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Introduction:

This document explains how to add two types of sound effects in UnrealEd: ambient and triggered, and how to add background music.  It assumes that you already have created a room in UnrealEd and that you already have an object or location in which you’d like to place your sounds.

Ambient Sounds:

Ambient sounds are the background noises that play in your levels.  For example, an ambient sound might be the sound of a waterfall, a campfire, or a large machine.  Ambient sounds are extremely helpful in creating the illusion of a virtual world.

To add an ambient sound, you’ll need two things: an AmbientSound actor and the sound file it will play.

1) In UnrealEd, open the Actor Class Browser.

2) Expand the KeyPoint class and select AmbientSound by highlighting it.

3) Right-click on the room location (or object) where you’d like the source of the ambient sound to radiate from and click Add AmbientSound here.

4) An icon will appear that looks like a key on top of a box.  This is where your ambient sound will emanate from.

5) Now open the Sound Browser.

6) Open a sound package (.utx file) or a regular package with sound files in it (.u file) and select the Looping type of sound effect that you’d like to place in your room by highlighting it.

7) Now right-click your AmbientSound actor and select Ambient Sound Properties.

8) At the bottom, expand Sound.  Click on AmbientSound and then click Use.  The file name of the ambient sound you selected should appear in the field.

9) You can hear your ambient sound play in UnrealEd by clicking the update real-time button (the “little joystick”) in the 3D window.

Triggering a Sound:
If you want a sound to play when a player does a certain action, you need to trigger the sound.  Triggered sounds can be one-shot or looping.

To trigger a sound, you’ll need three things: a SpecialEvent actor, a Trigger actor, and the sound file it will play.

1) In UnrealEd, open the Actor Class Browser.

2) Expand the Triggers class and select Trigger (but don’t expand it) by highlighting it.

3) Right-click on the room location (or object) from where you’d like to trigger the sound and click Add Trigger here.

4) Right-click on your Trigger actor, click Trigger Properties, and expand Event.

5) In the Event field, give your sound a name, for example “birdSound1” (without the quotes).

6) In the Actor Class Browser, select SpecialEvent (under the Triggers class) by highlighting it. 

7) Right-click on the room location (or object) from where you’d like the sound to emanate and click Add SpecialEvent here.

8) Right-click on your SpecialEvent actor, click SpecialEvent Properties, and expand Event.

9) In the Tag field, enter the name of your sound (see step 5 above).

10) Expand Object.  In the InitialState field, select PlaySoundEffect.

11) Expand SpecialEvent, highlight Sound, and click the “…” button.  In the sound browser, open a sound package (.utx file) or a regular package with sound files in it (.u file) and select the sound you’d like to trigger by highlighting it.

12) Go back to the SpecialEvent Properties window and click on the “Add” button for Sound under SpecialEvent (see step 11 above).

13) Rebuild and run your level.

Importing Your Own Sounds:

Even though there is an Import option under the File menu in the Sound Browser, it doesn’t seem to work (you can import and play sounds, but the new .utx package doesn’t seem to save correctly).  The way around this is to import your sounds into a package (.u file).  Please note that sound effects need to be:
· .WAV format. 

· 16-bit format.  (Rumor has it that 8-bit works but I’ve had no luck) 

· Monaural (Stereo works, too)
To add sounds to a .u package:

1) You can use an existing package or make a new one.  (Please see the How To Create A Simple Mod document if you are unfamiliar with .uc files.)

2) Create a subfolder called Sounds in your package folder.

3) Copy your .wav files to the Sounds folder you just created.

4) You can use an existing .uc file or create a new one.  At the top of your .uc file (under the class declaration), add the following line of code for each of your .wav files, where File is the name of the .wav file, Name is what you’d like the sound to appear as in UnrealEd, and Group is the category of file (usually “Looping” or “OneShot”, but it can be anything you’d like): 
#exec AUDIO IMPORT FILE="Sounds\moose.wav" NAME="moose" GROUP="OneShot”
5) Save the .uc file and rebuild your package.
6) By opening your package in the Sound Browser in UnrealEd, you can select your sound effects.
Music:
You can easily set and change background music for your level.

To set a background song:

1) Open the Music Browser.

2) Open a music package (.umx file) or a regular package with music files in it (.u file) and select the music that you’d like to hear in your level by highlighting it.

3) In UnrealEd, press F6 to open the Level Properties menu.

4) Expand Audio, select Song, and click Use.  The name of the song you selected should now appear in the song field.

5) Rebuild and run your level.

To change the background music:

1) In UnrealEd, open the Actor Class Browser.

2) Expand the Triggers class and select Trigger (but don’t expand it) by highlighting it.

3) Right-click on the room location (or object) from where you’d like to trigger the music change and click Add Trigger here.

4) Right-click on your Trigger actor, click Trigger Properties, and expand Event.

5) In the Event field, give your music a name, for example “Song2” (without the quotes).

6) In the Actor Class Browser, select MusicEvent (under the Triggers class) by highlighting it. 

7) Right-click on the room location (or object) from where you’d like the sound to emanate and click Add MusicEvent here.

8) Right-click on your MusicEvent actor, click MusicEvent Properties, and expand Event.

9) In the Tag field, enter the name of your sound (see step 5 above).

10) Expand MusicEvent, highlight Song, and click the “…” button.  In the music browser, open a music package (.umx file) or a regular package with sound files in it (.u file) and select the music you’d like to trigger by highlighting it.

11) Go back to the MusicEvent Properties window and click on the “Add” button for Song under MusicEvent (see step 10 above).

12) Rebuild and run your level.

You can import your own music much the same way you can import your own sound effects.  Please note that music needs to be:
· 32 or fewer channels maximum (16 or fewer recommended). 
· .MOD, .STM, .S3M, .IT format.
