EXE Modding: Change the default loadout

First you need to open warhogs.exe with a HEX editor of your choice. If you use the fixed HoW.exe for
Windows 10 from my video then the adresses will be the same as mine. You can see that every block
describes a certain class. The values in red are the weapon values, those are not the same as in the POG
files ! The values in yellow is the amount of every weapon and 255,255,255,255 means infinite use of a
weapon. You can find a list of all the .exe weapon values used in the reference section of the wiki: Weapons

EXE]

5 Hex Editor Neo

File Edit View Select Operations Bockmarks NTFSStreams Tools History Window Help

Za-HEAE FEE D2R8 9 3 W

Ade B %M = Vg @

AP [ Wwarhogsexe X|

oodefoe0 | 00 01 02 03 04 05 06 07 08 0% O0a Ob Oc 0d 0= OF =
000c£0a0 | 117 109 32 104 101 97 108 116 104 32 98 111 111 115 116 10 um health boost.

000c£0B0 $7 108 108 32 104 101 7 108 116 104 ....Small health

000c£0c0 10 0 71 105 118 105 110 103 32 115  boost..Giving s

000c£0d0 100 ;i

000c£020 o o L3 o o 0255 255 255 755

000c£0£0 255 255 0 0o o 3 0 0 0

000c£100 255 255 @ 0 0 255 255 255 25§ —_—

000c£110 255 255 0 0 0 0 255 255 255 255 /

000c£120 255 255 0 @ 0 0 255 255 255 255

000c£130 255 255 0 0 0 0 255 255 255 255

000c£140 0 0 0 0 255 255 255 255

000c£150 0 0 0 0 255 255 255 255

000c£160 T T 0 0 25 255

000c£170 é 0 0 0255 255 255 255 —
000c£180 @ 0 0 0 25 255 255 255

000c£180 @ 0 0 0 255 255 255 255 N N [ -
000c£la0 @ 0 0 0 255 255 255 255 -
000c£1b0 @ 0 0 0 255 255 255 255

000c£lco 0 0 0 0 255 255 255 255

000c£1d0 0 0 0 0 255 255 255 255

000cEle0 o f1} @ 0 0 255 255 255 255

000c£1£0 25} o o0 0 255 255 255 259

000c£200 c % o 0 0 25 255 255 255

000c£210 @ 0 0 0 255 255 255 255 ON-KA E P } t
000c£220 @ 0 0 0 255 255 255 255 —_—
000c£230 @ 0 0 0 255 255 255 255

000c£240 0 0 0 0 255 255 255 255

000c£250 0 0 0 __0 255 255 255 255

000c£260 0 S0 0 0 o0 255 255 255 255

000c£270 ssofes) o 0 0 255 255 255 25%

000c£280 o dl o o o 3 0 o o

000c£280 c 0 0 0 0 255 255 255 255 }f‘ D

000c£2a0 @ 0 0 0 255 255 255 255

000c£2b0 @ 0 0 0 255 255 255 255

000c£2c0 0 0 0 0 255 255 255 255

000c£2d0 0 0 0 0 255 255 s

000cE2e0 c 2| o 0 0 255 255 255 255

000c£2£0 ¢ 0o o 1.0 0 0

000c£300 @ 0 0 (255 255 85 25§ ( D M M N EO
000c£310 c e o o 1.0 o 9

000c£320 w }L'r\ o o 0 3 0 0 0

000c£330 0 o 37 o 0o 0 1 0o 0 0

000c£340 255 255 0 0 0 0 255 255 255 255

000c£350 255 255 0 0 0 0 255 255 255 255

000c£360 0 o 1 0 0 0 25 255 255 255

000c£370 255 255 35 0 0 0 3 0 0 0

000c£380 0 0 @ 0 0 0 25 285 255 255

000c£380 255 255 0 0 0 0 255 255 255 255 v
< >

The list goes on and describes all the starting weapons of all the classes. So for instance, if we look at the
first block that describes the loadout of the grunt, we can see that they got infinite use of the bayonett (ID:3),
infinite use of the rifle (ID:7) and 3x grenades (ID:19). Now if you want to modify the loadout, you can simply
change the weapon IDs and the amount to your preference. You can also add more weapons to the
inventory by overwriting the empty slots (0 0 0 0 255 255 255 255) and of course remove weapons by setting
the values to an empty slot.
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