Taduire avec FNVedit

par Maga83

(ce tuto marche aussi pour TESedit, F3edit)

1/ Téléchargez le log sur :

--> http://www.newvegasnexus.com/downloads/download.php?id=92607

2/ Installez le log ou vous le voulez, il ira chercher votre jeu automatiquement.

3/ traduisez. Comment ? Simple mon ami...

A/ la méthode simple :

1.A/ Ouvrir le log :

L7 =
FNVEdit -
Raccourci

- Cliquez sur le raccourci -->

Vous allez avoir ce type de tableau :



EormID

@ Master/Plugin Selection

=B X |

v| FalloutNV.esm

FormiD *

EditoriD

ii‘.‘oac‘i'l-ng active [}Iugin

[v| DeadMoney.esm
HonestHearts.esm
OldWorldBlues.esm

|v| LonesomeRoad.esm

[v| GunRunnersArsenal.esm
v! ClassicPack.esm

v| MercenaryPackesm

[¥| TribalPackesm

[¥| CaravanPack.esm

lv| MoMod.esm

[v] AWorldOfPain(Preview).esm

¥/ ACM Armory.esm

v/ ACM Mannequins.esm

| NVinteriors_Core.esm

|| NVInteriors_WastelandEditon AWOP.esm
[ | SpeedyResources.esm

D.ELM.OS.esm

("] RedRockRanch.esm

|| Psiclones.esm

\v! Frys_Freehold.esm

v/ UWHNV-Addon-DLC.esp

v! FF_Trophys.esp

FF_Armory.esp

[ Atomic Wrangler Suite Fixesp
[¥] AWOPMonsterPatch.esp

[¥| Dan’s Presidential Upgrade.esp
|| FixedUpAtomicWranglerApartment.esp
|| Gomorrah3rdFloor.esp

|| HideoutVault.esp

|| RedRockRanch.esp

(¥ The New Bison Steve Hotel.esp
¥] When Worlds Collide.esp

fill

[v] New Vegas Error Carrections BugFixes - DLC + GRA.es

gram Files (x86)\Steam\SteamApps\common\fallout ne =
AMy Games\FalloutNV\Fallout.ini
pData\Local\FalloutNV\Plugins.fnvviewsettings
s\Pc\AppData\Local\FalloutNVA\Plugins.txt

I

—

3 -:'\L-Jsers\-ﬁ-c'\AbpD'ata\LocéI(ﬁéllou{N\?\ﬁlujins.m

- Sélectionnez votre mod :

(Pour cette démonstration, nous allons prendre un mod simple, une armure).

Placez votre pointeur de souris sur le mod a traduire puis faites un double clique :

[ hist




— =
([ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL ' EEEE

@ Master/Plugin Selection ‘,E@,ixfl @ @
EormID Editor ID | FF_Trophys.esp 2 | bgram Files (x86)\Steam\SteamApps\common\fallout ne
FormiD - | Editorin) w’;"w FF_Armory.esp o My Games\FalloutNV\Fallout.ini
| Atomic Wrangler Suite Fix.esp pData\Local\FalloutNV\Plugins.fnvviewsettings
[v] AWOPMonsterPatch.esp s\Pc\AppDataiLocal\FalloutNV\Piugins.tet

Dan's Presidential Upgrade.esp

[v| FixedUpAtomicWranglerApartment.esp
| Gomorrah3rdFloor.esp
HideoutVaultesp

RedRockRanch.esp

The New Bison Steve Hotel.esp —,
(¥ When Worlds Collide.esp

[v] Buena Vista.esp

UWHNV-Core.esp

[v] Lucky38MarkerV3.esp
PerkEverylevel.esp

| | Dog_City3.esp

[_| FF_Entry Fix.esp

[ ] SitentStruggleVlesp
DeadMoneyCutOff.esp
FalloutNVCheatTerminal.esp
SaveCass.esp

Unique skill Magazines.esp
Weight8000.esp

ASG.esp

M82.esp

rForceArmorT57C.esp

[_| Crazyeyesreaper T51b Variety Packesp
EMR-StealthSuitMiLesp

RCSS.esp

Feng Shui NV.esp

"I Level Cap 100.esp

[l

ExtraSPECIAL.esp
Vault_34_better_reactor.esp
[ EVE FNV.esp - i
 OK [T | 3
— ————
|Loading active plugin list: C\Users\Pc\AppData\Local\FalloutNV\Plugins.txt | Pt ST
Vous allez avoir ce tableau :
= — i
() FNVEit 3.0.21 (2011-06-15) EXPERIMENTAL F 4 =@ % |
Q@ @
EormlD EditorID [00:02] Background Loader: [FalloutNV.Hardcoded.keep.this.with.the.exe.and.
EormiD * | EditorlD | Name | [00:02] Background Loader: [FalloutNV.Hardcoded keep.this.with.the.exe.and.oth
= [00] FalloutNV.esm [00:02] Background Loader: [FalloutNV.Hardcoded keep.th .the.exe.and.otherwi
+ [00] FalloutNV.exe [00:02] Background Loader: [FalloutNV.Hardcoded keep.this.with.the.exe.and.otherwise.igi

= [01] courierpowerarmor.esp [00:02] Background Loader: [FalloutNV.Hardcoded.keep.th
[00:02] Background Loader: [FalloutNV.Hardcoded keep.thi
[00:02] Background Loader: [FalloutNV.Hardcoded keep.this.
[00:02] Background Loader: loading "courierpowerarmor.esp”...
[00:02] Background Loader: [courierpowerarmor.esp] Loading file

[00:02] Background Loader: [courierpowerarmor.esp] File loaded

[00:02] Background Loader: [courierpowerarmor.esp] Start processing

[00:02] Background Loader: [courierpowerarmor.esp] Adding master "FalloutNV.esm™
[00:02] Background Loader: [courierpowerarmor.esp] Header processed. Expecting 26 rec
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "ENCH" processed
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "ARMO" processed
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "CONT" processed
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "NOTE" processed
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "CELL" processed

[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "FLST" processed

[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "ARMA" processed
[00:02] Background Loader: [courierpowerarmor.esp] Building FormID index

[00:02] Background Loader: [courierpowerarmor.esp] FormID index built

[00:02] Background Loader: [courierpowerarmor.esp] Building EditorID index

[00:02] Background Loader: [courierpowerarmor.esp] EditorD index built

[00:02] Background Loader: [courierpowerarmor.esp] Processing completed

[00:02] Background Loader: [courierpowerarmor.esp] Building reference info.

[00:02] Background Loader: [Fallout - Allbsa] Skipped.

[00:02] Background Loader: [Fallout - Misc.bsa] Skipped.

[00:02] Background Loader: [Fallout - Textures.bsa] Skipped.

[00:02] Background Loader: [Fallout - Textures2.bsa] Skipped.

[00:02] Background Loader: [Fallout - Meshes.bsa] Skipped.

[00:02] Background Loader: [Fallout - Vioicesl1.bsa] Skipped.

[00:02] Background Loader: [Fallout - Sound.bsa] Skipped.

[00:02] Background Loader: [C:\Program Files (x86)\Steam\SteamApps\common\fallout r
[00:02] Background Loader: finished =

.the.exe.and.otherwise.igi
the.exe.and.c ise.igl
the.exe.and.otherwise.ig

n

4| 1 | »

View  Messages |Information

[{00:02] Background Loader: finished 0 v




Cliquez sur le + du mod a traduire pour avoir le détail des fichiers :

—
@ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL '

2

[ E=] 52 |

FormID

Editor ID

FormiD _* EditorlD

J Name

®- [00] FalloutNV.esm

#- [00] FalloutNV.exe

=i+ [01] courierpowerarmor.esp
- File Header

= Armor Addon

Armor

Cell

Container

Obiect Effect

FormID List

Note

™
e
&
e}

[00:02] Background Loa

[00:02] Background Loader: [FalloutNV.H keep.this.with.the.exe.and

[00:02] Background Loader: [FalloutNV.Hardcoded.keep:this.with.the.exe.and.c ise.
[00:02] Background Loader: [FalloutNV.Hardcoded keep.this.with.the.exe.and.otherwise.i
[00:02] Background Loader: [FalloutNV.Hardcoded keep.this.with.the.exe.and.otherwi
1
[

[00:02] Background Loader: [FalloutNV.H, keep.this.with.the.exe.and
[00:02] Background Loader: [FalloutNV.Hardcoded.keep:this.with.the.exe.and.c iseigl
[00:02] Background Loader: [FalloutNV.Hardcoded keep.this.with.the.exe.and.otherwise.ig
[00:02] Background Loader: loading "courierpowerarmor.esp”...
[00:02] Background Loader: [courierpowerarmor.esp] Loading file

[00:02] Background Loader: [courierpowerarmor.esp] File loaded

[00:02] Background Loader: [courierpowerarmor.esp] Start processing

[00:02] Background Loader: [courierpowerarmor.esp] Adding master "FalloutNV.esm”
[00:02] Background Loader: [courierpowerarmor.esp] Header processed. Expecting 26 rec
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "ENCH" processed
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "ARMO" processed

[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top ™
[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "

[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top

[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top "

[00:02] Background Loader: [courierpowerarmor.esp] GRUP Top

CONT" processed
NOTE" processed
"CELL" processed
FLST" processed
"ARMA" processed

[
[
[
[
[00:02] Background Loader: [courierpowerarmor.esp] Building FormID index
[00:02] Background Loader: [courierpowerarmor.esp] FormID index built
[00:02] Background Loader: [courierpowerarmor.esp] Building EditorID index
[00:02] Background Loader: [courierpowerarmor.esp] EditorID index built
[00:02] Background Loader: [courierpowerarmor.espl Processing completed
[00:02] Background Loader: [courierpowerarmor.esp] Building reference info.
[00:02] Background Loader: [Fallout - All.bsa] Skipped.
[00:02] Background Loader: [Fallout - Misc.bsa] Skipped. T
[00:02] Background Loader: [Fallout - Textures.bsa] Skipped.
[00:02] Background Loader: [Fallout - Textures2.bsal Skipped.
[00:02] Background Loader: [Fallout - Meshes.bsa] Skipped. =
[00:02] Background Loader: [Fallout - Voicesl.bsa] Skipped.
[00:02] Background Loader: [Fallout - Sound.bsa] Skipped.
[00:02] Background Loader: [C:\Program Files (x86)\Steam\SteamApps\common\fallout r
[00:02] Background Loader: finished

4| 1 | s

View  Messages |Information

™ this!




1.B Détail des fichier :
a/ File Header

C'est le fichier principal du mod avec les liens de référence avec les fichiers du jeu.

— Y
({8 FNVEGit 3,021 (2011-06-15) EXPERIMENTAL ' (== % |
| [01] courierpowerarmor.esp \ File Header Q@ 9
EormID Editor ID [101) courierpowerarmaor.esp ]
FormID - [ EditorD [ Name | Regi“':a':jf:” TEsA
& [00] FalloutNV.esm R:[urd Flags
P[00l EEloutyiexs FormiD NULL - Null Reference [00000000]
Fietiood HEDR - Header
S Ale e:d?ir Version 1.320000
iy A”"m L Number of Records 26
& C”Irlmr Next Object ID 4996
i s CNAM - Author DEFAULT
Container SNAM - Description
# Obiject Effect i
# FormID List Ma,j‘t:;g?le
“ Note FalloutNV.esm

b/ Amor addon

C'est le fichier qui ajoute les textures/meshes du mod (main droite/main gauche/corps/jambes)

(Cliquez sur + pour avoir les détails)

—_— Fa

(% FNVEdit 2.0.21 (2011-06-15) EXPERIMENTAL o, - l= =] 5= |

| [01] courierpowerarmor.esp \ Armor Addon Q@ @
FormID Editor ID ]
FormID * EditorlD Name

[00] FalloutNV.esm
[00] FalloutNV.exe
[01] courierpowerarmor.esp

File Header

Armor Addon,
01000DC7 Courierpack
01001382 CourierArmorRightHand
01001383 CourierArmorleftHand

+ Container
Object Effect
FormID List

7 Note

View Messages | Information

[00:02] Background Loader: finished T s




¢/ Armor

C'est le fichier qui contient tous les renseignements sur I'armure.

(Cliquez sur + pour avoir les détails)

Editor ID

FormID

FormID_* [ EditorlD Name

# [00] FalloutNV.esm
- [00] FalloutNV.exe
= [01] courierpowerarmor.esp
File Header
# Armor Addon
= Armor
Q1000ADD.
01000ADE
Cell
Container
Object Effect
FormID List
Note

MythicPowerAr...
MythicCourierH...

| [00:021 Backgrounc’llcadel: finished

Courier 6 Powe...
Courier 6 Powe...

Record Header
- Signature
- Record Flags
FormID
EDID - Editor ID
OBND - Object Bounds
-+ Corner #0
X
Y
z
Corner #1
X

Y
FULL - Name,
EITM - Object Effect
BMDT - Biped Data
Biped Flags
Upper Body
- General Flags
- Power Armor
- Heavy

Male biped model
MODL - Model Filename

Male world i'r:m'd'ei

MOD2 - Model Filename |

ICON - Male icon filename

MICO - Male mico filename

BMCT - Ragdoll Constraint...

REPL - Repair List
BIPL - Biped Model List
AR AT T

ETUN  Criin

nooo

] [01] courierpowerarmor.esp
- ARMO T

| MythicPowerArmorCourier "Courier 6 Power Armor” [AR.
* MythicPowerArmorCourier

coco

ourier 6 Power Armor,

1

- EnchCourierArmor "Courier 6 Power Armor” [ENCH:01000...

: Upper Body
: Upper Body
Power Armor, Heavy
- Power Armor
- Heawy

: mythiccouriergear\courierpowerarmorcomplete.nif

mythiccouriergear\courierarmorgo.nif I

+ Interface\lcons\Pipboylmages\Apparel\power_armor.dds
Interface\Icons\Pipboylmages_small\Apparel_small\glow...

'RadciuI‘ICoﬁ'stEaint\defél‘xltn‘it )
RepairPowerArmor [FLST:00075213]
: Courierpowerarmro [FLST:01000DC6]
DA Alanr

View Referenced By | M

Information |

[01] courierpowerarmor.esp \ Armor\ 01000ADD <MythicPowerArmorCourier>
|
|

= hist

Dans ce tableau, vous avez 2 lignes :

- I'armure avec toutes ses caractéristiques (poids, prix, puissance, etc...)

- le casque avec ses caractéristiques (poids, prix, puissance, etc...)

C'est a partir d'ici que nous allons commencer notre traduction.

- cliquez sous la ligne "Armor" pour avoir le détail de I'armure puis allez sur "Full Name"



MOD?2 - Model Fil . mythiccouriergear\courierarmorgo.nif

ICON - Male icon filename  Interface\lcons\Pipboylmages\Apparel\power_armor.dds
MICO - Male mico filename ' Interface\lcons\Pipboylmages small\Apparel_small\glow...

BMCT - Ragdoll Constraint.. . RagdoliCanstraintidefaultrdt

REPL - Repair List RepairPowerArmor [FLST:00075213]

BIPL - Biped Model List : Courierpowerarmro [FLST:01000DC6]
B S

£TUn  Chva

View Referenced By | M Information ]

[01] courierpowerarmor.esp \ Armor \ 01000ADD <MythicPowerArmorCourier>
EormID Editor ID [0y courierpowerarmor.esp
FormlD_* | EditoriD Name Reg?r:;:lider H ARMO =
< [00] FalloutNV.esm P ;
; [ggi Fa"D,UtNV e FormID . MythicPowerArmorCourier "Courier 6 Power Armor” [AR...
! Firlconne;puwerarmmesp EDID - Editor ID . MythicPowerArmorCourier
pejreacar OBND - Object Bounds
# Armor Addon i Corrier #0 E
= Armor H X ‘0
01000ADD MythicPowerAr.. Courier 6 Powe... i v : 0
01000ADE MythicCourierH.. Courier 6 Powe... {7 ig
T Cell - Comer #1 |
- Container Cx )
1 Object Effect Y 0
# FormID List
R et L Name . Courler 6 Power ATiQL £
™ -:OIbie:'t Effect . EnchCourierArmor "Courier 6 Power Armor” [EN'CH:I'HD['}OM
BMDT - Biped Data
Biped Flags : Upper Body
Upper Body . Upper Body
- General Flags Power Armor, Heavy
- Power Armor : Power Armor
- Heavy - Heawy
Male biped model
MODL - Model Filename : mythiccouriergear\courierpowerarmorcomplete.nif
Male world model
|
|

| [00:02] Background Loader: finished [ [ his!

Comme vous pouvez le constater le nom de I'armure est :
"Courier 6 Power Armor"
Pour traduire en Frangais, c'est a dire : Armure assistée du courrier 6, il faut suivre les étapes suivantes :

- Editer le nom de I'armure en faisant un clique gauche sur le nom de I'armure a traduire, vous allez avoir
ce message suivant :

@ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL '

| [01] courierpowerarmor.esp \ Armor \ 01000ADD <MythicPowerArmorCourier>

EormID Editor ID (101 courierpowerarmor.es
FormiD [ EditorlD Name foprd Hearle; A
& [00] FalloutNV.esm Retord g
z' %ggg i;:ﬁ:ﬁ:‘jzﬁgzmm 5 FormID MythicPowerArmorCouriet
- ) EDID - Editor ID MythicPowerArmorCouriet
HlesHeader OBND - Object Bounds
# Armor Addon B —
= Armor oy X 0
01000ADD i MhthicDrwardr  Criiriar A Dawa
01000ADE
= Cell = I
# Container W
1#- Object Effect a rnl n =
i# FormiD List
# Note

You are about edit a module file.

If you have the slightest doubt about
what the implications of your change
are you shouldn't be doing it.

Are you absolutely sure you want to
continue?

@ Hmm.. let me think about it some more ” C)Iesrm absolutely sure




- Cliquez sur : "Yes, I'm absolutely sure"

- Puis faites un clique droit sur le nom de I'armure pour avoir un bandeau déroulant :

Editor D

[ EditorD.

= [00] FalloutNV.esm
= [00] FalloutNV.exe
= [01] courierpowerarmor.esp

MythicPowerAr.
MythicCourierH..

FormID List
Note

- Puis cliquez sur "Edit"

Vous allez avoir cet écran :

Courier 6 Powe...
Courier 6 Powe...

[ 101}

Record Header
Signature
Record Flags
FormiD
EDID - Editor ID
OBND - Object Bounds
Cormer #0
X

Y

z
Cormer #1

X

Y

z
FULL - Name.

EITM - Object Effect
BMDT - Biped Data
Biped Flags
Upper Body
General Flags
Power Armor

Heavy
Male biped model
MODL - Model Filename

Male world model
MOD2 - Model Filename

ICON - Male icon filename
MICO - Male mico filename

BMCT - Ragdoll Constraint.
REPL - Repair List
BIPL - Biped Model List

ARMO

MythicPowerArmorCourier “Courier 6 Power Armor” [AR.
MythicPowerArmorCourier

0
0
0

0
0
)
C

‘ourier 6 Pawer Armor

Edi
EnchCourierAmor “Courier|  Rembve

Upper Body

Upper Body

Power Armor, Heavy
Power Armor

Heavy

Hide no conflict rows
Column Widths

mythiccourierqear\courierpowerarmorcomplete.nif

mythiccourierqear\courierarmorqo.nif

Interface\lcons\Pipboylmages\Apparel\power_armor.dds
Interface\lcons\Pipboylmages_small\Apparel_small\glow...

RagdoliConstraint\defaultrdt
RepairPowerArmor [FLST:00075213]
Courierpowerarmro [FLST:01000DC6]

View _|Referenced By | Messages | Information

Edit Value

2 — »
(8 FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL o’ == % |
FormID Editor ID | 101] courierpowerarmar.esp
FormID - EditorlD Name Record Header o
Signature ARMO
= [00] FalloutNV.esm R dF
% (001 FallouthV.exe Seord A ; .
= (01 i ¥ FormID MythicPowerArmorCourier "Courier 6 Power Armor” [AR...
i _[ Firrorlrleglowera!mof‘esu EDID - Editor ID MythicPowerArmorCourier
S OBND - Object Bounds
W il - Comer #0
= Armor X 0
01000AD, MythicPowerAr.. Courier 6 Powe... ¥ 0
H 01000ADE MythicCourierH.. Courier 6 Powe... E 0
o el . Corner #1
= Container X 0
= Object Effect
: p Y 0
# FormlID List z 0
S:Note, Courier 6 Power Armor =

Please change the value:

|courier 6 Power Armor

EnchCourierArmor “Courier 6 Power Armor” [ENCH:01000...

Upper Body

Upper Body

Power Armor, Heavy
Power Armor

Heavy

‘[05 'Oﬁ]' Baci{gruund Loader: finished

TVTaTE DIpea ToaeT

MQODL - Model Filename

Male world model

MOD?2 - Model Filename
ICON - Male icon filename
MICO - Male mico filename

EMéT - Ragdoll Constraint...

REPL - Repair List

BIPL - Biped Model List

ETWN  Crvinbmmnns Tma

mythiccouriergear\courierpowerarmorcomplete.nif

mythiccouriergear\courierarmorgo.nif

'lm'érfa'c:e\lc:l:)ns_\‘ﬁl;‘)imi"{m‘aﬁ.e s\‘f:\n pare !\pb:v:ve:f:a_rﬁqr; d ds
Interface\lcons\Pipboylmages_small\Apparel_small\glow...

RagdollConstraint\defaultrdt
RepairPowerArmor [FLST:00075213]
Courierpowerarmro [FLST:01000DC6]

DAn Manr

View

Referenced By | Messages Informatiun]

[ this!




C'est dans cette fenétre que vous allez traduire le nom de I'armure en effagant le nom original et en
mettant le nom en VF, soit :

(@) FNVEdit 3,021 (2011-06-15) EXPERIMENTAL 4 |=|E] X |
@ o
FormiD Editor ID 1 [01] courierpowerarmor.esp J
= Record Header P
FormID_* EditorlD Name Signature ARMO =
#- [00] FalloutNV.esm
0] FallouthV, Record Flags
iy _FormID ___ MythicPowerArmorCourier "Courier 6 Power Amor” [AR
R EDID-Editor D MythicPowerArmorCourier _
. A'"Emfg dfj'on OBND - Obiect Bounds
Corner #0
B Amor X 0
101000ADD: MythicPowerAr... Courier 6 Powe. % 0
01000ADE MythicCourierH... Courier 6 Powe. 7 0
el Corner #1
= Container L% 0
# Object Effect ¥ 0
& FormiD List Va 0
Seaote: T Courier 6 Power Armor 3
Edit Value L ,,?,Z
. EnchCourierArmor "Courier 6 Power Armor” [ENCH:01000...
Please change the value:
]Armure assistée du Courrier 6 Mpper Body
Upper Body
Power Armor, Heavy
Cancel Power Armor
Heavy
TVIATE DIpEd THOTET
MQODL - Model Filename = mythiccouriergear\courierpowerarmorcomplete.nif
Male world mudél
MOD2 - Model Filename = mythiccouriergear\courierarmaorgo.nif .l
ICON - Male icon filename  Interface\lcons\PipboylmageshApparel\power_armor.dds
EMCT - R.'aqdbll'('ionst'laln i kad‘do‘liCc‘vhétra‘i‘nt\‘def‘éljlt.r‘dt -
REPL - Repair List RepairPowerArmor [FLST:00075213]
BIPL - Biped Model List Courierpowerarmro [FLST:01000DC6] .
CTUD  Criimtrmnns Tomn Dnrde Vhimnr
View lReferenced By | Messages lnformatiun}
[00:02) Background Loader. finished [ [ thisl J

- Tapez sur la touche [entrée] ou sur [OK] de la fenétre "Edit Value" pour valider votre modification, et
voila, vous avez le nom de I'armure en VF, soit :



—
NVEdit 3.0.21 (2011-06-15) EXPERIMENTAL

m

P = = @] % ]
\ o o
EormID Editor ID 01] courierpowerarmor.esp
FormlD [ EditorD [ Name | Fegeie e o =
@ [00] FalloutNV.esm Record Flags
f [?3] Fa"mftNV Exe FormID MythicPowerArmorCourier "Armure assistée du Courrier 6...
o F!I"‘;;‘"‘;'p“""e"'"‘“'-“" EDID - Editor ID MythicPowerArmorCourier
NEHEdOE, OBND - Object Bounds
Armor Addon Corner #0
Armor X 0
101000ADD: MythicPower... Armure assist... v 0
01000ADE MythicCourierH... Courier 6 Powe. z 0
: Cell Corner #1
# Container X
& Object Effect i
& FormiD List 7
& Note FULL- Name

EITM - Object Effect

EnchCourierArmor "Courier 6 Power Armor” [ENCH:01000...
BMDT - Biped Data

Biped Flags Upper Body
Upper Body Upper Body
General Flags Power Armor, Heavy
Power Armor Power Armor
Heavy Heavy

Male biped model
MODL - Model Filename

mythiccouriergear\courierpowerarmorcomplete.nif

Male world model
MOD2 - Model Filename

my \couri orgo.nif

ICON :Male iémn filename
MICO - Male mico filename

Interface\Icons\Pipboylmages\Apparel\power_armor.dds
Interface\lcons\Pipboylmages_small\Apparel_small\glow.

EMtT - Ragdol| Constr;
REPL - Repair List
BIPL - Biped Model List

ETUD Counintrnnnt, Tamm

RagdollConstraint\default.rdt
RepairPowerArmor [FLST:00075213]
Courierpc ro [FLST:01000DC6]

Dnchvs Wlnnr

View Referenced By | Messages lnformationl

1[00:02] Background Loader: finished

| Flarr | o)

Options :

Si vous voulez changer le poids, le prix ou I'état d'usure de I'armure, allez sur ces lignes :

e >
FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL o, - s @] % |
1 0 @
FormID Editor ID WErarmor.es,
FormiD_* EditorlD Name 1|[ 5cRi - scrip
* [00] FalloutNV.esm EITM - Object Effect : EnchCourierArmor "Courier 6 Power Armor” [ENCH:01000..
® [00] FalloutNV.exe BMDT - Biped Data i
= [01] courierpowerarmor.esp Biped Flags . Upper Body
- File Header Upper Body . Upper Body
Armor Addon - General Flags . Power Armar, Heavy
Armor Power Armar : Power Armor
01000ADD. MythicPower... Armure assist... Heavy ... Heawy
01000ADE MythicCourierH... Courier 6 Powe... Male biped model i
Cell MODL - Model Filename : mythiccouriergear\courierpowerarmorcomplete.nif
Container MOD T —
Object Effect I
# FormlID List Male world model
& Note

. mythiccauriergear\courierarmorgo.nif

- MOD2 - Model Filenam

BMCT - Ragdoll Constraint...
REPL - Repair List

BIPL - Biped Model List
(ETYP - Equiptment Type
ound - Pick Up,

: RagdollConstraint\default.rdt
: RepairPowerArmor [FLST:00075213]

: Courierpowerarmro [FLST:01000DC6]

I

stlothingDown [SOUN.QO0I934E] ...

Value

Health - 1000
Weight : 45000000,
- AR . 0.000000
Flags :
DT - 23.000000
? 00000000
BNAM - Overri

es Animati... . No

TNAM - An;'natic;ﬁ Sounds ... ArmorHeavyAudioTemplate "ArmorHeavyAudioTemplat.. ~

View Referenced By Information

/[00:02] Background Loader: finished

| Flarer (]




et suivez la procédure citée plus haut (clic droit, edit)

"Value" étant le prix de I'armure

"Health" étant I'état d'usure de I'armure (1000 = armure neuve, 500 = armure a 50 %)

"Weight" étant le poids de I'armure (respectez la virgule, ici 45,000000 = 45 Kg)

Maintenant, nous allons passer au casque, cliquez sur la deuxieme ligne pour avoir cette fenétre :

r

@ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL

=B8] %

[01] courierpowerarmor.esp \ Armor \, 01000ADE <MythicCourierHelmet>

FormID

Editor ID

‘ [01] courierpowerarmor.esp

FormID_* | EditorID J Name

& [00] FalloutNV.esm
=i~ [00] FalloutNV.exe
=i~ [01] courierpowerarmor.esp
File Header
- Armor Addon
Armor
01000ADD
01000ADE
& Cell
Container
Object Effect
# FormiD List
= Note

MythicPower...

[0@02] Eackgmund Loader: finished

Armure assist...
MythicCourierH... Courier 6 Powe...

Record Header -~
i Signature ARMO i
- Record Flags

FormID MpythicCourierHelmet "Courier 6 Power Helmet" [ARMO:0...

EDID - Editor ID
OBND - Object Bounds
-~ Corner #0

MythicCourierHelmet

N =< 3
coo

Corner #1

N =< >

n

0
0
0
FULL - Name Courier 6 Power Helmet
EITM - Object Effect
BMDT - Biped Data

EnchCourierHelm "Courier 6 Helmet” [ENCH:01000AEQ]

- Biped Flags Head, Hair, Headband, Hat, Eve Glasses, Mask
i - Head Head
Hair Hair
Headband Headband
Hat Hat
Eve Glasses Eye Glasses
i Mask Mask
General Flags Power Armor
Power Armar Power Armor

Male biped model

:- MODL - Model Filename = mythiccouriergear\helmetnif

‘Male world model

: MOD2 - Model Filename = mythiccouriergear\powerarmorhelmetqo.nif

ICON - Male icon filename  Interface\lcons\Pipboylmages\Apparel\apperal_power_a
_MICO - Male mico filename _ Interface\lcons\Pipboylmages_small\Apparel_small\glow...

View Referenced By MessagesJ [nfnrmation]

| Fanc (VY

et suivez la méme procédure qu' au-dessus pour traduire le nom du casque :

- Clic droit sur la ligne "Full name" puis "Edit", changez le nom et validez pour avoir :




(@ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL '

; [01] courierpowerarmor.esp \ Armor \ 01000ADE <MythicCourierHelmet>

FormID

Editor ID

FormID_* | EditoriD Name

& [00] FalloutNV.esm
& [00] FalloutNV.exe
= [01] courierpowerarmor.esp

& Cell
Container
Object Effect
- FormlID List
= Note

|[00:02] Background Loader: finished

File Header

Armor Addon

Armor
01000ADI MythicPower... Armure assist...
0, E : MythicCourier... Casque assisté...

Record Header
Signature
Record Flags
FormID

EDID - Editor ID

OBND - Object Bounds
Corner #0

N

Corner #1

N

FULL - Name

EITM - Object Effect
BMDT - Biped Data
Biped Flags
~ Head
Hair
Headband
Hat
Eve Glasses
Mask
General Flags
Power Armar
Male biped model
MODL - Model Filename

Male \;\;i):rld 'mc:xaelm
MOD2 - Model Filename

ICON - Male icon filename
MICO - Male mico filename

01] courierpowerarmor.esp

ARMO I

MythicCourierHelmet "Casque assisté du Courrier 6" [AR.
MythicCourierHelmet

0
0
0

T

EnchCourierHelm "Courier 6 Helmet" [ENCH:01000AEQ]

Head, Hair, Headband, Hat, Eye Glasses, Mask
Head

Hair

Headband

Hat

Eye Glasses

Mask

Power Armor

Power Armor

mythiccouriergear\helmet.nif

mythiccouriergear\powerarmorhelmetgo.nif

Interface\Ilcons\Pipboylmages\Apparel\apperal_power_a...
Interface\lcons\Pipboylmages_smal\Apparel_small\glow...

View Referenced ByJ Messages] lnfmmatlcmj

™ thisl

Pour changer le prix, le poids, I'usure, méme chose que pour I'armure.

d/ Cell

Maintenant, nous allons traduire la cellule ou se trouve |'armure, allez sur "Cell"

(Cliquez sur + pour avoir plus de détails)

Vous allez avoir cette fenétre :



) FNVEGit 2021 (2011-06-15) EXPERIMENTAL ' ‘ =imi sz

‘ [01] courierpowerarmor.esp \ Cell e &

FormID Editor ID |

FormiD | EditoriD [ Name
- [00] FalloutNV.esm
- [00] FalloutNV.exe
= [01] courierpowerarmor.esp
File Header
I Armor Addon

wiss
e
g
S

# Block 6

& Container
& Object Effect
i+ FormiD List
- Note

View Messages | Information

[00:02] Background Loader: finished | Flanr. (TEDY]

Cliquez sur le + devant "Block 6" pour avoir plus de détails, soit :

— W .
FNVEdit 2.0.21 (2011-06-15) EXPERIMENTAL ' - =@ % ‘
‘ [01] courierpowerarmor.esp \ Cell \ Block 6 \, Sub-Block 8 d @
FormID Editor ID |

FormiD | EditorlD [ Name
- [00] FalloutNV.esm
- [00] FalloutNV.exe
=i~ [01] courierpowerarmor.esp
File Header
& Armor Addon
& Armor
= Cell
= Block 6
1#..5ub:Block 8
- Container
- Object Effect
FormiD List
I Note
View Messages | Information
[00:02] Background Loader: finished | Flanr (DY)
¢

Cliquez sur le + devant "Sub-Block 8" pour avoir plus de détails puis cliquez sur la ligne verte pour avoir



cette fenétre, soit :

—
@ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL

' -

|[00:02] Background Loader: finished

ight Template
LTMP - Template
LNAM - Inherit
-+ Ambient Color
- Directional Color
Fog Color
Fog Near

Cis

NCRCFInterior [LGTM:0017...
Ambient Color, Directional.
Ambient Color

Directional Color

Fog Color

Fog Near

[=]=] X ]
| [01] courierpowerarmor.esp \ Cell \ Block 6\ Sub-Block 8 \ 0008DOFA <NCRPrisonBlockA > @ @
FormID Editor ID [00] FalloutNV.esm | [01] courierpowerarmor.esp |

FormiD - [ EditoriD [Name REoRI e o = 2.
[00] FalloutNV.esm e =
& {?)T]T«ll?:;?vewx::armores FormID NCRPrisonBlockA "Cellule ... risonBlockA "Cell Blo.
R P = EDID - Editor ID NCRPrisonBlockA ICRPrisonBlock/
S He e FULL - Name Cellule bloc A Cell Block A
= DATA - Flags Is Interior Cell, Public place Islr , Public place
Aymar Is Interior Cell Is Interior Cell L 1l
.. Public place Publicplace . ........Publicplace
- G0DED0FA ! NCRPrisonBloc.. Cell Block A i L
Container Lainey 47
Obiject Effect B 70
£ panmi Blue 69 =
- Directional Color
- Red 0 0
Green 0 0
“= Blue 0 0
Fog Coalor
Red 36 36
Green 35 35
Blue 28 28
Fog Near 100.000000 100.000000
Fogq Far 1600.000000 1600,000000
Directional Rotation XY 0 0
Directional Rotation Z 0 0
Directional Fade 1.000000 1.000000 -
Fog Clip Dist 1700.000000 1700,000000
Fog Power 1.000000 1.0 10

NCRCFnterior [LGTM:00
Ambient Co

<

|+

View l Messages | Informati:

| Flaur T

Vous constatez que la ligne "Full - Name" est jaune, c'est la ligne qui a

rapport a votre jeu en VF.

été modifiée par le mod par

Pour traduire cette ligne, rien de plus simple, il suffit de cliquer (clique gauche maintenu) sur le nom en
VF dans la colonne [00] FalloutNV.esm et de le placer dans la colonne [01] courierpowerarmor.esp, soit :



= —— m—
() FNVEdit 3,021 (2011-06-15) EXPERIMENTAL o’ -~ [=E=] % |
‘ [01] courierpowerarmor.esp \ Cell \ Block 6\ Sub-Block 8\ 0008D0FA <NCRPrisonBlockA> @ @
FormiD Editor ID [00] FalloutNV.esm ] 101] courierpowerarmor.esp
FormiD [ EditoriD [Name ][ Hea — o E
& [00] FalloutNV.esm R?cr;ar;ﬁaqs
= [00] FalloutNV.exe
= [01] courierpowerarmor.esp
o Hiebeach Cellule bloc A Cell Block A
:: Armm ol DATA - Flags Is Interior Cell, Public place  Is Interior Cell, Public place
= Crl'rm Is Interior Cell Is Interior Cell Is Interior Cell
Es 5 eBIOCkS Public place Public place Public place
- XCL arid
E- Sub-Block 8 fpstitne
i 5 XCLL - Lighting
- Cont;n;DDB_DDFA NCRPrisonBloc... Cell Block A Ambient Color
= Object Effect Ee“ ;{7} %
& FormID List reen 7 |
& Note Blue 69 69 E
- - Directional Color
Red 0 0
Green 0 0
Blue 0 0
Fog Color
+ Red 36 36
-+ Green 35 35
‘- Blue 28 28
Fog Near 100.000000 100.000000
Fog Far 1600.000000 1500,000000
Directional Rotation XY 0 0
Directional Rotation Z 0 0
Directional Fade 1.000000 1.000000 B
Fog Clip Dist 1700.000000 1700.000000
Fog Power 1.000000 1.000000
MPF ep Materials
Light Template
- LTMP - Template NCRCFInterior [LGTM:0017.. NCRCFInterior [LGTM:0017...
LNAM - Inherit Ambient Color, Directional.. Ambient Color, Directional...
- Ambient Color Ambient Color Ambient Color
Directional Color Directional Color Directional Color
++ Fog Color Foq Color Fog Colar
“ Fog Near Fog Near Fog Near =
1 S S— I - 3
View | Messages | Information
[[00:02] Background Loader: finished
Pour obtenir :
2 T — — T o
() FNVECit 3.0.21 (2011-06-15) EXPERIMENTAL o, - - ==
| [01] courierpowerarmor.esp \ Cell | Black 6 \ Sub-Block 8 \ 0008DOFA <NCRPrisonBlackA > @ 9
FormID Editor ID [ [00] FallouthV.esm [ 101] courierpowerarmor....
FormiD_ | Editori [ Name ||| Hecpal Homder el i =
& [00] FalloutNV.esm Sanate
= [00] FalloutNV.exe i
= [01] courierpowerarmor.esp
. File Header
& Armor Addon
E :Zhl'l“m Is Interior Cell Is Interior Cell
T Eﬁlm:k 6 Public place Public place
' | NCRPri Cellule bloc A
+- Container -
Obiect Effect = !
# FormID List 69 69 =
* Note M
Directional Color
Red 0 0
- Green 0 0
- Blue 0 0
Fog Color
Red 36 36
Green 35 35
Blue 28 28
Fog Near 100.000000 100.000000
Fog Far 1600.000000 1600.000000
Directional Rotation XY 0 0
Directional Rotation Z o 0
Directional Fade 1.000000 1.000000 L=
Foq Clip Dist 1700.000000 1700.000000
Fog Power 1.000000 1.000000
F.-.footstep
Light Template
LTMP - Template NCRCFInterior [LGTM:0017.. NCRCFInterior [LGTM:D017...
LNAM - Inherit Ambient Color, Directional.. Ambient Color, Directional...
Ambient Color Ambient Color Ambient Color
Directional Color Directional Color Directional Color
Fogq Color Foq Color Foaq Color
Fog Near Fog Near Foq Near =
4 _— == 11 . - | »
View | Messages | Information
|{OO:02] Background Loader: finished Iiﬂf' this! !

Vous constatez que la ligne jaune est devenue verte, cela veut dire que le mod est "compatible" avec



votre jeu (¢a veut rien dire, car il y a des exceptions mais nous y reviendrons dans un autre tuto).

e/ Container :

Cliquez sur la ligne "Container" puis dans le + devant le ligne pour avoir plus de détails pour avoir cette

fenétre :

= = =
[ﬂ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL ’ ‘ = @ ,iz
[01] courierpowerarmor.esp \ Container \ 01000AE6 <CourierCrate> (5] e
EormID Editor ID | [01] courierpowerarmor.esp
FormID * ] EditorlD | Name _Recqrd Hender & %
i+ Signature : CONT
# [00] FalloutNV.esm
% [00] FalloutNV. -~ Record Flags z
_. [01[ Gl e FormID : CourierCrate "Stolen Caravan Crate” [CONT:01000AE6]
ARG aetaEI e EDID - Editor ID  CourierCrate
e OBND - Object Bounds
fmor on Corner #0
* Armor () i
i PoX -22
# Cell it 21
= Container " Pz ‘0
01000AE6 CourierCrate Stolen Caravan ... || 1 o oorwg H
# Obiject Effect X 122
# FormlD List Ly 21
#- Note H i
o 3 -
FULL-Name . StolenCaravanCrate . . . .. .. ...
Model
~ MODL - Model Filename * Clutter\Office\MetalBox01.NIF
Items
- Item
-~ CNTO - Item
] Ttem © MythicPowerArmorCourier "Armure assistée du Courrier 6...
Count 2!
- Item
:  CNTO - Item i
o Item MythicCourierHelmet "Casque assisté du Courrier 6" [AR.
- Count H
- Item
-+ CNTO - tem
L Ttem . CourierNote "To Courier 6:" [NOTE:01000AE2]
- Count ET
DATA-
- Flags : -
WWinicbt A nnnnnn
View Referenced By MessagesJ Information
[00:02] Background Loader: finished W wisi

Sur la ligne "Full - Name", vous voyez le nom de la caisse qui contient I'armure assistée du Courrier 6,
"Stolen Caravan Crate" qui se traduit par : "Caisse volée de caravan".

Pour traduire ce titre, méme principe que pour I'armure et le casque, soit :

Clic droit/edit/modifier le titre et valider pour obtenir :



— 3
NVEdit 3.0.21 (2011-06-15) EXPERIMENTAL ’ - ‘ = =) 2 _‘
‘ [01] courierpowerarmor.esp \ Container \ 01000AE6 <CourierCrate > @D B
FormID Editor ID
FormiD_ | EditorD [ Name | Re;?':;ji}d” K B
- [00] FallouthV.esm BevordTiacs
@ [00] FalloutNV.exe FormID Coiificl
& [01! courierpowerarmor.esp EDID - Editor D "~ Couri
bileHe ey OBND - Object Bounds
#- Armor Addan Corner £0
- Armor X 220
Cell v 5
Container ) z 0
i 01000AE6 i CourierCrate Caisse volée d... Corner#i
#  Object Effect X 22
i+ FormiD List % 21
& Note Z
e e e
Model
MODL - Model Filename = Clutter\Office\MetalBox01.NIF
MythicPowerArmorCourier "Armure assistée du Courrier 6...
1
ltel"n
CNTO - Item
MythicCourierHelmet "Casque assisté du Courrier 6" [AR...
1
lter’nr
CNTO - Item
- Item CourierNote "To Courier 6:" [NOTE:01000AE2]
1
DATA-
Flags i
Aninke nnAnnnnn
View Referenced By | Messages | Information
[[00:02] Background Loader: finished | Flane (DY)

Au passage, vous constaterez que les modifications précédentes sont déja prises en compte dans les 2
lignes en dessous :

— F3
NVEdit 3.0.21 (2011-06-15) EXPERIMENTAL ’ - ‘MJ
‘ [01] courierpowerarmor.esp \ Container \ 01000AE6 <CourierCrate > Q@ 0
FormID Editor ID [01] courierpowerarmor.esp
FormiD - [ EditorlD [Name J| e T -
% [00] FalloutNV.esm BevordTiacs
@ [00] FalloutNV.exe FormID Couriet
= IOIF!Im:nzrpowerarmor.esp | EDID - Editor D " CourierCrate
tie:readel OBND - Object Bounds
#- Armor Addan Corner #0
- Armor X £
Cell v o
Container . Z 0
01000AE6 i CourierCrate Caisse volée d... Comner #1
Object Effect X 22
i+ FormiD List Y 21
& Note Z
e e jd-___-_.-‘-Caissevoléed'e'éa'ré\'r'an <.
Model

MODL - Model Filename = Clutter\Office\MetalBox01.NIF

il

Items
Item
CNTO - Trem
- Item
- Count

owerArmorCourier "Armure assistée du Cour

Item

CNTO - Item
Item
Count 1

ourierHelmet "Casque assisté du Courrier 6"

Item
CNTO - Item
- Item CourierNote "To Courier 6:" [NOTE:01000AE2]

1

DATA-
Flags

\Amimbt nnnnnnn

View Referenced By | Messages | Information

[[00:02] Background Loader: finished | Flane (DY)




f/ Objet Effect :

Méme principe que pour la ligne "Armor", clique droit/edit/changer le nom/valider mais c'est pas
franchement utile car le nom en VF de la ligne "Armor" prendra le dessus.

— = T
([ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL , =B 3 |
| [01] courierpowerarmor.esp \, Object Effect \ 01000ADF <EnchCourierArmors & &)

EormID Editor ID [ 015 courierpowerarmor.esp
FormID_- [ EditorlD Name Record Hcader =
Signature ENCH
# [00] FalloutNV.esm
& [00] FallouthV. Record Flags
25 [011 GaREeS FormID EnchCourierArmar "Courier 6 Power Armor” [ENCH:01000...
= F]IC‘;_""'E"’“WE“"""“SD EDID - Editor ID ourierArmol
i p: = e:\;; FULL - Name Courier 6 Power Armor
Y i ENIT - Effect Data
@ Cel ype PP
# Container EHFIaqs
i ects
£l Object Effect Effect
01000ADE i EnchCourierAr.. Courier 6 Powe... » N Plrees = N
v 01000AE0 EnciCouriertel... Courier & Helriiet ; EE‘?, Base Effect IncreaseSkillRepair "Réparation accrue” [MGEF:00031D69]
: Ruort'gm List Magnitude 5
- Area 0 =
Duration 0
Type Self
Actor Value Repair
Effect
EFID - Base Effect IncreaseSkillSpeech "Discours accru” [MGEF:00031074]
EFIT
Maanitude 5
Area 0
- Duration 0
- Type Self
- Actor Value Speech
Effect B
- EFID - Base Effect IncreaseDamageThreshold "Déclencheur dégats accrus” |[.
EFIT -
Magnitude 5
Area 0
Duration 0
Type Self
Actor Value Damage Threshold
Effect
EFID - Base Effect IncreaseCarryWeight "Charge maximale accrue” [MGEF:0... _
cor
View | Referenced ByJ Messages | Information
[00:02] Background Loader: finished [ Frater (T,
g/ FormID List :

ON NE TOUCHE A RIEN DANS CETTE ZONE (sous peine de faire cracher le jeu).
h/ Note :

Cliquez sur "Note" puis sur le + pour avoir plus de détails pour avoir cette fenétre (dans cet exemple, il y
a 2 notes a traduire mais il peut y en avoir beaucoup, beaucoup plus) :



F -
({8 FNVEit 3.0.21 (2011-06-15) EXPERIMENTAL ' -

==] % |

‘ [01] courierpowerarmar.esp \ Note \ 01000AE2 <CourierNote>

@ 0

FormID

Editor ID

FormID _* EditorlD

Name

& [00] FalloutNV.esm

[00] FalloutNV.exe

1 [01] courierpowerarmor.esp
File Header

& Armor Addon

# Armor

- Cell

1+ Container

i+ Object Effect

# FormlID List

= Note
-.01000AE2
01000AE4

CourierNote
Courierstolenn...

To Courier 6:
Look what we f...

[01] courierpowerarmor.esp |

Record Header
- Signature
:- Record Flags

NOTE

cFormID
EDID - Editor 1D
OBND ject Bounds
Corner #0 I
=X -0
Y 0
Z 0
Corner #1
=X 0
Y 0
= B 0
FULL - Name To Courier 6:
Model

+ MODL - Model Filename

Clutter\Holodisk\Holodisk01.NIF

Icon
ICON - Large Icon filena..
o , Ao,

. Interface\lcons\Pipbovimages\ltemsiitem_holotap.dds

E)ATA T‘ype‘ i

Text

TNAM - Text / Topic
i Text

A Sounc

: 12:20pm Hey 6, (yeah it's your nickname now)Always kne...

View |Referenced By

Information

\[00.02] Background Loader: finished

Il'y a deux choses a traduire ici, le titre de la note et le texte, soit :

—_— F
@ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL ' -

‘ [01] courierpowerarmar.esp \ Note \ 01000AE2 <CourierNote>

FormID

Editor ID

FormID EditorlD

Name

#  [00] FalloutNV.esm

& [00] FalloutNV.exe

= [01] courierpowerarmor.esp
File Header

H - Armor Addon
Armor
Cell

- Container
Object Effect
FormID List
Note

- O1000AE2

01000AE4

CourierNote
Courierstolenn...

To Courier 6:
Look what we f...

[01] courierpowerarmor.esp |

Record Header
- Signature
Record Flags

NOTE

te "To Courier 6:" INOTE:01000AE2]

-~ MODL - Model Filenai

OBND - Object Bounds
Corner #0 I
X ‘0
Y 0
ra 0
Corner #1
=X )
= ¥ ‘0
L7 0
FULL - Name rTo Courier 6: @TJTRE
Model A

me
]

Clutter

iolo A\Holodisk01.NIF

Icon
ICON - Large Icon file

na.. Interface\Icons\Pipboylmages\ltemsiitem_holotap.dds

AM - Text / Topic

N L

#T720pm Hey 6, (yeah it's your nickname now)Always kn

View Referenced By

[00:02] Background Loader: finished

Pour le Titre :



Comme d'habitude, clique droit/edit/changer le titre/valider, soit :

5 — =

({f§) FNVEit 2.0.21 (2011-06-15) EXPERIMENTAL ' . ‘M
| [01] courierpowerarmor.esp \, Note \ 01000AE2 <CourierNote> 3 @
FormID Editor ID 01] courierpowerarmor.esp

Record Header
Signature NOTE
Record Flags

FormID_* | EditoriD [ Name
[00] FalloutNV.esm

A cFormID
SEIOH TR R IE el EDID - Editor D
e OBND - Object Bounds
i on Corner #0
Armor
X 0
Cell % &
Container ¥ 0
Obiect Effect )
FormID List Corner #1
Note
01000AE2 Courie Pour le Courri...
01000AE4 Courierstolenn..  Lookwhat we fu. || gy o e g

.. Pourle Courrier 6

Isk\Holodisk01.NIF

Interface\Icons\Pipboylmages\ltems\item_holotap.dds

TNAM - Text / Topic
Text 12:20pm Hey 6, {(veah it's your nickname now)Always kne...

View Referenced By | Messages | Information

|[00:02] Background Loader: finished

Pour le Texte :

Pour voir le texte dans son intégralité, il faut faire un double clic sur la ligne du texte pour avoir cette
fenétre :

Affichage
— -
Calibri 1t - Al FNVEdit 3021 (2011-06-15) EXPERIMENTAL F =E] % J
:

G IS abe X, X' | 01] courierpowerarmon.esp \ Note \ 01000AE2 <CourierNote> Q@ a

Police EormiD| Editor ID [ [ 1011 couri = 1[Ik

L = T === 11 Record Header
(@) CourierNote "Pour le Courrier 6" [NOTE:01000AEZNTNAM - Text / Topic\Text\ =@ % |
fer 6" [NOTE:01000AE2)
12200m Hey 6, (yeah it's your nickname now) -

Always knew you were thickheaded! Me and the boys pooled some caps and got ya somethin. Tt may not look like much, but it's got tons of goodies inside. We t

EP.

12:30pm "Tam the punishment of God..If you had not committed great sins, God would not have sent a punishment like me upon you.” - Genghis Khan
That's some coldblooded shit to say o someone right before you drop 2 metal boot in their mouth. Just a suggestion.
12:33pm “Justice belongs to those who claim it, but let the claimant beware lest he create new injustice by his claim and thus set the bloody pendulum of revenge [{PLNIF

Donner made me throw that in. You know how he is.
lges\Itemshitem_holotap.dds

lour nickname now)Always kne...

[01] courierpowerarmor.esp

HlClose

View | Referenced By | Messages | Information
[00:02] Background Loader: finished




Il ne vous reste plus qu'a traduire le texte par vous-méme ou avec un programme de traduction (pour
ceux qui ont des lacunes en anglais).

Méme principe que pour le reste pour mettre votre texte en francais, clique droit/edit/changer le
texte/valider.

i/Enregistrement :

Pour enregistrer votre travail, il suffit de cliquer sur la croix de fermeture du log, vous allez avoir cette
fenétre :

\ (@ FNVEdit 3.0.21 (2011-06-15) EXPERIMENTAL 4 == =2
[01] courierpowerarmor.esp \ Note \ 01000AE4 <Courierstol (i} Save changed files = O X 3 @
EU’"‘ID] Editor ID v| courierpowerarmar.esp utNV. Hardcoded keep this.with the exe.and.o iseigl -
FormID * EditoriD utNV.Hardcoded keep this.with.the.exe.and.otherwise.igl
= [00] FalloutNV.esm utNV.Hardcoded.keep.this.with.the exe.and.otherwise.igi
# [00] FalloutNV.exe utNV.Hardcoded keep this.with.the.exe.and.c isei
= [01] courierpowerarmor.esp utNV.Hardcoded keep.this.with.the.exe.and.otherwi
i~ File Header utNV.Hardcoded keep.this.with.the.exe.and.otherwise.igi
& Armor Addon utNV.Hardcoded keep.this.with.the.exe.and.o iseligl
# Armor ng "courierpowerarmor.esp”..
: (c::utainer lierpowerarmor.esp] Loading file
= x ierpowerarmor.esp] File loaded
: gﬂ:%Eg;ct ierpowerarmor.esp] Start processing
= Note ierpowerarmor.esp] Adding master "FalloutNV.esm"”
01000AE2 Courierlil ierpowerarmor.esp] Header processed. Expecting 26 rec
01000AE4 Courierg’ ierpowerarmor.esp] GRUP Top "ENCH" processed

ierpowerarmor.esp] GRUP Top "ARMO" processed
ierpowerarmor.esp] GRUP Top "CONT" processed
ierpowerarmor.esp] GRUP Top "NOTE" processed
ierpowerarmor.esp] GRUP Top "CELL" processed
fierpowerarmor.esp] GRUP Top "FLST" processed
fierpowerarmor.esp] GRUP Top "ARMA" processed
fierpowerarmor.esp] Building FormID index
ierpowerarmor.esp] FormID index built
fierpowerarmor.esp] Building EditorID index
ierpowerarmor.esp] EditorID index built
fierpowerarmor.esp] Processing completed
fierpowerarmor.esp] Building reference info.

ut - All.bsa] Skipped.

ut - Misc.bsa] Skipped. |
ut - Textures.bsa] Skipped.

ut - Textures2.bsa] Skipped

‘but - Meshes.bsa] Skipped.

ut - Voicesl.bsa] Skipped.

ut - Sound.bsa] Skipped
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[U;D DQ] Baci(gmund Loader:

Cliquez sur "OK" et voila, vous avez un mod en FULL FR.

La prochaine fois, je vous ferai un TUTO sur un GROS mod car |3, c'est de la rigolade.... :)



