STAGE 7 - Making it so all Skins can use your Voice Pack....

-PS This is not necessary but really will make more people happy about you voice pack. You should do this just so all people can enjoy the voice pack. Females do play Unreal and Use Female Skins. (Us COD at the present time have 2 Females in our Clan, and there really great players.)

This is another INT type file and you just need to copy the following 3 lines in a NOTEPAD File….

[Public]

Object=(Name=CADDYZ.CADDYZ,Class=Class,MetaClass=BotPack.VoiceFemale,Description="***")

Object=(Name=CADDYZ.CADDYZ,Class=Class,MetaClass=BotPack.VoiceBoss,Description="***")

*** Is the name what people will see in the “Player Setup” to choose the voice pack.

Then Save As… CADDYZVPFIX.INT in the SYSTEM Folder. (By now you will notice that all files for your Voice Pack will be in the System folder of Unreal…

-Check you voice pack out and see if you can play it in all skins…

STAGE 8 – Check it out and Get it ready for Public…

Really you are done. There are only a couple things you need to do. 

1 – TEST IT OUT FOR ERRORS… Sound levels, spelling, sound placement (Acknowledge is the Acknowledge sound), all skins can play the sounds. Just time to go over everything

2 – Make a “Read Me” file. Just tell everything you want about the voice pack. List, who made it and why. Date you made it. What files you used to make it. And just anything you would like. There is a standard template for creation of items for Unreal.

3 – Install it in another Unreal, Not the one you created it in… (I Have two different Unreal’s in my computer, One for playing and making Voice Pack and one for testing.

Making a UMOD --- Umod is a standard Installing program for Unreal, you most likely have used them before if you downloaded MOD’s or other Voice Packs.

First you need to get the Program, it is found here, http://www.planetunreal.com/umodwizard/ under downloads. It is real easy to use and will only take a second…

The UMOD --Open UMOD and you will come up with…
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--Page 1-Goto “Unreal Engine Games Detected and select UNREAL

Game path should become C:\Unrealtounament  ---- Then hit next

--Page 2-Create Groups, click that and enter the Name of your voice pack, then single click the voice pack name and then hit “Add Files”. A Windows explorer page should open, go to SYSTEM FOLDER and then ADD the 3 files of your voice pack; it’s the .U .INT and sexvpfix.Int . Then hit next.

--Page 3-SKIP

--Page 4-SKIP

--Page 5-Just enter the INFO it asks for…Then hit next.

--Page 6-You can make a logo if you like, Default will be a UNREAL sign photo (Do nothing if you want.). Hit next

--Page 7-UNCHECK, “Clean up files”… And hit finish. It will say where it put it when it’s done…

THAT ALL. 

--Test the UMOD. Open the UMOD and when it asks for a Folder, enter something other then your Standard Unreal name. (Like C:\UnrealTESTVP). Then when it is done, look at the folder it made and see if the 3 files are in the SYSTEM folder… If so, YOU’RE DONE… ZIP IT AND SEND IT TO A FRIEND AND ME. ZYX2323@planetunreal.com 

THANKS

SPECAIL NOTES
---UNREALED is a Bit glitchie.... So save often.. And if problems come up allot, reinstall Unreal...
---If You Can't import sounds in to UNREALED... they are copy protected...Unreal has a bit of Copy protecting on Copyrights... This also will protect your Voice Pack you made...
---If you delete your .U file from Unreal, and reinstall it from a Copy or something like that, you most likely will NOT be able to edit it again.... Be careful

---Save Save and Save…

---Check to make sure a couple people did install the program in Unreal before you send it out to the Public. Beta Test it…. It might not be much, but Web sites hate redoing you errors…

---Sound level is very very important. Be very consistent on your sounds Quality and Sound levels, make them using the same setting and try and mike them all in the same sitting. Avoid having to many different times making the sounds, there is a good chance they will sound different.

---Ask questions if you get suck… We (COD’s) have a forum for TECH HELP… Go to our web site WWW.CODUT.COM and check out the “TAUNTS” Section that will get you to our Forum. 

