X Dive Offline modding guide for /mmg/ (PC)

DISCLAIMER: This is for educational purposes and just sharing the info to not be
locked without the need of a discord, all info was taken from the xdive modding discord
server and credit is given where is due, don’t cause a big meltdown or tantrums for that.

Also expect ESL mistakes, probably questionable content and more.

1.-Info before getting started

So as you may probably know, XDive Offline is out and you can mod the game since it’s
made on a version of Unity (2020.3.41f apparently?), as the time of writing this version of
the guide, mods and plugins are being worked on but don’t expect any miracles(removed
content, add charas or stage editor) for at least the rest of the year since progress seems a bit
slow but it’s getting there.

The game wuses files that are located in the \MEGA_MAN_X DiVE_Offline
\Game_Data\StreamingAssets\DownloadData\ and those contain most of the game
info(textures, models, sprites/GUI,etc.) however it’s not as straightforward as it should
because it’s all encrypted, thankfully the method for that is quite workable with XOR
decryption but the current method is going 1 by 1 file (total is 7k+ files) to make those
readable on any unity file asset reader however in order for the game to read them they NEED
to be encrypted otherwise in-game memory error will happen when it tries to load the asset

As for the tools that will mostly be used as for now, I’ll try to summarize what does what

Asset Studio: https://github.com/Perfare/AssetStudio/releases

This was the main tool for ripping game assets back in the day, it can export Texture, Meshes,
Animator (model with rigged bones)

UABEA: https://github.com/nesrak1/UABEA

Tool to open the content of an unity file asset, will be used to replace the files

wxHexEditor: https://sourceforge.net/projects/wxhexeditor/

Tool to make the file decrypted and encrypted otherwise it won’t be able to open or read in-
game


https://github.com/Perfare/AssetStudio/releases
https://github.com/nesrak1/UABEA
https://sourceforge.net/projects/wxhexeditor/

2.- Installing plugins

https://drive.google.com /file /d /1fw88XdW]sutaXVwgosgqmQspgWA9P4Z7Zg /view?usp=shari
ng

There’s a release of BepInEx for XDive which allows the usage of plugins (if you are
familiarized with Koikatsu it’s kinda the same), Be sure to make the BepInEx folder where
the game.exe is, something like this

_CommonRedist
BeplnEx

B UnityCrashHandler64.exe
B unityPlayer.dil
B winhttp.dit

And there run the game, it should take a while because it’s generating the Beplin files and it
also opened up a log console, after that is done close the game and you can install plugins
the plugins go into the BepInEx\plugins\ so you can drop em there, currently there’s not that
many but some are decent tools and if you want to mess around go on, I’ll leave some useful

CheatEngineGameCrashFix

https://github.com/SutandoTsukail81/MMXD-Mods/releases/tag/FixSavingCrash-v1.0.0

Apparently fixes the game if you have cheat engine open, there was some anti-cheat built-in
but this fixes (haven’t tested myself)

Unity Explorer

https://locoserver.net/dl/unityexplorer bie6.zip

Realtime viewer of the gameobjects on scene and you can find the properties linked to those,
this is recommended if you want to mess around with some values(no save) or start making
plugins by seeing which components are being called and so, F7 to toogle the menu On/Off

3.- Decrypting files
In order to find which chara file you need to look/modify first look at the chara id list here

https://pastebin.com/raw/RxPGCbZf (it’s from Online but it works for offline too)

That will give the number to search in this .json file which contains the hash names for the
chara assets

https://files.catbox.moe/62m5ad.json

search for the chara id and the file containing the chara assets should look like this:


https://drive.google.com/file/d/1fw88XdWJsutaXVwgosqmQspgWA9P4ZZg/view?usp=sharing
https://drive.google.com/file/d/1fw88XdWJsutaXVwgosqmQspgWA9P4ZZg/view?usp=sharing
https://github.com/SutandoTsukai181/MMXD-Mods/releases/tag/FixSavingCrash-v1.0.0
https://locoserver.net/dl/unityexplorer_bie6.zip
https://pastebin.com/raw/RxPGCbZf
https://files.catbox.moe/62m5ad.json

Swimsuit Rell
Swimsuit Rell (brown hair)

ch_e4e_oea
ch_e4e_aal

"name": "model/character/che4e_eee",

"hash": "52ccf25ab75d894d1b669¢c1c0891b571"

(if you get not many results try removing the underscore after ch)

This is the file that contains the model assets so we go the mentioned before path
(\MEGA_MAN_X_DiVE_Offline\Game_Data\StreamingAssets\DownloadData\) and
search for the file that contains the hash

Place it on a folder separately from the game files to begin decryption
Decrypt files

Open up wxHexEditor and search for the file you put on the separate folder, you’ll see some
hex values
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Now select the values from 00-09
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Head to a XOR decryptor, | use this one because it just works

https://tomeko.net/online tools/xor.php?lang=en



https://tomeko.net/online_tools/xor.php?lang=en

On the first textbox put the following code:
556E6974794653000000

On the second textbox put the selected values from the hex editor, it should look something
like this before the output

Now push the generate button and copy the last textbox value, don’t worry about the
warning

B48520038001052081328




Save that number since it’s gonna be used for decryption and encryption, head back to the
hex editor and go to the tools button at the top and search for XORView Thru

@Hex | 04082008300108200130

Change from ASCII to Hex and paste the value got from the page accept and it should look
something like this on the right side(UnityFS X.x.x.x)
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With that Save the file, on Save As, and preferably keep using the same name but put them
on different folders (if wxHexEditor doesn’t let you save search for the 0.25 version)

With this the file can now be opened with unity tools like Asset Studio or UABEA

4.- Extracting files from the file
Open up Asset Studio and it should look like this

File Options Model  Export  Fiter hpe  Debug
Scnchbenchy  Auetls Ace Cloes |[ e~ pume

=[] CAB-470560765 i TebbT1f38eb 3933785 1
9 C1CHO% Wfebuoy
Lo 000 u
wClcH 000 s
4 DI CHO2,000.u
ClcHo UebuoyMesh
wOCcHM 000U S
i [1cHo 000 6
0 CICHO® 000 G

| iishedloading 1 e with 87 exportabl asets

Go to Export and export all assets unless you opened up multiple files, keep track of where
you save them and check up which ones got exported, depending on what you want to do
search for the needed files



Animator

Mezsh
MonoBehaviour
Shader
TexturedD

Animator (usually rigged .fbx)
Mesh (3D mesh usually various ones, nonrigged .obj)

Texture2D (Textures)

5.- Retexture models

Once you have the files ready (I won’t cover how to 3D paint and so, usually go for blender
and trial error on an image editor with a layer of the UV map for the corresponding mesh)

Open up the decrypted file in UEBA, before starting pick up the memory option

-uﬁlm 3 | Micsage Box = 0 w Arm——
BE -
File | MNote
This bundle is compressed. Decompress to file or
memory?
Size: 4.39ME
ort

File Memory Cancel

And now pick info

i BE Assets Info
File Options Help file View Tools
52¢ccf25ab75d894d1b669c1c0891b571 Assets
CAB-9470360765c TebchT1di28eb3933745 - | | Name Container

&) GameObject Eddie Bone Calf L
) GameObject ClothBone_05
&) GameObject Swimsuit_Skirt_Bane_15

Export Import Export All Impart All

Rename Remove Info

s Unnamed asset

a GameCbject Bip Spinel

‘B SpringBone

&) GameObject Swimsuit_Bip R FingerD1
- Unnamed asset

<+ Unnamed asset

) GameObject L

EH CHO40_000_6 - HandMesh_L_c_89978 [TCP2 Smaothed]
«~ Unnamed asset

A Unnamed asset

&) GameObject Bone Mouth_DC

&) GameObject Swimsuit_Skirt_Bane_18

4

B CH040_000_U_S - Eddie_BodyMesh_m_67408 [TCP2 Smoothed] assets/main/art/newmodel/character/:

assets/main/art/newmodel/character/

Name

]

Path ID

[ ]
File ID
[ ]
Type
]
View Data
View Scene
Export Raw
Export Dump
Plugins
Import Raw
Import Dump
Edit Data

Remave



Sort the assets until you find the texture files

HE Assets Info = m|
File Wiew Tools
Aszets
‘ MName Container v | MName
a GameDbject CHO40_000_G assets/main/art/newmode| < ‘ ch_040_000
BB BodyMesh ¢ assets/main/art/newmodel Path ID
EH CHO40_000_G - LifebuoyMesh_m_89982 [TCP2 Smoothed)] assets/main/art/newmodel ‘ 40668304765637386
EH CHO40 000 G - HandMesh_R_c_89980 [TCP2 Smocthed] assets/main/art/newmodel File ID
E CHO40_000_G - HandMesh_L_c_89978 [TCP2 Smoothed] assets/main/art/newmodel | 0
E CHO40_000_G - BodyMesh_c_89976 [TCP2 Smoothed] assets/main/art/newmodel Type

PN ch_040_000s

a GameObject Eddie_Bone_Calf_L

&) GameObject ClothBone_05

a GameObject Swimsuit_Skirt_Bone_13
#~ Unnamed asset

&) GameObiject Bip Spinel

‘B SpringBone

a GameObject Swimsuit_Bip R Finger01

«~ Unnamed asset

4

ch_040_000 assets/main/art/newmodel

assets/main/art/newmodel

‘ Onc0000001C (Texturs2D)

View Data
View Scene
Export Raw
Export Dump
Plugins
Impart Raw
Import Dump
Edit Data

Remaove

There’s 2 usually, the main texture and one for effects which is brighter, go to plugins and

go to edit texture

U8 fecete nfo
gE Assets(n
Export texture  Texture Edit
File View Tools ER
Assets Mame
Name i Texture format
KD GameObject CH04u_011 { Has mip maps
EH BodyMesh_c gi s readable
BB CHO40_000.6G - Lifebu{ }a Filter mode
B CHO40_000_G - Handly gl Anisotropic filtering
@ CHO40_000_G - Hand 1 Mip map bias
p map
B CHO40_000_G - BodyM Bl Wrap mode (U)
ch_040_000 Wrap mode (V)
P ch 040 000 s El Lightmap format
D) GameObject Eddie,sol |
Color space
a GameCbject ClothBony
Texture
e GameObject vamsuit_l |
<~ Unnamed asset Save
a GameCObject Bip Spine| |
‘B SpringBone Ck Cancel
L |
e GameQbject Swimsuit_Bip R Finger0T
=~ Unnamed asset
‘ b

o X
— O X
ch_040_D0D
DXT1Crunched -
Bilinear -
1
0
Repeat A
Repeat A
0x00 L
Linear ME S
Load L
Cancel '
Import Raw
Import Dump
Edit Data
Remove

And load the retexture you have, save on the texture edit menu and do the same for the

other one in order to not cause color bugs



Now close the info and save the file on another folder, recommended named as output
folder, now go to wxHexEditor and apply the same procedure from decryption to re encrypt

the file

52ccf25ab75d894d1b669c1c0891b571

20s8icidr00

01

0z

03

04

a7

0123456789ABCDEF0123456T89ABCDEF

0000000 |55
Q000032 (00
0000064 (00
0000096 |00
0000128 |30
000016047
0000192 |65
000022400
0000256 (00
00002388 (01
0000320 ET
0000352 |00
0000384 (00
0000416 |00
0000448 |00
00004380 (00
0000512 |00
0000544 |00
0000576 |00
Q000608 (00
0000640 |00
000067200

It should look like how it was before decrypt
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Save the encrypted file on another folder preferably named encrypted and put the file there.
Remember it needs to have the same name

For last step head to the game files folder and drop the edited encrypted file that has the
retextures, replace the old one (better keep a backup of the file somewhere else in case it

breaks), and boot up the game and search for the chara



&= Character

5 Swimsuit Roll / ~ .
> ; Defense
Status €
7 N ) -~ Balance Shield
4 e ce

& | skl

Control  Support

Swimsuit Roll
Memory
+

&% 0/40 % 0/40 & 0/40 % 0/40 & 0/40 & 0/40 & 0/40 & 0/40 & 0/40

If for some reason the game drops a memory error on the BelpInEx Console then compress
the file in UEBA, the fast compression, | seriously don’t know as | was making the guide
the method failed but today it worked without compression, maybe just keep trying

If you want to just insert the example mod here’s the link
https://files.catbox.moe/roj490.zip

Make sure to put it on the \MEGA_MAN_X_DiVE_Offline
\Game_Data\StreamingAssets\DownloadData\ path, if there’s any errors notify in thread

As current modding status goes this is the much I could find to do, I’ll try to get the mesh
replacement method or something and also put info on the BGM/Voices mod too another
time, those are up but I haven’t bothered to try those, there’s being work for the goals of
reinserting the old data and maybe other stuff I’m not aware but don’t expect that to come
out soon this year.


https://files.catbox.moe/roj490.zip

