ACE COMBAT 7

Weapon swap guide
By M4rkoz

Welcome to the Ace Combat 7 simple weapon swap guide which can also serve as a
beginner’s introduction to AC7 modding and the necessary tools. This document contains
information from multiple sources and my own personal experience.

If you have any questions, want to learn more about modding or just want to meet a bunch of
people who like AC7 and modding it, consider joining our Discord server:
https://discord.ga/get-home-be-home-stay-home-280590586321567745

REQUIREMENTS:

e UnrealPAK http:/fluffyquack.com/tools/unrealpak.rar (copy-paste the link)
e UModel

https://cdn.discordapp.com/attachments/1164262100433125409/1164285838465699
952/UmodelACY7 .rar?ex=668650ef&is=6684ff6f&hm=3e0630b92903af49a5c4297658
14ca06da6ded93ff9e0d7c3b8c162fb1e25fde&
o UAssetGUI https://github.com/atenfyr/UAssetGUl/releases/tag/v1.0.0.0-alpha.7
Tip: You can create an AC7 mod folder which you can use to keep all your tools and
materials organized.

Part One

Extraction

First of all, you will need UModel in order to extract the game files. Specifically, UModel’'s PC
executable file.

i Umo delExport 05 0: 16 File folder

BB UmodelSaved 3,704, 234 File folder

. notify.log 3 (:45 Text Document

B soLzdi 6 Application exten...
B soLz sa.di b 207 Application exten...
B umed el.cfg 41 3 21:40 Configuration Sou...
Al umodel_ace_combat_7.exe 27 5 Application
AL umodel_ace_combat_7_PC.exe 09 D0: Application
B UmnodelPC.bat 09 9 Windows Batch File

B UrnodelPS4.bat B, 07 g2 Windows Batch File



https://discord.gg/get-home-be-home-stay-home-280590586321567745
http://fluffyquack.com/tools/unrealpak.rar
https://cdn.discordapp.com/attachments/1164262100433125409/1164285838465699952/UmodelAC7.rar?ex=668650ef&is=6684ff6f&hm=3e0630b92903af49a5c429765814ca06da6ded93ff9e0d7c3b8c162fb1e25fde&
https://cdn.discordapp.com/attachments/1164262100433125409/1164285838465699952/UmodelAC7.rar?ex=668650ef&is=6684ff6f&hm=3e0630b92903af49a5c429765814ca06da6ded93ff9e0d7c3b8c162fb1e25fde&
https://cdn.discordapp.com/attachments/1164262100433125409/1164285838465699952/UmodelAC7.rar?ex=668650ef&is=6684ff6f&hm=3e0630b92903af49a5c429765814ca06da6ded93ff9e0d7c3b8c162fb1e25fde&
https://github.com/atenfyr/UAssetGUI/releases/tag/v1.0.0.0-alpha.7

Two windows will pop up; One of them is a command prompt which you will not need, the
other is the main window which is used to do pretty much everything you need to do in
UModel.

M UE Viewer Startup Options 4

! Path to game files:
_ E:\SteamLibrarysteamappshcommon*ACE COMBAT TGameContent '\ Paks E]

| Ovenide game detection

Game compatibility

Wiew / export object types Export-only types
Skeletal mesh Texture = Sound

Morph target Lightmap [ SealeForm (LUE3)
Animation Vertex mesh | FaceFX (UE3)
Static mesh

UE3 package compression
0 Auto LFD zlib LZx Platform:  Auto w

L Compiled Jul 8 2022 buid 1573 based) QK Cancel

4

As shown in the image, you need to select the game files folder. Don’t check or uncheck
anything - keep it the way it is.

After you hit OK, you will see another window pop up, which will ask you for an encryption
key.

i Please enter AES encryption key x
LIE Viewer has found an encrypted LIE4 pak file. In order to work comecthy

please specify an AES encryption key which is used far this game.
® o Mutiple AES keys could be entered, each key on the new line

hitps://ace 7 acecombat jp/special

Cancel
The key is https://ace7.acecombat.jp/specia or https://ace7.acecombat.jp/special/

Both keys can work, | personally use the first one but it doesn’t matter and is only up to
personal preference.

After you hit OK once again, you will see a list of folders. Quite a big one, that is. But don’t
get overwhelmed - you only need one directory from here.

The directory is Game\Blueprint\Player\Pawn, that's where the files you need are placed.



i Choosea package to open >

| Flat view  Fitter:

""" Config Package name Skel  Stat  Anim  Tex Size, Kb
""" GameModes AcePlayerPawn uasset 105
» o Hangar AcePlayerPawn_a10s uasset 29
>: o AcePlayerPawn_adf11f uasset 29
L Information AcePlayerPawn_asfx uasset 29
: . _ AcePlayerPawn_dark uasset 29
> ) Light Rig AcePlayerPawn_f0Za uasset 28
""" Localize AcePlayerPawn_fl2x uasset 28
E Macros AcePlayerPawn_flde uasset 29
Missions AcePlayerPawn_f104 uasset 7

] MissionVariable AcePlayerPawn_f104av uasset 24
) . AcePlayerPawn_f14a.uasset 30

» o Multiplayer

: ) AcePlayerPawn_f14atg uasset 1
) &l OffineCapture AcePlayerPawn_f14d uasset 29
o Farts AcePlayerPawn_f15c uasset 7
~ . Player AcePlayerPawn_f15e uasset 25
..... AirRain AcePlayerPawn_f15 uasset 28

_____ Body AcePlayerPawn_f15m uasset 25

y 2= Camera AcePlayerPawn_f16c uasset 28
AcePlayerPawn_f16x uasset 30

""" Capabilties AcePlayerPawn_f13e uasset 30

""" Cockpit AcePlayerPawn_f18etg uasset 36

----- Misc AcePlayerPawn_f18f uasset 32

5 " Pars AcePlayerPawn_f18x uasset 32

s =g AcePlayerPawn_f22a uasset 25

; _ . AcePlayerPawn_fi5c uasset 7
AcePlayerPawn_faZ7 uasset 29

Hint: you may open this dialog at any time by pressing "0" Tools | Open Export Cancel

The amount of .uasset files might be overwhelming again, but you only need one depending
on which aircraft you're weapon-swapping for. The names are mostly intuitive, but some
might be a little tricky to guess.

List of playable aircraft’s internal names:

a10a - A10C

adf11f - ADF-11F Raven

asfx - ASF-X Shinden I

dafk - DarkStar

f02a - F-2A

f02x - F-2A -Super Kai-

fO4e - F-4E Phantom ||

f104 - F-104C Starfighter

f104av - F-104C -Auvril-

f14a - F-14A Tomcat (The DLC one)
f14atg - F-14A Tomcat -Top Gun: Maverick-
f14d - F-14D Tomcat

f15c - F-15C Eagle

f15e - F-15E Strike Eagle

f15j - F-15J Eagle

f15m - F-15 S/IMTD

f16¢c - F-16C



f16x - F-16XL

f18e - F/A-18E (DLC)
f18etg - F/A-18E -Top Gun: Maverick-
f18f - F/A-18F Super Hornet
f18x - F/A-18F Block llI
f22a - F-22A Raptor

f35¢ - F-35C Lightning Il
fa27 - XFA-27

fa44 - CFA-44 Nosferatu
fb-22 - FB-22 Strike Raptor
j39e - Gripen E

m21b - MiG-21 Bis Fishbed
m29a - MiG-29A Fulcrum
m31b - MiG-31B Foxbat
m35d - MiG-35D Super Fulcrum
mr2k - Mirage 2000-5

mrgn - ADFX-01 Morgan
pkfa - Su-57

rflm - Rafale M

su30 - Su-30M2

su30sm - Su-30SM

su33 - Su-33

su34 - Su-34 Fullback

su35 - Su-35

su37 - Su-37 Terminator
su47 - Su-47 Berkut

su57tg - Su-57 -Top Gun: Maverick-
typn - Typhoon

x02s - X-02S Strike Wyvern
yf23 - YF-23 Black Widow I
zoef - ADF-01 FALKEN

Now that we've got the list covered, let’s actually extract the necessary pawn file.
Find the desired .uasset file in the list (For this guide, I'll be using the F-14D’s file), right click
and press “Save packages”.



¥ Choose a package to open >
p g9 P

| |Fat view  Fitter:

-

Corfig Package name Skel Stat  Anim Tex Size, Kb

; GameMades AcePlayerPawn_asfx uasset 29
» +__ Hangar AcePlayerPawn_dark uasset 25
>: o AcePlayerPawn_f02a uasset 28
_____ Information AcePlayerPawn_f2x uasset 28
: . ) AcePlayerPawn_flde uasset 25
) -l LichtRig AcePlayerPawn_f104 uasset 7
""" Localize AcePlayerPawn_f104av uasset 24
i Macros AcePlayerPawn_f14a uasset 30
- Missions AcePlayerPawn_f14atg uasset A
..... MissionVariable AcePlayerPawn_f14d uas Open 25
>= 27 Mutiplayer AcePlayerPawn_f15c uas 7
: ) AcePlayerPawn_f15e uas Open (add to loaded set) 29
> &l OffineCapture AcePlayerPawn_f15.uass Export 23
""" Parts AcePlayerPawn_f15m ua: 23
. Player AcePlayerPawn_f16c.uas m 28
B NrRin AcePlayerPawn_f16x.uas 30
Body AcePlayerPawn_f18s uas Copy package path 30

. " Camera AcePlayerPawn_f18stg uasset 36
AcePlayerPawn_{18f uasset 3z

Capabilties AcePlayerPawn_f18x uasset 32

Cockpit AcePlayerPawn_f22a uasset 25

Misc AcePlayerPawn_f35c uasset 7

3 Parts AcePlayerPawn_fa27 uasset 25

; . Pawn AcePlayerPawn_fad4 uasset 7

i — . AcePlayerPawn_fb22 uasset 26
AcePlayerPawn_heli uasset 105
Hirt: you may open this dialog at any time by pressing "0 Tools | Open v Export Cancel

You will be offered to save the file to an automatically created UmodelSaved folder. You can
choose the folder you want, I'll stick with the default directory.
Don’t uncheck “Keep directory structure”, keeping it on is quite helpful.

{ Save options w
File Layout
Save to this folder
E:\AC Tools\UmodelACT\Umodel Saved (]

Keep directony structure

|| Dont show this dislog window again QK Cancel

After you've saved the file, you can close UModel. Moving onto...

Part Two

Swapping the weapons
Now we move on to the main part - swapping the weapons on your aircraft.
Open up UAssetGUl.exe.



B UcEnSE 3 i 2 KB

B NOTICEmd 22 08:25 arkdown § 6 KB

“L UbssetGUlexe 30/10/ Application 1,092 KB

] UAssetGUlLexe.config 29, 1 Configuration Sou.., 2 KB

Then go to Edit -> Settings.
1 UAssetGUI v1.0.0.7 (941864 - a5978d9)

File 8 View Help

Copy Ctrl+C _
Paste Ctrl+V

Delete Del

Find... Ctrl+F

Edit map struct type overrides...

And for the love of God, turn on dark mode. | assure you that it is essential to drastically
improve your experience of changing a few strings.

Settings — O >
Settings:

Theme: ([
Light

Favorite Thing: g

= (Change values on scroll

B Enable Discord RPC

sPC » DATA(E) » ACTools *» UmodelACY *» UmodelSaved » Game » Bluepnnt » Player » Pawn

MName N Date modified iy p Size

I AcePlayerPawn_f14d.uasset 3 22:33 19 KB

And drag and drop it into the UAssetGUI window. You only need the .uasset file for now, but
don’t delete the .uexp file.



| UAssetGUI v1.0.0.7 (9418e64 - a3978d9) - ENACTools\Umodel ACT\UmodelSaved\Game\Blueprint\Player\Pawn\AcePlayerPawn_f14d.uasset — m] x

File Edit View Help

 General Information §

N p

Once again, the interface and contents might be complicated for an inexperienced person,
but, once again, we only need a small part of it.
Select “Import Data” on the left side.
You will see a list in which you need to find strings, names of which are formatted this way:
plwp_(weapon internal name)_(variant) and plwp_(weapon internal name)_(variant)_C
There’s three sections in which there are these strings. You need to apply changes to all 3
sections.

1. Somewhere around number -10

Script/Engine
BN

-1

2. Somewhere around number -65

Now you need to know what weapon you want to get rid of and what you want to use
instead.
The full list of weapons is presented below.



Base weapons

Bl Data
B o

B phwp_daam_al.uesx

B phwp_dagm_al.uasset

B phwp_dagm_ad

B piwp_6aam_al.uasset

B phwp_6aam_al

B ptwp_admm

B piwp_admm

B phwp_droptank.ua

B plwp_4aam_fl.uasset
B plwp_4aam_fl.uexp
B plwp 4aam .uasset
B plwp_4aam_r.uexp
B piwp 4aam 0
B plwp_4aam_r0
B plwp_%aam_rl.ua
B plwp 4aam rluexp
B plwp_4aarr

B plwp 4aarr

B piwp_4agm_

W plwp_4agm_

B plwp 4agm D.ua

B plwp_fagm_rD.uexp
W plwp_4agm

B plwp_4agm_

B plwp_6aam_j0.uasset
B plwp 6aam j

B plwp_6aam_rD.uasset

These can be found in Game/Blueprint/Weapons/Player/Base and

.uasset

B phwp_emi_

B piwp_eml

B phwp_

B phwp_

B phwp_faeb_al.

B plwp_fab_al.u
plwp_gpb_al.ua

B phwp_gpb_al.ue

B phwp_grkt_al.ua

B plwp_arkt_al.ue

I plwp_gun

I plwp_gun

B piwp_hcaa_a0.uas

B phwp_hcaa_alu

B ptwp_hpaa_al.uas

B phwp_ecm)

W pivp_e

B piwp_e

B piwp_e

W plhwp_es

[N piwp_gpb_al.uass
I piwp_gpb_al.uexp
I piwp_gpb_f0.u

N piwp_gpb_f0.uexp
B piwp_gpb_.uasset

B piwp_gpb_.uexp

B phwp_hpaa_al.uexp

wp_lagm_a

B plwp_lasm_al.uass

B phwp_lasm_al.uexp

B ptwp_mgp_rD

I plwp_gun_

W phwp_gun_

W plwp_gun_

I phwp_gun_

B plwp hcaa

B plwp_hcaa

B plwp_hcaa

B plwp hcaa

B plwp_hcaa_rl

B plwp_hcaa ol

B plwp_hcaa_rl.uas
B plwp_hcaa_rl.uex|
B plwp_hpaa .ua
B plwp_hpaa_r

B piwp hvaa

B plwp_hvaa

W phwp_laam_e0.uasset
B plwp laam _el.uexp

B piwp_laam_rD.uasset

B piwp_mpbm

B phwp_msl_al.uasset

B phwp_ms

B phwp_msl_a0

W oiwp
plwp_mstm_

B phwp_mstm_

B piwp_pgu

B oiwp_pgun

W piwp_p

W piwp_p

B piwp_p

W piwp_p

B phwp_gaam_al.ua

B plwp_laam_rD.uexp
B plwp_lzam_rl.uasset
B plwp laam rluexp
B plwp_laam_x0.uasset
B plwp laam x0.uexp
B plwp_lacm_al.uasset
B plwp_lacm_al.uexp
B plwp lacm

B plwp_lacm_

. plwp_lacm_r).uasset
B plwp_lacm_rD.uexp
I plwp_lagm s

B plwp lagm

B plwp_lasm_f0.ua

B pliwp lasm fO.uexp
B plwp_lasm_jl.uasset
B plwp_lasm _jl.uexp
B plwp lasm j2.uasset

n_jl.uexp

B plwp_la

B phwp_mpbm_s

B piwp_gaam_al.u

B piwp_rki_

W oiwp

B piwp_

B phwp_rkt_al.ues

B phwp_saam_al.ua

B phwp_saam_a

I phwp_
B phwp_tls

B piwp_tls

_Child_Bomb.u

B phwp_ugb_al.u

B plwp_lasm_r0.uasset

B piwp_lasm_r0.uexp

B plwp lasm

I plwp_lasm

B piwp lasm

B piwp_lasm

B plwp_msl_fl.uasset

B plwp msl fl.u

I piwp_ms|_j0.uasset

B piwp_msl j0.uexp

B plwp_msl_rD.uasset

B plwp_msi_r

B plwp msl o

B piwp_msi_r

B piwp_msl

B plwp_ms
plwp_gaam_a

B plwp gaam al vruexp

phwp_qaam_j0.uasset

B phwp_ugb_al.u

B plwp_gaam_jl.uexp
B piwp_gaam_rD.uasset
B plwp_gaam_.uexp
B piwp_gaam

B plwp_gaam

B plwp_rkt_j0.uasset

B plwp_rit_j0.uexp

B plwp rkt D.uasset
W phwp_rki_ xp

. plwp_saam_rl.uasset
B plwp_saam_r

B plwp_saam_r.ua

B plwp_saam rl.uex
W plwp

W pwp

B plwp_tl

B plwp_tl

B plwp tl

B plwp_tl

hild_Bomb.u

W pivp_tl
B phwp_t
W plwp_tl
W plwp_t
B piwp ugb l.ua

B plwp_ugb_rl.uexp

Game/Blueprint/Weapons/Player/Variation folders which you can also save through

UModel.

(Note: You might not have some of those weapons because | can’t be bothered to move the
mods folder out before exporting.)



Let’'s say you want to swap the GPB for the FAEB.
You go to every line that mentions plwp_gpb_a0 in any way and change it with
plwp_faeb_a0. It should look like this:

Default__plw

Defautt__plwp_laam_a0_C

Note: Whenever you use a weapon variation, you should change the
...Weapons/Player/Base/ to .../Weapons/Player/Variation and vice versa.

Note 2: | don’t recommend trying to change weapons that have pods (MGP, EML, PLSL,
TLS). They need mesh editing and the process is more complex. This won’t be explained in
the guide simply because | don’t know how to do it.

You can change all 3 weapons to whatever you want. There also might be additional slots,
one for the gun (can be set to pgun (PLSL gun) or gun) and for the standard missile (MSL,
can be changed for anything). If they aren’t there, | don’t think you can change them, so
trying isn’t a good idea.

After you’re done, you hit Ctrl+S to save. Important note: DO NOT rename the .uasset and
.uexp files in any case. It will break the mod and result in the game crashing.
You’re done with UAssetGUI, and now you can move on to the final part.

Part Three

Packing
You're almost there. Grab your saved Pawn files (both .uasset and .uexp, don’t mind the
.bak ones)...
I AcePlayerPawn_f14d.uasset 147042023 23:21 LIASSET File 19 KB
I AcePlayerPawn_f14d.uasset.bak 4 9 BAK File 19 KB

B AcePlayerPawn_fldd.uexp 1470472023 23:21 LUEXP File 11 KB

I AcePlayerPawn_f1dd.uexp.bak 4/04/20 BAK File 11 KB

...and head over to your UnrealPAK directory.

Right above the UnrealPak.exe and other files, you will see a folder. You need to rename it
to whatever you want your mod to be named and add _P in the end, otherwise the mod
won'’t load.

For example, in my case it looks like this:



gl F-14D_GPE_to_FAEE_P 472023 16: File folder

l filelist.tet - 32 Text Documnent 1KB

l readme.txt 7/06/2019 10:17 ut Document 2 KB

Bl UnrealPak.exe /06/2016 05:43 Application 5,960 KB
B UnrealPak-With-Compression.bat 7/06/2019 10:11 Windows Batch File 1KB
B UnrealPak-Without-Compression.bat 27/06/2019 10:16 Windows Batch File 1KB

B UnrealUnpak.bat 24/06/2019 03:22 Windows Batch File 1KB

Now you go into the folder, go into the Nimbus folder, then into the Content folder. The
directory should look like this:

unrealpak_by_FluffyCQuack * F-14D_GPE_to FAEE P » Mimbus » Content

Here, you replicate the directory of the .uasset file, imagining that the “Content” folder is the
same as the “Game” folder. The directory should look like
Nimbus/Content/Blueprint/Player/Pawn. Put the .uasset and .uexp file into the Pawn
folder.

40_GPE_to FAEE P » Mimbus » Content > Blueprint > Player » Pawn

Mame h Date modified Type

] AcePlayerPawn_f14d.uasset 14/04/2023 23:21 LUASSET File 19 KB

] AcePlayerPawn_f1dd.uexp 14/04/2023 23:21 LEXP File 11 KB

After that, you go back to the UnrealPAK folder, back to this scenario.

Mame Date modified Type
8 F-14D_GPE_to_FAEB_P 08/04/2023 16:55 File folder
. filelist.tet 14/04,/2023 21:14 Text Document
. readme.tut Text Document
B8 UnrealPak.exe 9/06,/2016 05:43 Application
B UnrealPak-With-Compression.bat 7/06/2019 10:11 Windows Batch File

B UnrealPak-Without-Compression.bat 7/06/2019 10:16 Windows Batch File

B UnrealUnpak.bat 201 Windows Batch File



You grab the mod folder and drag-and-drop it right onto the
UnrealPak-Without-Compression.bat file.

i F-14D_GPB_to_FAEB_P 08/04,2023 165 File folder

. filelist.tet AHE Text Document

. readme. bt ! 17 Text Document

El UnrealPak.exe 3 Application

B UnrealPak-With-Compression.bat 13 Windows Batch File
B UnrealPak-Without-Compression.bat f 20 16 Windows Batch File

B UnrealUnpak.bat 2 Windows Batch File

A command prompt window will open. After a very short while, you will be told to press any
key to continue. Do so, and now you have a .pak file in front of you.

Bl F-14D_GPB_to_FAEB_P 3 16:5 File folder
B F-14D_GPB_to_FAEE_P.pak N 03 PAK File
. filelist. bt 3/ Text Document

. readme. bt 2T/06/2019 1017 Text Document

Ol UnrealPak.exe 2 Application

B UnrealPak-With-Compression.bat 2 0: Windows Batch File
EA UnrealPak-Without-Compression.bat 27/06/2019 10:16 Windows Batch File

B UnrealUnpak.bat 2 Windows Batch File

That is the finalized mod file. Unlike the .uasset and .uexp files, you can change the name of
the .pak file, it won’t harm anything. If you want to give your mod a higher load priority, add a
few tildes to the beginning of its name. For example, ~F-14D_GBP_to_FAEB_P.pak or
~~~~F-14D_GBP_TO_FAEB.pak. The more tildes there are, the higher the load priority.

Now you grab the .pak file, preferably copy it to have a backup available, and go to your
game folder - ACE COMBAT 7/Game/Content/Paks.

If you don’t have a ~mods folder there, create one. Open it and paste your mod there.



steamapps * common > ACECOMBATY » Game » Content > Paks »

Mame Date modified Type

B -mods 14/04,/2023 21:00 File folder

[ ] pakchunkl-WindowsMNoEditor.pak 30/12/20 B:14 PAK File

B pakchunkl-WindowsMNoEditor_0_P.pak 30/12/20 B:14 PAK File

. pakchunkl-WindowsMNoEditor.pak 0 8:14 PAK File 4392671 KB
. pakchunkl-WindowsMNoEditor_0_P.pak 30/12/20 g:14 PAK File 1,778, (B
I pakchunk2-WindowsMoEditor.pak 30/12/20 g:14 PAK File 2,046,045 KB
I pakchunk2-WindowsMoEditor_0_P.pak 0 8:14 PAK File 2451

. pakchunk3-WindowsNoEditor.pak 30/12/20 B:14 PAK File 2,444 724 KB
. pakchunk3-WindowsMNoEditor_0_P.pak 30,1220 B:14 PAK File

B pakchunkd-WindowshNoEditor.pak 30/12/2022 18:14 PAK File

. pakchunk4-WindowsMNoEditor_0_P.pak 30/12/20 g:14 PAK File

B pakchunks-WindowsMoEditor.pak 30/12/2022 18:14 PAK File

B pakchunk3-WindowsNeoEditor_0_P.pak 30/12/20 B:14 PAK File f,545,106 KB

steamapps *» common » ACECOMBAT7Y » Game > Content > Paks » ~mods

Mame h Date modified Type

B F-14D_GPE_to_FAEB_P.pak 15/04/2023 00:03 PAK File

Congratulations!

You have finished your weapon swap mod.

You can see the results of your modding in the game. You will still see the name of the
original SPW in the hangar, but the in-sortie HUD will show the correct name.

Thanks for sticking around till the end of the guide. | hope the explanation was good and
clear and that the results satisfy you.

My Discord: m4rkoza7



