Beginner's Guide to
Modding



Introduction to Textures

Prerequisites

Compressonator

Texture Asset Type Table [DRAFT]

Download Here

TYPE FORMAT QUALITY

Clothing BC1 1.0

Crowd Signs BC3 1.0
Texture Data Table

TYPE FORMAT QUALITY

_color BC1 1.0

_nrm BC7 0.05 (Dev) | 0.5 (Production)

_roughness ATILIN 0.05 (Dev) | 1 (Production)

_metal ATIIN 0.05 (Dev) | 1 (Production)

_normal ATI2N 0.05 (Dev) | 1 (Production)
Introduction

We have been acquainted over the years with saving textures through Photoshop or Paint.NET into
the DDS format. This is still the case in WWE 2K22, however the compression settings and process is
entirely different to before. If you do not follow this walkthrough, your textures may work, but will

appear with artifacts or crash the game itself.


https://github.com/GPUOpen-Tools/compressonator/releases

Please remember to now use .TIF files instead of Photoshop .PSD. PSD is a deprecated file
format and Compressonator will not accept it.

_color:
This is a very common texture that you will find inside the games archives. This is now your
diffuse/albedo map, which contains all the colour information for your mesh.

_nrm:
Also common, this file controls the prominent characteristics of whatever mesh the textures point too.
The breakdown is as follows.

e Red/Green channels control the actual normal map information, however the green channel
is now flipped from previous games.

¢ Blue channel is your roughness. Roughness controls how rough or smooth a Material's
surface is. Rough materials scatter reflected light in more directions than smooth materials,
which controls how blurry or sharp a reflection is (or how broad or tight a specular highlight
is).

¢ Alpha (if it exists) channel is your metallic, this controls how 'metal-like’ your surface will be.
Nonmetals have metallic values of 0 and metals have metallic values of 1

_roughness:
This is the same logic as above, except in certain cases (belts for example) have it separated from the
normal map. These separated files have different compression settings than the combined nrm.

_metallic:
This is the same logic as above, except in certain cases (belts for example) have it separated from the
normal map. These separated files have different compression settings than the combined nrm.

_normal:
This is the same logic as above, These separated files have different compression settings than the
combined nrm.

Step #1 |

We are now working with Compressonator, this tool will handle the compression and output of our
DDS files with a single click once setup. When you open Compressonator, you will be presented with
the image below. Follow the next steps.

e File, New Project.
e Enter a name for your project and select the location of your mod work directory.

e Perform a save to make sure your project has successfully been stored.



& newProject
File Settings Window Help.

- X
TeB Do »|xon

Project Explorer Welcome Page |

x
[Compressonator

Sample Projects Version 4.2
be7_compression New Features
bc6h_compression

Recent Projects

Property View 8 x

User Guide | Getting Started | Compressonator Web Site

Save Process Revert

Step #2 |

We are now going to add textures to our project, when this step has been done you will only need to
select the textures you wish to process and click Process.

e Double click Double click here to add files and select your _color.tif

¢ You will see your texture on the left side. Expand it inside the list and double click Add
destination settings. The software will now look something similar to this:


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651064040799.png

[8] Destination Setting >

—Source
|head. tif -l
— Destination
Name |head_TIF_BC7_1 jops -]
Folder h‘E 2K22 Mods/Commentators/Jim Ross/results/ _I

Destination Opticns
- Format | BCY
- Cuality | 0.0500

Format Description

The latest block Compression (BC) format designed to support
high-quality compression of RGE and RGEA bytes color spaces,
Destination file will be Compressed when processed

Save Cancel

e Refer to the data table at the beginning of this tutorial for which Format you may need. For
this tutorial we will need

o Format: DXT1
o Quality: 1 (production)

e Configure the folder path to where you wish the textures to be saved too once processed.

e Configure the name of your texture to match the required suffix. In this case _color


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651064944035.png

[8] Destination Setting >

—Source
|head. tif -l
— Destination
Mame Ihead_::olur| IDDS j
Folder I’E 50_RByron_Saxton_2017/BaseModel/Textures _I

Destination Opticns =]
- Format DT
- Cuality 1.00
Channel Weighting
- Adaptive r
- X RED 0.3086
- GREEN 0.60%4 | |
- £ BLUE 0.0820
DXT1 Alpha
* Threshold |0 -]
Adaptive

Save Cancel |

e Now we must generate mipmaps for this texture (recommend for finalized production, but for
the sake of this tutorial we will do it now.

e Select your texture, making sure it is highlighted and click the generate mipmap button found
on the toolbar.


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651065193859.png

[& Jim Ross Character

- X
File Settings Window Help
lveBlDol-|xo5
Project Explorer Generate MIP maps for current source image}
. Welcome Page x
Double Click here to add files...
. Compressonator
if
- etings.
. Sample Projects Version 4.2
be7_compression New Features
bc6h_compression
Recent Projects

Jim Ross
Ladder

User Guide | Getting Started | Compressonator Web Site

Generate MIP maps on current source image

e A popup will appear, select OK with the default settings and the tool will the generate
mipmaps for that particular texture.

[§ Generate MIP Maps for CPU et

Lowest Mip-Level (Width x Height) lel j

Gamma {Pixel ~ Value) I:l.DD[J =
Filter Type |cMP Box |
030X Optons

Dither r
MirrorPixels [~

Generate | Cancel

¢ Repeat this entire texture process for the rest of your texture(s), following the data sheet
provided at the beginning of this page. For us, we will be doing the nrm texture.

¢ \We do not recommend that you set the quality to 1 for nrm. For time saving it is best to use
0.05 for quality testing, and then 0.5 for production (finished).


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651065385940.png
https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651065451601.png

[8] Destination Setting >

—Source
Ihead_n.tif j
— Destination
Mame Ihead_nrm IDDS j
Folder I’E 50_RByron_Saxton_2017/BaseModel/Textures _I

Destination Opticns
- Format | BCV
- Cuality | 0.03

Format Description

The latest block Compression (BC) format designed to support
high-quality compression of RGE and RGEA bytes color spaces,
Destination file will be Compressed when processed

Save Cancel

Step #3 |

This is the fun bit, once you have setup your textures correctly. Highlight the textures that you wish to
process, and click Process Selected Images in the toolbar.



https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651065520310.png

[& Jim Ross Character
File Settings Window Help

T BlOg = 30Dk
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# head_n.tif
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Property View 8 x

Source Info
Name head n.tif

FullPath | E 2K22 Mods/Commen..
File Size
Image Size
Width
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Depth

Mip Levels
Format ARGB_6888

Texture Type |20

1.
1
1
1
1

4
I Orisal
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Output

Save Process Revert

Compress all selected items

This will save out your images in high quality compression with very minimal if at all destruction of your
texture. Using the correct settings will get you the same result that 2K use for their texture pipeline.

Always remember to save your project when adding new textures and once you configure their
output.

[& Jim Ross Character - x
File Settings Window Help
v 2 i
Te B Qo 3O L
Project Explorer welcome Page |
X
[Compressonator
# head tif
W head_n.tif . ~
Sample Projects Version 4.2
beT_compression New Features
bekh_compression
Recent Projects
Jim Ross
Ladder
T — LY
Property View B x
Source Info
Name
Full Path 22 Mods/Commen...
File Size
Image Size
Width
Height
Depth 1
Mip Levels |11
Format User Guide | Getting Started | Compressonator Web Site
Texture Type | 2D
Output 8 x
Destinaton Texture size = 65538 Bytes Restibng compression fatio = 4.00: 1 El
Source Texture size = 65536 Bytes, width = 128 px height = 128 px
Destination Texture size = 16384Bytes Resulting compression ratio = 4.00:1
Source Texture size = 16384 Bytes, wi =64px height = 64 px
Destination Texture size = 4096 Bytes Resifing compression ratio = 4.00:1
Source Texture size = 4096 Bytes, width = 32px height = 32 px
Destination Texture size = 1024 Bytes Resuiting compression ratio = 4.00: 1
Source Texture size = 1024 Bytes, width = 16 px height = 16 px
Destination Texture size = 256 Byies_Resulting compression ratio = 4.00:1
Source Texture size = 256 Bytes, width = ight = 8 px
Destination Texture size = 64Bytes Resulting compression ratio = 4,00:1
Source Texture size = 64 Bytes, width =4 px height =4 px
Destination Texture size = 16 Bytes Resulting compression ratio =
Source Texture size = 16 Bytes, wicth = 2 px height = 2 px
Destination Texture size = 16 Bytes Resulting compression ratio
Source Texture size = 4Bytes, width = 1 px height = 1
Destination Texture size = 16 Bytes Resulting compression ratio =0.25:1
Compressed to BC with 1 iteraion(s) in 4,321 seconds
Total time token (ndudes fie 1/0): 4,324 seconds

Done Processing

= process | pevert | [Proseed 895 seconas _

Compress: 2 succeeded, 0 failed ======

Step #4 |



https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651067919403.png
https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651068149587.png

Once you have processed your images, they are game ready. If you followed this process and used
the correct texture configuration, the result in game will be identical to the 2K formatting.

SteamLibrary steamapps > common WWE 2K22 ds » Characters > 550 _By 17 > BaseModel > Textures

eyecolondds  glasscolordds  glassnm.dds  head_colordds  headnm.dds  npccolordds  npe_nrm.dds



https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-04/image-1651069439233.png

Installing Your First Mod

This is a very basic guide on installing your first mod. Following each step below, will teach you the
fundamentals behind what tools you need and they operate.

Prerequisites

CakeTools Download Here

Mod for installation

CakeTools Fonts Download Here

This tutorial assumes that you have patched your WWE 2K22 exe to enable custom CAK files!

Step #1 |

For the purposes of this tutorial, we will be using Dimma's WWE 2K 22 Red/Blue mod.

L2

PRESS ANY BUTTON

It is good practice once you have downloaded your mod, to extract it to a folder of its own somewhere
on your computer.


https://www.patreon.com/PWMods
https://storage.prowrestlingmods.io/misc/CakeTools-UI-Fonts_1.zip
http://prowrestlingmods.io/file/6126f6a56b974ea447170c2e4b04426d
https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655131868227.png

Make sure to install the required fonts for CakTools.

Step #2 |

Inside your WWE 2K22 game directory, create a folder called _mods. This is now a dummy folder
which will contain all your downloaded mods; CakeTools will use this to bake a new CAK archive.

Mame - Date modified Type

. _mods y05/2022 20:40 File folder

l sound 0 0 153 File folder

l' bakedfilel.cak 06/ 06,20 8 5 CAK File

B bakedfiledl.cak D6/06/2022 18:54 CAK File

B bakedfileD?.cak 06/06/2022 18:54 CAK File

.' bakedfilel3.cak (/0620 g: 54 CAK File

.' bakedfileld.cak 06/ 06, 20 8: 5 CAK File

l' bakedfilel5.cak 06/ 06,20 B 5 CAK File

B bakedfiled6.cak ;

B bakedfile07.cak

B bakedfile08.cak /06,

B binkawed.di : S2022 10: Application exten...
E oodcore_9 wingd.dll 31/03,/20 O Application exten...
B stearmn_apifd.dl| 31/ 022 10: Application exten...
B cteam_appid.tet 31/03/20 : TXT File

WE2K22 xbd.exe 07/06/20 310 Application

When we extracted Dimma's mod, inside we see an existing _mods folder. Copy and paste this to
merge with your existing folder that is located in your WWE 2K22 game directory.

StearnLibrary steamapps common WWE 2K22 » _mods

WETGTS - Date maodified Type

l Ul 13/06/2022 15:34 File folder

Step #3 |



https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655130724100.png
https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655130883644.png

Load CakeTools. Then choose File > Bake a Folder'.

@ CakeTools 2022 v0.97a P1.12 - [m] x

Options  Help

Ctri+R

~ Get Started MDL Viewe! [8) Properties
Ctrl+E

» Launch Ctri+Shift+O
Exit

[8] General

Expand/Collapse

Files

Log MDL! Data

e Locate your _mods folder.

¢ Click to go through to your _mods folder and select ‘Select Folder'.


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655131018635.png

File Tools Options Help

D b @ P Launch

Get Started MDL Viewer [®) Properties
= Directory Explorer
Select Bake Folder
« v 4 [ > ThisPC » Creative () » Steamlibrary > steamapps > common > WWEZ2KZ2 » _

Organize b

Expand/Collapse

Files

¢ You will be asked what index number you would like for your CAK. For unexperienced
modders, the default 8 is what you're looking for.

@ Set Bake Directory ot

BakedFile Index (3-12):

¢ Clicking OK will begin the process of baking your new CAK file. Once complete you will
receive an alert notifying you of the successful bake.

@ EBakedFile Complete X

n Directory Baked Successfully

0K

Inside your WWE 2K22 game directory, you will now see a bakedfile08.cak. This is your new CAK file
that contains the mod you installed.


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655132076574.png
https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655131164447.png
https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655131256743.png

You MUST re-bake your CAK every time that you install a new mod.

Step #4 |

Well done! If you followed the steps correctly, your mod will now be visible the next time that you load
the game.

B wwe k22

PLAY TUTORIAL

TRIPLE THREAT

FATAL 4-WAY

HANDICAP ROYAL RUMBLE

TOURNAMENT TCHES

(&) SELECT



https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655131562401.png

Converting a Video Loop for Home Screen

This is a guide to show you how to take a simple 10 - 20 second video loop and convert it to work with
2K22.

Prerequisites

CakeTools Download Here

RAD Tools (Zip Password is RAD) Download Here

Sample Video (MP4) Download Here

7 Zip 64-Bit *OPTIONAL* Download Here
Step #1 |

Make sure to install the RAD Video Tools before proceeding.

We will use a sample video loop which is copyright free and no credit needed. You would want
to make your own with your favorite video editing/productions software (Sony Vegas, Fimora,
After Effects, etc).


https://www.patreon.com/PWMods
http://www.radgametools.com/down/Bink/RADTools.7z
https://mega.nz/folder/ohVjEZhD#ldwORA_QbDEfeii152CGYw
https://www.7-zip.org/a/7z2107-x64.exe

Look

*
i

Desktop

Quick access

E RAD Video Tools

in: lﬁ\ﬁdecs j & = B

: b 4

Metwork Plexus

AnyDesk Captures Blue spiral rotate Home.bk?
information flo... Loop 4K.mpd
File name: INetwork Plexus Loop 4K.mp4 j
Files of type: INI media files {‘.ka;‘.bik;‘.srnk;‘.wa\r;‘.a\ri;‘.mo\r:‘.qt‘:‘.Ist:‘.flc:'.ﬂi:‘.bmp:‘.g'rf:‘.psd:‘.tga:‘.pcx:‘.t'rf‘;‘.sgi:‘.png:‘.pic‘:‘.jpg:‘.jpeg:‘.mp-i:‘.d\r‘:‘.mpg:‘.mpeg:';l
RAD Wideo Tools:
Batch | Help I

Fieiio | Fads |

Advanced play | Analyze file |
E * iz in zound | Lizt files. .. |
Corwert a file | Mew version?l System info | About I

Biinke it! Smack it

Flay

Close |

Change the name of the output file to HomeScreenLoop-V4-1080.bk2 and click [Bink]!


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655331506603.png

i
a

Cutput file infor:
IHomeS creenloop4-1080.bk2

Browsze . | [T Automatic averwrite?

Hint entry - Start, end, rate, peak, key,

Compression settings:

File format: & Llze Bink 1 [the Bink 2 encoders require a license).
ctrst, gmth, blck, brght, amma, denoise:

Owerall data rate zettings:

(v Automnatic [bazed on input file) K.ey frame cantral:

" Compress to a data rate [bytes): At % changed:
" Compress to a % of the original: Ky at least eveny:

K.eep peak data rate under a; [ Compresz az grapscale

& multiple of the overall data rate: |3.E|

" specific data rate [bytes): |
Huaow many frames to preview during bandwidth allocation [2-64]; 8

[ Click for alpha plane options [curmently not proceszing alphal... Eutra switches: |

Input video zethngs:
Frame rate control [fractional frame rates ok].  Frame range: Frame gize [cropping]: Scaling type...

Faorze [no adding ar remaving) to: | Start: | Left: Width: Width:
Adjuzt [addz/removes frames] to: | End: | Top: Height: Height:

Contrast - O [none] ta 127 [max): Denoize: | Dedntellace; | Blended 7 Ewvenlines © Oddlines

Smooth % - 0 [none] to 100 [mas]: Brightriezs % - fram O [dark] ta 100 [ho change] and up (bright]:
Black clamp - 0 [one] to 255 [all]: Famma comect - from O [dark] to 1.0 [ho change] and up (bright]:

[v Compress audio:
Compresz level [O=perceptually lozsless, 4=barely lozsy, 99=ven lozsy]: |4 Correert to rate [11025, etc):

Convert bo what sound format: € 8-bit/mono O S-bit/sterec © 1B-bit/mono € 16-bit/steren

3
8

Bink
Batch
Cancel
Defaults
Help
Falls

i

You will see a compression results box, when it is finished, you can close RAD Video Tools.


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655331724626.png

B 3% - Bink Video Compress.. — >

Compression [nfo:

[riput files |Netw::-rk Plesuz Loop 4K mpd

Output file: |Hamescreeanp-v4-1 090 k.2

Properties; |1 920 % 1080, 30.00 frames per second

S ound infor: |4B|:||:||:I hz. 16-bit, sterea (1008 ta 1]

Frame: |F"rn:n::essing 25 of 602 [3%)...
Status: |Eumpressing ' high-plane...
Elapsed: |1 zecond

Femaining: |4E secands

File size: |F"rn:niec:ting: 46 5586.272 bytes (0.1 ta 1]

D ata rate: |2,32EI,EIEEI bytes per zecond

Preview ‘ About. .. Cancel

Now you can move this video into the _mods\UNAssets\2K22_video\ folder in your 2K22,
create the folders inside _mods if they are not already created.

Step #2 |

Load CakeTools. Then choose File > Bake a Folder'.


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655331738605.png

@ CakeTools 2022 v0.97a P1.12 - a x

Get Started MDL Viewer [ Properties

» Launch Ctrl+Shift+O
Exit

Expand/Collapse

Files

Log MDL! Data

e |ocate your _mods folder.

¢ Click to go through to your _mods folder and select 'Select Folder'.


https://wiki.prowrestlingmods.io/uploads/images/gallery/2022-06/image-1655131018635.png

File Tools Options Help

D b @ P Launch
GetStarted MDL Viewer —

= Directory Explorer

Select Bake Folder
« v o B » ThisPC » Creative () » Steamlibrary > steamapps > common » WWE2K22 » _mods

Organize ~

r
T
T
r
r

File folder

Expand/Collapse

Files

You will be asked what index number you would like for your CAK. For new inexperienced
modders,
the default BakedFile Index 8 is what you're looking for.

@ Set Bake Directory >

BakedFile Index (3-12):
8

¢ Clicking OK will begin the process of baking your new CAK file. Once complete you will
receive
an alert notifying you of the successful bake.

@ BakedFile Complete b4

n Directory Baked Successfully

Ok

Inside your WWE 2K22 game directory, you will now see a bakedfile08.cak. This is your new CAK file
that contains the mod you installed.
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You MUST re-bake your CAK every time that you install or create a new mod.

Step #3 |

B wwe k22 - X

PRESS ANY BUTTON
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