3 0
Leveleditem % Fared13 02031582 0
Miscltem o umicl 02030400 0
Outit o uokb 0202EFF2 s
Soul Gem o wohair 02020450 0
Weapon % sbnimatedPole 02020077 0
Magic
Dual Cast Data
Enchantment
LeveledSpell
Magic Effect
Polion
Scroll
- Shout
- Spell
- Word of Power
Miscellaneous
AnimObject
= Actors
=) character
= arimations
Let's dance again
AnimDbizcts
At Object
Collision Layer
ColoiForm
CombatStyle
FormList
- Global
- IdleMarker o

animalionsiLet's dance ag; nif
actorshcharacter\animations\Let's dance agairmiclril
actars\character\animations\Let's dance agairhabb.pit
actorshcharacter\animationsiLet's dance agaichait rif

animationsiLet's dance it

m

Save Now



Only some music and then little scripts

For music we need 2 forms.
First the form Sound Descriptor - contains the category, settings and the sound file

Second, the form sound markers - so we can use the sound in the script



Step one:

We need a Sound Descriptor.

On the left in Audio Category open the sub-category Sound Descriptor.

Right in the Objeht window, an awful lot of forms are displayed.

On the right side of the Object window, click on the column header "Form ID".
Now Let's Dance Again Forms should be at the top.

All sounds from this mod start with Form ID 02 and name xSoundblablabla.

Open one of these forms with a double click. As an example | choose xSoundWinterHasGone.

- - B
Sound2escrtor v NN SN BB 0. = T ————
| xSoundWinterHasGone
Descriptor Type:
]Standard _j
Auditioning:

Flay ] Stop

Sound l Conditions |

data'soundfx\LDAWINterHasGone  wav

4| 1 | 3
Category:
1LeisDanceCahegory LJ I Conditions

Output Model:
| sOMsterecRad03000 |

Static Attenuation (dB): 0.00 dB Variance:
| r_““_‘:__]
g =

Alternate: Mone

Looping:
& None
" Loop
" Envelope Fast Alternate For... ]
" Envelope Slow

f % Freqguency Shift: YaFrequency Variance:

= e
J = g =

Priority: Highest

~Rumble Send: —

Smiall: _}— 0




As previously described: First change the ID.

| change the ID in xSoundSexyBedMoves

Now, change the sound file.

—

sound | conditions |

data‘soundif\LDAWINterHasGone, wav

- =i :
Category:

LetsDanceCategory j [ Conditions
Chrtrnat Model:

Right click in this window and choose New.

In the file selection dialog, switch to Data \ sound \ fx \ LDA and select the file SexyBedMoves.wav.
Then right-click on the old file in the list -> right-click -> Delete.

Click on Play if you want to check AND click on Stop before closing the window.

When you close, CK asks if new form, click Yes.



That's the sound descriptor when you're done.

Sound Desriptor_, g g e . M. w5 SRS SRR . =

I xSoundsexyBedMoves

Descriptor Type:

I Standard _d

Auditioning:
Flay | Stop |

Sound | Conditions I

data‘soundfx\LDA\SexyBedMoves. wav

4| i . [
Category:
ILeisDanceCabegory LI [ Conditions
Qutput Model:
| | SOMSterecRad03000 -l

Static Attenuation (dB): 0,00 dB Variance:

| [
<

Looping:

& None Alternate: None
i " Loop |

" Envelope Fast Alternate For...
" Envelope Slow
[l % Frequency Shift: °uFrequency Variance:

| =
i1 e O =
Priority: Highest

Rumble Send:

Small: J— [i]

Save Now



Now we need a sound marker

As before, go to Sound Marker (directly below Sound Descriptor)

Sort by Form Id and open for example xSMarkerWinterHasGone.

F' &
Sound Marker w

Cancel J

Change the ID in xSMarkerSexyBedMoves and select your new sound descriptor xSoundSexyBedMoves.

F = g
Sound Marker M

1D JHSMarkerS exyBedMoves

i:-:S oundSexyBedhd oves _l'.]

] | Cancel J

b e




Animations, Furnitures / Anim Objects, Sounds - all done.

Just some script and you're done
In the Ck on the left, choose Quest.
It is a subcategory of character.

Sort by Form ID.

Editar ID | Form ID | Count | Users | Mame
? wDanceluest 02002001 I 5 Dance
* | 2 Patem _9 UpdateQuest 01000943 0 ]
? Patchl1_E_UpdateQuest 01a0037F 0 1]
? Patchl_5_UpdateQuest 01 00083F ] 0
=| | ? Patchl_4_lpdateQuest 01000203 0 i]
? DA15Rstun 007 OFFaF 1] 1
? CRTwinsPostQuest 001 0FE 25 u] 4
— | ? CwhReservations 0010FD D5 0 1
? CO0FlaperTheftFoke O010FEFS a 1
? DADBFriendtil O010FAEE 1] 1
? DADSEbonyBladeTracking O010FAEC 0 5
? CreatureDialogueFox Q01 0FETE 0 2 CreatureDialogueFox
? MGScrollSwap O010F 440 ] 1 Elder Scroll Handling
? MOGreybeardCal 0010ECET 0 1
? TGlarl 0010E3ES 1] 0 Thiewves Guild Jarl Quest

Double-click to open the xDanceQuest.

Go to the last tab> Scripts <

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

Script Name I Add
s xd etsDanceMenu




Right click on the script -> Edit Source.

The should open in CK script editor.

You already know the file - Here you have added a new dance with Notepad ++.
Click File -> Save. Close the CK script editor.

Close the Quest window

Well. | am just asking. You noticed what dance it was?

Assistance - it was Dance 13 in the musiclist2.



And now some script

You're still awake - | believe you, but do not complain if you forget something or just fall asleep.

In CK on the left click on Magic Effect and sort the Form by Form ID - as before.

+ ovanmon L
Filker Editar ID Form [D Count zers
R — | #ChooseDummyEffect 02053824 o 1
EI ltems = #DanceStartE flect B —— 020020CF o 1
- Ammo o *ChoozeMeE ffect 02002DCE s 1
G- Armor o wchooseeffect 020010493 o- 1
- ArmorAddon 7 M5 2whitePhialE ffect 01000906 ] E
- Book = EnchSummanStomT hrall noo0s45 1] 1
- Constructible Db = EnchSummonFrostTheal ooos44 ] 1
#- Ingredient = EnchSummanFlarmeT bral 00043 0 1
- Key o EnchSummonStomatronach ooos4z2 I 1
- Leveledltem - EnchSummonFrostitranach 01000241 ] 2
- Miscltem - EnchSummonFlamedtionach 0000240 0 1
- Outfit = | MO20SelPacify 0010FFOC 0 1
(- Soul Gem 2 M504R ewardE flectMaDisplay 0010FDD? 0 1
Bl Weapon ‘ 7 AlchinflusncedggU pCombaCOPY0O000 OM0FDD4 0 i
& Magic o ciFrostD amageConcdimed 0010FDD3 0 1
- [E’:::‘a'::l’;";‘;“a & crShckBiemagetorinkined 0O10FDD 2 0 1
- LeveledSpell = ciFireD amageConcaimed 0 oFDDA 0 1
o dunHonningbrewSkeeverBite 00oFC23 0 1
- Potion = EnchDragonPriestU trabd askE ffect a01aFcC14 0 1
- Seroll  DragonPriesthd askFireCloakFF 5 elf QoFC13 ] 1
- Shout a SummonDragonPriest ooarci 2 ] 2
- Spell = DA02E nchébsorbHealthFF Contact Q0 0F&FT 0 1
. '‘whord of Power o InfluenceConfllpFFSelfdreaSecondany O 0OFSES 0 1
= Mizscellaneous o WereRxFeedBloodHolder Q010F33E 0 9
- AnimDbject o MMNOTPerkEffect Qo1 0Fa4dc ] 1
E| Actars o Dal1abFortifpHealth Oo10Fat 4 a0 1
i B character - Da11AEFartifvHealRate O010FS12 0 1
. Banimalic * | FireD amaneFFAimed?S O010F7F1 0 4
1 | m J 3 ‘| Tr




Double click on xDanceStartEffect.

D [sDanceStartEffact i Target Condition

Nama |Dance‘3tartEfFe:t Ta_lget| Function M ame | Function Infa | Comp | Walue |

Effect Archetppe I Script

Casting Type | Constant Effect

Delivery | Self

Ledlaflef e

Magic Skil I Fiestoration

Mirimurm Skil Level [g T « | i!
Menu Display DhieclIMag\cHatMarkEr

Edit Assoc ltem 1 I MOME
Form
| Agzoc, Item 2 I  Wisual Effect
2nd AW Weight Casting &0t | NONE

Fiesist Yalue I MONE

=
o
B

~ Sound:
Draw/Sheathe | NONE

<]

L1

Charge I MONE

Casting Light [ HONE Feady | NONE

L] L

Petk ta Apply | NOME Releaze | NOME

Hit Effect &rt | MOME
Taper Duration 'EE— Base Cost I'W' Hit Shader I MONE
Taper ‘wWeight IEE— Skill Uzage Mult r0_1500_. Enchant Art I MOME
Taper Cuve IF‘ Enchant Shader I MOME

Cast Loop [Conc ) I MOMNE

OnHit | HONE

Led Ll Lol Ll Lef Lo Lo

Casting Sound Level |S||emt

Ll Ll Led el L L f L] L] e e

~ Flags Projectile I MOME
. Magic item description
[1 Husl.lle ¥ No Flfan:asl ¥ Mo Magnitude Impact Dista Set I NONE
I Detrimental Iv o Hit Effect ¥ Hodrea -
¥ Fecover ¥ NoDeath Dispel ¥ Painless Explosion I MONE
¥ F Persist ¥ No Duration [ Gory Visuals

Image Space Mod I MOMNE
I Srapto Mavmesh I Mo HitEvent I Hidein LI

i Dual Casting -
Kepwords [~ Digpel Effects with these Kepwards: At I MONE ﬂ
Editor ID Ii Papyruz Scripts:
I Scale |1 [Wil]
lsDance [ Script Name Add i
| Spelmaking e |
. 3 Remove
Power Affests [ Magritude ¥ Duration
Counter Effects Area ID E=sting:Time ID'SDDD _IPmperhes
EditarlD 1 Hame ~ Seript Effect Al Diata
Score [0L0000 Delay Time: [0.0000
0 T — Equip Abity [ NONE =l

k | LI Add Cancel | 4 (I 3

Click on the Script and then on Button Properties.



The Properties

Property type: <nothing selected>

Property Name | Type | vaiue ]
3§ Cameraldielist de(] [0_LDA_Camera001 (12008417}, 0_LDA_Camera002 (02000443}, < <sing Default Script Valuie'> =
B CTrack Globalvariable Clrack (02048456)

& Danceral Referencealias]] falias Dancer 1 on quest xDanceQuest (020020D1), alias Dancer2 o,
& DanceSoundList Sound[l [xSMarkerGetUpAndMove (0200CA 1E), xSMarkerJustDance (0200C.
& DanceSoundList? gt Sound[l [xSMarkerGhMyJuliet (02058688), xSMarkerWinterHasGone (02058...
# DanceStartEffect MagicEffect xDanceStartEffect (02002DCF)

# IdieList die] [0_LDA_Dance001 (02007E80), 0_LDA _Dance002 (02007EB1), 0_L...
D delist? e Idie[] [0_LDA_Dance2001 (0205868C), 0_LDA_Dance2002 (0205858D), 0.

. StartTime Globalvariable StartTime (02047918)

& Torch Light Torcho1 (0001D4EC)

& xDanceQuest *LetsDanceMenu xDanceQuest (02002DD1)

& ¥Dancestartshout SPELL xDanceStartShout (020386DA)

s xDancetime nt] [203, 123,92, 234, 93, 202, 257, 240, 75, 116, 80, 151, 253, 188,...
$o HDanCEtine? Sm— nt] [278, 200, 136, 129, 204, 88, 278, 233, 201, 140, 287, 230, 76, 284]
& xEmpty Referencedlias alias Empty on quest xDanceQuest (02002D01)

B xsetTai Globalvariable xSetTai (02045964)

& xstop Globalvariable xStop (0201F280)

Add Property | Auto-Fil Al Cancel

We have to edit 3 properties (arrays) and enter new values



- first Array - click on DanceSoundList2
Here you see all Soundmarker for Musiclist2.

Click first on the last entry and then on the Add button

Property Name | Type

Value ] "~ Property type: Sound]l
# CameraldieList die]] [0_LDA_Camera001 {02008417), 0_LDA_Camera002 (0200DA43), ‘“““i““““““‘“’“# Vale ‘ Qear Value

& CTrack GlobalVariable CTrack {02048456) xSMarkerOhMyJul

0
&% Danceral Referencenlias]] [alias Dancer L on quest xDanceQuest {(020020D1), alias DancerZ o... o xSMarkertinterHa. . HEYGE
&% DanceSoundList Sound]] [xsMarkerGetlpAndMiove (0200CA 1), xSMarkerJustDance (0200C... 2 xSMarkerHoteMoo. .
D 3 xSMarkerThriller (0 Duplicate Auta-Fil
ancesoundList2 Sound(] [xSMarkerOhMy uiiet (02058588), xSMarker\WinterHasGone (0208... i e

3§ DancestartEffect MagicEFfect xDanceStartEffect (02002DCF) 5 XSMarkerAutomati Move Up
$ Idetist dief] [0_LDA_Dance001 (02007E80), 0_LDA_Dance02 (02007€B1), 0_L.... 6 XsMarkerUnknown.
3 IdeList2 1dlel] [0_LDA_Dance2001 {0205866C), 0_LDA_Dance2002 (0205868D), 0. 7 M
s StartTime GlobalVariable StartTime (0204751) L
8 Torch ight Torcho1 (00014EC) &
4§ DanceQuest KLetsDanceMenu xDanceQuest (020020D1) 1 }
&% xDanceStartshout SPELL. xDanceStartshout (020386DA) [12 | xSMarkerGoodiuck ... e e
4§ xDancetime Int] (203, 123,92, 234,93, 202, 257, 240, 75, 116, 80, 151, 253, 188
$ xDancetine2 Intf] [273, 200, 126, 129, 204, 83, 278, 233, 201, 140, 287, 230, 76, 284]

xEmpty Referencedlizs alizs Empty on quest xDanceQuest (120020D1)
s xsetrai Globalvariable xsetTal (02045364)

¥Stop Globalvariable xStop (0201F280)

Fick Object: |xSMarkerGoodiuck.

Add Property | AutoFil Al oK Cancel

We have a new entry in the array, but is None

Praperty Name [ Type [ value ] ~ Property type: Sound[l

| Cameraldielist 1dief] [0_LDA_Camerad01 (02003417), 0_LDA_Camera0d2 (0200DA43), ‘ Clear Value
s Crack Globalvariable CTrack (02048456) o SMarkerOhMy 3k,

&% Danceral Referencealias] [alias Dancer 1 on quest xDanceQuest (020020D1), alias Dancer2 . 1 xSMarkerwinterHa. .. Hemay Rey

&% DanceSoundList Sound[] [xSMarkerGetUpAndMove (0200CA IE), xSMarker JustDance (0200C... 2 xSMarkerHoteMoo. S

$ DancesoundList2 Soundi] [xSMarkerOhMyJuliet (02058658), XSMarkerWinterHasGone (02058. .. £ Situdsiide (0 i)
# DanceStartEffect MagicEffect xDanceStartEffect (02002DCF) 5 Move Up

3§ IdeList dief] [0_LDA_Dance001 (02007E80), 0_LDA_Dance02 (02007€B1), 0_L.... 6

3\ IdeList2 1dle]] [0_LDA_Dance2001 {0205866C), 0_LDA_Dance2002 (0205868D), 0. 7 M

& StartTime Globalvariable StartTime (02047918) 8

8 Torch Lcht Torcho1 (00014EC) &

3§ rDancequest xLetsDanceMenu xDanceQuest (020020D1) 1

3§ rDancestartshout SPELL xDanceStartshout (020386D4) 12 xSMarkerGoodluck

$ xDancetime Int] [203, 123,92, 234,93, 202, 257, 240, 75, 116, 80, 151, 253, 188,... 13 None

4§ *Dancetine2 Int] [273, 200, 126, 129, 204, 83, 278, 233, 201, 140, 287, 230, 76, 284]

s xEmpty Referencedlizs alizs Empty on quest xDanceQuest (120020D1)

& setrai Globalvariable xSetTal (02049964)

& stop GlobalVariable xStop (0201F280)

Fick Object: | NONE

Add Property | AutoFil Al oK Cancel




Click on Pick Object list and choose your new Sound Marker xSMarkerSexyBedMoves

If you enter x - list scroll down to the first xEntry. Is much faster...

It should look like this - click on ok

Property type: Sound[]

= | value | Add | Clear Value |

wSMarkerChiy Juli

xSMarkerWinterHa. .. Remove | Fewert I
¥SMarkerHotelMoa. .. :
¥SMarkerThriller (0., Duplicate I Auto-Fill |

wSMarkerkimagure. ..
¥SMarkerAutomatic,.. Move Up
wSMarkerUnknowr. ..

¥SMarkerUrStyle (0... Mave Down
wSMarkerFadedwa. ..

wSMarkerChainedU. ..
wSMarkerJadeSmaok, ..
wSMarkerTakinBack. ..

wSMarkerGoodluck ...
wSMarkerSexyBed...

Pick Object:

| oK I Cancel




Make a note for yourself like this: DancelD 13

13 is the array index

Important note!

Never resort, duplicate or delete these entries.
At least not if you do not know exactly what you are doing.

This also applies to the next two arrays.



- second array - click on IdleList2
You see, there are more entries than songs. We have only 13 Songs in Musiklist2.
Not every dance consists of only ONE animation. Some dances consist of SEVERAL animations.

To map this correctly, we will write some script afterwards.



First select the last entry and click on Add.

Property type: Ide[] F

£ |'I.|'alue I Add | Clear Value |
0_LDA_Dance2001...

0_LDA_Dance2002... Revert |
0_LDA_Dance2003

0_LDA_Dance2004... Duplicate I Auta-Fill |

0_LDA Dance200s,..
0_LDA_Dance2008... Move Up
0_LDA_Dance2007...
0_LDA_Dance2008... Move Down
0_LDA Dancez2009,..
0_LDA_Dance2010,.,
0_LDA Dance2011...
0 | DA_Dance2012...
0_LDA Dance2013...
0_LDA_Dance20i4...
0_LDA_Dance2015...
0_LDA_Dance20ls...
0_LDA Dance20l7...
17 0_LDA_Dance20id...
15 0_LDA _Dance2019..,
19 0_LDA_Dance2020..,
20 0_LDA Dance202l...
21 0_LDA_Dance2022...
22 0_LDA Dance2023...
23 0_LDA Dance2024,..
249 0_LDA Dance2025,..

0 LDA Dance2026... D

Emmumm.hmeD

=
[

R

Pick Object: [0_LDA_Dancez026 Rd

0K Cancel




In Pick Object List choose your Idle 0_LDA_Dance2027.

If you remember, that was the first thing we did in CK. The idle created.

Now, It should look like this - click on ok

Property type: Idle[]
= | value | Add | Clear Value

0_LDA Dance2001...
0_LDA Dance2002... Remaove Fieverk |

0_LDA_Dance2003...

[

0_LDA_Dance2004... Duplicate | Auto-Fil
0_LDA_Dance2005..,

0_LDA_Dance2006.., Mave Up I
0_LDA_Dance2007...

0_LDA_Dance2008... Maove Down |

0_LDA_Dance2009,..
0_LDA_Dance2010...
0_LDA_Dance2011...
0_LDA_Dance2012...
0_LDA_Dance2013...
0_LDA_Dance2014...
0_LDA_Dance2015...
0_LDA_Dance2016...
0_LDA_Dance201?...
0_LDA_Dance2013...
0_LDA_Dance2019,..
0_LDA_Dance2020...
0_LDA_Dance2021...

BEENBRELRREEB OIS

21 0_LDA_Dance2022...
22 0_LDA_Dance2023...
73 0_LDA_Dance2024...
24 0_LDA_Dance2025...

25 0_LDA_Dance2025...

26 |0 LDA Dance20327...

Pick Object: |0_LDA_Dance2027

oK Cancel

£




Make a note for yourself like this: IdlelD 26

26 is the array index



-third array - click on xDanceTime2

We need the time for the animation - in seconds.

Usually that's the duration of the song.

But in this case the animation time is only 4:22 minutes, but the song 4:44 minutes.

So | decide for 262 seconds



As befor - First select the last entry and click on Add.

Property type: Int[] ﬂLL 1 \
# I'u'alue I Ad | Clear Value |
] 27 |
1 20 Revert |
2 126
3 129 Duplicate | auka-Fil I
4 204
5 a5 Move Up l
5] 278
7 e Mowe Down |
8 201
5 140
10 287
11

230

Int Value: 74

oK Cancel

And now enter the time in seconds - here 262



Now, It should look like this - click on ok

- - - -
Property type: Int[]

# |'h’a|ue | Add | Clear Value |

] 279
i 00 Remove ! Fewvert |
2 126 ;
3 129 Duplicate I Auto-Fil
4 204
5 a3 Mawe Lip !
& 273
7 ] Mawve Dawn I
8 201
9 140
10 257
11 230
76

Int Value: 262

0K I Cancel

Close the Propertie Window with click on OK.

Close the Magic Effect Window with click on OK.



Save Now



Switch to your Notepad++ - it should still be open.
If Notepad++ ask you if wish reload, because another program editet the files, click yes.

In Notepad++ open the tab xLetsDanceStartEffect.psc

It's time for a little bit script.
| hope you took your notes.

Now you will need it.



In xLetsDanceStartEffect.psc scroll down to line 590.
This is the function mappingMusicList2 for mapping the arrays - here for musiclist2.

Scroll down to the endif - is at the end of the function

See here

elseif xSDanceID =— 8

letsDance (xSDanceID, false, xSMaxN ,4)
elseif xSDancelID == 9

letsDance (xSDanceID, false, xSMaxN ,3)
elseif xSDanceID == 10

letsDance (xSDancelID, false, xSMaxN ,6)
elseif xSDanceID == 11

letsDance (xSDanceID, true, 2 ,15)
elseif xSDanceID = 12

letsDance (xSDanceID, false, xSMaxN ,0)

| i
endif

endfunction

JRFRAREFEFAEFA AR AARF LR E AR AR
;## How do use the function letsDance ##
J## call in mappingMusicList 1 and 2 ##
JEFEAFEAEF LA EAARA LR HEFERA A AR AR AR S

-

7 letsDance(l as jnt, 2 as bhegl, 3 as jnt, 4 as jinkt)

1 = wSNancaTN = TA nf Mneicsniat



Now enter follow 2 lines

elseif xSDancelD == 13

letsDance(xSDancelD, true, 1,26)

When you're done, it should look like this.

elseif xSDancelID == §

letsDance (xSDancelD,

elseif =SDancelID == 9

letsDance (xSDancelD,

elseif =S5DanceID 10

letsDance (xSDancelD,

elseif =S5DanceID 1

letsDance (xSDancelD,

elseif =S5DanceID 12

letsDance (xSDancelD,

elseif xSDanceID 13

letsDance (xSDancelD,

false, xSMaxN

false, xSMaxN ,3)

false, xSMaxN

true, 2

,15)

false, xSMaxN

true, 1 ,26)

FEFEFRAFERAFEFSAFEFEFRAFSF A SRR A AR
;## How do use the functicn letsDance ##

;## call in mappingMusicList 1 and 2 ##
FEFERFHFEREFEF RS EREFEAFERER AR ARER RS

& letsDance(l as jnt, 2 as bgol,

= xSDancelID =

B bk

] ##Note##

Mantr Aasnmas hstra mara than 1 animatinn

= Id count of gpnims-
= Max number of dancers.
= Id of animation in IdleList

3 as jnt, 4 as jiank)

Id of MusicList

If false All Dancers use the same Animation.

Save the xLetsDanceStartEffect.psc

Notes:

The 13 = see your Note 1

The 26 = see your Note 2

Gm ie mawvha TA Af Macinlict> I=

If true,

Dancer 1 use gpim 1.,

FTA Af TAlalict>

True means it's a dance with a lot of animations. Not true - right. I'll say something. *



The 1 means the maximum number of dancers.

*The 1 (maximum number of dancers) is only considered if true.

If | enter false and instead of 1 xSMaxN, then whole Riverwood with up to 12 beds and anatomically
dislocated females can become impassable. ;)

Some explanation about the script is written at the end of the file.



Change back to CK

Double click on xDanceStartEffect. It's the Magic Effect which you have already worked on

Magic Effect 4

1D [sDanceStatEfect

Hame IDanceStartEfFect

Effect Archetppe | Script ﬂ
Casting Type I Canstant Effect =
Celivery I Self ;‘
Magic: Skil | Restoration L‘

Mirimum Skil Leved [0
i| Agzoc, ltem 1 I NOME ,L‘
Form | assnc ttem 2 | ;!

IdéMweight [
Riesist Yalue I MONE __:J
Petk ta &pply | NOME _'J

Taper Duration |00 Base Cost Iu_uuuu
Taper Weight |0.00 Skill Uzage Mult ID 1500

Taper Curve (0,00

~Flags

I Hostile ¥ NoRecast ¥ Mo Magnitude
I Detrimental [¥ No Hit Effect ¥ Mobea

¥ Recover ¥ NoDeath Dispel ¥ Painless

¥ Fx Persist ¥ Mo Duration I Gory isuals
I™ Shapto Mavmesh [ No Hit Event [~ Hideinll

Kepwords | Dispel Effects with these Kepwords:
[Editor ID T
lsDance &

Courter Effects

EditorlD || Name

I =] add

.=
r~ Target Conditior:
Target | Function Name |_Function Info | Comp | Walue |
== =
Mend Uiplcy DbieCtiMag\cHatMarkar ‘L| i SuunSranSheathE I MONE ._I
~ Wisual Effect
Casting &t [ HONE B Charge | NONE =]
Casting Light l MOME ;J Fieady l MONE L‘
Hit Effect At | NONE =] Release | NONE =
Hit Shader [NONE = Cast Loap (Conc) [ NONE 54
Erchart &t [ NONE E OnHit | NONE ~]
Enchant Shader l HOMNE ;J By !S“e”t L‘
Projectiie | NONE -
I '_| b agic item desciiption
Impact Data Set I MOME _:j
Explozion I MOME j
Image Space Mod l MOMNE _:J
~ Dual Casting w
art [ NONE ]
Papyrus Scripts:
Scale I1.DDDU
Script Mame Add i
~ Spelimaking N etsDanceStartEffect i
PowerAffects [ Magritude W Duration &l
hrea [0 Casting Time [0.5000 Properties I
— Script Effect Al Data
Score [0.0000 Delay Time |0.0000
Equip Abiity | NONE ]
Cancel I Fl [ N

But now right click on the script

-> Edit Source.

The CK script editor opens the script.

Click in CK script editor on File save.

The script will now be compiled. Close the CK script editor if compiled successfully.

Close the magic effect.
Save the ESP - for sure.

You can close CK now.

Congratulations - you have a new dance.




