How to edit move properties in DmC using UE Explorer

This is the first part in a series about modding DmC.
Find out how to replace objects with others here.

This tutorial will show you how to open a .upk in UE explorer, then edit a value you’ve found.
Finding the value in the first place is often the hardest part of the process and is what takes the

most time.

How to decompress a .upk file so we can open it in UE Explorer.

Download DmC modding tools and extract the files. This rar includes UPK Decompressor and
UE Explorer. If you already have them, you can skip this.

Find the upk you wish to edit.

Most of them are in

D:\Steam\steamapps\common\DmC Devil May Cry\DevilGame\CookedPCConsole
And the DLC ones are in

D:\Steam\steamapps\common\DmC Devil May Cry\DevilGame\Published\Content

Copy the file you wish to edit (I'm going to edit Dante_Archetypes_SF.upk as it seems to have
most of Dante’s move properties).

Paste the file in \DmC modding tools\UPK Decompressor (next to Decompress.bat and
decompress.exe).

B Decompress.bat

B decompress.exe

Right click Decompress.bat and open it with a text editor.

| Decompress.bat - Notepad

File Edit Format Wiew Help

decompress.exe -1zo "IELEE=NgeT= e S STTe] 1"

Replace the highlighted text with the filename of the .upk you want to decompress.
Save the file, close your text editor and double click decompress.exe.
A new folder titled unpacked will be placed next to decompress.exe. Within this folder lies your

decompressed upk file. | suggest selecting it and hitting ctrl c, ctrl v to make a backup we can
revert to that anything ends up breaking to save time decompressing a new file.


https://docs.google.com/document/d/1sHg73zgH-UNPSLBqGuLb5TrbSv9osFy4o6M3aF3xid8/edit
https://drive.google.com/file/d/1TODHwB-PAXTVPgl-t9oFai6eMz07sPvW/view?usp=sharing

You now have a decompressed .upk that can be viewed with UE Explorer. We can edit this, then
place it in the game directory to have our changes applied.

How to find and edit a value in UE Explorer

@ setup.exe
g UE Explorer page

| .
fler ue-explorer.msi

%—'- UE Explorer

Welcome to the UE Explorer Setup Wizard

First, install UE Explorer. Run the exe found in \DmC modding tools\UE-Explorer-1.2.7.1.

1l UE Explorer 1.2.7.1

File Tools Options Help
Open File... Ctrl+0 }

Open UE Explorer through your Start Menu and click File>Open File then browse to your
uncompressed .upk

(I] Package FEH Tables == Objects
Bl Content EE§ Dependencies

&#-A§8 ArmouredDrone_FX
G-A§R Axe_FX
-AE BuzzSawTank FX

Click the Objects tab, then the Content tab. Here you can search for whatever you want to
change. In my example I'm going to change the launch height of Prop.



=B Dante_Combat_Scythe 11 JuggleCffsetRelative=true

=-BEE Actions 12 LerislEeacticn=Launch
= 13 ReactionSpecialiszations=/* Array type
i 14 JuggleTime=0.20
3 JuggleQff=et=500.0
16 StylePoints=(DefaultValue=15.0)
17 StyleAttackName=Melee Scythe Prop
g StyleDisplayName=Prop
19 OwverrideLaunchHeight=true

TagsUpgraded=true
MinimumReactDistanceUpgraded=true
m OriginTypeUpgraded=true
OverrideUninterruptibleTypes=/* Array
Damage=(DefaultValue=30.0)
DamageType=Class'DevilGame.DVDmgType A
Tags=/* Array type was not detected. *
DefaultReactionType=Launch
NTDifficulty InactiveTime Scalable=/*
cbject end
/{ Reference: DVCombat ContactDef'Dante Co

[T = g

DVCombat_ContactDef_56

G0 03 B3 BD B BRI PI DA B B B
1 N s G B

)

After some searching, I've found that

>Dante_Combat_Scythe
>Actions
>Action_Dante_Melee_Scythe Prop
>DVCombat_StrikeDef
>DVCombat_ContactDef 56

Contains a variable named LaunchHeight with a value of 350.0. I’'m going to set this to 1000.0
so | can tell I've definitely found the right thing.

View Object
Wiew outer

Wiew Buffer P
Las

To change the value you’ve found, right click the object and hit View Buffer.




begin cbject name=DVCombat ContactDef 56 class=DVCombat ContactDef

ParryUpgraded=—true

OverridefJuggleTime=trus=
OverrideJuggle0ffset=true

ante_Archetypes_5F.Dante_Combat_ScytheActions.Action_Dante_Melee_Scythe_Prop.DVCombat_StrikeDef,

View Help
| Off=et N0 01020304050607 0809 0ROBOC ODAOEOF 0001 O
|_ FF FF FF FF[36 1B/@p[00 00 00 00 00|BO 02 00 00
00000010 00 00 00 00 00 00 dwonan anananng FF 14 00
| 00000020 00 00 00 00 00 Bo p2| Name 00 00 00 00
00000030 |00 00 00 00 00 01 FE 00 00 BO 02
00 00 00 00 00 00 00| ParryUpgraded fop oo 01 E7

10 00 00 00 00 00 00 BEDDZ 00 00UD 00 000000 . . .
When hovering over bytes, you’ll be shown what it is you're looking at. If the variable you want
to edit is at the top of the text file, it'll be near the beginning of this too. There is a recurring trend
that you can follow to find the data you want to edit.

FF FF FF FF|36[1E 00 00 00 00 00 00|B0 02 00 00

00 00 00 00 DL}IID 0000 00 000000 01 FF 18 00
1]

00 Q000000
o0 00 00 00 00 (
00 00 00 00 00
10000000 00

Mame

ParryUpgraded

00 00 00 00 00
00 00 00 BO 02
00 00 00 01 E7
00 00 00 00 00

The name of the property always comes first.

FFFFFFFF 36 15 00 00 00 00 00 00 E[Jll'.}z a0 a0
00 00 00 00|00 OO0 OO0 00 00 00 OO0 UDL&FFIEGD
00 Q00 0000 00BO0 02 000000000000
o0 00 00 00 00 01 FE 12 00 00 OO0 00 00
00 00 00 OO0 OO0 OO0 OO0 00 00 00 00 OO0 00
10000000 00 00 00 BO 02 00 00 00 00

typeMame

BoolProperty

Followed by 8 bytes that contain which type of data the property will be (bool, int, float etc).

FFFF FF FF 36 1B 00 00 00 00 00 00 BO 02 00 00
00 00 00 00)RO[00 00 0000 OO0 00 00 01 FF 18 00

00 00 00 00 b Bf g, [P 00 00 00 0D 00 00 00 0O
00 00 00 00 00 O 00 00 00 00 00 00 BO 02
00 00 00 00 000( ; [0 00 0D 00 00 00 00 01 E7
10 00 00 00 00 O 02 00 00 00 00 00 00 00

Followed by 4 bytes that contain the size of the property (this is 0 for booleans).

FF FF FF FF 36 1B 00 00 00 00 00 00 BO 02 00 00
00 00 00 00 00 00 00 00[q0[00 00 00|01 FF 12 00
00 00 00 00 00 BO 02 00 Qg00araenanag gg oo
00 00 00 00 00 01 FE 14 00 og Arayindex §gq 52
00 00 00 00 00 00 00 00 00 00 01ET7
10 00 00 00 00 00 00 Bo 02 o 0 00 00

Followed by 4 bytes that contain an array index.




FF FF FF FF 36 1B 00 00 00 00 00 00 BD 02 00 00
0000 Q000 00 00 000000 00 00 OD|Q1|FF 18 00

00 00 00 00 OO0 BO 02 00 00 00 OO0 OO0

000000000001 FE1IA QD OO0 OO0 Q0 OO0
00 00 00 00 00 00 OO0 OO0 OO0 00 00 00 00
10 00 OO0 OO0 00 00 00 BO 02 00 OO0 00 OO0
Q000 QOO0 000000011701 000000¢

00 00 00

_BoolvValue

True

Followed by however many bytes of data (defined in the “size” bytes) containing the actual

editable data.

For example, this is the “true/false” for ParryUpgraded. Double clicking here and replacing the
01 with an 00, pressing Save, then reloading the object (done by clicking another object and
then back on this object) will show that ParryUpgraded has been changed to false.

&d . Dante_Combat_Scythe.Actions.Action_Dand

lbegin object name=DVCombat Conta
ParryUpgraded=trus
overrideduggleTime=true
oOverrideduggleOffset=true
JuggleOffsetRelative=true
LerialReaction=Launch
ReacticnSpecialisaticn3=/* g
JuggleTime=0.20
JuggleQffset=300.0
StylePointz=(DefaultValue=15
StyleAttackName=Melee Scythe
StyleDisplayMame=Precp
OverrideLaunchHeight=true
TagsUpgraded=true
MinimumReactDistanceUpgraded
m OriginTypeUpgraded=true
C;E:rideUnin:erruptibleTypes
Damage= (DefaultValue=30.0)
DamageType=Class'DevilGame .}
Tags=/* Array type was not d
Defaul tReactionType=Launch
22 NTDifficulty InactiveTime Sd
PRV~ chcghe=350 0
24:icbject end
25.// mReference:
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DVCombat_ContactDe

Char
Byte
Short
UShort
Int
Ulnt
Long
ULang
Float
Name
Index

Struct

[= | orfset
[16¢ | ooooo3go
00000330
[4s16 000
[4s16 | 000003CD
00000300
[4s16 | onooo3re
B
|4s18 | 00000400
[4s16
[4s16
[6.32828442 |
00000460
|Dante Archetypes. DanteCnmhai|
ooonuqeo
|LaunchHeuht _____ 0430
00000430
[4s18 4B0
000004C0
|Name 00000400
000004EQ
66656556

00 01 0203 04 05 06
ODGDODGDGDOD00000000?31700000000

00 00 OF 00 00 0000004000000
ao

UDGDGDUDUDGD4C19000000000000E103

00 00 00 00 00 BO 02 00 00 00 00 00 00

ODGDGDGDGDOD00271F00000000000062

18 an 08 00 a0

07 08 0% DA OB OC OD OE OF

19GDODGDGDODGDAQGAODGDGDODGDODIA

ODO0GD?3lTODODODGDGDODlAOFGDODOD

o0 "4 0n a0 000 AC
04 00 ac

19000DGDGDODGDEloﬁGDGDGDODGDODBD
0z a0 a0 00 00 000
2?1FGDOD000000006218000000000000
0B 00 00 00000000 4C 1900000000
A4OAODODODODODODIAOFODODODODODOD

040 00 00 00 73 17 00

ODGDGDGDlAOFGDODGDODGDGDOQGDODGD

00 00 0000 00 00 00 4C 1500 0000 00

OD62lBGDGDODGDODGDOBGDGDODGDODGD

-

00 4C 150000 000RA40R00000

ODIAGFOD000000000004000000000000

00 14 OF

ODODODOD000400000000000000000000
04C15000000000000{z4]11 00 000 00 0O

Sizes 1341 Position: 3322487 + 1305 ; (k00320277

EMIAGFGDGDODGDODGD¢&ODODODODODOD
0000 00AF434C1900 0000

Mame

LaunchHeight

The variable | want to edit is right at the bottom of the object, so | started by looking there. I've
found the name, so if | keep looking forward I'll soon find the bytes that represent 350.0.

Data types:
__ Floats



b U g Y L1 LD U Ju uu g

Float 00000450 QB QO OO Q000 0
” |IE | 00000460 R4 O0RAOQOOO00O0D
Object |NIA | 10000470 04 00 00 00 00 C

000D04E0 00 00 00 00 1A 0
Name A | ooooo4so 00 00 00 000D 0

0o0004R0 E1OE 0000 000
Index |11355422?2 | 100004B0 00 00 00 00 00 0
000004C0 00 62 1B 00000

Struct | |

Q000D04ED OO0 1A QF QO OO0 O

Q0000300 Q0 QO OO QOO0

00000520 00 1A OF 00 00 0
0o[on]oo AF 434

On the left side of this window you’ll see different things that your bytes could represent. This
tells me 00 00 AF 43 = float 350.0. Any time your value has a decimal point (a . after your
number), you're looking for a float data type, similar to this.

Show details 8 Swap endianness @ Uppercase letters in hex

Hex value:‘ Convert to float

Float value: ‘ 1000 Convert to hex

This website with the settings shown in my screenshot (with everything ticked) will tell me what
bytes | need to type in to get a launch height of 1000.0. | double click from the byte | want to edit
from and simply type in what I'm given, which in my example is 0x00007A44 (00 00 7A 44).

Integers


https://gregstoll.com/~gregstoll/floattohex/

From To

Decimal hd Hexadecimal hd

Enter decimal number

10 10

e[ v Lo

Hex number

A
16

P

If your data type is not a float, the process is simple. If | want to change a 5 to a 6, | would
replace 05 00 00 00 with 06 00 00 00. Watch out when you get to values larger than 9, as hex
counts to 16 rather than 10. This website will tell you what value to type in if you need it (If |
wanted Decimal 10 | would type in OA, etc.).

Objects
UYWLy B LD U UL UL UL DD WD UL e UL U U D U W L
Name |Laun|:h | 00000240 A5 1A 00 00 00 00 00 00 04 00 00 00 00 00 00 00
00000250 AFFEFEFF 9922 00 00 00 00 00 00 BD 01 00 00
Index |451u |f:-:?:-2-52 00 00 00 00 14 00 00 00 00 00 00 0002 00 00 00 .
00000270 32 1F 00 00 0000 00 00 7C 17 00 00 00 00 00 00 2
Struct | | 000002EC 9D OR OO0 00 00 00 00 00 62 18 00 00 00 00 00 00

00000254 DBDD".}DGDDDDDDDGDIE_EhlCIDCIDCID':IDCIDCID .
Goo00280 221ELCIDGDGDGDGDDDEL}GlGDI’JDCIDEIDGDI’JD "
lI][III'_'IIIII'_'IEBl.'] 61 02 00 00 00 OO0 OO0 OO0 05 00 I:I'D 00 E1 OB I:ID lI][II a

Objects work the same way. If | select the bytes after DefauItReactlonType | can see Launch is
represented by 9E 11. If | open another object | can see that Air Juggle = 20 01. If | wanted to, |
could replace 9E 11 with 20 01 to make this move juggle instead of Launch.

Saving our changes

Hex Viewer - Dante_Archetypes_5F.Dante_Combat_Scythe.Actid

File | Edit | View Help

| Perrnanently Save Modifications | Ctrl+5
har M 1

L]

Evrmnrt Rimane Eila T+rloE L


https://www.rapidtables.com/convert/number/decimal-to-hex.html

Once you've typed in your changes, hit Ctrl+S or go to Edit>Permanently Save Modifications to
save them. There is no undo button, so if you break something you’re going to need to revert to
your backup.

—=3D\/Combat_ContactDef 55

Then click back on your object.

Tags=/* Array type wa
DefaultReactionType=L
NTDifficulty Inactiwve

LaunchHeight=1000.0

end
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Hopefully you'll see that the hex edit you made has updated the text in this window. It's a good
idea to check to see if you edited the right thing by doing this before testing your change
ingame.

te shorteut o~ . folder
-
+ B
i Mew

DmC Devil May Cry » DevilGame : CookedPCConsole

M Desktop Mame

" Downloads ® CH19_Outer_B.upk
Mame Date m E Documents @ CHE6_DomeHuman.u pk
l default B Pictures & Ch1_Hunterintro_C5

- T
& Combat.upk

OMpressor unpacked

" Replace or Skip Files
- Dante_Archetypes

© Vergil_Archetypes_SF.upk Copying 1 item from unpacked to CockedPCConsole

The destination already has a file named
"Dante_Archetypes_SF.upk”

" Replace the file in the destination

'? Skip this file

& Compare info for both files

Fewer details




Assuming everything went well, it's time to replace your ingame files with your edited files. Copy
your edited file and paste it in the game directory you found it, as the game will accept
unpacked files (this is lucky as we have no way to recompress).

™
‘i@aﬁql

Open the game and test out your change! This poor guy got launched further than | can see so |
can safely say I'm editing the right thing. Now to find a value I like.



