Introduction
This guide can be useful to understand process of simple texture modding (replacing of textures). | myself have done

only texture replacements mods and don’t know specific details about models, animations.

CREDITS for other modders, who shared their knowledge and for authors of tools, as without their soft nothing could
be possible: hypermorphic, Makacha, tholwin, Fuse00, pineapples721/theawesomecoder61

Tools
Links actual on 2022-09-17

ACViewer (assets browser) https://discord.gg/rEGFmc2g

forgeNames.bin - filenames for ACV 1.4 https://drive.google.com/file/d/1-
YPKS5YDCMc7JW6EXNQaVvEfNsAoJBKA3sf/view?usp=sharing

oo2core_7_win64.dll — search or look at ACViewer discord channel.

Blacksmith (AC Resources explorer/extractor) http://t-poses.com/bs/

Blacksmith Discord server https://discord.gg/tjyCvcP

HxD (Hex editor) https://mh-nexus.de/en/hxd/

Notepad++ (text editor) https://notepad-plus-plus.org/downloads/

Forger (patch manager) https://www.nexusmods.com/assassinscreedodyssey/mods/42

Raw texture previewer/converter https://zenhax.com/viewtopic.php?t=7099

NVIDIA Texture Tools https://developer.nvidia.com/nvidia-texture-tools-exporter

Standalone or Adobe Photoshop Plugin

OR you can use Intel® Texture Works Plugin for Photoshop https://gametechdev.github.io/Intel-Texture-Works-
Plugin

Texconv - | cannot recommend it for bugs/artefacts, but it can be useful in some cases

https://github.com/Microsoft/DirectXTex/wiki/Texconv

DirectXTex texture processing library https://github.com/microsoft/DirectXTex

Texture editor — on your choice Photoshop / Krita / GIMP / etc.

Preparation
Paths (my paths are for example):

path_to_game = c:\Games\Assassin's Creed Valhalla\

path_to_patches = c:\Games\Assassin's Creed Valhalla\ForgerPatches\

STEP ACViewer

Copy ACViewer.exe, oo2core_7_win64.dll, forgeNames.bin to path_to_game

Run ACViewer.exe first time and wait while it creates index files (text format) with all file IDs and names.

The difference in creating index files without forgeNames.bin you can see in line with non-readable filename:


https://www.nexusmods.com/assassinscreedodyssey/users/10781498
https://www.nexusmods.com/users/49223398
https://www.nexusmods.com/assassinscreedvalhalla/users/6544274
https://www.nexusmods.com/assassinscreedvalhalla/users/6052912
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https://drive.google.com/file/d/1-YPK5YDCMc7JW6XNQqvEfNsAoJBKA3sf/view?usp=sharing
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https://www.nexusmods.com/assassinscreedodyssey/mods/42
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https://github.com/microsoft/DirectXTex

C:\Games\Assassin's Creed Valhalla\DataPC_SharedGroup_86.forge.index (1 hit)
Line : OxD00OO14AF610ESFC: CE_P_Bayek_Ezio_BodyTop_DiffuseMap_TopMip_1.CompiledMip
%Search "Bx0B888814AF61BESFC" (1 hit in 1 file of 156 searched)

?Search "BxBBBBB14AF61BES5FC" (1 hit in 1 file of 156 searched)

C:\Games\Assassin's Creed Valhalla\DataPC_SharedGroup_86.forge.index (1 hit)

Line : Bx0BEOO14AF610ESFC: BCFODCABTO18570A2F577A40901ECTFSE3468610B1AC3DI8253C5894C509352DF5920B6BD2D57704551309 . ConpiledMip
STEP Blacksmith
Settings I} x
Load Settings from File  Open Settings Location  If you change any of the paths, restart Blacksmith to see chan
Mame Walue

Path to Assassin's Creed: Odyssey Choose...
Path to Assassin's Creed: Origins Choose. ..
Path to Steep Choosze. ..
Fath to Assassin's Creed: Valhalla C:\GamestAssassin's Creed Valhalla Choose...
Path to Rainbow Six Siege Choose. ..
Temporary File Path G \GamesSoft\ ACValhalla  TEMP _Blacksmith 195 Choose...
Delete Temporary Files on Exit ]
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Automatically Fix Mormal Maps

Defautt Model Format in Save As Window AD5[" 3ds e
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Default Texture Format in Save As Window DD3SI"dds et
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Temporary File Path — here goes extracted acv files.

Do Not Unload Forges — you will need many forger files open at the same time for comfort work.

How to find game files IDs
Notepad++ Menu — OR Ctrl+Shift+F

File Edit Search View Encoding Language Settings Tools Macre R
a5 Find... Ctl+F
B rew bt Find in Files... |> Ctrl+5hift+F



Find in Files >
Find Replace FindinFiles  Find in Projects  Mark
Find what J (,*)Ezio(. *)Bottom(. “JDiff Y | Find Al |
1l
% Replace with :| V| Replace in Files
Filters :| *.index V| Close
Directory : | C:\Games\Assassin's Creed Valhalla o | o | [_|Fallow current doc.
Match whole word only In all sub-folders

[ IMatch case In hidden folders

Search Mode []Transparency

() Mormal 0On lesing focus

(O Extended (n, v, 't \0, W...) Always

(@) Regular exprezsion [ _]. matches newline

Find what — regex
The result:

Search "(.*)Ezio(.*)Bottom(.*)Diff" (29 hits in 13 files of 156 searched)

C:\Games\Assassin's Creed Valhalla\DataPC_211_dlc_patch_01.forge.index (1 hit)

Line 17061: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap
C:\Games\Assassin's Creed Valhalla\DataPC_211_dlc_SharedGroup_00_patch_01.forge.index (1 hit)

Line 2622: 0x0O000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap
C:\Games\Assassin's Creed Valhalla\DataPC_ACK_DLC_Francia_patch_01.forge.index (1 hit)

Line 149876: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap
C:\Games\Assassin's Creed Valhalla\DataPC_ACK_DLC_Ireland_patch_01.forge.index (1 hit)

Line 101349: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap
C:\Games\Assassin's Creed Valhalla\DataPC_SharedGroup_00.forge.index (3 hits)

Line 61928: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 61932: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

Line 61934: 0x0000014AF610E5DF: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_1.CompiledMip
C:\Games\Assassin's Creed Valhalla\DataPC_SharedGroup_00_patch_01.forge.index (1 hit)

Line 3358: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap
C:\Games\Assassin's Creed Valhalla\dlc_20\DataPC_ACK_DLC_lIreland.forge.index (3 hits)

Line 951157: 0Ox0O000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 951161: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

Line 951163: 0x0000014AF610E5DF: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_1.CompiledMip
C:\Games\Assassin's Creed Valhalla\dlc_207\DataPC_ACK_DLC_Francia.forge.index (3 hits)

Line 667879: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 667883: 0x0000014AF610E5DD: CE_P_Bayek Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

Line 667885: 0x0000014AF610E5DF: CE_P_Bayek Ezio_BodyBottom_DiffuseMap_TopMip_1.CompiledMip
C:\Games\Assassin's Creed Valhalla\dlc_211\DataPC_211_dlc.forge.index (3 hits)

Line 77439: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 77443: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

Line 77445: 0x0000014AF610E5DF: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_1.CompiledMip
C:\Games\Assassin's Creed Valhalla\dlc_211\DataPC_211_dlc_SharedGroup_00.forge.index (3 hits)

Line 55649: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 55653: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

Line 55655: 0x0000014AF610E5DF: CE_P_Bayek Ezio BodyBottom_DiffuseMap_TopMip_1.CompiledMip
C:\Games\Assassin's Creed Valhalla\dlc_232\DataPC_232_dIc.forge.index (3 hits)

Line 45298: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 45302: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip
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Line 45304: 0x0000014AF610E5DF: CE_P_Bayek Ezio _BodyBottom_DiffuseMap_TopMip_1.CompiledMip
C:\Games\Assassin's Creed Valhalla\dlc_35\DataPC_35_dlc.forge.index (3 hits)

Line 42165: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 42169: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

Line 42171: 0x0000014AF610E5DF: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_1.CompiledMip
C:\Games\Assassin's Creed Valhalla\dlc_35\DataPC_35_dlc_SharedGroup_00.forge.index (3 hits)

Line 37830: 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap

Line 37834: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

Line 37836: 0x0O000014AF610E5DF: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_1.CompiledMip

The best quality texture is TopMip_0.
As we seeg, it is included in few forger files. Later we must patch all instances to exclude bugs.

View in ACViewer
Open TitleScreen world (min records).

B ACViewer-0.29

Worlds  Windows Gl 01 F

_England
_Jotunheim

TEEN

Render layers Render Mode Grids Selecktion Export Add enkiky by ID World

OxPEEO14AF610ESDD ) [Make G E =ol

B ACViewer-0.29
Worlds  Windows

[DaEa Browser

Forge files

JodyBottom_DiffuseMap_TopMip_8. CompiledMip [@ 0014AF610ESDD]

Type value




Y Inspector

CE_P_Bayek_Ezio_BodyBottom DiffuseMap_TopMip_0. CompiledMip | cE_p_Rayek_Ezio_BodyBaktom DiffuseMap. TextureMap [8x8000814AF610ESDL]

CE_P_Bayek_Ezio_BodyBottom_DiffuseMap, Texturetap o = =
ilener [Raw properties

Export

Y Inspectar

CE_P_Bayek_E2io_BodyBottom_Di ffuseMap_TopMip_0. Compiledip | cE_p_payek_Ezio_BodyBottom DiffuseMap. TextureMap [OxB008814AF610ESDL]

CE_P_Bayek_Ezi0_BodyBottom Dif fuseMap. TextureMap o = =
iewer | [Rawlproperties

Property 1D Type
width us2 as float: 0.000000
height as float: 0.000000
depth float: 0.000000
Property_3 float: 0.000000
pixelFormat float: 0.000008
textureFormat float: 0.000000
Gamma settings float: 0.000008
numii pmaps 11 as float: 0.000000
Category 9 as float: 0.000000
Property_9 Bool
Property_10 Bool
Property_11 Bool
Property_12 Bool
Property_13 Bool
Property_14 Bool
Property_15 Bool
UserCategory U32 or Float as float: 0.000000
v CompiledTopMip Array size: 2
¥ CompiledTopMip[@]: inlined CompiledTopMip
CompiledMip external CE_P_Bayek_Ezio_BodyBottom DiffuseMap_TopMip_ {Comy]
¥ CompiledTopMip[1]: inlined CompiledTopMip
Compi ledMip external CE_P_Bayek_Ezio_BodyBottom DiffuseMap_TopMip_1 (Com
¥ CompiledTextureMap: inlined CompiledTextureMap
Texturemap Texturetap external CE_P_Bayek_Ezio_BodyBottom_DiffuseMap (TextureMap)
Property OxEBBA2GLF
Property @xABEDECAC
Property 0x4DDB6AZB
Property OxF2E1E039
Property 0x3B62336D
Property OxFBBESEAC
Property 0x573ABISE
Property 0xC9797CBB
Property Ox28EE3356
Property OxF12D2DF4
Property Ox4117EFSE[2]
Property BxAS8D37C2 [
Property OxAE3FICFF [
Property Bx4ED6BIAF 655360
Property OxE14D4E3A 43704
Property @xCB4ESF18 1
Property Ox94F8EAG6L 3
Property 0x9326£943[0]
Property OxEEBD6CAC[A]
CompiledTexture[43704]

]
]
]
o




exkternal CE_P_Bayek_Ezio_BodyBokbom_DiffuseMap_TopMip_@ {CompiledMip)

external CE_P_Bayek_Ezio_BodyBottom CiffuseMap_TopMip_1 (CompiledMip)

exkternal CE_P_PBayek_Ezio_BodyBoktom DiffuseMap (TextureMap)

Textures in ACValhalla usually have 3 files — TopMip_0 (no mipmaps) — best quality, TopMip_1 (no mipmaps) and all
other mipmaps. You can save your texture as 3 files to match originals or as one with mipmaps — the difference is in
how you define offsets for forger manager.

How to extract files from forger archive
Open Blacksmith and then open forger file, that was show in search result

Search "0x0000014AF610E5DD" (9 hits in 9 files of 156 searched)
C:\Games\Assassin's Creed Valhalla\DataPC_SharedGroup_00.forge.index (1 hit)
Line 61932: 0x0000014AF610E5DD: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip

0x0000014AF610E5DD — is file ID in 16 base system. To use it in Blacksmith you must convert it to decimal value
1421467510237. For example in calculator SpeedCrunch.

B SpeedCrunch

Session  Edit  View Settings Help

OX0000 OD14A F610 ESDD

= 1421 467 510 237

£ Blacksmith

File Find Cueue (Heavily Experimental)

Aszassins Creed: Odyssey

Assassin's Creed: Ongins

— Assassin’s Creed: Valhalla

. -8 DataPC forge

- DataPC_148_dic_D¥12_patch_01forge

-H° DataPC_148 dic_patch_01forge
LAl e it g
DataPC_patch_01 forge
DataPC_SharedGroup_(W forge

[ #AUTO_Default_In_Transtion

- [ [ACK] AddOn - [Disable Al Fire]

D [Animal Prey] Disable Flee From Projectiles

I [Animal] Disable Flee From Bark |

-[¥F]-

-[¥F]-

¥

8
= @ B

- [F [

Now open search form and enter decimal file ID.

Before last game updates, ACViewer was not must have tool, as Blacksmith can be able to find by names, but for
now, many files are shown without their names and we need to use ACViewer index files to find something.



Find u

Forge(s) to search in: | <All Loaded Forges> ~
Query: PariialWhole (Case-Sensitive s File ID? Find Al
Filter By: | MNone
Add All to Queue
L
MName Resource Identifier File 1D mn;psrlessed Size Path

CE_P_Bayek_Fzio_BodyBottom_DiffuseMap_TopMip_0 | CompiledMip 1421467510237 | 300254 Assassin's Creed: Valhalla\DataPC_SharedGroup_00 forge\CE_P_Bayek_Frio_BodyBottom_DiffuseMap_TopMip_0

Results: 1 | Time Taken: 00:00

Double click on result entry will position browser to file.

Fe Blacksmith — | Pl

File  Find  Cueue (Heavily Experimental) Tools  Settings  More

E CE_G_generc_guiver_MomalMap_TopMip_0 ~ | 30 Viewer | |mage Viewe * |
E CE_G_generc_guiver_MomalMap_TopMip_1 Box

-4 CE_P_Bayek_Altair_Body

i E CE_F_Bayek_Altair_Body_DiffuseMap_TopMip_0
CE_F_Bayek_Altair_Body_DiffuseMap_TopMip_1
CE_F_Bayek_Altair_Body_Mask1Map_PC_Ggp_Prospero_Scarett_TopMip_(0
CE_F_Bayek_Altair_Body_Mask1Map_PC_Ggp_Prospero_Scarett_TopMip_1
CE_F_Bayek_Altair_Body_MomalMap_TopMip_0
CE_F_Bayek_Altair_Body_MomalMap_TopMip_1
CE_F_Bayek_Altair_Glove
CE_FP_Bayek_Altair_Glove_DiffuseMap_PC_Gap_Prospero_Scarett_TopMip_
CE_FP_Bayek_Altair_Glove_DiffuseMap_PC_Gap_Prospero_Scarett_TopMip_
CE_F_Bayek_Altair_Glove_Mask 1Map_PC_Ggp_Prospero_Scarlett_TopMip_/
CE_F_Bayek_Altair_Glove_Mask 1Map_PC_Ggp_Prospero_Scarett_Top Mip_
CE_F_Bayek_Altair_Glove_MomalMap_PC_Ggp_Prospero_Scarett_Top Mip_
CE_F_Bayek_Altair_Glove_MomalMap_PC_Ggp_Prospero_Scarett_Top Mip_
CE_F_Bayek_Altair_Knives
CE_F_Bayek_Altair_Knives_MomalMap_TopMip_0
C

C

C

C

C

[

C

C

C

C

C

C

4

LI

E_P_Bayek_DLC_Belt

E_F_Bayek_DLC_Hood

E_F_Bayek_DLC_Pants

E_F_Bayek_DLC_Torso

E_F_Bayek_Ezio_BodyBattom
CE_P_Bayek_Ezio_BodyBottorm_DiffuseMap_TopMip_0 I}

E_P_Bayek_FEzio_BodyBottom_DiffuseMap_TopMip_1
E_P_Bayek_FEzio_BodyBottom_Mask 1Map_PC_Gap_Prospera_Scarett_Top
E_P_Bayek_FEzio_BodyBottom_Mask 1Map_PC_Gap_Prospera_Scarett_Top
E_P_Bayek_FEzio_BodyBottom_MaomalMap_TopMip_0
E_P_Bayek_FEzio_BodyBottom_MaomalMap_TopMip_1
E_P_Bayek_FEzio_BodyTop

F P Ravek Frin BodvTon DiffuzeMan TonMin 0 w

L1

B B M B B 2 M . o 2 M M
EGEEEEEEGGGGGEGEEEEEEGEEEEE

Controls List -

41

Size: 293,2 KB| File 1D: 1421467510237 |T].-'pe: CompiledMip

Clicking on file will auto save acv file in Temporary File Path in subfolder with forger name.

Extracting dds texture from acv file

Viewing and saving textures with Blacksmith worked with Origins and Odyssey, early versions of Valhalla, but now it
is broken.



CE_P_Bayek _Ezio_BodyBottom_DiffuseMap_TopMip_0-1421467510237.acv

Open acv in hex file editor.
How to find hex offsets for Mip 0 and Mip 1 (they are the same so you have to find only one of them):

Find the second occurrence of this values - "A3 87 4B 1D"

Find >

Text-string Hex-values  |nteger number  Floating point number

Search for AZ BT 4B 1D o

Search direction

O Al
h (®) Forward

(") Backward

Search all Cancel

E CE_P_Bayek_Ezio_BodyBottorn_DiffuseMap_TopMip_0-1421467310237.acv E CE_P_Bayek_Ezio_BodyBottorn-142°

Cffsec(h) 00 ©1 02 O3 04 05 O0e 07 OB 0% 04 OB OC OD OE OF Decoded text

00000000 A3 BT 4B 1D 1A OC 08 00 2E 00 00 40 BC FO DC AB J+E........ Bipbe
00000010 70 18 57 OA 2F 57 7A 40 90 1E C7 F& C3 3B 88 58 p.W./W=z@h.3ul:€X
00000020 28 €5 4E 9B B4 89 €D 33 54 OE A6 83 CO 40 88 80 (eN:r't=m3T.)DREER
00000030 B3 95 9E 13 72 €C A1 DY 44 Fe 8D 31 00 01 DD E5  ish,rl¥mDunkl..=e
00000040 10 Fe 44 01 Q0 00 B il 00 00 08 00 - 00 .mdJ.. . ......
Q0000050 00 Q0 An oA AR DL Q0 OO0 OO0 00 Af AR AL AR 00 OO0 L.EEEE....EEEE..

Skip 4 bytes after second occurrence —. is offset, from here starts dds data.



&E CE_P_Bayek_Ezic_BodyBottorn_DiffuseMap_TopMip_0-1421467310237.acv E CE_P_Bayek_Ezio_BodyBe * | *

Cffsec(h) OO0 €1 02 O3 04 05 0O 07 O 0% 04 OB OC OD OE OF Decoded text ~

00000000 A3 ET7 4B 1D 1a OO 08 OO 2E OC 00 40 BC FO DC AB J#E........ Eir
QOQQOO10 70 18 57 OR 2ZF 57 TA 40 90 1E C7 F& C3 3B 88 58 p.W./Wz@L.S5ul.
Q000DOD020 28 &5 4E SE B4 89 6D 33 54 OE A6 23 CO 40 88 20 (eN»rhm3T. ) DAf
00000030 B3 95 9E 13 72 &6C Al DO 44 Fé 8D 31 00 01 DD ES  dish.r1¥mDuakl..
00000040 10 Fe 4& O1 00 OO A3 87 4B 1D 0 08 OC J. L LTFEL L.
Q0000050 00 00 As AR AR AR OO0 OO0 00 O (0 - .EEEE....EEEL
Q00000ed 00 00 AR AR AR AR 04 45 00 D2 ..EEEeE.I..U0..
55

QooQooo7T0 00 » FF FF &8 CA 00 C2  ..U0gshK. .00«

£ >
& | Checksum  Search (0 hits)
Algorithm Usage
Expected resu
Offsetih): 4E Block(h): 4E-4E Length(h): 1

Now we also must find file CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap, which contain default texture.
It name can be like *Set or *TextureSet or *TextureMap.

The possible problem is that it is embedded into another file of material type, as in this case. We can investigate this with
ACViewer:

Material

In this case file is CE_P_Bayek_Ezio_BodyBottom-1421467510384.acv (Material).

To be sure find value 0x0000014AF610E5D1: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.TextureMap in
CE_P_Bayek Ezio_BodyBottom-1421467510384.acv. 0000014AF610E5D1 = big endian D1E510F64A010000

g:?':E_P_BE'_',fEk_EZiD_Bl:Id}fBl:lttl:Ir‘ﬂ_Di'H:LISEMEFI_TEIpMip_ﬂ-142145?51ﬂ23?.3w E'I CE_P_Bayek_Ezio_BodyBottom-1421467310384.acv

Cffsec(h) OO0 01 02 03 04 05 0O O7 OF 0% 0& OB OC OD OE OF Decoded text

00000300 00 00 00 00 00 00 00 00 00 00 00 41 00 00 00 41  ..uuuuuunn. A...A
00000310 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 .uuuuuuusnnnnnns
00000320 00 OD 46 0% 7D 00 00 00 00 00 00 00 00 00 00 00 ..Fuluuuueuunnns
00000330 00 03 01 00 00 00 00 00 00 00 00 o1l ol [(REEEE .............
00000340 00 00 00 00 00 00 OO0 00 OO0 OD 46 [d..deeveeenn.. F
[alatatatal-=3 =yl Ao T AN STt TN ] TN atal aTa TN atal el atal ST s b= Ml b

From 33D begin our TextureMap file. Find "10 B5 52 86" - it must be after 33D.

5_5"] CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0-1421467510237.acv [:f] CE_P_Bayek_Ezio_BodyBottom-1421467310384.acv

Cffsec(h) 00 01 02 03 04 05 06 07 OF O5 0& OB OC OD OE OF Decoded text

00000600 00 00 00 Ol 00 00 00 03 00 00 00 01 00 00 00 01 vuuuuunnnennnnns
00000610 00 00 00 OB 00 OO 00 00 00 00 00 00 00 00 00 00  +uuuuununennnnns
00000620 00 00 01 00 00 00 00 00 F& F5 00 00 00 oo ER ........ mH. ... [
00000630 00 DD E5 10 F6 4A 01 00 00 Ol 00 F2 FB 00 Ri].Ze.nJd..... .

i talalatar.Ral L e T T T L T T T T N Y I B R R L LT, eeTHE ITe e T



Click on the first byte ("10"). You need to move forward for 137 bytes (89 bytes in hex value).

‘u‘iew Analysis Tools Window

" Find Ctrl+F &
aon Peplace.. Ctrl+R I'E
Find again F3
Find again (reversed) Shift+F3

Goto oo

Offset: L\)
| bs|
(®) hex () dec O oct
Offzet relative to
() begin
(®) current offzet
() end (backwards)

Cancel
20 HxD - [g\Games5oft\ACValhalla\TEMP_Blacksmith 195\ Valhalla\DataP C_SharedGroup_00\CE_P_Bayek_Ezio_BodyBottom-1421467310384.acv] - O -4

| File Edit Search View Analysis Tools Window Help
SAASIE E-RE R || Windows (ANS])

| CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0-1421467510237.acw ] CE_P_Bayek_Ezio_BodyBottom-| « | » Special editors

L\) -8

“4 16 v|hex i

Offset(h) 00 01 02 03 04 05 06 07 0% 09 OA OB OC OD OE OF Decoded text ™ | Data inspector
00000600 00 00 00 01 00 00 00 03 00 00 00 01 00 00 00 01 wuveveeueeennnnn 44 b bl
00000610 00 00 00 OB 00 00 G0 00 00 00 00 00 00 00 00 00 +uveeeesreennnes
00000620 00 OO Ol 00 00 00 00 Q0 F8 FB 00 00 00 00 10 BS  ........ M. .... B Binary (8 bit) 11100011
00000630 52 56 00 DD ES 10 F& 44 01 00 00 01 00 F2 FB 00 Rt.Ze.ud..... m Intd otor -20
00000640 00 00 00 10 BS 52 86 00 DF ES 10 Fé 4A 01 00 00 ..uRt.ge.ud... Ulnts Eoto- 27
00000650 00 02 00 F2 FB 00 0O 00 00 E9 7F 23 13 01 DL E5  ...m....#.%..Ce Qoo !
00000660 10 FE 4A 01 00 00 Ol 00 00 00 OF 00 00 00 00 08 .HJuueneenennnn. Int16 gote: Invalid
00000670 00 00 00 04 00 00 OL 00 00 00 01 00 00 00 OB 00 +uveveenreennnes Ulnt16 goto: Invalid
00000680 00 OO0 03 00 00 00 OL 00 00 00 Ol 00 00 00 00 00 wuuveveesreennnes Int24 goto: Invalid
00000690 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00  wuveveeueeennnns Ulnt24 goto: Invalid
00000GA0 OR OO0 BE AL 00 00 OL 00 00 00 00 00 00 00 00 00 .. 8B.ceu.eevnn... Int32 T ———
00000EBO 00 OO0 00 B2 AR 00 0O 50 00 00 95 25 09 0l E3 ...2€..HP..-%..¢ 0% |
000006CO 50 82 30 57 A8 00 ORE3 50 52 30 55 2R 00 80 03 P,OWE..DP,0U*.B. Byte order
00000600 59 A2 38 55 ) T2 50 B2 30 55 82 A2 00 C2 Y§BUB iBPy0U,¥.B @® Little endian O Big endian
000C06EQ 50 82 28 57 03 61 €1 28 55 5F 5F OA 03 P, (Wee..aa(U i..
000006F0 €1 61 20 F5 23 €1 C2 40 55 RO FE BS 24 aa x-TE#aBEU mnd [l Hexadecimal basis (for integral numbers)
fnnnnman £1 ma s oo "o Em mn 88 fC e TA An a0 oASTIOem v oTTEe £

@ | Checksum  Search (0 hits)

[ =4

@ “ Refresh

Algorithm Checksum Usage
: Expected It:|
Offset(h): 6B7 Block(h): 6B7-6B7 Length(h): 1 Cwerwrite

6B7 —is our offset from which all mipmaps must be written.

Save texture

As we always need only the best quality top_0 texture, and this acv file don’t contain another data after texture
data, | save dds with the tool Raw texture previewer/converter. Enter offset 4E that we find. This tool sometimes
can not define right dimensions, so we can find them in ACViewer (recommended) or just experimental way.

10




CE_P_Bayek_Ezio_BodyBottom DiffuseMap. TextureMap [0x0000014AF610ESD1]

Property ID Type
width U32 or Float
height U32 or Float

DDS format is also in properties:
Value 3 -BC1, 10 — BC7, etc. BC2 and BC3 also used in AC games.

CE_P_Bayek_Ezio_BodyBottom_ [ ffuseMap, TextureMap [0 BE14AFG1EESDL ]
Silewer | |Raw properkies
Property ID

widkh

height

depth

Propert

wxelFormak

CE_P_Bayek_Ezio_BodyBottom MormalMap, TextureMap [

Miewer  |Raw properkies

Properky ID

ureFormak
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o5 Raw texture cooker — O

[] P54 swizzle
@xOFFSET 1024 (4096 O 248 ® 1024 O 512 O 256 (O 128 [ autodetect size [] Switch swizzle

G:MGamesSoft\ ACValhalla\TEMP_Blacksmith 195\Valhalla’\DataPC_SharedGroup_DO0VCE_P_Bayek Ezio BodyBotl | PS3 swizzle TopMip |

O 409
O 2048
@ 1024
() 512
) 256
O 128

(®) BC1(DXT1)
() BC2 (DXT3)
i) BC3(DXTS)
() BC4 (ATIT)

() BC5U (ATI2)
() BCSS

i) BCG

i) BCT

be1_unom w
%

Try and Conwvert

Result - CE_P_Bayek Ezio_BodyBottom_DiffuseMap_TopMip_0-1421467510237.dds
Now we can convert it and edit as we want. To convert dds to tga/png and vice versa | use NVIDIA Texture Tools.
| prefer to save one dds file with mipmaps.

For this example, CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.dds is our edited texture with all mipmaps levels.

Making forger file

To understand parameters read all articles: Forger patch manager - articles by hypermorphic

Take as template file from another similar mod.

In this example we must patch tree files:

0x0000014AF610E5D1: CE_P_Bayek Ezio BodyBottom_DiffuseMap.TextureMap

We must patch file 1421467510384 CE_P_Bayek_Ezio_BodyBottom

256 256 DataFileOffsetHex = A0080 Size = 43704 (sum of all mips from 256 to 1) Offset = 6B7
0x0000014AF610E5DD = 1421467510237: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_0.CompiledMip
1024 1024 DataFileOffsetHex = 80 Size = 524288 (it’s 1024x1024 / 2) Offset = 4E

0x0000014AF610E5DF = 1421467510239: CE_P_Bayek_Ezio_BodyBottom_DiffuseMap_TopMip_1.CompiledMip
512 512 DataFileOffsetHex = 80080 Size = 131072 (it's 512x512 / 2) Offset = 4E

DataFileOffsetHex is 80 for BC1,BC2, BC3 and 94 for BC7 (DXT10).

12


https://www.nexusmods.com/assassinscreedodyssey/mods/42?tab=articles
https://www.nexusmods.com/assassinscreedodyssey/users/10781498

All occurrences of these files in all forger files must be patched. | know, that it was not necessary in Odyssey it was
possible to patch only newest forger file, but in Valhalla it not clear, as | was informed of side effect of Ireland forger
on England. So | recommend to patch all.

The lines in forger for DataPC_SharedGroup_00.forge will be:

{"File":"DataPC_SharedGroup_00.forge","FilelD":1421467510237,"Edits":[{"OffsetHex":"4E","DataFile":"
CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.dds ","DataFileOffsetHex":"80","DataFileSize":524288}]},

{"File":"DataPC_SharedGroup_00.forge","FilelD":1421467510239,"Edits":[{"OffsetHex":"4E","DataFile":"
CE_P_Bayek Ezio_BodyBottom_DiffuseMap.dds ","DataFileOffsetHex":"80080","DataFileSize":131072}]},

{"File":"DataPC_SharedGroup_00.forge","FilelD":1421467510384,"Edits":[{"OffsetHex":"6B7","DataFile":"
CE_P_Bayek_Ezio_BodyBottom_DiffuseMap.dds ","DataFileOffsetHex":"A0080","DataFileSize":43704}1},

Few words about game updates

It must be clear, that Ubisoft don’t support modding in any way. One of the obvious reasons — their online in-game
store. So new game versions can contain files with new formats or encryption that will break work of tools and
mods. | recommend making backup of all game files before running game update and never turn on autoupdate.

Useful links
Mesh swapping (How to) by tholwin

How to find hex offsets for DiffuseMap files by tholwin

Modder's pack by Makacha (pdf manual)

Forger patch manager - articles by hypermorphic
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https://www.nexusmods.com/assassinscreedvalhalla/articles/20
https://www.nexusmods.com/assassinscreedvalhalla/users/6544274
https://www.nexusmods.com/assassinscreedvalhalla/articles/11
https://www.nexusmods.com/assassinscreedvalhalla/users/6544274
https://www.nexusmods.com/Download/?id=541&game_id=2610&source=FileExpander
https://www.nexusmods.com/users/49223398
https://www.nexusmods.com/assassinscreedodyssey/mods/42?tab=articles
https://www.nexusmods.com/assassinscreedodyssey/users/10781498

