
Big Shout outs to PxGamer for telling me how to do it and allow me to tell you how to do this 

as well. 

 

This is an Tutorial on how to add Music changes in Story Mode Battles  

For this example, Im going to use Chapter 2 of the Buu Saga (Majin Vegeta vs Majin Buu) and 

add an music change at the start of cutscene 3 (there’s only one music playing during the 

whole fight, so let’s change that) 

 

The first thing we need to do is Search the cutscene we want to add the Music change, for 

that, we need to search for this: "01 02 43 06" (these values indicates when a character is 

talking during a cutscene, the amount of these values on an GSAC indicates how many  

dialouges are said in a cutscene) 

 

In my case, Cutscene 3 has 5 Dialouges, which means I have to search for an GSAC with 5 of 

these Values "01 02 43 06" 

 

 

 



Once we get to our desired GSAC, we have to *add* (not replace) the following values before 

the Dialouge Values where we want to add the music change (You can add it before any 

dialouge you want) 

Values that triggers the Music Change: 01 00 DE 05 01 01 DD 05 0A 00 00 00 

 

 

 

Once added, now we have to fix the possitions of the rest of the GSACs (and the file in general) 

by adding 00s 

 



After that, we have to fix the length Indicator of the GSAC we added the Music Change 

values to, select the rows from the one after the GSAC to the last one, change values marked 

in Red to the ones marked in Green indicated down below 010 editor (50 02 becomes 60 20) 

 

  



And after that, we have to fix the pointers of the GSCF and GSCD: 

Before: 

 

As only one hex possition changed we only need to change to the next Hex Value 

 

  



Once we fix the file, we have to chose which music we want to change 

 

For that, we need an pointer with the Music ID we want to use on the GSDT (in my case it’s the 

ID: CD) 

 

(Important in the case you just want to replaces the music it’s playing in any of these codes: 

Due to how the file handles the pointers and IDs, we can’t just go to whatever possition the 

music change values was pointing and change it’s ID as it could mess up with any other 

actions that uses the same pointer, for example, an pointer that has “01 00 00 00” could be 

used for both a character, costume and Music) 

 

To search an ID, search "[ID] 00 00 00" (“CD 00 00 00” for my example) 

  



In my case, the ID im looking for it’s not here, so we need to add it (In the case the ID you’re 

looking for is here, you can Skip this part) 

 

 

We have to go to the end of the file and look at the 3rd last row of the file 

 

 

  



If there’s any "00 00 00 00", take adventege of it and add the ID you want, if not, we’ll need to 

add another row of 00s 

 

After that, we need to fix the legnth of the GSDT like we did to the GSAC 

 

  



IMPORTANT: Because we added another row at the end, we have to adjust the GSCF again 

(Only the GSCF, the GSCD remains unchanged) 

 

 

Now that we have the ID we want, we neet to get it’s pointer, to get it, we need to select from 

the row below the GSDT to the point before our desired ID 

 

We take the number of selected bytes (marked on Green on the screeshot) and divide it by 4  

  



The Hex Value of the Result it’s our pointer, all what’s left it’s to put it into the Music change 

values marked and it’s done!

 


