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A Guide to SW: KoTOR Module/Dialogue/Script Creation

By Doom Dealer

Module editing is supposedly some of the most complex modding we do in SW: KoTOR, yet it is not as hard as you may imagine. This guide will hopefully help you to understand how the process works, step by step. We will be adding a single character, with a dialogue and a few scripts to a certain area in order for you to gain the basics.

I suggest creating a new folder for your module editing, so things don’t get cluttered.

Also, when you see text highlighted in bold these are of importance, and are bold to be noticed, do not go naming all of your files in bold font format because of this.

STEP ONE – The Tools (explained in more detail when we need to use them)

First up, you need to download the following tools:
KoTOR Tool by Fred Tetra

-Easily the most useful, and most important tool in KoTOR modding, this will be what we use to extract and edit the characters/ items/placeables etc. Also contains the ERF builder that we will be using to create our .mod file.

Download: http://kotortool.home.comcast.net/index.html
Note: you will need Microsoft .NET framework to run this download at: http://www.microsoft.com/downloads/details.aspx?FamilyId=262D25E3-F589-4842-8157-034D1E7CF3A3&displaylang=en
DLGEdit and Dialogue.tlk viewer by TK102

-The best dialogue editor around, and made by one of the most important people in KoTOR modding. We will use this to create our new dialogue, add animations, and attach the scripts to the character’s dialogue.

Download DLGEdit: http://www.pcgamemods.com/u/3450/
GFF Editor

-Used for editing a lot of the files when extracted, we will use this a lot. My favourite is the custom made one (its got a few buttons in Spanish but the words are very close to English anyway).

Download: http://users.servicios.retecal.es/f...l/NwNEditor.zip
NSS Script Compiler

-This we will need to compile our scripts into .ncs format, you won’t use this much, but it’s still essential. (this should be installed in the Program Files/ Lucasarts/ SW:KoTOR folder)
Download: http://www.megamods.de/_data/parts/dl.php?file=37 

Other: You will also need a .txt program, i.e. Notepad, wordpad etc.

STEP TWO – Extracting the original area.

Unfortunately, due to the complete lack of bioware’s kotor modding support, we don’t really have a complex model editor (although we’re close). So we are stuck with modifying existing ones at the moment.


For this tutorial we will modify the Droid shop on tatooine. Before we add anything we must find the name of this module. Then we must extract the essential files using KoTOR Tool. You will finish with the files ready to mod.

For this section open KOTOR Tool.

How to:

1. Open SW: KOTOR and go to tatooine, then to the droid shop. Open the console (by pressing the ` key) and type “whereami” (without “ marks). In the top left corner you will see some writing plus some coordinates. The writing should say:

tat_m17ac

This is the name of the module we will use.

2. Ok its time to open KOTOR tool, don’t be put of by the large amount of information in all the different sections, 

You need to go to the following area: RIMs ( Modules

-here you will see lots of names similar to that of out module name, scroll down (its in alphabetical order) to where it says tat_m17ac and press on both crosses. These different sections contain all the information we need I have explained each one below: 
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3. OK now we need to extract the files we need. I suggest making some new folders in the folder you created for your new module at the beginning, make folders named ‘Module’, ‘Characters’, ‘Doors’, ‘Placeables’ ‘Sound’, ‘Dialogue’ and ‘Scripts’.

OK, now you need to extract certain files (using the extract button in the top right hand corner of kotor tool when you have highlighted the file), I will go through them by each extension:

From the tat_m17ac section:

Dynamic Area Info:

Extract the file ‘m17ac.git’ to the ‘Module’ folder.

Module Info File:

Extract the file ‘module.ifo’ to the ‘Module’ folder.

Static Area Info:

Extract the file ‘m17ac.are’ to the ‘Module’ folder.

From the tat_m17ac_s section:

Blueprint Character:

As we wish to make a new module we do not extract any of these files, if you did wish to keep a certain character in the module you would extract the .utc file referring to them.

Blueprint Doors:

Only extract the file ‘sw_door_tat003.utd’. To the ‘Doors’ folder, this will already remove the door that would normally warp you to the main area of tatooine.

Blueprint Merchant:

This contains the file for the actually shop (i.e. where you can buy/sell the items). Do not extract anything from here.

Blueprint Placeables

Placeables are items such as tables; chairs etc. extract both the files ‘tat17ac_cont_01.utp’ and ‘tat17ac_cont_02.utp’. Extract these files to the ‘Placeables’ folder.

Blueprint Sound

These are the background sounds of the module. Extract ‘arcsandbuzzes.uts’ and ‘emptysmallroom.uts’ and ‘finconfrm.uts’ and ‘randomdroids.uts’  to the ‘Sounds’ file. 
Blueprint Waypoint

 You do not need to extract anything from here.

Dialogue

As you no longer have the characters of the original area, you no longer need there dialogue. Therefore, do not extract anything from here.

Paths

 Do not extract anything from here.

Script, Compiled

 These contain the scripts used in the original dialogues, do not extract anything from here.

You have now extracted what you need to create an empty module.

STEP THREE – Editing the area in preparation to add the character.


OK, so now we have all the appropriate files extracted we need to edit the tat_m17ac.git file to fit with these. This is very straight forward, as it only really includes deleting some entries.

For this section you will need to open the NWN Editor and select the ‘GFF data’ tab.


How to:

1. In the NwNEditor go File ( Open File and select the file m17ac.git and open it.

2. Now extend the ‘Root’ (shown by green star), you should now see a list of properties, some extendable, which refer to the different blueprints. You must now delete the following things by highlighting them and deleting them:

· Extend Creature List and select and delete each of the nodes (shown by green stars).

· Extend Doors List and only delete the top node

· Extend Stores List and delete the single node inside there.

· Extend Waypoints List and delete all 3 nodes.

3. Now go File ( save as… and save your file (press yes to replace the original).

STEP FOUR – Extracting a new .utc file for the character and placing him in our module


Each character has their own .utc file. This tells the game all the properties of the character (i.e. stats, appearance, weapons held). We will extract this using KOTOR tool, and place it in game using the NwNEditor. 

For this section you will need to open KOTOR tool and NwNEditor.

How to:

1. Firstly we will need to extract the character from KOTOR Tool, we will be using the character of a Selkath for our character, to extract the .utc file go toin KoTOR tool:

BIFs ( templates.bif ( Blueprint, Character.

You will now see a long list of .utc files, which are the majority of the characters in the game. Scroll down until you find the file ‘n_selkath.utc’.  DO not extract this. Instead double click on the file.

This window should appear:


[image: image2.png]



Each of these tabs at the top edit different properties of the creature, they are not very complicated, and we only need to edit to of the properties. 

First tick the ‘No Permanent Death’ box (highlighted by red circle) this will mean that if the character dies, they will return the next time you warp to the module, if you are creating a combat module as a one of type of level, you would want to have this off. So Tick this box to keep it so the npc will not permanently be dead. 

Next, you must change the faction (circled in black). The faction determines there relationship to you’re player character. E.g. a sith is an enemy, while a republic soldier is an ally.

A List, of the different factions:

HOSTILE_1      = 1;

FRIENDLY_1     = 2;

HOSTILE_2      = 3;

FRIENDLY_2     = 4;

NEUTRAL        = 5;

INSANE         = 6;

PTAT_TUSKAN    = 7;

GLB_XOR        = 8;

SURRENDER_1    = 9;

SURRENDER_2    = 10;

PREDATOR       = 11;

PREY           = 12;

TRAP           = 13;

ENDAR_SPIRE    = 14;

RANCOR         = 15;

GIZKA_1        = 16;

GIZKA_2        = 17;

You will rarely need to use any other factions apart from numbers 1, 2, 4 and 5.  Now, change the faction number in the circled box to 5, to make them neutral towards you.

Next we need to give the selkath a weapon of some sort, click the inventory tab at the bottom, a new window will appear. You can now see the different icons for what you would equip (i.e. Armour, left armband, right armband, head gear, left handed weapon, right handed weapon etc. etc.…) we will equip our selkath with a short sword.

In the left window extend: 

1 ( Short Sword

Now click and hold the ‘Short Sword’ text and drag it onto the left hand, like so:
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The hands will be surrounded by green highlight to show that it is equipped. Now press OK.


This character is now ready to be saved, click the save tab on the UTC editor and save it as ‘n_selkath99.utc’ in the ‘Characters’ folder. We will use this name as reference to the character when we add them into the game.

2. Now we have our character it is time to place them into the game. To do this we need to open the file ‘m17ac.git’ again with the NwNEditor.

Right click on the ‘Creature List’ and select ‘Add Node’ from the scroll down menu that appears. A new node (the thing with a green star icon) will appear in the ‘Creature List’ section

Select this node (which will be called ‘Element Type 0’) and press enter, change the Node Value from 0 to 4.
Now right click again on this new node, and go to ‘Add element’ now select ‘String 8’.  Right click on the node again and go ‘Add element’ again, and select ‘FLOAT’. You need to make it so that there are 5 of these ‘FLOATS’ in the Nodes area.

Now rename each of these new parts (by selecting them, pressing enter, and changing the entry in the name part) so that it looks like so:


[image: image4.png]o Creature List (LIST =*1 elements’]

= 3 Element bpe 4
& TemplateResRet (RESPES
@ KPosiion (FLOAT =0.0000)

@ ZPosiion (FLOAT =0.0000)
Oiientlion (FLOAT = 00000}

@ ¥ientaion (FLOAT = 0,000}
& Door List [LIST = *1 elements™]





· TemplateResRef refers to the name of the .utc file of the character.

· X/Y/ZPosition are the coordinates of the character

· X/Yorientation is the direction the character is facing.

This is where those coordinates you saw underneath the writing when you put the ‘whereami’ code into the console. You can get your player character to stand in the place that you want the new character to stand and get these coordinates, to save you having to do this I have found the coordinates, we will be using:

1.41, 5.02, 1.39 (X, Y, Z)

These figures should now be entered into the respective values of each of the Position FLOATS. You do this by doing the same thing as how you changed its name, but change the value in the ‘value’ part. 

Now we change the value in TemplateResRef. You will remember we named our .utc file n_selkath99. Well this is when we use this. Select the tab and press enter, then in value enter n_selkath99. This part should now look like this:


[image: image5.png]= & Creature List (LIST =1 elements”]
= 3 Element pe 4

& [emplishasiel (RESREF
KPosiion (FLOAT = 1.4100)
@ VPosiion (FLOAT =5.0200)
ZPosiion (FLOAT = 1.3900)
Xientation (FLOAT = 0.0000)
@ ‘YOrientation (FLOAT = 0.0000)

kals)





Now save your .git file.

STEP FIVE– Creating the script


I’m not going to go into the details on scripts, as it would take pages, and I can’t say I fully understand them. I’ll just say how to create them.

Open up your text editor (I.e. Notepad) and copy/paste the following into it:

void main()

{

ChangeToStandardFaction(OBJECT_SELF, STANDARD_FACTION_HOSTILE_1);

}

Now save this file with the name attack.nss  YOU MUST SAVE IT WITH AN .NSS EXTENSION.

Now copy/paste this script into your override folder. In your main KOTOR directory click onto the Script Compiler tool. Named ‘COMPILE_ALL’ This will the compile the script into a .ncs and .ndb files. Open the override folder to get these. You can delete the .ndb file, this is not needed. Now copy and paste the .ncs file into the ‘Scripts’, delete the .ncs in the override folder.

STEP SIX– Creating and attaching the dialogue

You will need to open the DLGEdit tool for this section.
This process is not extremely complicated but needs some explaining. Dialogues can be edited. The key to making dialogues is planning, i.e. writing out the dialogue on paper before starting to make it, this may take a while for longer dialogues but for shorter ones it can make the process a lot easier, the dialogue we will be using will go as followed (I will explain the reason for the blank dialogue later):

Red = Selkath Speech

Blue = Player Character Options.

“Greetings, how may I help?” 

[Animation used: greetings]


Where am I?

I think I’ll kill you.

I have to go, goodbye

[End of Dialogue]

You are in a custom made module.

Not if I can help it, aaah.



[End of Dialogue]









Blank Dialogue [Attach attack script]

Now look at the DLGEdit tool. The numbers in brackets refer to what you must type to gain that command. I.e. we want to create a new dialogue so press 1, and then enter. When we get asked what to call the new dialogue name it, mydlg and press enter. 

This will bring up lots of options. The most important are:

Starting List – The initial dialogue

Entry List – A list of what the custom character will say.

Reply List – A list of all the things that the player character can say.

Test Drive Dialogue – Allows you to test the dlg outside of the game

Save Dialogue – Does as it says.

We will also be adding sound to the npc options. The selkath sounds names are as followed (taken from the streamwaves folder – but speech sounds do not need to be extracted in any way):

n_gwsel_angl

n_gwsel_angm

n_gwsel_angs

n_gwsel_coml.

n_gwsel_coml2

n_gwsel_comm1

n_gwsel_comm2

n_gwsel_coms

n_gwsel_coms2

n_gwsel_grtm

n_gwsel_grts

n_gwsel_hpyl

n_gwsel_hpym

n_gwsel_hpys

n_gwsel_lghm

n_gwsel_lghs

n_gwsel_plem

n_gwsel_ples

n_gwsel_quell

n_gwsel_quem

n_gwsel_ques

n_gwsel_ques

n_gwsel_sadm

n_gwsel_sads

n_gwsel_scrl

n_gwsel_scrs

The name itself can explain about what it sounds like without needing to listen to them. n_gwsel_ is in all of them, and only shows that it is a selkath voice, the next three letters are an abbreviation i.e scr = scared, lgh =laugh, que= question. And the final letter is relevant to the length, l = long, m = medium, s = small.

Therefore we will use the following sounds for each selkath entry:

Greetings, how may I help?

--- n_gwsel_ques


You are in a custom made module.
--- n_gwsel_coms

Not if I can help it, aaah

--- n_gwsel_angs

OK, so first up lets add all the selkath’s speech. First press 5 (then enter) to open the entries list.

Secondly press ‘a’ (then enter).

You will now see an entry field, these will appear asking you to enter things about the speech one, by one (if you make a mistake you can easily change it, so don’t worry for know.) Here is what you should do for each one as it:

IF A BOX IS EMPTY JUST PRESS ENTER WHEN THE OPTION APPEARS TO GO TO THE NEXT OPTION!

	What Appears:
	What you should type in:

	New Text Resref? [-1]
	-1

	Enter the new text: 
	Greetings how may I help you?

	Speaker’s tag?
	

	NewVO_Resref?
	

	Script Resref?
	

	Comment to add?
	

	Sound Resref?
	n_gwsel_ques

	Camera Angle
	

	Would you like to set up a replys list……….
	n



You should now be taken back to the entry list. As you can see this new entry has been entered with index number [0]. 

Press 0, and then enter. You will see several options, including one we did not get originally ‘8) AnimList’. 

WE would like to add a wave animation to this line, so press 8, then enter. You will be faced with something similar to the entry list, but it’s the same system.

Press ‘a’, then enter.

The first thing you should see will be Participant? [Owner]  just press enter as soon as you see this.

Now you will be looking at a long list, these are the majority of the animations you can see in the game. The one we want is ‘GREETING’ so type in its index number (which is ‘11’) and press enter, you will now of added this animation and will be back at the AnimList, press ‘g’ to go back to the line a dialogues info. This page should now look like this:
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You now have two more selkath dialogues to enter, just follow the steps that you used for the above dialogue, you only need to change the text and sound resref to the appropriate value. When these are done you should have two lines looking like this: IMPORTANT, DO THE ‘you are  in a custom dialogue’ LINE BEFORE THE ‘not if I can help it, aaah’ LINE.
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I’ll let you choose your own animations for each of these, although some may not work

Now we have all the selkath’s speech in place you’re entry list should look like this:
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Now go back to the main menu and save (press 9 then enter).

Now its time to add our choices of dialogue. These work in pretty much the same way as in the entry list. Press 6 then enter to access the ReplyList. Now press ‘a’ then enter to add a line. 

We need to add the following lines of dialogue:

Where am I?

I think I’ll kill you.



I have to go, goodbye

--Bland Dialogue--- (I’ll explain this later)
Fill in these lines as follows, the same applies with the last table, when a box is blank, just press enter:

	What Appears:
	What you should type in:

	New Text Resref? [-1]
	-1

	Enter the new text:
	Where am I?

	NewVO_Resref?
	

	Script Resref
	

	Comment to add?
	

	Sound Resref?
	

	Camera Angle
	

	Would you like to set up the entries………
	n


Now add a two new lines of reply list DOING THE ‘I think I’ll kill you’ FIRST.
These lines should be entered like so:

I think I’ll kill you:

	What Appears:
	What you should type in:

	New Text Resref? [-1]
	-1

	Enter the new text:
	I think I’ll kill you.

	NewVO_Resref?
	

	Script Resref
	

	Comment to add?
	

	Sound Resref?
	

	Camera Angle
	

	Would you like to set up the entries………
	n


I have to go, goodbye:

	What Appears:
	What you should type in:

	New Text Resref? [-1]
	-1

	Enter the new text:
	I have to go, goodbye

	NewVO_Resref?
	

	Script Resref
	

	Comment to add?
	

	Sound Resref?
	

	Camera Angle
	

	Would you like to set up the entries………
	n


Now we must add a blank dialogue. We add this to add the script to. If we add a script to a dialogue with sounds or text in it, the script will automatically fire causing that line to skip. So we make a new one and link up the two. Enter the reply like this please not the entry in Script Resref, this is the name of your script, it should be ‘attack’ if you followed the tutorial correctly, change it accordingly if you .ncs script is of a different name:

	What Appears:
	What you should type in:

	New Text Resref? [-1]
	-1

	Enter the new text:
	

	NewVO_Resref?
	

	Script Resref
	attack

	Comment to add?
	

	Sound Resref?
	

	Camera Angle
	

	Would you like to set up the entries………
	


Go back to the Reply List, it should now look like so:
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Now we must link up all the dialogues. 

First we must add an entry to the starting list, this will dictate which entry in the Entry List is the first thing the NPC says. At the main menu press 4 then enter. This will bring up the Starting List. We need to add the ‘Greetings, how…’ dialogue line, so press ‘a’ then enter. When linking dialogue it goes by index number, i.e. the number next to the dialogue in the EntryList or ReplyList (you can see this in the above picture, the lines have numbers 0, 1, 2, 3 in them. These numbers are the index number for that line.)

We want to start with “Greetings, how may I help?” In the EntryList we can see that its index is 0, therefore when we are asked, Entry Index? After pressing ‘a’ then enter, we type 0 then enter. I have made another table to demonstrate this.

	What Appears:
	What you should type in:

	Entry Index?
	0

	Script Resref
	


Now you should be back at the Starting List and you will see your entry there. Press ‘g’ then enter to go back to the main menu. Save by pressing 9 then enter.

Now we must link up each of the dialogues as shown in the diagram at the top of page 9. We can now re-write this diagram to show the index number to make it easier:

Red = Entry List Index Numbers

Blue = Reply List Index Numbers
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 As you can see we now need to make Reply’s 1, 2, and 3 follow Entry 0.

We do this by adding the replies to the entry in the Entry List. Go to the Entry List (by pressing 5 then enter at main menu). Now press 0 then enter to access the Line we need to add these replies to. Next to number 7 you will see ‘RepliesList’, get to this by pressing 7 then enter. Now press ‘a’ and enter to add a new reply. This works just like for the starting list, enter 0 into ‘For new reply, what is the index…’and press enter. Click past the next to questions (the ones about scripts determining appearance and child thing.). Now you should be back at the menu where you could add a reply. Repeat the process two more times, using index numbers 1 and 2 where you used 0 before. Go back to the main menu and save (you should know how to do that by know).

Test your dialogue, to do this 8 then enter, this will bring up how the dialogue would occur in the game, just in text. This is a very useful addition to tk102s tool (yes he is a genius) which allows you to check everything is connected correctly and your scripts have fired etc. (it doesn’t show sounds or animations used so don’t worry if you can’t see them) You will see the starting dialogue in red and the three options below, currently selecting the choice’s number and pressing enter will end the dialogue, but this shows that it is connected. Now go back to the main menu. 

We now need to connect Reply 0 to entry 1. Go back to the Reply List and select reply number 0. Press 6 then enter to access the ‘EntriesList’, this is identical to the one where we added replies to entries, just turned the other way around. Press ‘a’ then enter to add a new Entry to this list and put 1 into the For new entry, what is the index…’ question and skip the rest. Now go back to the main menu, you can test the dialogue again if you wish to see what happens when you select the ‘where am I?’ choice.

Ok, so we’re nearly there (at last) now we just need to connect reply 1 to entry 2 and then that entry to reply 3. And that won’t take long. In the Reply List go into the ‘I think I’ll kill you’ dialogue, then into its own entry list, and add new entry with the index number as 2 (you still don’t need anything in the other two questions).

Now go back to the main menu, and go into the main Entry List. Now press 2 then enter, to access the appropriate dialogue. Press 7 then enter to access this ones reply list. Press ‘a’ then enter, and then use index number 3 to add the new reply (again leaving next 2 questions blank).

Go back to main menu, and save. Now test your dialogue. If all is well it should pan out like so, when you want to kill him:
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Ok, exit the dialogue. You should find your .dlg file in the same folder as where you open the dlgedit tool. I.e. if you have the files for the tool  in a file (for e.g.) kotormods/ tools/ dlgedit  it will be in the dlgedit folder.

Copy/ Paste this file into your Dialogue folder you’re created at the beginning.
So that’s the dialogue done, I know wahey!!!! 

OK, time to attach the dialogue to our character.

Open the NwN Editor and click the GFF tab.

Go file ( open file… ( [and open n_selkath99.utc from the folder it is in]  

Now extend the node and search the data for an entry named ‘Conversation [RESREF =]’
Select this and press enter.

In the space titled ‘Value’ enter the name of your dialogue (without the .dlg at the end) therefore you will enter ‘mydlg’ in to this box, and press enter, so it looks like this:


[image: image12.png]& Conversation (RESFEF = mydig]




Now go File ( Save as… ( and save your file over the original.
STEP SEVEN – Packaging the files into a .mod file.


Ok we’re nearly there and we have only one more thing to do, and that’s to package up all the files into a .mod file using the .erf builder in KOTOR tool.
Open Fred Tetra’s KOTOR Tool.

With KOTOR Tool open, go File ( Open ERF Builder

Before entering the modules name etc. we will add all the files. The files that need to go into the module from our module file (the one we made) I know it sounds stupid to say, but make sure you are putting the edited files in, not the originals:

· m17ac.are

· m17ac.git

· module.ifo 

· n_selkath99.utc

· sw_door_tat003.utd

· tat17ac_cont_01.utp

· tat17ac_cont_02.utp

· arcsandbuzzes.uts 

· emptysmallroom.uts

· finconfrm.uts 

· randomdroids.uts

· mydlg.dlg

· attack.ncs  *****Make sure this is the .ncs file, DO NOT put in the .nss script instead, as it will not work!!!!****
To add these, in the Erf builder press the ‘add tab’ on the right hand side and select the files to go into the module (select them and press open).

Now you can see why I told you to separate them into there own file, so don’t complain if you can’t find files you made (you should have listened to me, lol).

Anyway, now you have added all the files, click into the ‘File Name’ and enter the name as mymodule.mod (or whatever you want, PLEASE NOTE YOU MUST PUT .mod at the end of the name or it won’t become a .mod file.)  and in the small scroll down menu to the right of that labelled ‘File Type’ select MOD. The window should now look like this (compare the contents of yours to mine to check you have everything):


[image: image13.png]



Now press the ‘Build ERF’ tab. You should get a sign saying ‘ERF Build Complete’. 

To find your .mod file it will be in the same directory as the KOTOR Tool you are using. I.e. if your Kotor tool is in Kotormods/ Tools/ KOTOR Tool, your .mod file will be there as well.

OK, now find your .mod file and copy paste it into the following folder:

C://Program Files/ LucasArts/ SW:KoTOR/ Modules

DO NOT PUT THIS FILE INTO YOUR OVERRIDE FOLDER! It’s a common mistake to put modules into the override folder, I said the modules folder!

Well, that’s it. I followed this step by step as I wrote it so I’m pretty certain that if you’ve read it and followed the instructions properly it will work perfectly. This was designed as a jumping point for more advanced module making and I hope it benefited you. I’ve just got to say thanks to the creators of all the tools used in this tutorial, we couldn’t of done it without you lot and to Darth333 and Tk102 who taught me the stuff in here in the first place. If you are confused with anything just PM me on holowan labs (address is at the top of each page) and that’s all.

Doom Dealer

These contain the 3 essential files that the module is constructed from.





  The .utc file of the characters in the area





 The .utd files of the doors in the area





 The .utm file of the merchants in the area





 The .utp files of the placeables in the area





The .uts file for background sounds.





 The .utw file of the waypoints





The dialogues of characters. 





The scripts being used in the area.
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