A-fan’s (bad) guide on how to create texture mods.
Things to consider:

1. This guide is based on what | learned from KoikDaisy’s amazing [#1 Make Custom Accessories for
your Waifu! - Koikatsu Modding Tutorial] video.

2. I’'m not an expert modder and I'm barely starting to get into it.

3. This process won’t damage your main game so don’t worry that if you screw up, your game will
not be unplayable, you just need to delete the zipmod you placed into your game folder and
everything will be back to normal.

The answers for the next questions are entirely my opinion (except for the first one)
What are texture mods?

Basically, any mod that just applies a texture on top of the character skin. They can be eyebrows, eyelashes
(upper and lower), iris, noses, makeup, skin types (that can be more complex to create | think), suntans
and | might be forgetting some more.

Why would you want to create a texture mod?

Ever wanted to quickly apply a custom eyebrow or nipple without going to Material editor and changing
the MainTex? That is one of my main reasons, but there’s also one that goes with this one and that is if
you want to reverse what you did you’ve got hit the reset button and the changes won’t be visible unless
you switch to another outfit or load another mod eyebrow or nipple, which is far from optimal. Also, if
you ever forget that you applied a custom texture and you try to switch to another mod you won’t see
your results because modifying the MainTex overwrites any change you do.

Are there any more benefits?

| would say yes, I’'m not an organized person and browsing my files, looking for a custom texture that |
used on a character to use it on another gets pretty annoying and boring, so having to just look in-game
for the name of the texture (instead of diving through hundreds of files) really saves a lot of time.

Also, it is pretty cool to see your username in a mod file and to know that you are not completely wasting your time with Koikatsu but you just
learned how to mod a game!

Why are you doing this? And also, if you are just starting why are you comfortable with teaching it?

They say that one of the best ways to truly learn something is to explain it in your own words and also try
to teach it to someone else, so | do this for my own benefit too. About the second question, I'll be
explaining what | feel | understand the most and it’s also not that complex. There are more difficult mods
to create like accessories for which | would just recommend KoikDaisy’s guide and even more complex
like clothes mods, for which too there are some guides under construction like Wogrim’s guide which is
pretty neat but requires you to know Blender and several other stuff.

Got any more questions? Feel free to ask in the comments of my Pixiv post or send me a PM.



What you need:

1. Unity 5.6.2, get it here from the Unity archive https://unity3d.com/get-unity/download/archive

Unity 2022.x Unity 2021.x Unity 2020.x Unity 2019.x Unity 2018.x Unity 2017.x Unity 5.x Unity 4.x Unity 3.x

UﬁiTy 5.6.7 Downloads (Win) ~ Downloads (Mac) « Downloads (Linux) ~ Release notes
4 Mar, 2019

UﬁiTy 56.6 Downloads (Win) ~ Downloads (Mac) « Downloads (Linux) ~ Release notes
8 May, 2018

UﬁiTy 565 Downloads (Win) ~ Downloads (Mac) ~ Downloads (Linux) ~
28 Dec, 2017

UﬁiTy 564 Downloads (Win) ~ Downloads (Mac) ~ Downloads (Linux) ~
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UﬁiTy 563 Downloads (Win) ~ Downloads (Mac) ~ Downloads (Linux) ~
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UﬂiTy 56.2 Downloads (Win) ~ Downloads (Mac) ~ Downloads (Linux) ~
21 Jun, 2017

Get the one that is called Unity Installer.

2. Koikatsu modding tools, get it here https://github.com/IllusionMods/KoikatsuModdingTools

& lllusionMods / KoikatsuModdingTools ' Public
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README.md
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Download it, and extract it.



3. SB3Utility by Enimaroah (pretty cool dude), get it here
https://github.com/enimaroah/SB3Utility/releases

Jan 16, 2021 21'0'3

oah

¢ Added DeleteEmptyArrayReferences() to MonoBehaviourEditor and LoadedByTypeDefinitionEditor

Compare ~

v Assets 4

@ SB3UGS v21.0.3.7z

@ SB3UGS v21.0.3 src.7z

Download it, and extract it.

So, what are these things useful for?

Unity is the program that will allow us to create the mods. Koikatsu modding tools is a template Unity
project that not only has the base structure for modding the game but also examples on how to create
the different types of mods this game has. SB3Utility is a cool tool that allows you to open .unity3d files,
and for what you might ask, basically you can see, export and modify* the contents of what a finished
mod has (the modify part does not mean you can edit the 3d structure of a mod there but you can later
export it to do it in Blender).



Getting started:

1. Open Unity 5.6.2 and open the KoikatsuModdingTools-master folder, check that you are in the
right folder you do this by checking that the bottom part does not say “Selected folder is not a

Unity project”.

Q Open existing project

In The Cloud Organize « New folder

Name

l KoikatsuModdingTools-master

Folder: . KoikatsuModdingTools-master

What it shouldn’t say

2. Wait for it to import stuff and get things ready. Be patient.

Date modified Type

02-Jul-2212:14PM  File folder

Select Folder



You'll get a screen like this
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However, because we will only be working on a mod that is just 2D textures, we will not be using
the Hierarchy tab or the Scene/Game/Asset Store tab.
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Our focus will be on the Project (basically a file explorer for our project files), Asset Bundles
(specifically the build section to export our mod) and Inspector (for mod description and proper
saving of the files that will be included on the .zipmod) tabs
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1(} Use of UNITY_MATRIX_MV is detected. To transform a vertex into view space, consider using for better

From the Project tab you can right click any of the icon folders to go to the Project files in your OS’
file explorer. Here we will go to [KoikatsuModdingTools-master\Assets\Examples] and copy the
[Body Paint Example] folder to the [Mods] folder in [KoikatsuModdingTools-master\Assets].

KoikatsuModdingTools-master > Assets

B Name Date modified

[ | Body Paint Example 02-Jul-22 1:56 PM File folder
11-Jun-22 1. Text Document

|| . _readme.txt. meta 11-Jun-22 META File




And we will rename the [Body Paint Example] folder to whatever name we want (this won'’t be
the final name for the mod but I'd suggest using a name that is related to what you will be working
on). In this case | want to create a custom Eyelashes mod for Catherine so my folder will be called
just Catherine eyelashes.

l Catherine eyelashes 22 1 File folder

Upper Eyelid Shape 1
Upper Eyelid Shape 2
Upper Eyelid Shape 3
Lower Eyelid Shape 1
Lower Eyelid Shape 2
Lower Eyelid Shape 3
Eye Vertical Position

Eye Spacing

Eye Depth

Eye Rotation

Eye Height
Eye Width
Inner Eye Corner Height [-a6] To LOVES
Outer Eye Corner Height 200

Upper Eyeliner Type

Lower Eyeliner Type
Eyeliner Color

Eye Open Max

(O pisable Character Blinking

Material Editor

You can see that I've replaced the main texture of an existing mod with a custom eyelash. So,
let’s create a proper mod that has the right textures from the start. To do this, we need to know
what files an eyelash mod has. To do this we will inspect an already existing mod | suggest picking
one from the bottom of the mods list and right-clicking it and then hit print the item info.



Upper Eyeliner Type

L

Hide this item

Hide all items from this mod
Print item info
DIEEWLTE Filtered List

At the top of the screen, you'll see the mod info we need to find and then inspect the mod (which
will be in your mods folder)

[0 eme [ N oy Uniform Type
I‘I_tr[allfﬂ_‘]GL.IIIIJ Jjgnmgdmllug::llﬁggtegnry 412(mtleyehnenup)j_lD 700

AssetBundle:chara/YAN/MOL 'MOD/yan_ eyelme up.unity3d

L_ID_LLHE [Yanmod]Charamakelv1!3zi
Bl L eere——

However, if this flash of information comes up too quickly, you can enable the console and you'll
get the same info there and you can even copy it.

:Item Blacklist] Item GUID:yanmod.charamake Category:412(mt_eyeline_up) ID:700

tem Blacklist] AssetBundle:chara/YAN _MOD/yan line_up.unity3d
m Blacklist] Zip File:[Yanmod]Charamake v1.3.zipmod

Next we need to find (in this case) the file [[Yanmod]Charamake v1.3.zipmod]. It will be inside our
mods folder and to inspect it we have 2 options, unzip it like a .zip file or just open it. For this,
Winrar is OK and | will be just opening it. You'll get something like this when you open it.



ﬂ [Yanmod]Charamake v1.3.zipmod (evaluation copy)
File Commands Tools Favorites Options Help
Bl | - = il
i me @ @ & &
- | =N N -4 ' !

Add Ex{rac-t.To Test View Delete Find Wizard Info VirusScan Comment SEX
™

‘ﬂ [Yanmod]Charamake v1.3.zipmod - ZIP archive, unpacked size 2,273,654 bytes

e

Name Size Packed
=| readme.txt 983 983
_| manifestxmil 244 244

Navigate to [[Yanmod]Charamake v1.3.zipmod\abdata\list\characustom] inside you'll find a file
called [yan_eyeline_up_list_mt_eyeline_up_00.csv], and you can open it with a Notepad. You'll
see this horrible wall of text.

a4 kI % 0,chara/YAN MOD/y

*Lots of lines means that this mod has lots of files inside it, in this case multiple custom eyelashes
textures

Please don’t get discouraged by this, all you need to know about it is in lines 1 and 4.

1. 412
This number decides in which Category your mod will appear in game, and as you can see
from what the console said when we printed the item info, this was [mt_eyeline_up], meaning
it will appear next to the other eyelashes.

4. ID,Kind,Possess,Name,MainAB,EyelineUpTex,EyelineShadowTex, ThumbAB,ThumbTex
This line is pretty important as it is the structure your files need in order for your mod to work

properly.



Going one by one

ID is the spot your mod will be taking, before this was a whole issue because you needed to
pick a number that nobody else has picked, however these days the game has and ID conflict
resolver or something that allows you to put any number without screwing up other mods.

Ignore Kind and Possess, we won’t be changing these two.

Name is what name your mod will have in-game, in other words, how you will be able to
search for it.

MainAB is the route your eyelashes and eyeshadows texture are stored in.
EyelineUpTex is the name of the texture of your eyelashes.
EyelineShadowTex is the name of the texture of your eyeshadows.
ThumbAB is the route your eyelashes mod thumbnail is stored in.

ThumbTex is the name of the thumbnail of your eyelashes mod.

Now, reading line 5
700,0,l,ETjUOI,charafYAN_MOnyan_eyeline_up.unitde,yan_ayeline_up_ﬂﬂ1,yan_eyeline_up_ﬂﬂl_kage

,Chara/thumb/YAN/yan eyeline up.unity3d,yan eyeline up 001 thumb

we can understand what they are referring to

1D 700

Kind 0

Possess 1

Name £ 4 7 001

MainAB chara/YAN_MOD/yan_eyeline_up.unity3d
EyelineUpTex yan_eyeline_up_001

EyelineShadowTex | yan_eyeline_up_001_kage

ThumbAB chara/thumb/YAN/yan_eyeline_up.unity3d
ThumbTex yan_eyeline_up_001_thumb

We can copy the first 5 lines to the exampile list file (.csv) we have in our Unity project which
is inside [KoikatsuModdingTools-master\Assets\Mods\Catherine eyelashes\List\Maker]

KoikatsuModdingTools-master > Assets * Mods > Catherine eyelashes > List > Maker

B Name < Date modified Type Size

| B body_paint_example.csv 11-Jun-22 12:35 PM CSV File

| N | body_paint_example.csv.meta 02-Jul-22 3:09 PM META File




And replace whatever it had

Name, MainAB, Paint
Example, chara/ill example thumb

eyeline_up 001 _kage, chara/thumb/YAN/yan eyeline up.unity3d,yan eyeline up 001 thumb

We will be returning to this file later on.

Technically, we have all the info we need to sort our files and then zip our folder, however, with
what we have learnt, we can go to [chara/YAN_MOD] and open with the S3BUtility program the
file called [yan_eyeline_up.unity3d] to see what’s inside it.

We will get something like this

T sa3utiliyGUI 2133 = o X
File View Tools Options Windows Help

Quick Access - Editors « | Renderer
Render  Color

Fechives Meshes Anmations Others
=yan_eyelne_up unity3d

=yan_eyeline_up.unity3d | » X
File Assets Options
img 200 MonoB.& Other [1]
Name =

yan_eyeine_up_001

yan_eyeline_up_004_kage
van eveine w 004 kace low =
< >

Reset Pose | Certer View |  Lock Light | Senstivity 100 3

Double chcking adds to cumet Anmator

o Renderer (o3 Imax



In the left panel, we see the list of images this file has stored in it, our focus will be on the first 2

files, so we click on [yan_eyeline_up_001]
Image It

[yan_eyeline_up_001 |[s1261232 |

(and we see this on the right panel)
and [yan_eyeline_up_001_kage]

Image a
[yan_eyeine_up_001_kage |[s120512¢32

~

(and we see this on the right panel)

Now we know exactly what should be in each of these files and their sizes (512x512 px). We can
do the same thing for this [chara/thumb/YAN/yan_eyeline_up.unity3d] to see the thumbnails.



Image 12
yan_eyeine_up_001_thumb |[128c128¢32

Doing this, we now know the usual size for a thumbnail for our mod (128x128 px).

10. Now we need to get our mod files ready.
This will be my EyelineUpTex, I'll save it as [cat_eyeline_up.png] inside my folder
[KoikatsuModdingTools-master\Assets\Mods\Catherine eyelashes\Texture2D]. | forgot to
mention this, but you can delete whatever files are inside the [Texture2D] folder




This will be my EyelineShadowTex, I'll save it as [cat_eyeline_up_kage.png], inside the same
[Texture2D] folder.

In Unity, our Texture 2D folder should be looking like this

& project O console W cat_eyeline_up

Craste -

¥ Favorites & Agsets » Mods » Catherine eyelashes » Texture2D
All Materials

All Models —
Al Prefab N
All Scripts

¥l Assets

» i@l AmplifyColor XTI cat_syeline_u..
» &l Common
>l Editor
» (@ Examples

& Gizmos
¥ @ Mods

¥ @l Catherine eyela

¥ List
- LILTl 5122512 RGBA Compressed DXTS 341.4 KB

i Thumbnal
» 8 Dravias * Wcat eveline up.ona

We can now start saving them in the AssetBundle, to do this we just go to the right panel, click
where it says none and then click on New.

’cat_eyeline_up: [ 1A -

v MNone
chara >
h >
map b
studio »
wr b
New...

512x512 RGBA Compressed DXT5 341.4 KB Remove Unused Names

AssetBundle None



And here we have to write in which “unity3d folder” it will be stored, that place is our MainAB,
and we will follow a similar structure that the mod we picked as an example had
[chara/YAN_MOD/yan_eyeline_up.unity3d],

for us it will be

[chara/a-fan/cat_eyeline_up.unity3d]

It should look like this

[ l ey e [Tl

Icat_eyeline_up

512x512 RGBA Compressed DXTS 341.4 KB

AssetBundle chara/a-fan/cat_eyeline_up.unity3d

For the EyeShadow, we need to remember where it is saved, and that place is the MainAB we
don’t need to repeat the same process, because we have already created the “unity3d folder” to
save our Eyeline texture.
[}

cat_eyeline_up_kage

r

a-fan cat_eyeline_up.unity3d

h illusionmods

map mt_eye_00.unity3d

shaders

vr

New...

Remove Unused Names




11. Now we need to save our thumbnail image in the [KoikatsuModdingTools-
master\Assets\Mods\Catherine eyelashes\Thumbnail] folder. This will be my thumbnail and it will
have the name [cat_eyeline_up_thumb.png].

Same as the main textures, we will follow the same structure our example mod had to save our
thumbnail
[chara/thumb/YAN/yan_eyeline_up.unity3d]
for us it will be
[chara/thumb/a-fan/cat_eyeline_up.unity3d]
I

cat_eyeline_up_thumb

~

128128 RGB Compressed DXT1 10.7 KB

AssetBundle hara/thumb/a-fan/cat_evye




12. We are almost done, what we need to do now is sort our list file. Let’s remember our previous
table and fill it with the proper names and numbers, for ID is technically not necessary to change
it, but | will put 100, the rest are the names we have set before

ID 100

Kind 0

Possess 1

Name Catherine eyelashes

MainAB chara/a-fan/cat_eyeline_up.unity3d
EyelineUpTex cat_eyeline_up

EyelineShadowTex | cat_eyeline_up_kage

ThumbAB chara/thumb/a-fan/cat_eyeline_up.unity3d
ThumbTex cat_eyeline_up_thumb

Let’'s remember where it was saved [KoikatsuModdingTools-master\Assets\Mods\Catherine
eyelashes\List\Maker], so we open our [a-fan_eyelashes.csv] and start editing. It should look like
this.

cat_eyeline up kage, chara/thumb/a-fan/cat_eyeline up.unity3d,cat eyeline up thumb

Don’t forget to save the file.

*This is an example for only one eyelashes texture, you can keep adding lines to add more
eyelashes to your mod (of course you need to add different eyelashes too).

13. We are almost done, now we need to edit our manifest. It is right here

4 Assets » Mods » Catherine eyelashes

sty i1 i il
et debvren, qul folarem.

List Texture2D Thumbnail _readme manifest

So we just click it and check the inspector panel.



Let’s start changing it

After | filled the right info, it should look like this
© Inspector

14. We are done with all the setup, now we just need to return to this folder



And then go to the left panel Asset Bundles and go to Build, it should look like this

| AssetBundles
m Build

‘1D

The we hit Build Asset Bundles, we wait for the Black window that pops up closes. And we check
the bottom of our window for a message like this.



(1) Successfully built 22 asset bundles.

And finally we hit Build Zipmod (Current Folder) a new message should appear

) Mod built successfully.

15. Now we check our results. We have to go to [KoikatsuModdingTools-master\Build\abdata] in our
file explorer

KoikatsuModdingTools-master > Build abdata

B Name Date modified Type

chara 02-Jul-2 M File folder
h 02-Jul-2 W File folder
map 2-Jul-22 ¢ W File folder
studio 02-Jul-22 ¢ W File folder
vr 02-Jul-22 6:26 PM File folder
HoE [A-fan] Catherine Eyelashes v1.0.zipmod 02-Jul-2 M ZIPMOD File
B B sbdata 2-Jul-22 ¢ \V File
[ | I abdata.manifest 02-Jul-22 ¢ M MANIFEST File

| | . output.txt 02-Jul-2 6 PM Text Document

We can copy this .zipmod to our mods folder and open Koikatsu and see our results!



16. We open Koikatsu, go to the Eyes category and search for our mod. And...

r—j r_w (P—j ~ Uniform Type
m In School v
PErniform -

Upper Eyelid Shape 1 e
Upper Eyelid Shape 3
Lower Eyelid Shape 1 Reset
Lower Eyelid Shape 2
Lower Eyelid Shape 3
Eye Vertical Position
Eye Spacing

Eye Depth [o]

Eye Rotation

Upper Eyeliner Type

Upper Eyelid Shape 2

Eye Height
Eye Width
Inner Eye Corner Height

Outer Eye Corner Height

Eyeliner Color
_Eyeliner Color
Picker Slider Presets
Result C——————— 7]

@ Hue
(O saturation
O value
(O Red
() Green
O Blue

Eye Open Max

(O pisable Character Blinking

Material Editor

We have created our own first mod!

| think this guide applies to other simple texture mods like | mentioned eyebrows, iris, noses, makeup,
suntans, nipples and bodypaints, however | have only tested it for nipples it goes something like this

=

st/characustom/00/mt nip 00.byt
humbaB, ThumbTex

= Ll [

See that it requires one texture less than the eyelashes, so you should check already existing mods to
know what does it need before trying to create it (also the Category).



