First things first, download Unity Hub here: https://unity.com/download
From here, download Unity version 2022.3.49f1.

For this process, we’ll also need AssetStudioMod, AssetRipper, and Better FBX Importer
(optional but recommended):

https://github.com/astro75/AssetStudioMod

https://github.com/AssetRipper/AssetRipper

https://superhivemarket.com/products/better-fbx-importer--exporter (Although I’'m sure you can
find a free download somewhere)

You'll need to get the bundles for the desired character(s) from AssetStudio before we run them
through AssetRipper. | have a list here documenting the character IDs for most characters.

For example, WuTian is Kumi Katayama. WuTian03 is her default model. When you find a mesh
labeled with WuTian03 in it, right click on the asset and click on the option to open the folder
where the bundle holding the mesh resides.

For her rig, it should simply be named ‘n_WuTian03’ in the asset list. Rigs that aren’t Phantom
Idols or party members follow this naming convention of ‘(what kind of model) _ (internal id)’.
Party members and phantom idols usually are labeled as ‘(internal id)_uniform’ for outside the
metaverse and ‘(internal id)_thief’ for inside the metaverse. Typically the rig is labeled rather
simply with nothing else added to the name. Do the same as you did with the mesh and you
should have the bundles you need.

Typically most P5X models are split into 3 bundles, sometimes 2. One bundle belongs to the
meshes of the face and hair, another bundle is dedicated to the body mesh, and the last is the
rig itself. The bundles that begin with ‘part_’ are for the meshes while ‘role_’ is the rig. The
games models are categorized like this:

- ‘sd_’ belongs to shadows. You can find palace ruler shadows under this as well

- ‘m_’is for the monstrous form of palace rulers, as well as notable shadow boss fights

- ‘ps_’is for personas, including the enemies you fight in battle, as they can become
personas. This applies to fusible personas and personas that belong to party members

- ‘n_"is used for NPCs. This includes the generic NPCs, palace rulers, side quest
characters, and in some cases notable characters.

- ‘(insert codename)_thief’ is for thief models. Typically the first word before ‘_thief’ should
be a character’s codename, unless they go by a different name in the files. Examples of
this are: Fleuret (comte), Mont (frost), and Messa (doctor)

- ‘(insert codename)_uniform’ is used for the models outside the metaverse. Again, some
characters are different and don’t go by their codename in the files.

I’'m not 100% sure if the ripped assets from the head and body are interchangeable, but for
ripping, | like to use the rip for the body.


https://unity.com/download
https://unity.com/releases/editor/archive
https://github.com/astro75/AssetStudioMod
https://github.com/AssetRipper/AssetRipper
https://superhivemarket.com/products/better-fbx-importer--exporter
https://docs.google.com/document/d/1B7LBM_VpaxeTx8Rscz-kIBs6U0bntdlIdJW9j2ibZRQ/edit?usp=sharing

Open the bundles in AssetRipper

B AssetRipper

File~ View~ [Export~ Language~

GameBundle
Bundles

* role 2dddc0a.bundle

* part_s_port_riglal4b138.bundle
* part_port_rig2c3e8362.bundle

* Generated Engine Collections

* Generated Hierarchy Assets

Collections

* Generated Settings

* Generated AnimatorController Dependencies

Search the ‘part_’ bundles to determine which is the body.



B AssetRipper

File ~ Language ~

)c0413abfb60a8bd9fa051dec

part_s_port_rig1a14b138.bundle

Assets
Path ID Class Name
-8028572502623353768 GameObiject n_WuTian_body
-5645272461806182792 MonoScript MUActoriMeshExportinfo
-4913007341677847626 MonoScript ActorMeshMaterialData
-4348955051710928502 Mesh n_WuTian03_body_wholeexport_rig_n_WuTian_body
-3189716055882577247 MonoBehaviour MonoBehaviour
-2920712842969797407 MonoScript MUActorMeshExportTag
-2589941343340008290 Transform Transform

-1779948563714560092 Material n_WuTian_body
-889712465565299886 GameObject n_WuTian03_body_wholeexport_rig

AssetBundle part_s_port_rig1a14b138.bundle

Export all files. Personally | like to make a folder to put the export in and then click on ‘Export
Unity Project’.

The extracted contents should look like this



assetripper = __ Assets X +
» =+ pbxstuff > katayama bundles > tutorial > ExportedProject > Assets > Search Assets Q
Tl sort ~ = view - ees [ Details

3 MName - Date modified Type Size
_ AnimatorController 10/15/2025 4:55 PM File folder
__ AnimatorOverrideController 10/15/2025 4:55 PM File folder
— Avatar 10/15/2025 4:35 PM File folder
_ Material 10/15/2025 4:55 PM File folder
_ MonoBehaviour 10/15/2025 4:55 PM File folder
_ Scripts 10/15/2025 4:55 PM File folder
D n_WuTian03.prefab 10/15/2025 4:55 PM PREFAE File 240 KB

:| D n_WuTian03.prefab.meta 10/15/2025 4:55 PM META File 1KB
D n_WuTian03_body_wholeexport_rig.prefab  10/13/2025 455 PM PREFAE File 10KB
D n_WuTian03_body_wholesxport_rig.prefa..  10/15/2025 4:55 PM META File 1EB
D n_WuTian03_body_wholeexport_rig_n_W...  10/15/2025 4:55 PM ASSET File 1,397 KB
D n_WuTian03_body_wholeexport_rig_n_W...  10/15/2025 4:55 PM META File 1KB
D n_WuTian03_head_wholeexport_rig.prefab  10/15/2025 4:55 PM PREFAB File 20 KB
D n_WuTian03_head_wholeexport_rig.prefa..  10/13/2025 455 PM META File 1KB
D n_WuTian03_head_wholeexport_rig_n_W...  10/13/2025 455 PM ASSET File 29KB
D n_WuTian03_head_wholeexport_rig_n_W...  10/15/2025 4:55 PM META File 1KB

Make sure that the Scripts > PWRD.MUEngine looks like this

> =+ tutorial > ExportedProject > Assets > Scripts > PWRD.MUEngine > Search PWRD.MUEngine
TL sot = view - e
Name - Date modified Type Size
__ MUEngine 10/15/2025 4:55 PM File folder
_ MUGame 0/15/2025 4:55 PM File folder
_ ZeusCutscene 10/15/2025 4:55 PM File folder
B ActorMeshMaterialData.cs 10/15/2023 4:55 PM C# Source File 3KB
D ActorMeshMaterialData.cs.meta 10/15/2023 455 PM META File 1KB
B MUActorMeshExportinfo.cs 10/15/2025 4:55 PM C# Source File 3KB
D MUActorMeshExportinfo.cs.meta 10/15/2023 455 PM META File 1KB
:| B MUActorMeshExportTag.cs 10/15/2025 4:55 PM C# Source File IKB
D MUActorMeshExportTag.cs.meta 10/15/2023 455 PM META File 1KB
[ PWRD.MUEngine.asmdef 10/15/2025 4:35 PM ASMDEF File 1KB
B UpdateSet¥PosByBone.cs 10/15/2025 455 PM C# Source File 3KB

D UpdateSetYPosByBone.cs.meta 10/15/2025 4:53 PM META File 1KB




Download this script here:

https://drive.google.com/file/d/1 GtwlEvUxgikBgclxyTffuH3G0go1luao/view?usp=sharing

Unzip the contents. Copy the scripts from the Script > PWRD.MUEngine folder and paste them
into the AssetRipper rip. These should replace the scripts of the same name.

-
tutorial > pSxfashion_extract_to_assets >  Scripts PWRD.MUEngine
@D = U_T,[ Tl sort ~ = View ~ e
~
MName Date modified Type Size
| B ActorMeshMaterialData.cs 10/15/2025 5:19 PM C# Source File 3 KB|
| B MUActorMeshExportinfo.cs 10/15/2025 5:19 PM C# Source File = KB|
| B MUActorSkelMeshDesc.cs 10/15/2025 5:19 PM C# Source File 1 KB|

Search PWRD.MUEngine Q

B Details


https://drive.google.com/file/d/1GtwlEvUxgikBgclxyTffuH3G0go1Iuao/view?usp=sharing

AoA Texture2D 1014

Replace or Skip Files - *

. pgl_rise_b.. ShinobuPQ UlDialogs..

Copying 3 items from PWRD.MUEngine to PWRD.MUEngine .

+ The destination has 2 files with the same names - o
> -0 tutorial > Expy " Replace the files in the destination Search PWRD.MUEngine
N 2 Skip these files B
Name . 4 Let me decide for each file
MUEngine
MUGame Fewer details
ZeusCutscene 10/15/2025 4:55 PM File folder
B ActorMeshMaterialData.cs 10/15/2025 4:55 PM C# Source File 3KB
D ActorMeshMaterialData.cs.meta META File 1KB
B MUActorMeshExportinfo.cs C# Source File IKB
D MUActorMeshExportinfo.cs.meta META File 1KB
B MUActorMeshExportTag.cs C# Source File IKB
D MUActorMeshExportTag.cs.meta META File 1KB
D PWRD.MUEngine.asmdef ASMDEF File 1KB
B UpdateSetYPosByBone.cs C# Source File IKB
D UpdateSetYPosByBone.cs.meta META File 1KB
} B MUActorSkelMeshDesc.cs C& Source File 1KE

After that, copy ‘p5Sxfashion.cs’ into the Asset folder (ExportedProject > Assets)



A
pSx stuff  *  katayama bundles *  tutorial * ExportedProject *  Assets
)] = 0] Tl sort = View s
MName - Date medified Type Size

D n_WuTian03.prefab.meta 10/15/2025 4:55 PM META File 1KB

D n_WuTian03_body_wholeexport_rig.prefab  10/15/2025 4:55 PM PREFAB File 10KB

D n_WuTian03_body_wholeexport_rig.prefa.. 10/ META File TKB

D n_WuTian03_beody_wheoleexport_rig_n_W...  10/15/2025 455 PM ASSET File 1,397 KB

D n_WuTian03_body_wheleexport_rig_n_W...  10/15/2025 4:55 PM META File 1KB

D n_WuTian03_head_wholeexport_rig.prefab PREFAB File 20 KB

D n_WuTian03_head_wholeexport_rig.prefa...  10/15/2025 4:55 PM META File 1KB

D n_WuTian03_head_wholesxport_rig_n_W...  10/15/2025 4£:55 PM ASSET File 29 KB

D n_WuTian03_head_wholeexport_rig_n_W...  10/15/2025 4:55 PM META File 1KB

D n_WuTian03_head_wheleexport_rig_n_W... ASSET File 28 KB

D n_WuTian03_head_wholesxport_rig_n_W...  10/15/2025 4:55 PM META File 1KB

D n_WuTian03_head_whelesxport_rig_n_W...  10/15/2025 4:55 PM ASSET File 605 KB

D n_WuTian03_head_wholesxport_rig_n_W... META File 1KB

D n_WuTian03_head_wholeexport_rig_n_W...  10/15/2025 4:55 PM ASSET File 923 KB

D n_WuTian03_head_wholesxport_rig_n_W...  10/15/2025 4£:55 PM META File 1KB
| B p3xfashion.cs 10/15/2025 5:19 PM C# Source File 6 KB|

[ pe

Start a new project in Unity. Highlight the contents of the Assets folder and then drag and drop

them into the assets area of the Unity project.



blender-420-windows-x64 X
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assetripper x Assets

=) Documents
PR Pictures
@ Music
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tex
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pSxfashion_extract to_assets

~ [ ThisPC

> w= PSX Dump (D)
= My Passport (E)

> = My Passport (E)

23items 23 items selected

pSxstuff > katayamabundies > tutorial > ExportedProject > Assets > Search Assets
W M sort View -

Name - Date modified Type size
‘ ‘AnimatorController 10/15/2025 4:55 PM File folder ‘
[ AnimatorOverrideController 10/15/2025455PM ___ File folder |
[T Avtar 10/15/2025 455 PM File folder |
[= wateriar 10/15/2025 4:55 PM File folder I
‘ MonoBehaviour 10/15/2025 4:55 PM File folder ‘
[ scripts 10/15/2025 4:55 PM File folder |
[0 n wuTien03.prefab. 10/15/2025455PM ___ PREFABFile 240K
[ nwuTient3.prefabmeta 10/15/2025455PM__ METAFile kg
[ n_wuTian03_body_wholeexport sig.prefab _10/15/2025 455 P! PREFAE File 10k8]
[ n_wuiTian03 body wholestport rig prefa... 10/15/2025 455 PM META File kg
[ ) n_WulTian03 body wholeexport rig n W.. 10/15/2025455PM ___ ASSET File 1,397 8|
[T n_WuTien03 body_wholesiport rig n W.. 10/15/2025455PM  METAFile kg
[ n_wuTian03_head_wholeexport rig prefab__10/15/2025 455 P! PREFAB File 20 @
‘ ] n_WuTian03_head_wholeexport_rig.prefa. 10/15/2025 4:55 PM META File 1 KB‘
[ ) n_WuTien03 _head wholeoxport fig n W... 10/15/2025455PM ___ ASSETFile 28|
[ ) n_WulTian03 _head wholeorport ig_n W 10/15/2025455PM _ METAFile 1x8|

Go the Window drop down and you should see this

Before you do anything else, right click in Assets area and do Create > Scene



After that, Double click on the new scene asset. Then, click on Window > P5X Character

Importer.

Create

Show in Explorer

Open

Impert Mew Asset..,
Impert Package
Export Package..

Find References In Project

Select Dependencies

Refresh
Reimport

Reimport All

Update UXML Schema

Generate Lighting
Open C# Project
View in Import Activity Window

Properties...

Alt+ Ctrl+ C

Ctrl+R

Ctrl+Shift+L

Alt+P

Visual Scripting

Shader

Shader Variant Collection
Testing

Playables

Assembly Definition
Assembly Definition Reference
TextMeshPro

Text

Scene

Scene Template

Scene Template Pipeline

Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture
Animator Controller

Animation

Animator Override Controller



(2 My project (4] - SampleScene - Windows, Mac, Linux - Unity 2022.3.49f1 <DX11>

File Edit Assets GameObject Component Services Window Help

Panels >
Mext Window Ctrl+Tab
Previous Window Ctrl+5hift+Tab
Layouts »

P5X Character [mporter

Search
Unity Version Control

Aszet Store

Package Manager

Text
TextMeshPro

General

Rendering

Animation
Audio

Sequencing

Analysis >
Asset Management b
Ul Toolkit
Visual Scripting
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wroller

rrideControlle AnimatorCont AnimaterOve Avatal Materia ManoBehaviou Scenes s n_WuTian03 _WuTian03_b _WuTian03_ b, n_WuTian03_h n_WuTian03_h. n_WuTian03_h. n_WuTian03 |

Drag and drop the rig (in this case, n_WuTian03) onto the first slot (Rig Prefab)
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In the second slot named ‘Fashion Part 1’ drag the cube with ‘body’ in the name onto it



ntrolle AnimatorCent. AnimatorOve Avata Material ManoBehaviou Seenes Seripte

1_WuTian03 \_WuTian03_b

Finally, drag the third cube with ‘head’ in the name onto the slot ‘Fashion Part 2'.
After you do that, click ‘Add to Scene’.

Doing that should add the model to the scene

After everything is add, go to this drop down and click Save Scene



n_WuTian03 Save Scene

Save Scene As

Select Scene Asset
Add Mew Scene

Prefab b

GameObject >

Next we need to build the project. Exporting the model as an FBX from Unity will not give you
great/optimal results.

Under file > build settings, change Compression Method to LZ4 and click build. Go to the build’s
folder and it should look like this (project name is different depending on what you named it)



» = local Disk (C:) > pb5x stuff

Tl sort

Mame

MeonoBleedingEdge
My project (4)_Data
(2 My project (4)
& UnityCrashHandlerfd

[2] UnityPlayer.dil

Go to the data folder and you should see a file called ‘data.unity3d’. Open up AssetStudioMod.
Go to Options > Export Options and make sure it looks like this

»

katayama bundles

Wiew

Date modified

10/15/20:

tutorial >

Type

File folder
File folder
Application

Application

Application extens...

build

» Search build

Size

30,107 KB



Export options

Export

Group exported assets by File name format

type name e

B Try to restore/Use original TextAsset extension name

B Convert Texture2D

(O Bmp © Png O Jpeg (O Tga () Webp

B Export sprites with alpha mask applied
B Convert FMOD AudioClip to WAV(PCM]
B Open folder after export

B Export in parallel with number of tasks

Cubism LiveZD

Motion export method

0O MonoBehaviour (Fade motion) () AnimationClip

[] Calculate Linear motion segments as Bezier segments

Drag and drop the file ‘data.unity3d’ into AssetStudio

It should look like this

assetMame w

Fhx

B EulerFilter
FilterPrecision 0.25

B Export all nodes

B Export skins

B Export animations

B Export blendshape

B Al nodes cast to bone

[ Export all UVs as diffuse maps

BoneSize |10 =
ScaleFactor 100 =
FBXFormat Binary

FBXVersion 7.5 e

Cancel



File Options Model Export FilterType Debug  About

Scene Hierarchy ~ Asset List Asset Classes Preview Dump
Filter ~ | Include ~
Name Container Type PathlD Size
Splash Screen Unity Logo Texture2D 3 2796...
Sprite #1062 Sprite 1045 416
n_WuTian03_body_wholeexp... Mesh 8 641672
n_WuTian03_head_wholeexp... Mesh 9 11020
n_WuTian03_head_wholeexp... Mesh 10 8948
n_WuTian03_head_wholeexp... Mesh il 274332
n_WuTian03_head_wholesxp... Mesh 12 410936
n_WuTian03 Animator 496 56
MUActorMeshExportinfo MonoBehavi... 506 1988 L
Acontettiseraes Moncbc |07 |78 Preview
MUPlayableAnimator MonoBehavi., 508 32
MUActorEntityExportinfo MonoBehavi... 508 32
MUActorMeshExportinfo MonoBehavi., 510 608
ActorMeshMaterialData MoncBehavi... 5311 76 n ot
ActorMeshMaterialData MonoBehavi... 512 76
MUActorFaceExportTag MoncBehavi... 312 32 °
MUActorMeshExportinfo MonoBehavi... 514 4184
e e available
MUActorMeshExportinfo MonoBehavi... 516 5480
ActorMeshMaterialData MoncBehavi... 517 76
ZeuslookAt MonoBehavi... 518 32
ActorMeshMaterialData MoncBehavi... 519 76
MUActorMeshExportTag MonoBehavi... 520 32
UpdateSetVPosByBone MonoBehavi... 521 32
MUActorMeshExportinfo MonoBehavi... 522 506
UpdateSetVPosByBone MonoBehavi... 523 32
;‘ Finished loading 5 file(s) with 26 exportable assets

Click on the Animator asset named ‘n_WuTian03’ and go to Export > Animator + selected
AnimationClips to export.

With the model imported, open blender and use better fbx importer to import the model. If you
don’t want to use better fbx importer, check this box with normal fbx import

+" Customn Properties

+ Import Enums As Strings
+ Image Search

sRGB

Apply Transform

n_WuiTian0

+ Use Pre/Post Rotation

Manual Oriertation

» & Animation
Armature
Ignore Leaf Bones
Fi ct Children

+ Automatic Bone Orientation




