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Wrye Bash is a multifunctional mod management and mod installation tool. This mod requirements do not have any known dependennies other than the base game. Wrye Bash Permissions and Credits is a free open source software, released under GPLv3: familiarize yourself with the terms of this license if you want to use Wrye Bash's code. This author
has not credited anyone else in this mod file he chose to accept donation points donations straight received we support only Skyrim Special Edition version 1.5.97.0 and Wrye Bash 307 and above. We cannot help with NMM/MO/MO?2 issues related to important: Wrye Bash needs developers. If you are familiar with the Python programming language, please
consider developing. We harbor our stockpile to git in github to make the super easy contribution. Our bug tracker lists everything we're currently aware of. What's Ray Bash doing? Wrye Bash is a powerful mod management tool for games based on Bethsda's creative engine. Some of its innumerable features are:Mod Installation and Conflict Management
FileNiol Ordering LoadPlugin Photo Management.ini tweak managementRemoveing mods, even contradicting these Bashed Patch, allowing you to increase the compatibility of mods and configure the game to your liking using tweaks Automatically detecting plugins that can be marked as ESLs, and the option to add or remove the flagFeedback?
Comments? Questions? Please give feedback and feel free to join the discussion in the current official wire: Wrye Bash (Oblivion, Skyrim, Skyrim SE, Fallout 4) or through the Wrye Fire Controversy. Be sure to read the first post for information about installation, troubleshooting, bug reporting etc. If you're having problems, you'll find a lot of friendly people
there who can help. Check out the second post to see the list of known bugs, and more importantly, if the bug has already been fixed. Sea information documentation is found in the OP of the Wrye Bash topic in the linked AFKMods forums above. For more information visit: General Readme can be launched from Bash by clicking the question mark icon on the
Bash toolbar. Requirements and Installation:Short Version: Just use the installer and install the Skyrim Special Edition folder! When installing dependennies, simply install them in default locations. Long version: There are two versions available: python and Standalone. They're functionally equal. Most people need to run the standalone version since it is
slightly simpler (no external python components to install). The python version, however, allows you to track the code developed quickly so it is preferred. A dependency installation for a python version will be automatically handled by the installer. However, if you want or need Check the detailed information in the installation sections in General Readme and
Advanced Readme for detailed instructions. Note that 32-bit versions are required even if you are on a 64-bit Operating SystemThen:For manual installations of standalone or python versions, Extract the archive in your Skyrim special edition game folder so that the Mop Library appears in the Skyrim Special Edition library for python versions, run by double
clicking on Wrye Bash Launcher.pywFor WBSA (Wrye Bash StandAlone), managed by double clicking on Wrye Bash.exe Remember! In Windows Vista and above, do not install the special edition of Skyrim in the Program Files folder because of User Account Control! See also Version History File Permissions:For changes from all previous versions, see
version history. Page 2 removes all instances of ENB, FXAA, ReShade, and SweetFX from a given library and allows you to save your configuration in 50 (or more) slots. The saved configuration can then be loaded back with one click, without hassle. From a vigorous wiki step modding patch by Wrye Bash's unspecified DLC(s) team repair resources without
support DLC(s) no doc flags description install uninstall of content flags script bain FOMOD OPT SKSE MCM SKYPROC clean plugin step flags core merged LORE FRAM PERF quality recommendations to create the bashed patch: ensure all your plugins are active Mod Organizer. Launch of Wrye Bash via Mod Organizer. Right-click Bashed Patch, 0.esp,
and select [Rebuild Patch]. Neutralize these mods... Click [OK]. Leave all checked boxes as is, but make sure at least the following boxes are checked: merge fixes, import names, import statistics, Tweak Settings (optional), and balanced lists. (Optional) (Optional) to set arrow: Speed to [1.4x] (higher value = faster arrows) (STEP:Core users only) Right-click
crime: Alarm distance and select [1200] (optional) Set timeline to between [20] and no less than [10] (lower value = longer days in the game). Then click [Build Repair] at the bottom of the window to build the fix based on the current plug-in/order list after we do this, select Turn it on and close WB. During repair, WB disabled several mods. Restart only WM
Trap Fixes.esp and BetterQuestObjectives.esp. MO Users: After you close Wrye Bash and return to MO, the bashed patch, 0.esp will be located in the Replace folder. (If there is no fix in Overwrite, it is probably due to past use of Wrye Bash outside Mod Organizer, which would have placed the bashed patch in the real Skyrim data folder instead of
overwriting [1]).) A different bump correction can be created for each MO profile, so it is recommended to transfer the Bashed patch and its data to a separate mod Just right-click the Replace folder and select [Create Mod], and then name it. An example is a kernel step correction. You'll then need to test it to make it available. Each time you then rebuild the
patch, you must open the replace and drag the new files back to this mod. videogame_asset games when you're signed in, you can choose up to 12 games to show as favorites on this menu. Sign in to view your list of favorite games. View all games (1,152) videogame_asset when you're signed in, you can select up to 12 games to be shown as favorites on
this menu. Sign in to view your list of favorite games. View all games (1,152) page 2 textures check, fix, compress, perfomace enhancer. Added: BSA streamlining. Games: Skyrim, Fallout 3 &amp; NV, Stalker, Oblivion, Morrowind, Mountain &amp; Blade, GTA4 and more. Posted in: 11.12.2020 - 20:44 No more repair? | think | still need one... After installing
all mods of the latest guide version 0.3.0b, | also add some of my favorite mods personally: - Queen Sylvans Armor - Swords of Glory - Demon Hunter Plus Armour - Iban's Team - Celestine and Tfollowers Pack #1 - Alban Wizard Armor - Queen Freydis's Sword - Lilith's Black Sun Armour - Eye Chaos Enda - Doombringer - Unannounced Derrick Bow - Lost
Arch castle Dwemer (1999) Playerhome) - Summermyst (and its patches wherever it requires) - Apocalypse (and its patches wherever it requires) - Cardamom rises - Falskaar (and its patches wherever it requires) - Wyrms shen (and dew Its everywhere it requires) - Bruma (and its patches wherever it requires) - SPERG (and its patches wherever it requires)
- formidable - Death Mountain - high-class enemies - ESO SKyshards then, | guess | still have to create a battered patch, right? In the end maybe? videogame_asset games when you're signed in, you can choose up to 12 games to show as favorites on this menu. Sign in to view your list of favorite games. View all games (1,152) obsolete information (issue:
Not specified) This article has outdated or incorrect information about the subject. You can help Nexus mods by expanding it. The process of building a Wrye Bash (WB) Bashed Patch (BP) file is relatively straight forward in concept: undo any previous bashed patch (no longer required v307 or higher). Run all plug-ins to be included in the current load order. If
you run the Wrye Flash Fork (WF) for Fallout 3 (FO3) or Fallout: New Vegas (FNV), run the Mark Merge process. (This step is necessary in WF and is ignored in most descriptions of the construction process. WF is like version WB 298.) Why? Mark Mergeable identifies which plugins can be completely included (merged) into BP, thereby neutralizing the load
order, eliminating active plugin slots that allow you to add other plugins while under the plug-in cap. This step is now Patient Wrye Bash v307 and later, but until these versions include the patcher code needed for FO3 and FNV, these users still need to use older versions and need this manual step. Configure repair build process options. Build the patch-to-hit
file. Enable the newly built BP file. Creating a Bashed patch has a few more sub-stages than the idea, but it's still straight ahead once you have Wrye Bash (or any of it's different from specific game flavors like WF) installed properly. (WB has most of its functionality buried in context menus accessed by &lt; right click &gt; in different areas, which is what
makes it puzzling to first-time users.) WB must be installed manually according to the instructions provided; Not from mod manager (it's mod manager) as it creates a folder from a collection that enters the game root folder at the same level as data. (Mod administrators usually assume that things must be installed under data.) Your charging order must be
sorted correctly. (This usually means with LOOT or the equivalent commonly used with your game.) If you still do this manually for FNV in particular, at least make sure your DLC files are in the order given in the section Vanilla Load Order of Wiki Article FNV General Mod Use Consulting. From above, the term Wrye Bash or WB applies to all game-specific
flavors prior to WB 307. The main reference document will be the Wrye Bash Image Guide (WBPG) at Oblivion Nexus; Especially the WBPG document - basics and installers .pdf document. Each picture in the document has a bookmark label such as Basics 1. (This may help if you download the optional Wrye Bash Pictorial Guide complete PNGs from the
WBPG download page, as it contains the original image files where you can view full size in any preferred image viewer if the PDF image is not clear enough.) This document is an addition to WBPG and refers heavily to its images. If you didn't take it off, do it in the name you need. The files provided to Wrye Bash Readme (general, advanced, and technical)
contain all kinds of details. But they are recommendations; Not tutorials. While WBPG provides an excellent training style guide to the complexity of WB, there is (useful to know but not essential) missing a gap as to how to fully merge compatible plugins into BP so that they can be disabled, removing them from the active plugin list and reducing the number
to be loaded by the game engine. This supplement covers the process (step 6) which is more important in some games (i.e. The Fallout of New Vegas) than others due to a lower plug-in cap, and hopefully provides some clarifying instructions that the original author assumed to be known by these completely new modding in general while focusing solely on
the steps needed to build BP. These completely new modded games on the computer are recommended. Read the article Wiki FNV General Mod Use Advice for introduction to the terms and concepts common to the process between all bethsda brand games. Wrye Bash Development Note that Wrye Flash (WF) is currently used for FO3 and FNV. There is a
development procedure on an updated and refactored version of Wrye Bash (WB) to work with all versions of the Bethsda RPG games, including Fallout 4, but it was not an updated patcher code for FO3 and FNV at the moment and is not recommended for these games at this time. The same applies to Morrowind for the best of my knowledge. There are
plans to include these games when refactoring correction code begins. Progress on the development of WB can be tracked on Wrye Bash's official development thread on AFK Mods. LOOT Wrye Bash Programs &amp; Tools Developing Wire Warrier Bash Variations for Specific Games: Wrye Bash Pictorial Guide (WBPG) Details 1. Run Wrye Bash, or from
your mod manager if you have the configuration to do so, or from a desktop link. 2. Select the Mods tab (see the first image on the page (i.e. Bookmark Basics 1) of the WBPG document - Basics and Installers.pdf). 3. Check the Bashed Patch file, 0.esp exists at the bottom of your load order as shown on the Mods tab page. (Automatic creation must be
created when installing WB. If not, follow the instructions provided in the description in Basics 1 regarding how to create. It's about to happen. Note that initially, no matter how it was created, this is a blank file; Holds space for the actual repair file to be built in the following steps. The image displays two such files, but this is only an illustration that more than
one can exist. Usually it is necessary or use only one (patch hit, 0.esp). 0.esp is the numbering convention estimated by WB. You can change it manually, but any new BP will use that name if it doesn't already find it. If it does exist and is still available, the new BP will automatically receive the following cumulative number: i.e. Bashed Patch, 1.esp. 4. &lt;
Right-click &gt; Field File column heading (see the second image on the WBPG (Basics 2) page) to display the context menu. The context menu is displayed in the second image. Follow the instructions there. It should be noted that the Times Lock context menu setting usually needs to be unchecked or disabled with LOOT so it can sort or so that you can
manually re place plugins if necessary Drag them up or down in the list, or select them and use &lt; Ctrl+Up/Downé&gt; cursor to move them. WB uses a file date/time stamp to determine their upload order. BOSS was less tolerant of changes in the load order not under his control. Hence the need to use the Times Lock control with it, which led to the depicted
automatic locking and re-locking behavior for a boss (and only a boss). (Boss is not recommended with games other than the abyss unless you're ready to manually update the main list yourself.) 5. The third image on the page (Basics 3) of WBPG refers to a boss, whose specific oblivion has been character by LOOT for later games including FNV. (This
does not mean that BOSS cannot be used with FNV; only that it is not commonly used or publicly maintained.) You should've followed the steps described in this third image by now, but you should understand that you can switch the mods tab view to display plug-ins alphabetically (or flip) by clicking the File column heading, as well as the same for index
number order on the Load Order tab. There is a documented intervention phase in WBPG but visible in basics image 4, which is necessary to allow a file bashed patch to be able to disable certain plugins from being active because they are merged (fully integrated) into BP. (They will be ghosted with the addition of the .ghost extension to their current file
name so that the game engine does not recognize them as thyms. this is why you had to turn on the Ghost option automatically in the second image.) This reduces the number of active plugins you have, allowing you to keep under the plug-in quota of your game, and this step detects and marks those that can be so merged. Omitting this step is not fatal or
even a problem, but prevents you from having one of the benefits provided by BP. Uncheck (disable) the Bashed Patched file, 0.esp. This will remove the green + check box of any plugins that previously merged into BP and ghosted, unghost them by removing the extension .ghost added, and leaving them disabled with blank check boxes. &lt; (&gt; Click
click in the check box, turn on green check mark) All plug-ins will be active in the load order. In particular this is necessary for disabled plugins that were previously ghosted because they were merged into the previous version of BP. (See the first description in the fourth image: Basics 4. Anyone who is not green has problems, which should be fixed but are
beyond the scope of this guide. FIX, 0.esp file itself, &lt; right-click=&gt; and anywhere in the selected list. All plug-ins are inactive with a green check box that will not be tested for their blending capability and will not be included in the final BP. Select (markup) &lt; click=&gt; by the file name (not in the check box) of the first file (FalloutNV.esm), scroll down to
the bottom of the list and (holding down &lt; shift=&gt; pressed), &lt;click&gt; in the last file just above a hitting correction, 0.esp. &lt; right-click=&gt; anywhere in the list of selected (complicated) files to display the context menu shown in the fourth image: Basics 4. On the context menu displayed, &lt; click=&gt; Merge marker option (only above, and instead of
rebuilding a correction displayed in the fourth image: Elements 4). This will trigger the process of identifying the plug-ins that can be merged, and at the end of the process will display a list of the results. You can examine the list (divided into sections that can be merged and not mergeable) if you want, but your only option &lt; click=&gt; is for the OK button.
You will need to restart this process each time you make any changes to your load order. 7. Now &lt; right-click=&gt; to select the file name Bashed Patch, 0.esp just to view the fourth image (Basics 4) context menu. (This should usually be the only unchecked box in your load order. It must now be the only file selected (highlighted). Select Rebuild Repair,
which should only be available to you when only the file name is hitting, 0.esp is highlighted. Note that the request described about deselect certain mods in the fourth image automatically (Basics 4) occurs only if you first run the Merge Marker (Step 6) process. 8. The fifth image (Basics 5) is a configuration view to rebuild a patch. (This is the process by
which you actually create BP.) If you are running mark merge (step 6) process earlier, then you will be presented with a window deactivate suggested mods, registering specific plugins which can be merged into BP and ghosted. Usually you want &lt; click=&gt; the Yes button; But if you think you're missing some, choose No and restart step 6. If this window is
not displayed at this time, it fails to start step 6. It has to be done every time you rebuild your BP. The descriptions in this image tend to be specific to oblivion. You can safely ignore any references to mods/plugins you do not know as not referring to your game. Consider the same general guidelines for similar mods. Ask someone in the forum about the
details if you're concerned. Similarly ignore all specific references &lt;/click&gt;Ray's on fire. For the purposes of building BP, they are essentially the same. Basically, the left pane is a list of configuration sections similar to the [General] or [View] (etc.) sections of the game's INI files. You must work the way down through the list in the left pane, and when each
is selected, enable or disable options in the right pane, which changes with each selected section similar to the context menu. Some sections do not have options displayed in the right pane. This simply means that no plugins have been selected that provide options for this section. In general, you must select all plug-in names that appear in the right pane.
Note that the options for the right section merging corrections that appear in the right pane list those plug-ins identified by the Merge Marker process (step 6) above. If you do not select (activate/test) all of these, you will have a discrepancy between the two lists. This is not a problem or error. This just means that the unselected supplements thos will not be
fully merged into BP (although they may be), nor are they disabled. This is your choice, and there are situations where technically merging a plugin should not be merged. (You can add the NoMerge bash tag to the plugin to prevent it from being considered mergable in the future in this case.) Before you select the Build Repair button, especially if it's the first
time you've built the BP, &lt; click &gt; Export Repair Configuration button. Here's how to save any configuration selections you just made to the Fallout New Vegas\Data\Bash Patches folder as a 0.esp_Configuration.dat, or whatever you called the export file. You can import this action if necessary, but usually after configuration, remember this from one
session to another. Update this exported configuration file whenever new plug-ins are added to the configuration section list. Now you're ready to select the Build Correction button displayed at the bottom of the fifth image (Basics 5). It can take some miutes, depending on the number of supplements involved, but a progression barrier is shown. Be patient. 9.
The report of the result of the BP construction is shown in the sixth image (Basics 6). This information only, organized by the configuration sections of the right pane of the repair build process, and your only option is &It; on &gt; OK button. You are then given the option to run the Bashed Patch file, 0.esp or not. You usually choose yes. Note that during this
time the BP file itself was built. This last option only allows (checks the box of) the plugin in your load order. 10. Once BP has been enabled, you should see that the merged plugins are now marked with green + in their check boxes. Also, they no longer have the mod index number. This is because they have been fully integrated into BP and Supplements
themselves are already ghosts. WB still knows about them, but they are now invisible to prevent the game and it will no longer try to load them into memory. It has reduced your active supplement count by the number of such plugins. From here you can play the game, knowing that all peak level collisions have been resolved so that only one record wins, but
all other records from this and other garages touching this record still include their other changes, not contradictory records (override the rule of one which would otherwise exclude all plugins but the winner). If you ever need to request assistance in your game's forums, you'll usually be asked to provide your charging order list. See the picture of bookmark
Tips 1 - PYLO in WBPG for the easy way to do this, and include it with your statement of problem. It will save time for all concerned. Please provide the additional information requested in wiki how to also request a help article. You may have noticed that none of this touched on the subject of bash tags. While not essential, they help WB when building BP.
However, they are applied to individual supplements, rather than they are part of building BP. LOOT and the like apply such tags from their parent list when they kind out your load order. See wiki bash tags and Wrye Bash fix if you need to delve into setting up and manually adding such tags to the plugin. REFERENCES LOOT Wrye Bash Wire Development
Wrye Bash Variations for Specific Games: Vicky Nexus Articles Referred to by this article: Nexus Wiki Articles Referring to this article: FNV General Mod Use Consulting
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