Skyrim - Scripting with the Creation Kit

Chapter 1: Location based spells

While starting out to learn scripting with the new papyrus language one usually begins with the
normal fire and forget, aimed spells (e.g. a fireball). This can produce decent results in itself, but as
we get more experienced we strive to achieve different effects. Did you ever feel the need to hurl a
meteor toward your foes by just aiming on the floor in front of them? Or let them go up in flames by
placing a gigantic wall of fire in their path? Or... well, | think you get it.

Like me you probably thought: Hey, there’s a category of spells labeled “target location”. This should
be easy! Sadly it’s not that simple, as the standard procedure only allows you to aim at a location in
the world and fire a spell at it. This will place a preset magic effect (one you can choose in the
creation kit), however it does NOT return you the position hit. This poses a number of problems. How
can we place fire, rocks or anything else (all objects) somewhere (using a script), if we have no idea
where to place them? This limits our ability to create amazing spell designs severely.

Bear with me, you’re in luck as there’s a workaround we can use to create exactly the effect
described:

- Create the spell

- Create a magic effect attached to it (this will do nothing but fire an empty explosion)

- Explosions CAN place objects (which is why we create one to place an xMarkerActivator)

- This xMarkerActivator will have a script added in order to do anything we want in its Onlnit
event

- We can read the position of an xMarkerActivator (or any object for that matter)

- After that we destruct it again

What will YOU need?

- Basic understanding of spell creation

- Basic understanding of effect creation

- Rudimentary scripting skills

- Navigation capabilities in the creation kit

Check for all of those? Sounds simple enough?

Let’s get to it...




Step 1:

- Create the script (you can find it attached to this tutorial)
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File Edit Format View Help
Scriptname _Q0E_Placesingle0il extends ObjectReference

oObjectreference refBurningoil

Event onInit()
refBurningdil = SELF.PlaceatMe(Game. GetForm{0x000862CC)) ;xMarker position, 0x000862CC = oil
RegisterForsingleupdate(D.5) ;0.55 delay

Endevent

Event onupdate()
refBurningdil.Enable()
refBurningoil.damageobject(5.0) ;Makes oil start to burn
SELF.Delete() ;Destruct xMarker

EndEvent

Step 2:

- Create the xMarkerActivator to run the script
- Besureto add _OOE_PlaceSingleQil
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Step 3:

r

Create the explosion to place our xMarkerActivator

Make sure to set “placed object” correctly

Explosion
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ID | _0DE_EmptyExplosion_Pla:
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Step 4:

- Create the magic effect
- Make sure it’s “fire and forget” and “target location”
- Make sure our custom explosion is attached correctly

r T — v
I |_00E_abiltyE fest_PlaceSinglelil - Target Condition:
Mame I_DDE_Ahi\ityEflect_F'IaceSingIEDiI Tar atl Function Mame | Function Info | Comp | Walue | |
Effect Archietype  [value Modiier =l
Casting Type IFire and Farget LI
Delivery ITargal Location j
Magic Skill IE\ementalmagie ;I
Hinimum Skl Level |3 ﬂ ﬂ New
Edit eseallenl IHaaIlh LI tenu Display Dh|ect|MagicHatMarker LI e -
Form | Assoc Item 2 I LI P Draw/Sheathe IMAGF|rabo|tDraWSheatheLF'MSD LI
1
2rd & weight [ Casting At |Fireball01HandEflects =] Charge [MAGFirzbeld] ChargeSD =]
Resist Value |Riesist Fire =] CastngLigh [MagieLgnFrelrHard E| Ready |MAGFirsboh02Ready PSD |
Perk ta Apply | mONE - g Release |MAGFireboltFire2DSD -
Hit Effect Art I NOME LI
[
Taper Duration |2_UU Base Cost |2.3000 Hit Shader I MOME LI EazllooalPonel I NONE LI :
Taper "Weight ID_SD Skill Usage Mult (05000 Enchant At I NONE d On Hit I MONE LI I
Casting Sound Level ILoud ;I (]
Taper C: I Enchant Shad
aper Curve |2.00 nchant Shader INDNE LI I
~Flag Projectie I MOME ;I :
M agic item description
I Host.\le W No Hfacast [~ Mo Magritude Impact Data Set I WONE LI i
V' Detiimental ™ Mo Hit Effect [~ Hodrea =l |
I Recover W MoDeath Dispel [ Painless Explasian | L
¥ Fx Persist ™ Mo Duration [~ GopVisuals Image Space Mod I NONE LI k
I~ Snap to Navmesh [ Mo Hit Event I~ Hidein Ul
— Dual Casting il
Keywords [ Dispel Effects with these Keywards: Art I HOME LI
Editar ID H Papyrus Seripts:
Elementaltd agic. [... S I‘I"IDDD Script Name add
MagicD amageFie [ Sl
Power Affects W Magritude [ Duration ﬂl
Counter Effects Area |15 Casting Time IU.5DUU Properties
E ditarl D 1| Wame |~ Scipt Effect &l Data
Score |0.0000 Delay Time II] oooo
Equip Abilty | NONE |
;I Add oK I Cancel | 4 m 3



Step 5:

- Create the spell to use our magic effect

- Make sure it’s “fire and forget” and “target location”

- Make sure you attached the right magic effect
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ID |00 _abilty_PlaceSingleOil - Hffects

Effect Name
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Name |_DOE_Ability_Flace SingleDi 0
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- Save and load up your game (any cell)
- Type help YourSpellName = This should return the SpelllD to use

- Type player.addspell SpelllD

- Try your amazing new location based spell
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Result should look like this:




