UAssetGUI in ITR2

Needed Programs

Retoc : may or may not get flagged by windows defender.
Releases page: https://github.com/trumank/retoc/releases/

Repak : Needed for packing config files IE any file not a uasset.
Releases page: https:/github.com/trumank/repak/releases/

Retoc&Repak_Scripts : Easy way to pack and unpack the Utocs, as opposed to using the
command line.
Google Drive Link: Google Drive Link

UAssetGUI : Needed to edit data files.
Release page: https://github.com/atenfyr/UAssetGUl/releases

ITR2 .usmap file : Needed for proper loading of files in UAssetGUI. Version must match the ITR2
version you are editing.
Release page: https://www.nexusmods.com/intotheradius2/mods/155

Game Files : From wherever you store them on your system. To find this, go into the ITR2 page on
Steam. Click the gear icon in the upper right, then Properties/Installed Files/Browse. Then
IntoTheRadius2/Content/Paks.

The 8 files you want are:

global.ucas

global.utoc

pakchunkOoptional-Windows.pak

pakchunkOoptional-Windows.ucas

pakchunkOoptional-Windows.utoc

pakchunkO-Windows.pak

pakchunkO-Windows.ucas

pakchunkO-Windows.utoc

Setup

Select a drive with a minimum of 60GB free (more if you plan to do this again).

Create a folder for ITR2 modding. Name it anything you like.
Suggestion:

X:\Modding\ITR2

Where “X” is your selected drive

Create another folder for the specific release of ITR2, such as:


https://github.com/trumank/retoc/releases/
https://github.com/trumank/repak/releases/
https://drive.google.com/file/d/1fGlRir0oxekpNL6Kl-CwF59v8Nf7AoRO/view?usp=sharing
https://github.com/atenfyr/UAssetGUI/releases
https://www.nexusmods.com/intotheradius2/mods/155

X:\Modding\ITR2\ITR2-104
[no spaces or “&” anywhere in the path]

Download the above zip files

Extract UAssetGUI to the root modding folder (X:\Modding in the example) - you might use it
for other games

Extract the .usmap file to the ITR2 version folder (X:\Modding\ITR2\ITR2-104 in the example)
Extract the contents of “Retoc&Repak_Scripts” to the same folder

Extract retoc.exe to the same folder (you don’t need the other files from the zip)

Extract repak.exe to the same folder (you don’t need the other files from the zip)

Copy the eight game files listed above to the same folder.

Your folder should now look like this:
In the folder: X:\Modding\ITR2\ITR2-104
ModTemplate [folder]

AA PackPak.Bat

AA_PackUtoc.Bat

AA_UnpackPak.Bat

AA_Untoc.bat

Double click Untoc.bat, drag and drop folders over the others.txt
global.ucas

global.utoc

ITR2-104.usmap
pakchunkOoptional-Windows.pak
pakchunkOoptional-Windows.ucas
pakchunkOoptional-Windows.utoc
pakchunkO-Windows.pak
pakchunkO-Windows.ucas
pakchunkO-Windows.utoc

repak.exe

retoc.exe

Extracting files from the game

NOTE: This only produces a full extract of the game files, so make sure the drive you are doing
this on has at least 50-60 gb of free space. You can delete the copies of the game files to free
up some of that space afterward.

Double click the AA_Untoc.bat file. This will take a minute or two to run. You might see some
things in the powershell window that look like errors on certain Uassets, but you can ignore that.
Once prompted with “press a key to continue”, make it so.

It should have produced a folder called “ExtractedUtocs” that contains all the extracted Uassets
from the game.



Recommendation: make a backup of the BPs folder and the Configs folder in your extract
(Ctrl-C followed by Ctrl-V). Then if you screw up you still have the originals. In addition, you will
be able to compare those originals to new game files after a patch to see what changed.

Make all your changes in the original folders, not the copies.

Using UAssetGui

To make things as easy as possible, you may want to set UAssetGUI as the default program for
opening .uasset files. This is optional.

Open UAssetGUI and import the mapping file you placed in that folder with all the game files.
Click Utils/Import Mappings and browse to and select the .usmap file.
Set the unreal version (in the top right of the program window) to 5.5

Edit the UAsset file of your choice as needed and save. See a tutorial on using UAssetGUI if
needed.

Packing a mod

Open your ITR version folder (X:\Modding\ITR2\ITR2-104 in the example), duplicate and
rename the ModTemplate folder (Ctrl-C, Ctrl-V). Name is what you want your mod file to be
named. If you are replacing vanilla Uassets, you will want to name it with _P on the end.

Put your modded Uassets (or cooked from the editor Uassets) in this new folder you made. You
need to match the folder hierarchy and put your Uassets in the folders with the same names.

Example:

Folder: X:\Modding\ITR2\ITR2-104\RadicalNewMod_P
Subfolders: \IntoTheRadius2\Content\ITR2\Configurations\Infos
Contents of the last folder:

DT_Generallteminfos.uasset

DT_GeneralltemInfos.uexp

To pack the mod, click and drag the folder you made and added the Uassets to. Drop it on top
of the AA_PackUtoc.bat file. It should produce a .pak, .ucas, and .utoc of your mod.

If you have problems with the drag/drop method or prefer to use a command prompt, follow this
process instead:

Open the Run box on Windows and type CMD, then hit enter. This brings up a command
prompt.

Change to the drive where you put your modding folder

X:



Change to the folder of your version mods
CD Modding\ITR2\ITR2-104
Update this command with your mod details and paste into the command prompt:

retoc.exe to-zen --version UE5_5 RadicalNewMod_P RadicalNewMod_P.utoc

After hitting enter, you should see results stating the number of files converted. This is only
counting the .uasset file, so you will only see 1 even though you put 2 files in the folder and it’s
spitting out 3 files.

Now go to the ITR2 game folder you found in the early steps. In that Pak folder you want to
create a Mods folder if there isn’t one already. Mods can be in the pak folder or any folder below
it.

Recommendation: Create a “MyMods” folder for your own mods and an “OtherMods” folder for
other people’s mods.

Copy those 3 files generated by the conversion process into the MyMods folder. Don’t move
them as you still need the ones in your original folder in a minute.

Run the game and test your mod.
Uploading to NexusMods
Proud of your mod? Want to share it with others?

Create a zip file. Go back to that version folder where your mod folders are. Copy the name of
one of the three files without the extension. Then select the three files, right-click, select 7zip (or
whatever archive program you use) and “add to archive”. Because you had three files selected,
it will default to some generic name. Paste the filename you copied and click ok to create the zip
file.

First check to make sure you aren’t basically uploading a mod that already exists. It's not a
crime to do so, but is considered a faux pas, especially if your mod is identical to someone
else’s mod. Follow the Nexus process for uploading mods. It is recommended you use the game
version as the version number so folks know what version you uploaded it for. You can always
update the version later if you are certain it works with a later version.

What to do when a patch happens
Patches happen often with newly released games and every time they do, you need to make

sure your mod still works. Note that “not crashing” is not a guarantee that your mod is fully
functioning. You should check to see which files have changed since the last update.



First repeat all of the setup steps, naming the new folder for the new version.
Example: X:\Modding\ITR2\ITR2-105

After you have run the extraction process, compare it to the previous release. There are many
comparison apps. There is a free version of ViceVersa, though it is limited in features and you
can only see the comparison on screen.

Change settings to do a CRC comparison. This ignores file dates and looks for files that have
really changed.

Compare the old “BPs - copy” folder to the new “BPs” folder

Compare the old “Configurations - copy” folder to the new “Configurations” folder

Tell the app to show only files that have changed (“newer and older” in ViceVersa).

Review the changed files and determine if any of your mods edited any of those files. If they did,
you will need to completely redo your mod by editing the same files in the new extraction folder.

Recommendation: Maintain a document that lists all of your mod details so you can easily
re-create your mod when needed by a patch. Details should include:

Mod name

Folder path of edited files

xxxxx.uasset filenames

Variables with before and after settings

Retoc commandline instruction if you use the commandline method

Recommendation:
After creating a new version folder, copy over ALL of your mod folders. For example, copy your
mod folders from X:\Modding\ITR2\ITR2-104 to X:\Modding\ITR2\ITR2-105

To create the new version of the mod, replace the asset files in the folder structure under the
mod in the new version folder with the newly edited asset files. Then either drag/drop or run
your CMD command as before, but from the new folder.

Recommendation:
Maintain the previous version folder in case of rollback, but you can delete all older versions.You
can also delete the game files from the version folder once you have run the extraction.

Using Al to mass edit files
Claude.ai is pretty awesome - even the free version. Here is a workflow for doing mass-edits of
specific variables using the app.

1. Load the desired .uasset file into UAssetGUI.

2. Save-as, select the .uasset file you are editing, then change file type to json and save.

3. Now drop the json file into Claude and tell it what to do. Something like “find all
occurrences of DamageToFlesh where the value is greater than zero and reduce the
value by 50%. Tell me how many times you changed it.”


http://claude.ai

4. And just like that you can edit a variable that occurs hundreds of times in a file in
seconds!

5. Load the new json into UAssetGUI and save (not save-as) to save it as a .uasset file.

6. Recommendation: keep the json file in the same folder as the .uasset file and keep the
name (before the suffix) the same.

7. Always test the mod and verify the Al didn’t make a mistake.

8. Caveat: sometimes changing all of a variable could cause problems. You might need to
get more detailed about what the pre-existing value is before changing it.

[NOTE: I IGNORED THE FOLLOWING IN UPDATING THIS DOC
AS | HAVE NOT DONE THE FOLLOWING]

Packing non Uassets
To pack an ini file, such as those found in the config folder, that will require some extra steps.
If you want to pack it alongside a mod with Uassets in it follow these steps exactly, if it is gonna

be in its own mod, only do the relevant steps. From here forward the guide will be written as if
you want to pack alongside Uassets.

Preparation

Temporarily rename your mods folder, just add a 1 to the end or something.

Duplicate this renamed folder, remove the temp name change, so that this duplicated folder is
named the same as your original mod name.

Remove all Uassets from this folder, if you are changing something in Config you can just delete
the content folder.

Add in your ini (or whatever) file in the directory it's supposed to be in. If it's in the config folder
the path should be “MyMod_P/IntoTheRadius2/Config/*

Packing

Go back to the Retoc&Repak_Scripts folder. Click and drag your MyMod_P folder and drop it on
top of the AA_PackPak.bat file.

This should produce a MyMod_P.pak file. If you already had one in this folder it should have
changed it, check the time of the file.



You can include this alongside the .ucas and .utoc produced from the AA_packUtoc.bat file.

If you want to pack Uassets again, you shouldn’t need to back up this pak file, if Retoc already
sees a pak file of the same name, it will not overwrite it. The pak files Retoc produces is a
dummy pak file, it's just there because without it, | believe the mod wouldn’t load.
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