
To start with, you should have your mod in “Content/Mods” in its own folder like this: 

 
Inside of this folder, place the exe file for Altermatic Json Writer.exe as shown. Each of your 
skins should have their own folder inside of another folder with a name identical to the internal 
name of the pal you wish to reskin like this: 



 
Inside of these folders we must have a skeletal mesh asset prefixed with “SK_” and your 
material assets which need to be named MI_[index] (that’s Material Index, as in that’s a capital i 
not a lower case l even though they look the same: I l ) as in the following image. Additionally 
you may include an empty file called “simple” with no extension (one of these is included in the 
zip file for the tool) which labels this skin as a simple texture swap rather than a full mesh 
replacement. This can help with issues such as broken ankle syndrome. 



 
The number after “MI_” is important, they must follow the index of the material slots on your 
model. You can find the numbering you should use by opening the model in your Pal Modding 
Kit Unreal Engine setup and looking at the numbering of the “Element” entries under Material 
Slots such as here: 



 
Next up, All we have to do is write our !FolderNamesList.json file. Inside this folder you must list 
each folder name you are going to use, followed by the internal name for the passive trait your 
pal needs in order for the skin to be used, for example: 



 



You can find each of these internal names by opening up the “Altermatic - Metadata.txt” file 
found in the zip for the Altermatic mod itself 

 
Once you have all of this done, run the exe file. After a few moments it will open up the folder 
containing your new JSON files. You now just need to drop them into the SwapJSON folder in 
your ~mods folder found in your Palworld install, and make sure you run 
__Create_Load_List__.bat. 


