-STAGE 5 - Creating the INT file... (Direction for Unreal to Use you .U File)

Creating the INT is very simple and can be created by Opening a NOTEPAD Document and coping the Following TWO Lines. (It is two lines, but it is too big for the “Word”, so it wraps around and looks like three.) 

[Public]

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

The ********* is what will show up under the Player Setup in Unreal... This is what you want people to select and the true name... Mine would have been "Caddyshack" --- NOW “SAVE AS” “CADDYZ.INT” (You have to type in the .INT in the save bar) in your UNREALTOURNAMENT/SYSTEM Folder... From Now on it should be selectable from a Male Player in Unreal Tournament... But there will be no sounds "YET"... Check in UNREAL that the Voice Pack is selectable and then you know the INT is correct...  In a way you have made the Voice Pack, now you just need to edit the thing...

-STAGE 6 - Adding and editing sounds in to your Voice Pack...

Almost home. Go back to this part of UnrealED

[image: image1.png]Actor Classes - CADDYZ.CADDYZ [-[Ofx]
Fie View Class

=TI

IV Actorclasses only

Sevetinia
Stallog
Teaninio
Testirfo
5 VoioePack
5 ChallngeVoicePack
VaceBoss
VaiceFemale J
VelshlzOne
VaicebaleTwo =
[ Botpack -
40DV
0 Core
0 Edir
0 Engine
CFie

T Galawy.





--Now Right Click the CADDYZ and hit "DEFAULT PROPERTIES" also do the same as VOICEMALEONE... Two windows should open Up.... looking like
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You will be working in the "ChallengeVoicePack" section and no others... Put both of them Side by side... Also resize the Windows so they’re the same  (This makes it easy to see them both in the same area...).

Expand the “Challenge VoicePack” (OPEN Up all the "+" in the ChallengeVoicePack section in both WINDOWS)...
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Highlight the 1st AckSounds... This is for "Acknowledge"  (PS I am making the windows small to save space and files size, keep your windows size large.)
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Now you need to add the Sound - Click the "..." (On the right side of the window) and the SOUND Browser window should open... GOTO “Open” in that window and open your .UAX of you Sounds.... (Should be in the Sound Folder) and you should see this again
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Double click and sound and you will hear it play (Find the sound that you want for the section you are at, that way you should have wrote down what each of them are). NOW  go back to the 
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And CLICK Use (It will automatically put the last sound you selected in the “Sound Browser” window). 
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Then Go down one section in the Default Properties to AckString... and type what you want it to show on the Unreal Voice Menu Screen (The one you see when you are playing. 
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If you go up to the AckAbbrev section..
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That is for you Pull Down Voice Menu in UNREAL (it’s the "V" key) and this is just if you want to call it something shorter or if it is too long (Of course, wouldn't be abbreviation for nothing...) ...YOU DO NOT NEED TO USE THIS ALL THE TIME... If left blank it will become the same as the "AckString"

***-Note - You may want to test you Voice Pack before going on....

go to the ---numAcksBelow and change it to "1"
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Then save it.... the following way
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Open Unreal and try it out, Did It work.... sound level ok... Good editing on it...ect. IF So great and you got the General Idea and really you did it and just need to finish a bit more editing...

-Now all you need to do is repeat this process for all the Sections down the whole Window...

(Will go over what each section is, but not repeating the process we just did again and again...this FAQ would be a mile long.)

---AckTIME, its time is takes to play the AckTIME sound, leave at '0' there is no reason to change it..

---FFIRE, Friendly Fire... You must have 1 in your Voice Pack...Just Like ACK... 

---MatureTaunt..If you match the Number up with the Taunts later, you can make it so people who have Mature Taunts off, Not hear the sound at all.... 0=All people will here it... 1=People who have non-Mature taunts turned off....PS I never really Change them... Leave alone for the 1st Voice Pack you make..

---Name Sound... RED LEADER..BLUE LEADER..GREEN LEADER.. You really don't need them, but if you like go ahead and make them for Each Team COLOR.... 

---Name Time.. Just like before, Leave at "0"

---numAcks - Must Equal the Number of Acks you used in the section... 

---numFFires - Must equal the Number of Friendly Fires you used in the section...

---numTaunts - Must equal the Number of Taunts you used in the section...

With the last 3 IF THE NUMBERS ARE NOT CORRECT, THE SOUNDS WILL NOT BE ABLE TO BE SELECTABLE.

---Order Sounds. This Section should be done with all Sounds in them...Also this is the section that controls your BOTS.


0 Defend the Base.


1 Hold this position.


2 Assault the Base.


3 Cover Me.


4 Freelances.


10 Take their Flag. (Used for Capture the Flag of course..)


11 Search and Destroy (Domination)

--ONE THING--YOU CAN USE THE SAME SOUND MORE THEN ONCE... Sometimes I use the Same sound for Take there flag and Assault the Base...Just don't over do it, so people don't know what you mean when they hear a sound... Also Taunts, you never be used for anything else, you will get the “Boy who cried wolf syndrome”

---Other Sounds... They are the Simple commands like Got the Flag, Get Our Flag back...ect.. Have really not much to do with BOT Control.


0 - Base is uncovered!


1 - Get our Flag Back


2 - Got the Flag


3 - Got your Back


4 - I'm Hit


5 - Man Down...


6 - Under Heavy Attack


7 - You Got Point...(Gives Command to a team member)


8 - Got our Flag


9 - In position


10 - On My Way


11 - Control point is secure.


12 - Flag Carrier


13 - Need some Back-Up


14 - Take them down.


15 - I've got you covered.


16 - Objective destroyed.

Follow them in Order... You don't have to, but allot of people out there set the Keys to say a certain number and if you change them, they will be saying the wrong items.. Personally I would not use a Voice Pack the to reassign my keyboard settings.

---Taunts - The Fun part.... Go to town here... this does not need to be used at all... But this is what you made that Voice Pack for, Must likely...

--Make Sure the numTaunts is the same amount as you use here... (Remember, it starts on "0" and the last number you used, Add one and that is how many taunts you have..)
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Save it this way...OK... DON'T Forget to Check it out again, “the TIME...”

You are done. Now all that is left it to make a Voice Pack Sex Fix and the UMOD it so all can enjoy.

