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As	of	recently,	the	developer	forCyberpunk	2077CD	Projekt	Red	made	the	modding	tools	REDmod	available	for	download,	coinciding	with	the	patch	1.6	Update	for	the	game.	Cyberpunk	2077,	now	seeing	a	resurgence	in	popularity	as	a	result	of	the	success	ofEdgerunnersis	making	its	dues	in	terms	of	maintaining	the	player	population	before	the
release	of	its	major	content	update	in	2023.	Its	ways	of	achieving	this	include	the	addition	of	Edgerunners-inspiredmemorabiliaand	locations,	and	also	giving	players	on	the	PC	easier	access	to	modifying	their	single-player	experience	across	Night	City.	That	is	the	intention	of	REDmod.	What	Is	REDmod	and	How	to	Install	It	REDmod	is	a	bundle	of	tools
provided	by	the	developers	of	Cyberpunk	2077	in	an	official	capacity	that	aims	to	help	users	install	mods	and	help	modders	create	new	mods	via	using	the	assets	that	comes	with	the	assistive	plug-in	that	the	bundle	contains.	The	methods	for	enabling	REDmod	may	vary	slightly	depending	on	the	launcher	the	player	is	using	to	open	Cyberpunk	2077.
The	steps	shouldnt	differ	too	much	as	the	player	will	have	to	initiate	the	built-in	CD	Projekt	Red	launcher	before	they	enter	the	game.	The	general	steps	are	as	the	following:	Download	REDmod	DLC	according	to	the	players	corresponding	platform,	GOG,	Steam,	or	Epic	Games.	The	installation	is	automatic	after	the	download.	Access	the	System
Directory	where	Cyberpunk	2077	is	installed,	locate	ther6folder,	and	click	it	to	access	thecachefolder.	Upon	doing	so,	create	a	folder	inside	the	cache	folder	named	modded	if	there	isnt	one.	Go	back	to	the	main	Cyberpunk	2077	folder,	open	themodsfolder	and	create	an	empty	folder	inside	the	mods	folder.	Make	sure	that	Cyberpunk	and	its	launchers
are	closed	across	the	entire	process.	If	done	successfully,	the	next	time	a	player	opens	Cyberpunk	2077,	they	should	notice	a	cog	beside	the	play	button	with	a	toggle	button	for	enabling	mods,	giving	players	the	freedom	to	activate	or	disable	mods	that	use	the	REDmod	framework.	Where	to	Acquire	Mods	and	Modding	Related	Information	There	are
no	integrated	platforms	for	all	the	mods	that	can	be	installed	into	Cyberpunk	2077	the	likes	of	Steam	Workshop.	The	developer	themselves	recommend	using	Nexus	Mods	to	acquire	mods	that	the	players	are	intrigued	by.	Follow	the	instructions	of	the	mod	creator	on	the	mod	page	and	install	the	mods	for	your	game	accordingly.	For	modders	looking
to	take	advantage	of	the	assets	that	REDmod	has	to	offer,	download	the	REDmod	plugin	on	theofficial	REDmod	website.	Install	the	plugin	and	use	it	in	conjunction	with	modding	tools	like	Wolvenkit.	Tutorials	are	hosted	regarding	the	REDmod	tools	on	official	media	accounts	and	forums,	and	will	likely	cover	in	depth	what	the	plugin	can	be	used	for
and	the	scope	of	its	usage.	The	best	of	luck	to	chooms	looking	to	cyber	out	their	gaming	experience	in	Night	City	just	be	aware	of	mod	glitches	less	you	find	yourself	a	completely	different	person.	Cyberpunk	2077is	available	now	on	PlayStation	4,	PlayStation	5,	Xbox	One,	Xbox	Series	X|S,	Nintendo	Switch	(unofficially),	Stadia,	and	PC.	Attack	of	the
Fanboy	is	supported	by	our	audience.	When	you	purchase	through	links	on	our	site,	we	may	earn	a	small	affiliate	commission.Learn	more	about	our	Affiliate	Policy	Last	documented	edit:	Sep	08	2024	by	mana	vortexThis	page	will	tell	you	the	following	things:What	is	REDmod,	and	what	does	it	do?Wait,	that's	not	what	I	want!If	you	just	want	to	turn	it
on,	check	here.If	you	are	a	mod	developer,	check	REDmod	for	mod	devsI	just	want	to	know	which	to	use!Unless	the	mod	author	says	otherwise,	do	not	use	REDmod.What	is	REDmod,	and	what	does	it	do?TL;DR:	You	trade	a	longer	initial	startup	for	shorter	loading	screens.	But	REDmods	come	second	in	load	order.	The	easiest	way	to	avoid	these
altogether	is	not	using	REDmod,	which	is	why	it	never	took	off.	REDmod	is	a	modding	framework	with	a	set	of	command	line	tools	to	precompile	mods	before	launch.	If	you	don't	speak	Netrunner:	During	game	launch,	the	modded	content	will	be	added	to	the	game's	regular	file.	Your	in-game	loading	screens	will	be	much	faster.Unless	the	Nexus	page
explicitly	tells	you	that	it's	REDmod	only	(or	you	are	making	a	mod),	assume	that	you	don't.	As	of	September	2024,	the	only	thing	we	can't	do	without	REDmod	is	adding	new	sounds	(replacing	existing	sounds	is	fine).	The	Audioware	mod	attempts	to	mitigate	that.REDmod	is	shipped	as	free	DLC	with	the	game.	You	need	to	add	it	inside	the	platform
store	(GOG,	Steam,	Epic).	You	can	click	the	link	below,	or	find	more	detailed	instructions	further	down	on	the	page.If	you're	accessing	Cyberpunk	through	Steam	Family	Sharing,	you'll	be	unable	to	install	REDMod	(thanks,	Steam!).	In	this	case,	you	can	ask	the	person	who's	family	sharing	with	you	for	their	Tools	folder.When	REDmod	is	installed
correctly	you	will	find	a	new	folder	tools/redmod	inside	your	game	root	directory,	with	subfolders:	bin,	scripts,	tweaks.Last	updated	11	months	ago	THIS	GAME	CONTAINS	CONTENT	YOU	HAVE	ASKED	NOT	TO	SEE:	Some	Nudity	or	Sexual	Content	The	developers	describe	the	content	like	this:	Cyberpunk	2077	contains	strong	language,	intense
violence,	blood	and	gore,	as	well	as	nudity	and	sexual	material.	Cyberpunk	2077	has	just	had	a	new	update	and	the	game	is	now	more	integrated	than	ever	with	its	modding	community.	REDmod	has	been	released	as	a	modding	tool	DLC	for	the	game	and	allows	compatible	mods	to	be	run	with	the	game	via	a	new	launcher.Cyberpunk	2077	is,	if	you
dont	already	know,	a	single-player	open-world	first-person	RPG	set	in	the	futuristic	Night	City	where	cybernetic	modifications	have	taken	over.	The	game	was	developed	by	CD	Projekt	Red,	the	minds	behind	the	critically	acclaimed	The	Witcher	games	series.	In	this	article,	well	bring	you	up	to	speed	by	sharing	with	you	the	changes	that	come	with	this
release	as	well	as	the	effects	it	will	have	on	your	game	and	your	mods.	Here	are	the	basic	points.REDmod	is	available	as	an	optional	DLC	on	GOG,	Steam	and	Epic.	An	offline	version	is	available	on	GitHub	and	the	Cyberpunk	website.New	mods	will	require	a	specific	format	to	be	compatible	with	REDmod.At	the	same	time,	Cyberpunk	mods	following
the	old	format	will	still	work	just	fine,	but	they	will	not	appear	in	the	REDmod	menu.REDmod	is	a	command	line	application	which	will	apply	and	remove	the	compatible	mods,	as	well	as	check	for	conflicts.REDlauncher	has	a	user-friendly	UI	which	will	have	an	on/off	toggle	for	all	installed	compatible	mods,	as	well	as	launch	the	game.	We	have	been	in
contact	with	theVortex	extension	community	developers	to	make	them	aware	of	the	update	and	to	make	sure	that	the	extension	will	continue	to	be	compatible	with	all	Cyberpunk	mods	we	host.	In	order	to	differentiate	the	new	types	of	mods,	we	have	added	a	REDmod	tag	which	we	recommend	for	mod	authors	to	apply	to	mods	following	the	new
REDmod	format.What	this	means	for	our	community.For	our	users:The	most	important	thing	to	know	is	that	your	old	mods	will	still	work.	The	only	change	to	be	aware	of	when	modding	your	game	is	whether	the	mods	you	are	adding	are	REDmod	compatible	or	not	-	if	they	are,	then	they	will	create	their	own	mod	entries	with	toggles	in	the
REDmod/REDlauncher.	If	they	are	not,	they	will	still	work	fine	when	installed	through	Vortex	or	manually,	but	they	will	not	show	up	when	using	the	new	REDmod/REDlauncher.For	mod	authors:REDmod	will	load	mods	from	a	new	Mods	folder	and	will	work	for	new	scripts,	sounds,	animations	and	other	assets.	Each	mod	will	have	its	own	sub-folder
and	the	top	level	of	each	sub-folder	will	have	an	info.json	file	to	identify	the	mod	and	provide	more	metadata.You	can	find	more	information	in	the	documentation	and	the	FAQs	on	the	Cyberpunk	website.We	are	working	to	make	sure	Vortex	will	be	able	to	manage	REDmod	compatible	mods	so	that	users	can	be	guided	to	making	sure	their	setup	works
before	launching	the	game.	Users	will	be	warned	about	whether	they	are	missing	REDmod	requirements	and	Cyberpunk	2077	will	be	launched	from	Vortex	with	REDmod	enabled	by	default.The	Cyberpunk	modding	community	is	one	of	our	largest	and	most	impressive	communities	who	have	shaped	the	game	in	many	new	and	exciting	ways	since	the
games	launch	and	we	cant	wait	to	see	what	else	they	come	up	with	going	forward.	We	just	launched	our	new	project	called	REDmod	a	free	set	of	tools	for	Cyberpunk	2077	which	adds	integrated	support	for	installing	and	loading	mods	into	the	game.	It	also	provides	an	official	tool	that	will	help	you	use,	modify	and	create	your	own	experiences	in	the
world	of	Cyberpunk	2077,	including	custom	sounds,	animations,	scripts,	and	more.For	more	information	(and	download	links),	check	out	our	dedicated	REDmod	website	&	FAQ:	cyberpunk.net/modding-support	This	is	the	last	thing	I	expected	to	see	today.	A	genuine	thank	you	for	that.This	might	actually	get	me	back	into	modding...	This	I	will	have	to
see	and	try	out.	PC	version	of	game	will	be	splendid	to	do	some	fiddling	with	and	I	can	even	try-out	stuff	on	my	main	saves	(PS4)	Great	addition.	Glad	CDPR	is	doing	this	despite	moving	on	to	another	engine.	This	I	will	have	to	see	and	try	out.	PC	version	of	game	will	be	splendid	to	do	some	fiddling	with	and	I	can	even	try-out	stuff	on	my	main	saves
(PS4)	Mods	will	not	translate	onto	consoles.	REDmod	is	limited	to	PC	and	only	active	once	REDmod	is	installed.	As	per	the	patch	notes.	REDmod	MODDING	TOOLSThe	following	changes	take	effect	only	on	the	PC	version	of	the	game	and	once	the	REDmod	is	installed.	Mods	will	not	translate	onto	consoles.	REDMOD	is	limited	to	PC	and	only	active
once	REDMOD	is	installed.	As	per	the	patch	notes.	I	know,	that	wasn't	what	I	meant.What	I	meant	to	say	is	that	I	can	use	the	saves	from	my	PS4	on	PC	now,	use	the	same	charcter	and	whatnot.	God	bless	you,	Cyberpunk	2077	ETERNAL	Cool,	what	about	those	on	console?	Awesome	for	all	PC	users	:genial:(@Rascott,	you	were	right,	the	boat	finally
reach	a	safe	port^^)	It's	the	great	news,	they	just	opened	the	playground	for	Modders,	Night	City	will	be	filled	with	additional	content	for	many	years	Post	automatically	merged:	Sep	6,	2022	We	just	launched	our	new	project	called	REDmod	a	free	set	of	tools	for	Cyberpunk	2077	which	adds	integrated	support	for	installing	and	loading	mods	into	the
game.	It	also	provides	an	official	tool	that	will	help	you	use,	modify	and	create	your	own	experiences	in	the	world	of	Cyberpunk	2077,	including	custom	sounds,	animations,	scripts,	and	more.For	more	information	(and	download	links),	check	out	our	dedicated	REDmod	website	&	FAQ:	cyberpunk.net/modding-support	10/10	@Vattier	my	pulse	would
have	shaken	publishing	the	news,	incredible.	THANKS!!!	this	is	awesome..	I'm	actually	going	to	get	into	modding	this	thing	now	this	is	finally	here	Great	addition.	Glad	CDPR	is	doing	this	despite	moving	on	to	another	engine.	Perhaps	RED	Engine	will	continue	to	work	for	a	long	time	for	Cyberpunk,	sales	of	expansions	and	new	content	from	modders
will	have	the	last	word.	I	don't	think	there	will	be	a	jump	to	UE5	for	Cyberpunk	2077	any	time	soon.	Perhaps	RED	Engine	will	continue	to	work	for	a	long	time	for	Cyberpunk,	sales	of	expansions	and	new	content	from	modders	will	have	the	last	word.	I	don't	think	there	will	be	a	jump	to	UE5	for	Cyberpunk	2077	any	time	soon.	Maybe	I'm	wrong,	but	I
think	Unreal	Engine	will	"only"	be	used	in	the	next	games.	So	no	matter	what,	Cyberpunk	2077	will	always	run	with	Red	Engine	and	Redmod	now	Perhaps	RED	Engine	will	continue	to	work	for	a	long	time	for	Cyberpunk,	sales	of	expansions	and	new	content	from	modders	will	have	the	last	word.	I	don't	think	there	will	be	a	jump	to	UE5	for	Cyberpunk
2077	any	time	soon.	What	@LeKill3rFou	said.	CP2077	was	never	getting	onto	UE5.	It	would	require	rebuilding	the	entire	game	on	a	new	engine.	The	next	game	in	the	franchise	will	be	UE5.	Maybe	someone	makes	a	Cyberpunk	2020	total	conversion	of	the	gamesystems	with	added	characterbased	interactivity	and	firstperson	turn-/phasebased
combat....Yeah,	no...	but	then	again,	maybe	some	day.	Tears	of	happiness!!!!!!	Thank	you	CDPR	BLAZE	YOUR	WAY	DOWN	THE	REBEL	PATH!	I	guess	standalone	is	not	ready,	yet...	I	get	a	404	when	loading	the	github	link.	Come	on,	guys.	I	have	literally	never	installed	a	mod	onto	a	game	that	I	have	genuinely	enjoyed	outside	of	one	for	Divinity:
Original	Sin	2	that	tweaked	the	difficulty	and	AI.But	this	is	pretty	great.	I	know	a	TON	of	people	in	the	gaming	community	adore	making	mods	and	playing	around	with	them.	I	might	have	to	try	some	out	once	people	have	the	time	to	put	a	bunch	of	them	together.	Page	2	Hey	all,	I'm	having	issues	with	REDMod	not	launching.	I	installed	it,	found	the
EXE,	and	tried	to	launch	it,	but	all	I	got	was	Command	Prompt	briefly	opening	then	rapidly	closing	again.	I'm	running	Windows	11	and	have	all	the	latest	versions	of	the	game	and	such.	Was	I	supposed	to	put	the	plugin	files	I	downloaded	from	the	website	into	some	specific	location?	Could	the	problem	be	related	to	my	game's	install	location	being	on
an	external	drive?	Any	help	would	be	greatly	appreciated.	I	read	through	all	the	instructions	I	could	find	on	the	website	and	have	followed	them	to	the	letter,	so	I'm	not	sure	where	I	went	wrong.P.S.	One	thing	I	was	briefly	able	to	glimpse	before	the	command	prompt	window	closed	itself	was	some	mention	of	"No	Root".	I	was	unable	to	glean	any	more
of	the	sentence	before	it	closed.	Hey	all,	I'm	having	issues	with	REDMod	not	launching.	I	installed	it,	found	the	EXE,	and	tried	to	launch	it,	but	all	I	got	was	Command	Prompt	briefly	opening	then	rapidly	closing	again.	I'm	running	Windows	11	and	have	all	the	latest	versions	of	the	game	and	such.	Was	I	supposed	to	put	the	plugin	files	I	downloaded
from	the	website	into	some	specific	location?	Could	the	problem	be	related	to	my	game's	install	location	being	on	an	external	drive?	Any	help	would	be	greatly	appreciated.	I	read	through	all	the	instructions	I	could	find	on	the	website	and	have	followed	them	to	the	letter,	so	I'm	not	sure	where	I	went	wrong.P.S.	One	thing	I	was	briefly	able	to	glimpse
before	the	command	prompt	window	closed	itself	was	some	mention	of	"No	Root".	I	was	unable	to	glean	any	more	of	the	sentence	before	it	closed.	Possible	the	external	drive	cause	an	issue	It's	just	guesses	because	I'm	far	to	be	an	expert,	but	you	could	try	(if	it's	not	already	done)	to	run	it	as	administrator	or/and	check	if	your	AV	(or	Windows
Defender)	don't	kill	the	process	directly	(add	an	exception	to	the	.exe	for	example)	Been	holding	off	playing	the	game	until	this,	wanting	to	make	just	a	few	tweaks.But	it	doesn't	work.	Hey	all,	I'm	having	issues	with	REDMod	not	launching.	I	installed	it,	found	the	EXE,	and	tried	to	launch	it,	but	all	I	got	was	Command	Prompt	briefly	opening	then
rapidly	closing	again.	I	installed	REDmod	then	WolvenKit.WolvenKit	launched	once.	Asked	its	config	folder	location	question.Then	never	launched	again.Have	deleted,	re-downloaded,	re-unzipped.Same.Deleting	the	app	roaming	REDmodding	>	WolvenKit	will	trigger	the	config	folder	location	question	again,	but	then	exits.Then	again	can't	be
launched.Launching	as	Admin	and	adding	it	as	an	AV	exception	doesn't	help.	I'd	love	if	the	best	rated	and	most	downloaded	mods	are	added	to	the	game,	like	Edmund	McMillen	did	with	the	Binding	of	Isaac:	Afterbirth+	and	it's	Booster	Packs,	so	players	who	are	even	on	console	can	play	them.	Hey	all,	I'm	having	issues	with	REDMod	not	launching.	I
installed	it,	found	the	EXE,	and	tried	to	launch	it,	but	all	I	got	was	Command	Prompt	briefly	opening	then	rapidly	closing	again.	I'm	running	Windows	11	and	have	all	the	latest	versions	of	the	game	and	such.	Was	I	supposed	to	put	the	plugin	files	I	downloaded	from	the	website	into	some	specific	location?	Could	the	problem	be	related	to	my	game's
install	location	being	on	an	external	drive?	Any	help	would	be	greatly	appreciated.	I	read	through	all	the	instructions	I	could	find	on	the	website	and	have	followed	them	to	the	letter,	so	I'm	not	sure	where	I	went	wrong.P.S.	One	thing	I	was	briefly	able	to	glimpse	before	the	command	prompt	window	closed	itself	was	some	mention	of	"No	Root".	I	was
unable	to	glean	any	more	of	the	sentence	before	it	closed.	Same	issue	here.	It's	allowed	through	my	AV,	and	trying	to	run	it	as	an	Administrator	doesn't	change	anything.I	just	get	the	"created	in	collaboration	with"	message	before	it	crashes.	Thank	you.Will	there	be	a	modding	sub-forum?	(would	be	really	nice,	since	discord	is	not	as	structured	-	here
you	would	be	able	to	properly	search	for	information	or	talk	about	a	single	topic	in	a	dedicated	thread)	We	just	launched	our	new	project	called	REDmod	a	free	set	of	tools	for	Cyberpunk	2077	which	adds	integrated	support	for	installing	and	loading	mods	into	the	game.	It	also	provides	an	official	tool	that	will	help	you	use,	modify	and	create	your	own
experiences	in	the	world	of	Cyberpunk	2077,	including	custom	sounds,	animations,	scripts,	and	more.	Really	hope	this	can	help	the	modder	of	the	JB	Third	Person	mod	finally	install	anatomically	correct	frames	wielding	weapons.	Been	holding	off	playing	the	game	until	this,	wanting	to	make	just	a	few	tweaks.But	it	doesn't	work.	I	installed	REDmod
then	WolvenKit.WolvenKit	launched	once.	Asked	its	config	folder	location	question.Then	never	launched	again.Have	deleted,	re-downloaded,	re-unzipped.Same.Deleting	the	app	roaming	REDmodding	>	WolvenKit	will	trigger	the	config	folder	location	question	again,	but	then	exits.Then	again	can't	be	launched.Launching	as	Admin	and	adding	it	as	an
AV	exception	doesn't	help.	For	WK,	I	had	this	issues,	downloading	the	8.7	nightly	2022-08-21	solved	the	problem	for	meAs	others,	Redmod	doesn't	launch	and	doesn't	appear	in	the	WK	plugin	Hey	all,	I'm	having	issues	with	REDMod	not	launching.	I	installed	it,	found	the	EXE,	and	tried	to	launch	it,	but	all	I	got	was	Command	Prompt	briefly	opening
then	rapidly	closing	again.	I'm	running	Windows	11	and	have	all	the	latest	versions	of	the	game	and	such.	Was	I	supposed	to	put	the	plugin	files	I	downloaded	from	the	website	into	some	specific	location?	Could	the	problem	be	related	to	my	game's	install	location	being	on	an	external	drive?	Any	help	would	be	greatly	appreciated.	I	read	through	all
the	instructions	I	could	find	on	the	website	and	have	followed	them	to	the	letter,	so	I'm	not	sure	where	I	went	wrong.P.S.	One	thing	I	was	briefly	able	to	glimpse	before	the	command	prompt	window	closed	itself	was	some	mention	of	"No	Root".	I	was	unable	to	glean	any	more	of	the	sentence	before	it	closed.	Did	you	read	the	documentation?	It's	a
command	line	tool,	you	are	not	supposed	to	just	click	on	it:	For	WK,	I	had	this	issues,	downloading	the	8.7	nightly	2022-08-21	solved	the	problem	for	meAs	others,	Redmod	doesn't	launch	and	doesn't	appear	in	the	WK	plugin	Cheers.I	did	eventually	think	to	try	the	nightly	version	myself,	that	worked	and	came	back	to	let	others	know.Typically	regard
nightly	builds	as	'unstable'	so	didn't	even	think	to	try	that	initially.	Installation	process	is	little	bit	tricky	but	the	idea	and	the	aproach	is	great!	I	don't	know,	I	remember	playing	Fallout	and	Skyrim	on	consoles	with	mods	installed,	maybe	is	CDProjekt	the	one	who	should	need	to	speak	with	them.	Have	you	played	any	other	game	(outside	Skyrim	and
Fallout	4)	since	consoles	are	available	(let's	say	since	early	in	80's),	where	mods	were	available	?I	don't	think	so...	Knowing	that	Bethesda	literally	built	all	of	their	games	with	the	idea	to	being	modded	since	20	years.Maybe	there	is	a	reason	behind	that...	Maybe	it	not	only	depend	of	good	will	of	studios...	Microsoft	Flight	Simulator	has	mods.	Most
payed	but	there	are	a	few	free	ones	in	game.	Will	be	more	once	they	have	figured	out	WASM	support	which	is	only	a	few	months	off.	It's	definitely	possible,	IF	the	devs	want	to.	Microsoft	Flight	Simulator	has	mods.	Most	payed	but	there	are	a	few	free	ones	in	game.	Will	be	more	once	they	have	figured	out	WASM	support	which	is	only	a	few	months
off.	It's	definitely	possible,	IF	the	devs	want	to.	Xbox	(microsoft)	>	Microsoft	Flight	Simulator...	seem	to	be	related	and	the	develloper	of	the	game	was	"easy"	to	convince...	isn't	it.And	for	me,	if	it's	not	free,	it's	not	mods	(like	bethesda	creation	club).	how	can	i	enable	REDmod	?	or	do	i	need	to	download	some	mods	and	use	them	with	REDmod	?	This
page	may	contain	sensitive	or	adult	content	thats	not	for	everyone.	To	view	it,	please	log	in	to	confirm	your	age.By	continuing,	you	also	agree	that	use	of	this	site	constitutes	acceptance	of	Reddits	User	Agreement	and	acknowledgement	of	our	Privacy	Policy.	Take	your	first	steps	in	Cyberpunk	2077	modding	with	Moritz	and	kos,	our	REDmod
developers!	TUTORIAL	#1Learn	about	the	basics:	what	is	REDmod,	how	to	install	it,	and	how	to	use	it	to	add	mods	to	your	game.	TUTORIAL	#2Learn	how	to	create	a	new	script	mod	step	by	step.	Includes	answers	for	some	of	your	questions	following	the	first	episode.	TUTORIAL	#3This	episode	is	dedicated	to	animation	modding.	TUTORIAL	#4Let's
take	a	look	at	TweakDB	modding.	Is	there	no	way	this	could	be	implemented	on	console	like	Skyrim	did.......	Is	there	no	way	this	could	be	implemented	on	console	like	Skyrim	did.......	As	you	can	see,	you	need	to	have	access	to	the	game	folders	and	be	able	to	add	files	in	them...	So	"for	now",	on	consoles,	no	way	Hopefully	the	initialization	process	is
simplified.	I've	had	multiple	people	coming	to	ask	questions	why	Redmod	mods	wont	work	and	it's	because	they	don't	press	the	play	button	on	redlauncher	or	gog	and	expect	that	skipping	redlauncher	or	using	--modded	argument	just	works.	Especially	on	Steam	side	it's	an	issue.	And	even	bigger	of	an	issue	is	that	when	you	install	new	redmod	mods
you	need	to	delete	the	cache	files	or	disable	mods	on	redlauncher	and	relaunch	it,	re-enable	the	mods	and	it's	just	a	hassle.	Hoping	for	some	actual	scripting	tutorials	soon	enough.	Would	love	to	see	how	to	make	things	happen	in	this	really	complex	ecosystem	This	was	a	long	time	coming	but	I'm	glad	they	finally	did	it	I	just	did	watch	the	video,	great
initiative.This	is	not	a	rant	about	it.	I	know	it's	early	days	and	everybody	has	to	get	used	to	it.	But	English	is	not	my	native	language,	so	maybe	it	sounds	hards	but	I	don't	mean	it	that	way	I	get	the	strong	feeling	that	REDmod	is	something	for	people	who	are	more	"knowledgeable"	in	it	all?	Terms	like	"mod	deployment"	and	so	on	are	saying	nothing	to
me.	Especially	hard	when	English	is	not	your	native	language	(like	me).I	see	a	lot	of	reactions	(here,	Nexus,	Reddit)	from	people	who	don't	get	it.	I	am	one	of	them.In	the	video	the	man	is	talking	about	that	it's	easier	for	users	to	manage	and	sort	mods.	But	for	me	it's	100%	the	opposite?	The	mods	from	Nexus	(incl	CET	and	RedScript)	are	placed	in
their	respective	folders,	mods	are	placed	in	the	\archive\pc\mod\	folder	and	that's	it.	I	run	CP2077	and	it	works.But	for	a	normal	(maybe	simple)	user,	REDmod	is	way	more	complicated.Also	the	use	of	GOG	Galaxy.	I	only	use	that	for	updates	but	for	the	rest	I	run	the	CP2077	exe	directly.	I	truly	hate	all	those	extra	programs	with	useless	overlays	and	so
on.In	the	video	there	is	something	like	a	2nd	executable?	I	don't	have	that.Also	a	window	should	appear	with	mods	loading?	Not	here.Really	don't	know	if	I	did	something	wrong	with	REDmod	or	with	GOG	Galaxy.	Or	whatever.And	the	REDmod	Support	page	only	adds	to	the	confusion.	Right	at	the	start	there,	it	says	"You	can	use	REDmod	modding
tools	separately	(in	the	commandline)	or	integrated	into	the	WolvenKit	mod	editor	(recommended	for	best	experience	and	ease	of	use)"	...	what??	So	I	really	hope	that	DCPR	can	make	this	easier	in	use.	Especially	when	in	the	future	this	become	the	only	way	to	use	mods.	I	need	to	learn	how	to	use	it	for	making	mods	BC	I	want	to	replace	some	coats
and	face	wear	with	wearable	accessories	like	watches,	bracelets	and	necklaces	as	the	mod	that	already	does	that	is	for	female	V	only	and	frankly	thats	a	total	bummer	BC	I	think	male	V	deserves	to	look	dope	too.	I	hope	to	see	more	tutorials	come	out	as	Ive	got	some	experience	with	modding	Fallout	New	Vegas	but	not	Cyberpunk	so	I	have	no	idea
where	to	start	really.	I	tried	going	in	blind	and	could	not	for	the	life	of	me	find	the	clothing	assets.	I	would	request	(request	like	begging	on	me	knees	request)	that	you	to	do	a	tutorial	on	how	to	mod	(increase)	the	LOD/draw	distance	of	the	game(globally	or	per	model)	One	of	the	deficiencies	that	I	see	is	that	a	lot	of	people	are	really	enthusiastic	about
creating	different	clothing,	objects,	guns,	cars	but	do	not	have	the	skillset	to	do	this	from	scratch.	A	large	amount	of	mods	that	exist	are	item	replacements	but	in	many	cases	people	would	have	preferred	to	add	onto	the	existing	game	without	replacing	things.	The	amount	of	mods	that	I	have	see	that	add	in	new	hair	styles,	tattoo's,	clothes,	weapon/car
skins	etc	that	sort	of	get	lost	as	they	replace	other	items	in	the	game	is	great,	but	they	get	looked	over	as	they	replace	the	great	work	that	CDPR	has	done.It	would	be	great	if	there	was	a	template	that	existed	that	we	could	use	to	create	new	clothing/cars/guns/hair	styles/tattoos	etc	and	add	them	into	the	game	without	replace	existing	times,	I	am	sure
a	lot	of	people	would	appreciate	that	and	it	would	definitely	accelerate	the	amount	of	smaller	mods	that	are	out	there.	I'm	kinda	looking	forward	to	how	complicated	altering	the	gameplay	and	charactersystems	will	be.	Who	would've	guessed,	right?	Can	you	guys	please	provide	a	syntax/grammar	and	some	detailed	documentation	on	your	scripting
language?	It	seems	to	be	nearly	identical	to	the	redscript	syntax,	but	some	official	language	docs	and	scripting	tutorials	would	go	a	long	way	to	helping	moders	out.	Thanks	for	the	tutorial.	However...it	doesn't	work.	There	is	no	pop	up	initialising	mods.GOG	here	and	did	everything	as	mentioned	in	the	video	and	what	is	common	sense.Doing	mod	stuff
for	decades	already,	so	I'm	not	a	full	blown	idiot.	The	launcher	just	doesn't	do	what	it	shall	do.So	same	issues	like	Menno555	here.	One	of	the	deficiencies	that	I	see	is	that	a	lot	of	people	are	really	enthusiastic	about	creating	different	clothing,	objects,	guns,	cars	but	do	not	have	the	skillset	to	do	this	from	scratch.	A	large	amount	of	mods	that	exist	are
item	replacements	but	in	many	cases	people	would	have	preferred	to	add	onto	the	existing	game	without	replacing	things.	The	amount	of	mods	that	I	have	see	that	add	in	new	hair	styles,	tattoo's,	clothes,	weapon/car	skins	etc	that	sort	of	get	lost	as	they	replace	other	items	in	the	game	is	great,	but	they	get	looked	over	as	they	replace	the	great	work
that	CDPR	has	done.It	would	be	great	if	there	was	a	template	that	existed	that	we	could	use	to	create	new	clothing/cars/guns/hair	styles/tattoos	etc	and	add	them	into	the	game	without	replace	existing	times,	I	am	sure	a	lot	of	people	would	appreciate	that	and	it	would	definitely	accelerate	the	amount	of	smaller	mods	that	are	out	there.	While	I	agree
it	would	be	cool	if	this	was	a	natively	supported	feature,	there's	a	mod	called	ArchiveXL	that	(I'm	pretty	sure)	lets	you	create	items	that	aren't	replacers.	Where	second	tutorial?	;(	Can	you	guys	please	provide	a	syntax/grammar	and	some	detailed	documentation	on	your	scripting	language?	It	seems	to	be	nearly	identical	to	the	redscript	syntax,	but
some	official	language	docs	and	scripting	tutorials	would	go	a	long	way	to	helping	moders	out.	Here	is	a	checklist	to	make	sure	you	are	not	doing	anything	wrong:-	[	]	Have	the	DLC	installed	and	the	game	updated	to	1.6-	[	]	Your	mods	folder	has	at	least	1	mod-	[	]	You	have	enabled	the	mod	support	in	the	game's	settingsIf	it	still	doesn't	work	please
reachout	to	techical	support	here:	I	have	wolvenkit	and	redmod.	I	have	a	serious	question	though,	is	there	going	to	be	any	effort	to	make	redmod	work	without	having	to	deal	with	the	secondary	install?	It	would	be	nice,	even	convenient	to	have	a	single	uniform	integrated	suite	of	tools	to	work	with.	For	some,	it	may	be	off-putting	or	insecure	to	do	the
second	install	of	wolvenkit.	Is	there	no	way	this	could	be	implemented	on	console	like	Skyrim	did.......	That	is	a	discussion	you	should	raise	with	Sony	and	Microsoft.CDPR	could	most	presumably	support	it,	but	it	requires	consent	and	collaboration	from	the	console	producers'	side.And	it	will	most	definately	be	a	more	restrictive	version	of	what	PC	will
have.Take	Fallout	4	as	example.	We	need	some	more	videos.	Explain	a	little	how	the	contents	are	structured	and	how	to	add	new	ones.	Show	us	how	to	modify	a	content	or	how	to	add	a	content.	With	what	extra	tools	it	would	be	good	to	work	and	how	to	make	a	mod	work.	Looking	forward	to	new	tutorials	with	great	interest.	Skip	to	main	content
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to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our
Privacy	Policy.	
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