Creation of sound mods for World of Tanks

Starting from version 0.9.17.1 we’re introducing an option for you to create and enable custom sound mods in
the game. We tried our best to keep the process as simple and quick as possible. One of its main advantages is
that you’ll be allowed to replace any specific sound file without the necessity to replace the whole container from
now on.

Due to the fact that all works are handled in Wwise environment, we suggest visiting their official YouTube
channel (https://www.youtube.com/user/AudiokineticWwise) to pass relevant quick tutorial.

1. Download and install Wwise https://www.audiokinetic.com/download/, version 2017.1.1 (note - this

specific version is mandatory!)
2. Open the project:

b Wwise v2015.14 (64-bit) - a
Project Edit Views Layouts Audio Windows Help

Update Available!
2015.1.4 build 5497
2015.1.6 build 5553
Visit our website to download the new version.
Wwise v2015.1 Highlights

Your Wwise version:
Most recent version:

New Features:

« Integration with Steinberg Nuendo 7

= Multiple customizable platforms per
target SDK

= New event actions: “Post Event” and
“Reset Playlist®

= Background User Music
management

+ SoundFrame additions

- Significant Vorbis CPU performance
improvement on most platforms.
Wwise Authoring Workflow
Improvements:

+ Events and target objecls are now
viewable in the Advanced Profiler

- RTPC Tab: Watched game objects now
display cursors in the RTPC graph view

- Incremental SoundBank generation for
faster build times

+ Content filtering in certain views

+ Batch renaming capabilities

+ Searchable online documentation at
audiokinetic.com

Performance Optimizations:

= More flexibility in Conversion
Settings

= Streaming optimizations via the pin
to cache functionality

= CPU optimizations for RTPC

- Significant Vorbis CPU performance
improvement on most platforms

Read the version overview or the Release Notes for more details.
Wwise Video - Next - All Videos

Open Ofher. .

Click Open Other in the opened window, then choose WoT_sound_mod_version_<game_version>.wproj
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https://www.youtube.com/user/AudiokineticWwise
https://www.audiokinetic.com/download/

3. Proceed to Audio tab
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4. Drag the desired sound files into Actor-Mixer Hierarchy -> Default Work Unit to replace the old ones
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In the window opened you'll see the imported files. Please check that Import as has Sound SFX feature

selected (please don't mistakenly select Sound Voice).
i
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6. To make things easy, you ma

rename the files via pressing F2 key. Add «_mod» for example, to get
wpn_mod
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7.

In Out Bus section you have to choose the bus where we’ll have our sound directed to (bus structure
description is available in bus Notes). Correct selection is necessary for the volume tweaking by
appropriate sliders (Interface, Vehicles, Voices etc) in the game settings. By default, the sound will be




directed into Master Audio Bus - i.e. it will be responsive to the master volume slider.
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8. Proceed to Source Settings tab and define conversion settings (Vorbis, Quality High).
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Press Edit then to define the desired quality by dragging the slider. The higher the quality set — the bigger
will be the size of the resulting soundbank. We suggest using values between 4 and 6.



™ Conversion Settings Editor - O X
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9. Proceed to the Events tab. Here, you’ll have to find the event you want to be replaced; please pay
attention to the Notes field that contains descriptions of the events. Add a “play” rule to
wpn_huge_PC_mod event, then right click on the rule and select Browse. In the dialog window opened
you need to find the required sound file (wpn_mod).
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10. Open the SoundBanks tab. Create new .bnk file in the Default Work Unit (for example, call it mod).

ki WoT_sound_mod_version* - Wwise v2015.1.4 (64-bit)
Project Edit Views Layouts Audic Windows Help
Windows_Hig. .. English (US) Start Capture Follow Capture Time Not connected

ject Explorer [ 5§ ( Default Work Unit - Folder Property Editor

Audio  Events | SoundBanks Game Syncs ShareSets SessiofRIN| | Name

= @ SoundBanks
= () Default Work Unit™
& mod

 Default Work Unit - Contents Editor - 1 child
MName Woice Volume Voice Pitch Woice LPF Motes
£ | |mod

= vo_fi -Tr + Control
Project Explorer Tz vo_fire_stopped - Transpart Con

Budio  Events SoundBarks GameSyncs  SharcSets  SessiofllIN - e | B states ||| RIPCs ) L1 IRIPC_extmenu vollme mester
PF Only Switches  Triggers _] RTPC_ext_menu_volume_voice_gui
= B Master-Mixer Hierarchy

| Default Work Unit
= @ Actor-Mixer Hierarchy

@ Default Work Unit*

Press F7 and proceed to SoundBank Manager. Drag the event (wpn_huge_PC_mod) into Hierarchy

Inclusion field (note — checkboxes for Events, Structures, Media should be on)
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12. Proceed to the User Settings. Enable the Override Project SoundBank Paths checkbox and define the

path for the .bnk to generate.
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13. Once the .bnk generated, click Close.
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14. Create folder <game_folder>/res_mods/<game_version>/audioww/, copy the generated mod.bnk there
both with audio_mods.xml provided in the same archive with the project.

15. Open audio_mods.xml and specify there our mod.bnk:
ﬁlﬂadBanks>

: <bank> mod.bnk </bank>
</ loadBankss>



Add default event obj_bicycle and event, that should be replaced by obj_bicycle_mod

< 1—— Spund Events -->
<events>

LEeventr
i <name>wpn_huge PC</namel>

<mod>wpn_huge PC_mod</mod>

< /events

(if using SWITCHES, STATES, RTPC make sure they’re added in relevant strings)

«1—— RTPC —->
<RTPC=>
<RTPC>
E {:ame>RTFC_Ext_speed_abscf:ameb
: {mndbRTFC_ext_speed_abs_mud{fmudb
«/RTPC>
<RTPC>
: <name>RTEC_2</name:>
; <mod>RTPC_2 mod</mod>
«/RTPC>
«/RTPC=>
«!-— Switches —-> «!-— STATES —-->»
<switches> <3tates>
<3witch> <stateGroup>

<name>SWl</name>

<mod>3W1 mod</mod>
<3tatces>

<3tatcex
<name>5T1</name>
<mod>»3T1 mod</mod>
<fstate>

<3tatcex
<name>5T2</name>
<mod>»3T2 mod</mod>
<fstate>

<3tatcex
<name>5T3</name>
<mod>3T3 mod</mod>
<fstate>

<f=states>

<fswitch>

<fawitches>

It is time to save your audio_mods.xml

16. The mod is good to go ©.

<name>5TG1</name>
«mod>3TG1 mod</mod>
<statelames>

<stacex
<name>5T1</name>
«mod>53T1 mod</mod>
</fstate>

<stacex
<name>5T2</name>
«mod>3T2 mod</mod>
</fstate>

<stacex
<name>5T3</name>
«mod>3T3 mod</mod>
</fstate>

</=atateMames>
</stateGroup>

</f=states>




