FModel Setup

This section | used Strive an example.

e Download FModel from here: https://github.com/iAmAsval/FModel/releases/tag/4.0.0.2
e Once installed it should ask for the directory of your game, set this to wherever the Paks folder is.

Directory Selector

What to do?

We like to make things as simple as possible. Choose between the detected games or
manually select your own directory. FModel will use this information to automatically
find files to load and decrypt if needed. Make sure to not skip this step!

Detected Game  Paks

DASteamLibrany\steamappsicommenyGUILTY GEAR STRIVEVREDAContent\Paks

Once it’s setup, select Directory, then AES. Input the AES key.

Directory Assets Views Settings Help

e

Directory Folders 0 Assets New

AES Manager X
Loading Mode  Multiple v
What to do?
Load In order to decipher files' information, an AES key, in most cases, is needed. Here you can set the key for
your static and dynamic files. If you don't know what key to use for your set game, simply Google it. Keys
EANEIEEIDRY must start with "0x" and contains 64 more characters.
B pakchunkO-WindowsNoEditor.pak 17.2 GB

Main Static Key  Ox3D96F3E41ED4BI0BOCISCASE2303F8911ASFOALEFEF1F34B495EEF1AFDO4ACDTI

OK

e select the main game pak (probably the biggest one there), and hit the Load button.

Uirectory  Assets  Views bettings  Help

Directory Folders 0 Assets New Tab
Loading Mode  Multiple -
Load
GAME DIRECTORY
B JacketGiovanna.pak 2.16 KB
B pakchunkO-WindowsMNoEditor.pak 3.15 MB
B pakchunk0-WindowsNoEditor.pak 957.91 KE
B pakchunkO-WindowsNoEditor.pak 3.18 MB

B pakchunk0-WindowsNoEditor.pak 17.2 GB



https://github.com/iAmAsval/FModel/releases/tag/4.0.0.2

e From there you can navigate to whichever file you want to see the data of.
Directory Assets Views Settings Help

Directory Folders 29 Ascets PTCColorAndMaterial.uasset

"Constant": {
Q | a g g s,

=F]

COLORBD ASSETS s

B Basc.uasset ¥

B DSL base.uasset
“Type": "ParticleModulecoloroverLife®,
B DSL Sssuasset "Name": "ParticleModuleColorOverLife 8",

"Properties": {
B DSLFlare base.uasset "ColorOverLife": {

B DSLFlare Sss.uasset "MaxValue": 28.8,
"Minvaluevec®: {
B DSLW _base.uasset "X": 8.8,

B DSLW_Sss.uasset

B MI_DI Base.asset }
B MI_DI_FLARE_UNIQUEC.uasset

B MI_DI GLOW UNIQUEA.uasset

s
Maxvaluevec™: {

T
B MI_DI_GLOWOUTLINE_UNIOUE.uasset rnistribution®: .
B MI_DI_OUTLINE.uasset "Table": {
"Timescale®™: 9.999938,
B MI_DI_WEP_BASE.uasset "TimeBias": @.5

"Values": [

B MI_DI_WEP_QOUTLINE.uasset

B MI_MAIN_BASE uasset

B MI_MAIN_DECALuasset

B MI_MAIN_GLOW_UNIQUEA uasset

[

@@ Wk

@

B MI_MAIN_OUTLINE uasset ':!6[3" .

B MI_WEP_BASE.uasset "EntryCount™: 2,
B MI_WEP_GLOW_UNIQUEA uasset " LR
B MI_WEP_OUTLINE uasset Is

"AlphaoverLife": {

B PawnMaterials.uasset "Minvalue®: 1.8,
"Maxvalue": 1.8,

B PTCColorAndMaterial.uasset "pistribution”: .
"Table":

B 50L_base.uasset "\u'aluesE: [

B 501_decal.uasset - 1.8

[ ] S0L_olm.uasset "op": 1,

"EntryCount®™: 1,
B SOL Sss.uasset "Entrystride™: 1
B SOUW_baseuasset 1 b
3
B SOLW Sss.uasset "ambientColoroverLife™: {

"Distribution®: {
"ObiectName”: "ParticleModuleColoroverLife 8:pistributionambientColoroverLife:™.

If you're having an issue with FModel Beta, make sure to let us know on Discord at
You can 5till downgrade FModel to a stable versionm in the settings menu

Could not load localized resources in “"English®, language may not exist

Unreal Package Extractor

This section | used FZ an example.

e htips://gildor.org/downloads
o On this site is Unreal Package Extractor, download it and put it in a folder

o Create a .bat in that folder, and paste this into it in notepad:
m  For %%a in (*.uasset) do extract.exe -game=ue4.17 "%%a"

For %%a in (*.umap) do extract.exe -game=ue4.17 "%%a"


https://gildor.org/downloads

Other tools

. i i Size
Unreal Package Extractor 101.65 KB
. . Size
Unreal Package Decompressor 39.71 KB
Batch exporter for UE Viewer (pre-UE4) slze
P ver{p 2.18 KB
Skeletal Mesh Editor size
2.42 MB
EpicGames ActorX for 3ds Max/Maya 2012- Size
2016 4.76 MB
[ J

Mame

I cg_Steppefarl3.uasset

. cg_Steppefarl3.uexp

E extract.exe
EA ExtractMap.bat
EA ExtractUasset.bat

important one.

d Junk Umodel

newext

Mame

. cg_SteppeFarl3.MateriallnstanceConstant

B ExportTabletxt
B im portTable. bt
! MarmeTable bt

Fresnel_Color

"parameterMame”: "Color Lerp_Param",
“Parametervalue™: {
=

£OBATES"
3

"ExpressionGUID": "3474BD3A-4D7I7EA4-FAGBABET-973

"Color_Multiply Param",

1

el
"ExpressionGUID": "C2A74578-48868731-42

"Fresnel_color”,

r
L

1 "D2TADACE - SAEGEATE-ATT7E18B3-1E27)

(5]

cg_SteppeFar(3

|

Date modified

Date modified
5/26/2021 %02 PM

/2

B SeE 4 DI
5 lELe;:.t'-i lne‘-'-‘é lne‘-'-‘E lne:'-‘l lne:'-‘? lne'.'.'_'

26,2021 9:02 PM

Updated
30 September, 2020 - 19:03

Updated
30 September, 2020 - 19:03

Updated
1 November, 2012 - 13:00

Updated
26 March, 2012 - 10:49

Updated
25 December, 2020 - 11:55

Tpe

021 859 PM

021 9:30 PM

UASSET File
UEXP File

Application

152967 downloads

89655 downloads

29665 downloads

43094 downloads

48863 downloads

from there drop the .uasset and .uexp of a file into the folder, and run the .bat you made

5 KB
169 KB

Windows Batch File

Windows Batch File

Tpe

/2027 9:02 PM TXT File
TXT File

TXT File

| o g |

MATERIALIMNS

It should create a new folder named the same thing as the .uasset. Inside is NameTable.txt which is the

TAM... 169 KB
1KB
1KB

4KE

In the name table, we can search for the name of a value we find in Ftool, for example here's

Sldtd| = N EE WL E®|

lne‘-'-‘ 10 lne-.-.- 4 lne‘-'-‘ 8

4

3

new

"FakeFog"
"FConvertToUniformMeshG5"
"FlonvertToUniformMeshVs™
"FDebugViewdModeVs™
"FEvaluateSurfelMaterialCS™
"FEPUSpriteVertexFactory™
"FHitProxyPS"™
"FHitProxyVs"

"Flashing"
"FloatProperty"™
"FlLocalVertexFactory™

"FHMaterialUniformExpressionComponentSwizzle™

"FHaterialUniformExpressionScalarParameter™

"FMaterialUniformExpressionTextureParameter™

"FMaterialUniformExpressionVectorParameter™
"FMeshParticleVertexFactory"™
"FParticleSpriteVertexFactory”
"Fresnel"

"Fresnel Colony"

"Fresnel CWV™

"Fresnel Power™

"Fresnel Range™

"Fresnel Sh™

"FVelocityPS"

"FVelocityWVs™

"GCroundShatter™

L]




e Search for it's numeric value in Integer Number Search in the .uexp in your favorite hex editor (I used

HxD for this example).

] cg_SteppeFard3.uexp Sp
Offsec(h) OO0 01 02 03 04 05 06 07 08 0% OA OB OC OD OE OF Decoded text ~lD
00000000 SB 00 00 00 00 0O 00 OO 57 0O Q0 00 00 0O 00 0O [--evnnt Wo......

00000010 04 00 00 00 G0 00 00 00 00 FE FF FF FF 09 00 00 PEVY.. .
00000020 00 00 OO0 00 Q0 OB 00 OO0 00 OO0 00 OO0 00 00 00 OO0 ........iennnnnn

ami\steamapps BALL FighterZ\~M{

File Edit Search View Encoding Lsnguage Settings Tools Macra Run

00000030 00 00 00 00 00 01 00 SE 00 00 00 00 00 00

00000040 00 00 00 00 00 00 00 51 02 00 00 00 00 00 5 - , h =
| B= Q="

00000050 00 00 00 00 00 00 00 OO 04 00 00 00 SE 00 e BRGal 40D R

00000060 00 00 00 00 6A 00 00 00 00 00 00 00 1C 02 EHEWE._JIEKEHK(.JIEHEWEJIEHEWEJ‘EHEV\WJ}EHEWEJWEHEW

00000070 00 00 00 00 5D 00 00 00 00 00 00 00 00 00 e -

00000080 00 00 00 00 00 00 00 OO0 00 00 00 00 00 S8 tToUniformieshis®

00000090 00 00 00 00 00 00 00 00 00 00 00 0O envertTolUnd formieskls”

00000OAC 00 00 00 00 00 35 00 00 00 00 00 00 gVieuModeVS™

000000B0 00 00 00 00 0O 2R 00 00 00 00 0O 0O uateSurfelMaterialCs”

000000C0 00 00
000000D0 00 00
0000C0CE0 00 00
00000C0F0 00 00
00000100 86 A

00000110 00 00
00000120 00 00
00000130 00 00

00 00 00 00 OO0 00 OO 40 20 00 00

€A 00 00 00 0O 00 OO 00 10 0O 00

3 00 00 00 00 00 00 40 00 00 . P
00 00 00 00 00 Q00 04 F2 BD 2E  .....uuuunnnn i

67 0O& BD FC 4C 30 5& ) *Fleeg =GLOV. . . Find
E 00 00 00 00 00 00 55 00 o S AU u...
00 00 00 00 00 00 00 00 36 . Text-string Hex-vitugs  Integer number _ Bidating point number

S5A 00 00 00 00 00 00 00 2

TUSpriteVertexFactory”

roxyDS”

ToxyVs”

"Flashing”

"FloatProperty”

"FLocalVertexFactory”
"MMateriallniformExpressionComponentSwizzle”
"FMateriallniformExpressionScalarParamster”
"MMaterialUniformExpressionlextureParameter”

00000140 00 00 04 00 OO0 00 OO 0o 00 00 8 5 hf |51 | "FMaterialUniformExpressionVectorParameter”
P - o o o oo earch for: ~ eshParticleVertexFactory”
oooooiso eSS oo 0o oo oo oo oo a0 oo icleSpriteVertenFactory”
00000160 00 00 00 00 00 00 00 00 00 00 1w
. . . . Options on <
00000170 00 00 00 00 00 00 00 00 g
00000180 00 00 3 FE 12 42 49 7E Bitwidth: Oan
00000190 26 E2 00 00 00 00 00 @ 00 (any) i @) Forward
000001A0 00 00 00 00 00 00 00 08 00 O Backward
000001B0 00 00 00 00 00 00 00 a0 5B Byte order:
000001C0 00 00 20 00 00 00 00 04 Little endian (Intel, AMDE4, .) ~

000001D0 00 00
000001E0 00 &4
000001F0 00 3C

02 D7
00 00
00 00 QO

3C 20
00 10

0o 00
do 00
0o 00

Search all Cancel

00000200 00 a0 a0 7 &3

00000210 DB a8 0C 00 00 00

00000220 00 00 00 00 00 00 00 00

00000230 00 00 08 00 00 00 00 5C 00 00 €4 = "Lezp0l Chamnel®

e |t should send you to where that value is in the .uexp, and after some more information should be the

actual data you want to modify (from here search for the actual float or integer values basically.)

AFAFLFAFLFFEF ) w U U U U U U U

QOO00C5ARD 00 72 45 AT C2 31 07 06 48 A3 Be T2 42 BS Ce C1
5% 00 00 00 OO0 00 OC

00000580 AR S 00 OO 00 OO0 00 OO0 00
QOoQoo5C0 00 55 v J0 00 00 Q0 0z 00 00 00 OO0 00
QoooosD0 00 Q00 00 OO0 SR 00 00 00 00
OO0005ED v e gy S B | AT W] 9]
QO0005FD 51 00 00 OO0 00 OO0 OO0 00 00 OO0 00 OO0 00 OC . ™
0o000e0 J0 00 OO0 00 00 00 00 00 OO0 00 5B 6B 3C 3D AE . .....cia.en « k=@
00000 47 E1 3D ET7 6F A2 3D 00 00 00 00 20 00 CC

00000620 TUDirir—indriie—gei=T0 OO0 OO0 OO0 00 00 10 00 00 00 00 S = == s e e e
00000630 00 OO0 00 3C 00 OO0 00 OO0 00 OO0 00 00 00 00 00 00 ... €.ceeenannnss
00000s40 OO0 OO0 00 OO0 00 OO0 00 OO0 00 00 00 00 C2 DR 34 D2 .....vevennn ATan
00000650 70 €A E6 4L AT DT 1E 27 1E 56 00 00 00 pjad*.=xg§=."'.V...
00000860 OO0 00 00 OC 00 00 00 00 00 00 55 00 00 00 ....¥....... ...
00000sT0 00 QOO0 00 J0 00 00 00 00 00 OO0 00 €32 00 00 .. veeevwnnnna C..
00000880 00 OO 00 SR 00 00 00 OO0 00 OO0 00 e& 00 OO0 ..., . J..

m

b =1
o

<o m
(= Ta Ta ]
-
=1
=1

[=]
[=]

o Don'’t forget to take advantage of HxD’s search window, since you can search for individual float

values along with actual integer values that you’d find in Fmodel and the Nametable

respectively.

Text-string  Hex-values  Integer number Floating point number

Search for: 0.07 w
Floating point type Search direction
®) Single (float), 4 bytes 1Al

(O Real, 6 bytes (®) Forward

() Double, & bytes () Backward

() Extended {long double), 10 bytes

Search all Cancel




o You can also use the right sidebar to edit the values you selected as other kinds, like floats.

UUUUUURY
000000F0
00000100
00000110
00000120
00000130
00000140
00000150
00000160
00000170
00000180
00000150
000001R0
000001B0
000001Cco
00000100
000001E0
000001F0
00000200
00000210
00000220
00000230
00000240
00000250
00000260
00000270
00000280
00000250
00000200
000002E0
000002C0
00000200
OO0000ZEOD
OO0000ZF0
00000300
00000310
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L]
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After modifying the uexp you should be able to pack up and test in game.

uInTo
AnsiChar / charB_t
WideChar / charlf_t
UTF-2 code point
Single (float32)

FILETIME

DOS date

DOS time

DOS time & date
time_t (32 bit)

time_t (64 bit)

GUID

Disassembly (x86-16)
Disassembly (x86-32)
Disassembly (x86-64)

o To

Invaiia

)

iz

7 (U+0029)
0.0700000002980232

Invalid

Invalid

Invalid

1/9/2026

11:33:18 AM

12/15/2010 11:33:18 AM
9/23/2002 6:23:37 PM
Invalid

Invalid

sub [5i-S00000071], bx

sub [edi+ecc*d+ S00000030]
suby [rdi+roc*d+ S000000301,



GG Strive Per-Color Effects

NOTE: Although almost everyone has the file for it, Sol and Ky by far have the most in-depth

files for this due to their EX colors.

e Find the PTCColorAndMaterial file in the character’s color folder that you want to edit in FModel.

o For this example I'm going to be making Sol’s flames pink for his Color08.

Directory Folders 29 Assets PTCColorAndMaterialuasset

Q se
COLOROB ASSETS

B Base.uasset

B DSL_bas

B DSL Sss.u

B DSLFlare_baseuasset

B D5SLFlare Sss.uasset

B D5SLW base.uasset

B DSLW _Sssuasset

B MI_DI Base.uasset

B MI_DI_FLARE_UNIQUEC.uasset
B MI_DI_GLOW_UNIQUEA.uasset
B MI_DI_GLOWOUTLINE_UNIQUB.uasset
B MI_DI_QUTLINE.uasset

B MI_DI_WEP_BASE.uasset

B MI_DI_WEP_OQUTLINE.uasset

B MI_MAIN_BASE.uasset

B MI_MAIN_DECALuasset

B MI_MAIN_GLOW_UNIQUEA.uasset
B MI_MAIN_OUTLINE.uasset

B MI_WEP_BASE.uasset

B MI_WEP_GLOW _UNIQUEAuasset
B MI_WEP_OUTLINE.uasset

B PawnMaterials.uasset

B PTCColorAndMaterial.uasset

B 50L base.uasset

B SOL_decal.uasset

B SOL_olm.uasset

B soL asset

B SOLW _baseuasset

B SOLW Sss.uasset




e In Umodel, find the same file and save it instead of exporting it. Open the .uexp of the file in a hex
editor (again I'll be using HxD).

B Base.uasset

B DSL base.uasset
B DSL Sss.uasset D: ean I { GEAI \ Al - W T tent\Chara...
B DSUFlare_base.uasset 2| E 16 || Windows (ANSI)

B DSLFlare Sssuasset H] File Edit Search View Analysis Tools Window Help
B DSUW_base.uasset

B DSLW_Sss.uasset

B M|_DI Base.uasset

B MI|_D|_FLARE_UNIQUEC.uasset

] PTCColorAndMaterial.uexp Special editors

Cffset(h) 00 01 02 03 04 05 06 07 08 09 OA OB 0OC OD OE OF Decoded text Data inspector
00000000 ©D 00 00 00 0o
00000010 OC 00 0 0 0 44 b bl
B MI_DI_GLOW UNIQUEA.uasset 00000020 00 00 o Binary (8 bit 00001101
B M|_DI_GLOWOUTLINE_UNIQUE.uasset 00000030 00 00 0 - R R Int8 13
00000040 00 00 0 0 D0 vevrmernnranes
B MI|_DI_OUTLINEuasset 00000050 00 41 00 ) : v Uintd 13
B MI_DI_WEP_BASE uasset 00000060 00 46 00 O 0 20 . e Int16 13
13
13

B MI_DI_WEP_QUTLINE.uasset 00000070 00 oo Uint16
13

S ——— 00000080 00 00 © 0 00 .2 Int24
| | BASE.uasset 00000080 00 oD .. e Bl Ulnt24
0 0 0 13
132

B MI_MAIN_DECALuasset 000000RO 0O oc nt32

000000B0 00 00

MI_MAIN_GLOW UNIQUEA.uasset

. - - - Q Hasse 000000C0 00 00 0 0 .. . . . Uint32

B MI_MAIN_OUTLINE uasset 00000000 00 00 o 0 0 . . R Int6d 13

B MI_WEP_BASE.uasset 000000EQ 00 0o L. B e Ulnt64 13
000000F0 00 00 4 0 1o RS iChar /

B MI_WEP_GLOW UNIQUEA.uasset AnsiChar / char8_t
oooooloo oo oo oo WideChar / charl6 t

B MI_WEP_OUTLINE uasset 00000110 00 00 B

z UTF-8 code point (U+000D)
B PawnMaterials.uasset 00000120 00 0o .- - s B -
- 00000130 00 00 O 0 0 ) Single (float32) 1.82168800362226E-44

B PTCColorAndMaterial.uasset 00000140 00 00 s Double (Floated) £.42285339593621E-323

B SOL_base.uasset 00000150 00 00 0O 0 0 . - cee 7 OLETIME 12/30/1849%

B SOL decaluasset 00000180 3F 22 00 O - ez ERREREEE FILETIME 14171601
00000170 00 00 .. e posd el

B SOL_olm.uasset 00000180 00 Q0o 0 0 0 .. e ate el

B SOL Sss.uasset 00000190 00 oo DOS time 12:00:26 AM

Q000001A0 00 0o 0 0 L2 e DOS time 8 date Invalid

000001BO 00 oo .. - time_t (32 bit) 1/1/1970 12:00:13 AM

B SOLW Sssuasset 000001CO 00 00 00 O . . time t (64 bit) 17171970 12:00:13 AM ¥
00000100 00 00 Byte order
000001ED 00 0o .. . . .
000001FO 00 3F o s .. . . .. (@) Little endian OElg endian
00000200 00 00 00

£

c el
P e e e ] S I
R R R RERERRI2RRQ

B SOLW base.uasset

[ Show integers in hexadecimal base

Crverwrite

e In FModel, scroll down to the first ParticleModuleColorOverLife section. We only need to worry about this

section for every particle.

"Type": "ParticlemoduleColor
“Name "ParticlemoduleColor
"Properties": {
“"ColorQverLife”:
alue™:

T
I

"nistribution®:

“Table™:
"TimeScale™:
“TimeBias":

alues™: [




Since we’re looking at float values here, we will need to search for 0.07 as a float value in HxD. It should

bring us to the first MinValueVec value, which is split up into it's RGB components.

Q0QooLlDo
QO00001ED
QO00001FO
00000200
00000210
00000220
00000230
Q0000240
00000250
00000260
00000270
00000280
00000290
000002A0
Q0Qo02B0
00o000zCo
00o000zZD0
QO0000ZED
QO0000ZF0
00000300
00000310
QoQoo320
nnonn3l3n

00 00 00 00 00 00 00 00 00 0O 00 0O 00 00 00 00
00 00 00 00 00 00 00 00 00 0O 3F 00 00 00 3F 00
00 00 3F 2E 00 00 00 00 00 0O OO0 0O 00 00 00 OD
00 00 00 00 00 00 00 41 00 OO0 OO0 00 00 00 00 OC
00 00 00 00 00 00 00 46 00 OO0 OO0 0O 00 00 00 00
00 00 00 00 00 00 00 00 00 OO0 OO0 0O 00 00 00 00
00 00 00 3F 00 00 00 3F 00 00 00 3F 2E 00 00 00
00 00 00 00 00 00 00 00 OD 0O 00 0O 00 00 00 00
41 00 00 00 00 00 00 00 OC 0O OO0 0O 00 00 00 00
46 00 00 00 00 00 00 OO0 OO0 OO OO0 0O 00 00 00 00
00 00 00 00 00 00 00 00 00 0O 00 0O 3F 00 00 00
3F 00 00 00 3F 2E 00 00 00 00 00 0O 00 00 00 00
00 0B 00 00 00 00 00 00 00 41 OO0 0O 00 00 00 0O
00 D2 01 00 00 00 00 00 00 3D 00 00 00 00 00 00
00 00 00 00 00 00 00 00 00 0O 00 0O 00 00 00 00
00 00 26 00 00 00 00 00 00 OO0 22 00 00 00 00 0g
00 00 04 00 00 00 00 OO0 OO0 4 00 00 FO 41 2B
00 00 00 00 00 00 00 4] 00 00 00 00 00 00 OC
00 00 00 00 QO G 5 00 00 00 00 00 00 00 00
00 00 00 ogfo# 00 00 00 OO0 0O OO0 0O 00 00 00 0O
00 00 00 00 00 00 00 00 27 00 00 OO
00 00 00 00 41 00 00 00 00 0O 00 0O OC 00 00 00
an 00 00 00 46 00 00 00 00 00 00 00 00 00 06 00

Text-string Hex-values Integer number Floating point number
—————————————

s

Floating peint type Search direction

@Single (float), 4 bytes DAl
() Real, 6 bytes (® Forward
(O Double, & bytes (O Backward

() Extended (long double), 10 bytes

Search all Cancel

We know this is the float value we want, because after the 0.07 byte is two 0.0 float values, which

matches up with FModel. Keep this in mind for any other particle color you edit, since they’'ll always

have their color values right next to each other.

000002R0 00 D2 01 00 00
00000280 00 00 00 00 00
000002C0 00 00 26 00 00
000002D0 00 00 04 00 00
000002E0 00 00 00 00 00
000002F0 00 00 00 00 00 OC
00000300 00 00 00 00 00 00
ooooosio  [EEIEEIENG6NEE

“Type":
“Name":

"particleModuleColo

"ParticlemModuleColor

“Properties”: {
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o

1

rLife"
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00
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00 00

verLife_a",
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00 00
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00 00

27 |

LE SMIEVIRME (35

00
00
0gQ oo
41 2B
00 oc
00 oa
00
00

[OPTIONAL] If you want a better idea of what your color is going to look like, you can create a

temporary unlit material in UE4 that you can input colors to. It'll also be nice to find the colors

you want to actually put in game.

- g

&) Parameter Default:

Off i L3

Drag & drop colors here to save

Color Picker

old

x

““NewMaterial

- sRGB Preview

@ Emissive Color

O World Paosition Offset

LEARGEETY 17000000
@22 4B000000




o

It's also nice to figure out how to set your Min and Max colors, as the actual effects kinda blend

the two together.

e Once you're ready to edit a float value, you can use the bar on the right to edit it easier. For example

I’'m changing the blue value here to 0.055 (HxD rounds it oddly but it'll stick to whatever you set it to).

3D

Q0000280 3F 00 00
Q0000290 00 0B 00
Q0000280 00 Dz 01
Q00002BQC 00 00 00
QO0002C0 00 00 26
QO0002D0 00 00 04
QO0000ZEQ 00 00 00
Q00002FQ 00 00 00
Q0000300 00 00 00
Q0000310 29 5C 8F
QO000320 00 00 00
Q0000330 00 00 00
Q0000340 00 00 00
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oo

0 00 oo
0 00 00
0 00 00
0 00 00
0 00 oo
41 2B
00
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WideChar / charl6_t

UTF-8 code point

Single (float32]

iz
Unexpected continuation byte
0.05499999%7019768

Double (float64) Invalid|

OLETIME
FILETIME

DOS date

DOS time

DOS time & date
time_t (32 bit)
tirme_t (64 bit)

Invalid
Invalid
Invalid
Invalid
Invalid
8/19/2002 7:31:58 PM
Invalid

e After that move onto the MaxValueVec and do the same thing (it starts with 30.0 so | searched for that
first). For this example | changed it from 30.0, 2.0, 0.2 to 30.0, 12.8, 23.0.

o

I highlighted the end bytes here (27 and 11), but make sure not to edit those since they’re

important for the .uexp.

Q00000200
QO00002ED
Q00002F0
Q00000300
00000310
00000320
00000330
00000340
Q00000350
00000360
Q00000370
Q00000380
Q00000390
OOOnn3an

00 00 04 00 00 00 00 00 00 00 00 00 00
00 00 00 00 QO 00 00 41 00 00 00 00 00
00 00 OOMW 46 00 00 00 00 00
oo oo ooy ) 70 00 00 00 00 00
26 5c 6% 5D 00 50 00 00 AE 47 61 30 27
00 Q0 O0 00 41 00 00 OO0 00 OO0 00 00 OC
00 Q0 00 00 J 20 00 00 00 00 00
00 00 Qo :'m 20 00 00 00 00 00
41 CD CC 4C 41 00 00 B8 41 11 00 oo Q0
00 2F OO0 00 00 00 00 00 00 O4 00 OO0 00
00 Q0 00 00 00 00 42 00 00 OO0 00 OO0 00
00 Q0 ©0 00 00 00 E5 OO0 00 OO 00 OO0 00
00 Q0 O0 00 00 00 00 OO0 00 OO 00 OO0 00
an oo o0 o0 o0 o0 00 44 00 o0 a0 o0 an

41 2B
00 oc
00 oo
00 oo
00 oo
00 oo
0o
00
0o
00 oo
41 00
13 00
00 oo
i




The last thing we need to change for a particle is the Values array. All we need to do is copy-paste our

values over it (this time it starts with Max instead of Min, so keep that in mind).

"Entrystride”: 3

000002F0
00000300
00000310
00000320
00000330
00000340
00000350
00000360
00000370
00000380
00000390
00000340
00000380
000003C0o
00000300
000003EQ
000003F0
00000400
00000410
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00 04 00 00 00 00 00
":i;;:ﬂiig 00 00 00 00 00
€ 4@ 00 00 BE 41 11 0o 00
0 00 00 00 00 00 04 00 00
00 00 42 00 00 00 0O 00
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00 00 00 44 00 00 00 00
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1 43 00 00 00 00 00 00 00
04 00 00 00 00 0O 0O 00

00 00
0o o0
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00 00

00 00

00 0

0

00 08
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8 00 00
Z 00 00

0o oo

00 00 00
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00 00
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00 00
22 00

00 00

0o oo
0o oo
00 00 00
0o oo
0o 0o

0o

0o 0o
00 oo
41 00
13 00
00 00
00 > 2
00 00
00 00
00 _00

The last thing to keep in mind is the MaxValue and MinValue variables. ONLY CHANGE THESE IF YOU
HAVE EXCEEDED THE CURRENT VALUE IN ANY SLOT.

o For example, if one of your values is now 64 rather than 55, be sure to change the MaxValue to

64. Same should be done for MinValue if it does exist and you changed it, simply make it the

new lowest value.
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From there it should just be rinsing and repeating until you've done everyone in the file. Sol and Ky
obviously have the most in theirs so they’ll take the longest out of everyone, but it's largely a game of

paying attention to where you are and not getting lost.

Final Product:

it e, AT O

o If you want the pink Sol effects used in the example you can grab them here (ill probably fix
them later Imao):



https://drive.google.com/file/d/1bdwynZSWE8tGjHsiVYuYj_PPsE9ZiqIX/view?usp=sharing
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