
Palworld - Model Swapping Guide for the Player 
Mesh

Requirements
- FModel (https://fmodel.app/download) note: FModel requires .NET 8.0 Desktop
Runtime installed. - also download the mappings.usmap
- Unreal Engine 5.1 - Palworld uses unreal engine 5.1.1 so any 5.1 version is required
for this process.
- Blender PSK importer (https://github.com/matyalatte/blender3d_import_psk_psa)
- UnrealPak

Setting up FModel
The first step to creating our player model is going to be using FModel. FModel is the 
program we will be using to extract assets such as the character mesh and skeleton so 
that we can use it to line up our custom mesh to the original model. This could also be 
useful for beginners, as they can use this model to copy the template of the weight 
painting.

First of all, Run FModel and select the "Add Undetected game" option, in the window 
it opens navigate to your game directory of palworld and click the blue plus icon and 
next set the UE Versions box to GAME_UE5 setting, then hit OK. Finally, open the 
settings in the new window and enable "Local Mapping File" then set the file to the 
mappings.usmap file



Now that we are inside of FModel, we can start browsing for the assets you want to 
swap. First, Double click on the Pal-Windows.pak. This will open the folder where all 
of palworlds assets are kept and stored. In order to find the directory for the player 
model, we must open the pal folder, go into the "content" folder, then the "Pal" 
folder again, then into the "Model" folder and "Character". If at this point you are 
here for swapping Pal models instead, you should enter the monster directory and 
find the name of the pal you want to be swapping. If you do not know the name of 
the pal you want to swap due to the model files having different names, you can 
visit the google docs spreadsheet made by Noxatris and the modding community. 
(https://docs.google.com/spreadsheets/
d/1D7HF3vG8ECIpmJHthsvGHZfEGIGfW9LzDv3N3zMon9I/edit#gid=0)
However for the player, we go inside of the "Player" Directory. At first glance you 
may think to open the "Body" folder and use the model from there, however 
unfortunately it is not that easy and each clothing type has its own model. So for 
this tutorial, we have to go inside of the Outfit folder. To find the skeletal meshes 
for the assets, you should click on the folder you want and then click on the 
"Packages" button at the top of fmodel. This will show you the skeletal meshes for 
this folder. Do note that at this stage the best way to be matching your model up is 
to grab the Body model, as this includes the player head aswell and lets you 
correctly get the scale of the whole mesh. At this stage, please again take note of 
the Entire directory path we have went in. Pal\Content\Pal\Model\Character
\Player\Outfits\SK_Player_Female_Outfit_OldCloth001
In order to swap the model that you first see in character creation, you must use the 
SK_Player_Female_Outfit_OldCloth001 folder (or male, depending on what 
character you want to swap) 
You must also take note of the Pal\Content\Pal\Model\Character\Skeleton
\Human this is the folder that you must recreate later on in Unreal Engine and place 
the Skeleton of the model inside of, in order to make sure Unreal and the game 
knows where our model gets the skeleton from. 



Creating our Unreal Project
At this stage, we can now begin creating our Unreal Engine project settings and 
project structure.  Note that for this stage, you must be on any version of Unreal 
Engine 5.1, I used 5.1.1 as thats the exact version palworld uses. To select your 
version, you can open the epic games launcher, go to the unreal engine library 
and click on the yellow plus icon to add a new engine version. Next, click the 
arrow right above the name of the version and change it to 5.1.1

There are a few very specific settings that need to be enabled for this stage. First 
of all, boot up unreal engine and create a new project using the blank template. 
Make sure that starter content is disabled, raytracing is disabled, the project type 
is set to "Blueprint" and the quality preset is Maximum. The project name and 
location do not matter, however you can name your project <project name>_P for 
convenience. 



After creating your project, you will see unreal open with a blank landscape. 
Now, we want to click on "Platforms" at the top of Unreal Engine and click 
"Windows" then "Shipping"



Next, open the project settings and search for "Cook everything in the project 
content directory" and make sure that is set to true aswell as "Use Pak File" and set 
that to true aswell.
After all that is done, you can recreate the folder structure mentioned earlier. 

Below is an example of what your unreal folder should look like, with the blurred 
line being the project name.



LƴǎƛŘŜ ƻŦ ǘƘŜ 9ȅŜΣ ƘŀƛǊ ŀƴŘ ƘŜŀŘ ŦƻƭŘŜǊǎ ŀǊŜ ǿƘŜǊŜ ǿŜ ŀǊŜ ƎƻƛƴƎ ǘƻ ōŜ ǇƭŀŎƛƴƎ ŀ ŦŜǿ 
ŜƳǇǘȅ ǘŜȄǘǳǊŜ ŦƛƭŜǎΣ ōŀǎƛŎŀƭƭȅ ǿƘŜƴ ȅƻǳ ǎǿŀǇ ǘƘŜ ƻǳǘŦƛǘ ƳƻŘŜƭǎ ŦƻǊ ȅƻǳǊ ƻǿƴΣ ǘƘŜ 
ƎŀƳŜ ǿƛƭƭ ǎǘƛƭƭ ŜƴŘ ǳǇ ǊŜƴŘŜǊƛƴƎ ǘƘŜ ƻǊƛƎƛƴŀƭ ƘŜŀŘκŜȅŜǎ ŀƴŘ ƘŀƛǊΦ /ǳǊǊŜƴǘƭȅΣ ǘƘŜ 
ǎƛƳǇƭŜǎǘ ǿŀȅ ǘƻ ƘƛŘŜ ǘƘƛǎ ǘƘŀǘ L ǇŜǊǎƻƴŀƭƭȅ ƪƴƻǿ ƻŦ ƛǎ ǘƻ ǊŜǇƭŀŎŜ ǘƘŜ ǘŜȄǘǳǊŜǎ ǿƛǘƘ ǘƘŜ 
ƻƭŘ ƻƴŜǎΦ ¸ƻǳ ǿŀƴǘ ǘƻ ǊŜǇƭŀŎŜ ŀƭƭ ƻŦ ǘƘŜ ǘŜȄǘǳǊŜǎ ƛƴ ǘƘŜ ŦƻƭŘŜǊΣ ǎƻ ƴƻǘƘƛƴƎ ǊŜƴŘŜǊǎ 
ƛƴƎŀƳŜ ƻǊ ŜƭǎŜ ȅƻǳ Ƴŀȅ ŜƴŘ ǳǇ ǿƛǘƘ ǎƻƳŜǘƘƛƴƎ ǎǘƛƭƭ ǊŜƴŘŜǊƛƴƎ ŀƴŘ ƭƻƻƪƛƴƎ ƻŘŘ ƻǊ 
ōǊƻƪŜƴΦ 

aŀƪƛƴƎ ȅƻǳǊ ƳƻŘŜƭ ǿƻǊƪ
ƴƻǿ ǘƘŀǘ ǿŜ ƘŀǾŜ ƻǳǊ ŦƻƭŘŜǊ ǎŜǘǳǇ ŎǊŜŀǘŜŘ ŀƴŘ ǊŜŀŘȅΣ ǿŜ Ŏŀƴ ǎǘŀǊǘ preparing our 
model. Here I use Blender, so for that you are going to need the Blender PSK model 
importer plugin mentioned earlier to import the models. You also need to have 
extract the player model using Fmodel from Pal\Content\Pal\Model\Character
\Player\Body\<female/male>  and then the packages tab.

Naming guidelines
In palworld and unreal engine, assets have naming conventions. Here is an 
important time to mention these. Remember these model names or note them 
down for later. 
SK_ - Skeleton/Skeletal Mesh (skeletons are in their own folder in palworld, you will 
know which is which.
SK_<modelname>_PhysicsAsset - Used for Physics assets
MI_ - Stands for "Material Instance" But will be used for our normal materials later.
T_ - Texture files. T_<texturename_B are the colour textures. T_<texturename_M = 
MRAO (Metallic, Roughness, Occlusion and Specular texture - you can make these in 
substance painter when exporting by choosing Unreal Engine 4 as the type, or use 
this link to conver textures to mrao using gimp https://dev.epicgames.com/
community/learning/tutorials/6Gn5/creating-mrao-textures-using-free-software) 
T_<texturename>_N is for normal maps.

Anyhow. Now you can export the psk from the right folder in fmodel by right clicking 
and save model as psk, where you can then open blender and import this player 
model in order to copy the skeleton bones and position/sizing. When importing into 
blender using the plugin, a common error is that the model will only import the 
skeleton, which can be fixed by clicking "Mesh" on the import settings to just import 
the mesh



At this stage, if you do not know how to weight 
paint and rename the bones correctly, I would 
recommend following another tutorial online. 
These are plentiful and often tutorials from 
modding other games can be a great resource for 
beginners here. But basically; there are a few ways 
to do it. One way is to just use the original 
armature imported from the PSK, enter weight 
paint mode and copy the weights (making sure any 
original vertex groups were removed) and then 
adjust the weights where needed. However if your 
mesh is a bit different, this will not work. You could 
also use the secondary option of using your original 
meshes bones, but renaming them to the same as 
the original skeletons. You also must ensure the 
armature object is called "Armature". Another 
point here that could be used to save time is to use 
the material combiner addon, so once you have all 
your materials set simply combine them into one 
texture file then you can export your FBX. This is 
not mandatory however it will make the material 
process much easier

Now that we have our mesh setup, you must import it into unreal and put the 
skeleton and skeletal meshes into the right folders. The skeleton goes in the human 
folder that I mentioned earlier, and the name will be "SK_PalHuman_Skeleton" and 
for the skeletal mesh itself, the name will be "SK_Player_<Female/
Male>_Outfit_OldCloth001"

Now we will move onto one of the last stages for model swapping the player mesh, 
here we have to make an ABP (Animation blueprint) To setup our materials and also 
100% make sure that the head is hidden ingame. Before doing this, we have to again 
open our project settings and turn off the setting called "Share Material Shader 
Code"



Now you can open your material settings, scroll down and make sure it has "Use 
with Skeletal Mesh" and "Use with Clothing" enabled. I'm unsure if use with 
clothing is needed, however I had it on mine and it worked flawlessly, so for this im 
enabling that too. Your material and texture don't need specific names, since we will 
be setting the material manually it does not need to match the games name here.



Now, create an animation blueprint (called whatever you want, however I 
recommend using the clothing model name if you plan on swapping the other 
clothing models too)  In the anim graph, we simply have to add one node which is an 
input pose node, connected to the output pose node. 

After that, open the Event graph where we are going to make the code to set our 
material and hide the other meshes if they were to show for some reason.
From the "Try Get Pawn Owner" Node, you should drag off the return value and 
attach a "Get Components By Class" Node, making sure to set the component 
class to "Mesh Component". The array value return node from this is then hooked 
into a "for each loop" that is attached to the "Event Blueprint Update Animation" 
node at the start, from the array element of the For each loop, we must attach it 
to a "Get Display Name" Node, then hook the return value there into a "Matches 
wildcard" Node. The wildcard has to be the name of the mesh you have 
surrounded by a * on either side. E.G *SK_Player_Female_Outfit_OldCloth001* 
and have search case as ignore case. The boolean from this is hooked into a 
branch, where after the false, we get the array element node again from the for 
each loop and drag that out to a "set hidden in game" node with the new hidden 
set to true. From the false, we have our set material nodes. Here is where when I 
said earlier it would be easier with one material, since you have one material node 
with the element index of 0 and the material being the once you set. If your mesh 
has multiple however, its a fairly similar process where you just have multiple set 
material nodes and have each as the element index of whatever slot is on the 
model. So for example if your model has the eyes in slot 0, you set the material to 
be the eyes and index on the node to be 0, then if the face is slot 1 you set index to 
1 and material to the eyes, etc. 



To end off the ABP section, open up your mesh file in Unreal and search for "Post 
Process Anim Blueprint" where you then assign the new ABP that we have just 
created. 



Finishing up and Packaging our mod

Now we are getting to the final stage! After everything above is setup, you can now 
try packaging your mod. The first thing to do is to cook your project, from the 
window where we went earlier to set the project type to shipping, instead you now 
will click the "Cook Content" button. On the first time doing this, it will take a long 
time as Unreal is packing the engine files too, unless you have already cooked. Do 
note that each time you change assets, you have to recook the content!

Next, you want to find the Unreal project directory, go to the "saved" folder, the 
"cooked" folder, then "windows" then whichever folder is your mod name, then 
"content" and go through until you see the player and skeleton folder. When 
packaging the mod, we do not need to pak the skeleton file. It is simply used for 
unreal to know where to find the skeleton for our mesh. You do however want to 
pak any of the assets we changed earlier, such as the eye/hair/head textures, the 
player model in the outfit folder, the materials, the textures, the physics asset, and 
our animation blueprint. However if your setup is the same as mine, you should be 
able to just copy the "Player" Folder. After copying it, you want to back out of this 
directory and find somewhere on your drive where you want to make the mod 
folder. In here, we have to make sure the folder is called <modname>_P as having 
_P in the name makes the game know its a patch file that will overwrite game files. 
In here, your folder directory should be <modname>_P\Pal\Content\Pal\Model
\Character and then paste your player folder from the cooked unreal folder into 
here. Now, you can back out again and find the Unreal Pak files that you 
downloaded, then open a window and drag the mod folder into "UnrealPak-With-
Compression.bat" which should give you a window telling you how many files it 
patched. The program will then place the finished .pak file in the directory just 
before where you saved your mod and should be called <modname>_P.pak

now you can install the mod!
Steam:
- Right click palworld, manage > browse local files then go inside the pal folder, go 
inside content, paks then drop your pak file in there.

Gamepass:
- Right click palworld game title in the xbox app, click "Manage", click the files tab, 
click the browse button and the root folder of the xbox library will open the palworld 
directory is B0E91CD1-8929-451B-A14D-8CE236A4964F\Content\Pal\Content\Paks



Guide Credits
NorskPL - FModel/UE setup/folder structure/pak 
creation/ gamepass install directions

Sleepyhead08/Smoovers - Original Model Swap 
tutorial designed for pals

Mythical - ABP instructions and setup

Noxatris and anyone else involed - Pal name 
spreadsheet

Amadeus (me) - writing of guide and putting all steps 
into a PDF

if any steps are wrong or perhaps need to be 
improved/changed, please tell me!
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