Areala & [ZDB]Stoerenfried’s Guide
To Making Your Good VoicePack Even Better

Why this Guide?

The motivation for this tutorial add-on came to me when I found out that the first impression is so very important – even for VoicePacks (VP). I downloaded many packs and noticed how poor good samples can look if the creator didn’t care for the so called ‘less important’ things. It’s not only the sounds, but also the written chat messages and even the description in the ‘Player setup’. If this already looks bad – how could the rest of the pack be any better? (
My second thought was that I could add some things I found out that I didn’t read in any tutorial – they might be somewhere, but I don’t know where...so I’m writing them down the way I understand things – and some of these tips may be wrong. If you find a mistake: please tell me (Thomas.Dettinger@web.de)!

I have collected these tweaks by making some VoicePacks myself. They are not necessary to get your pack running, but they will improve your VP. Some of these tips are easy to follow, others can be time consuming. It’s up to you how much time you want to spend on your pack. Of course, I can’t give a guarantee for success – for example, what can you do if you do not have enough samples? Nothing. But I hope I can give you some valuable tips that make your life easier and help you avoid making some mistakes that I made. In a couple of places, I make suggestions for values (e. g. the sample-rates) – these are only proposals and represent the way I think is best. Feel free to change that according to your preferences, because you should be making VoicePacks that sound best for yourself.

I assume that you have some experience making VPs or have at least already read a tutorial like Rainecloud’s. I’m not explaining the basics of how to put a pack together in this document. Other people have done that already, much better than I could.

[Sarah]:  Hello, this is Sarah.  [ZDB]Stoerenfried asked me to edit this document to make it read better in English, and also to contribute any suggestions that I had.  When I do so, my comments will look like this, so you will know when it is me talking and not him. (
The Theme of the VoicePack

The first step is always to choose a theme for your pack. Popular characters, such as TV stars, movie stars, cartoon characters and so forth are easier to do, as they usually have many lines to pick from. You can find many fansites dedicated to them on the net, most of them packed with samples of your hero (or heroine!) to come! It cannot be stressed enough that many samples are necessary for a good VP with full support of all ORDER- and OTHER-sounds – I downloaded over 600 sound files for my VP of Futurama’s Leela...  You probably won’t need that many, but twenty or so sounds won’t leave you with very much of an impressive pack.

[Sarah]:  If you are having problems locating pages with sounds that pertain to your particular theme, it’s time to hit the search engines.  Yahoo, AltaVista, HotBot, and Google are all great search engines or directory services which will hopefully link you up with a few good links to sounds.  But don’t limit yourself to just the search engine hits, or you will be using only about half of the resources at your disposal.  Almost every page dedicated to a certain personality will keep a page of links to other sites involving that character or theme.  Others may be part of a web ring (or rings) that you can use to get at areas where the search engines don’t go and the directory services don’t list.  In fact, you’ll probably find most of your better sound pages by following links from within the fan pages themselves.  You will undoubtedly run across some that are dead links, and others where the page may exist but is no longer being maintained, but eventually you’ll get enough sounds.

The Samples

Collecting Sound-Files

As explained above, download as many samples as you can. The sound quality should be consistent (i. e. no samples with very bad sound quality). The sample-rate should be at around 11 kHz to 22 kHz (depending on filesize vs. quality) with 8-bit mono. For editing the files it’s an advantage if the quality is better, as reducing it is always easier than improving...

[Sarah]:  Another option for collecting sounds, assuming you have the ability and the proper equipment, is to record them yourself.  This is a given if you are doing a fully voice-acted pack, but if you own a bunch of X-Files episodes (for example) on tape or DVD, have a video capture card for your PC, and the appropriate connectors, you can easily grab the samples yourself and save the time it would take to surf the net and find/download them all.  Also, this guarantees that the sound quality will not change from sample to sample, as you can save them all at 44kHz if you want and then down-sample them afterwards to 11 or 22 kHz.  This option may not work for everyone, but it is a valid choice, especially if you know of a certain sound or sounds that you want, but that no web page seems to have available.

Chose the Samples

Now be warned, as this is the most time-consuming part! ( The ACKNOWLEDGEMENTS, FRIENDLY FIRES, and TAUNTS are easy to do – most likely you will have too much of them and have to omit some.  

[Sarah]:  32 taunts doesn’t seem like much of a limit until you really start getting into the swing of things and find out you have to pick ONLY 32 from a list of 50 or more.

Harder to find are sound for NAMES, ORDERS and OTHERS/MISCELLANIOUS. But having these sounds makes a VP truly complete...and it’s really worth the effort! Trust me!

[Sarah]:  Take note that if all you want to do is create a voice pack for use during non-team Deathmatch, or just to put on a Bot, you can get away without these last three fields (as I did with the Megatron pack).  Just be aware that a full pack is much more in demand than one created just for bots.

For myself, I found three methods of assigning useful:

· Make a sheet with the different groups (ACK, FFIRE etc.) and write the names of the sound-files down that fit.

· Create some directories with sub-directories on your harddrive, give them names like TAUNTS and ORDERS 03 and copy the sound-files into the corresponding directories.

· Rename the sound files according to their use, like FFIRE01 to FFIREXX etc.

Don’t worry if you have more than one sound for a command – it’s always good to have the possibility of choosing the best. Similarly, some sounds can be assigned to different commands like ORDER 02 („Assault the base“) and ORDER 11 („Search and destroy“), but try to avoid that if possible.

A list of the necessary NAME, ORDERS and OTHERS/MISCELLANIOUS sounds can be found at the end of the document. I added a short description to some of them, since people who are not native English-speakers could possibly misunderstand some of the phrases (like me).

Editing the *.wavs

The length of the samples shouldn’t be too long, as they could (and probably would) be cut off during a heavy gunfight. I always try to stick below 6 seconds, so sometimes I have to cut some parts away to make the sound as short as possible. That could be parts of a sentence, music, or other characters’ speech. You can also fade out if there is no clear break. Maybe you just need a short part of a long sentence, and you even can omit words in between! You almost don’t hear that afterwards in most cases.

There is a strict time-limit for the ORDER-sounds: these samples shouldn’t be any longer than about 3.3 seconds. After this period of time the bots answer with their acknowledgements and cut off your command.

For this editing I use a wave-editor and look very closely at the wave. In most cases it’s easy to see where the word or sentence ends and cut off the rest.

[Sarah]: When I was making my Megatron pack, one thing that bothered me was that many of the lines I wanted to include in my pack didn’t come exactly the way I wanted them on the Net.  Instead of a single line, I would frequently get dialogue between characters, or thirty seconds (or more) of a whole scene played out, punctuated with gunfire or other sound effects from the cartoon.  I can honestly say that I couldn’t have made this pack without the use of GoldWave to extract bits of various .wav files and turn otherwise unusable sounds into perfect-fitting samples.  For an example of removing actual words, the taunt, “It’s a pity you die so easily…” was pulled from the movie, where the quote is, “It’s a pity you Autobots die so easily…”.  Taking out the word “Autobots” made the sample work better, and shortened it as well, saving time and space.  When I release my Starscream pack in the future, you will see even more extensive use of this sort of thing.  So trust [ZDB]Stoerenfried when he tells you to use that .wav editor, because if you’re grabbing sounds from the Internet, I guarantee you’ll never find all of them exactly the way you need them.  One final tip: sounds recorded off the television frequently have a hissing and/or popping sound behind them.  Using a sound editor to remove this static effect will GREATLY improve your pack, in my opinion.  If you are really into the whole ‘personal radio communication’ idea that Unreal Tournament uses, you can always use the same editor to give it that radio-style sound, but this should only be done to a sound that has no background hiss of its own, otherwise the results are messy and usually indecipherable in-game.

When you are finished with deleting unused parts, normalize or amplify the sample to at least 0 dB (that means that the loudest part of the sample is as loud as it can get without distortion). You can even make it a bit louder beyond that point – if you make it too loud you will hear some ‘grizzle‘. Try to avoid that. This part is very important, if not the most important thing of all. There is nothing more annoying than a VP that is not loud enough. You simply don’t understand or even notice that your character or the bot said something. It’s like playing without sounds... (  Even if you don’t have a .wav editor, you can still control the volume of a sound from within Sound Recorder, as Rainecloud mentions in his tutorial.  Thus, there is no excuse for a sound being too loud or too soft to hear within the game.  Even if it was that way when you recorded or downloaded it, you can alter it without any problems in just a few seconds.

The last step before saving the file is to convert the bit-rate to 8 bit mono and the sample-rate to 11 ~ 22 kHz. Be practical – for example, if you have a sample with 32 kHz you should use 16 kHz (easy downsampling with the least loss in quality). With 44 kHz it’s up to you: either 11 kHz or 22 kHz...small file or good quality? I personally prefer better quality, because I sometimes have a hard time understanding sounds with 11 kHz (I am not a native English speaker, remember? (). Maybe other people think the same...I hope.

[Sarah]:  I used the 11 kHz option with the Megatron voicepack, and just made sure to bump up the volume on any samples that seemed too quiet.  I haven’t gotten any complaints about this, and the difference in audio quality is barely perceptible.  I also personally think you should keep your sample rates the same for all your sounds (in other words, if you do one sample at 16 kHz, do them ALL at 16 kHz so that you don’t have volume issues later on where one sound is fine, another is louder than normal, and a third is all but silent).

Be sure to select the PCM-format for saving – UnrealEd doesn’t accept ANY compression and will react with a cryptic error message and close the program. All your changes will be lost...so it’s always a good idea to play back all files in UEd’s sound browser before doing anything else. This way you are sure that everything’s ok.

Just one remark for the NAME-sounds: I always fill in 0.1 seconds of silence before and after the „Captain“ (or whatever you chose), so that there is a little break between the samples (I will explain this later).

Putting together the VoicePack

Assigning the Sounds

Now that you already know which sound refers to the different slots, this is a very easy job and doesn’t take a very long time. Just some clicking... (
The TIME-Values

Maybe you have noticed the TIME-folder for the ACK- and the NAME-sounds. These are needed for the correct playback of certain sounds. For example: „Got it, Red Leader!“. This is a combination of two sounds – one ACK and the NAME-sound for your team. You have got to fill in the length of the ACK -sample (in seconds) to tell UT, after which period of time the „Red Leader“-sound should be played. This value can be found out in the Windows Explorer by right-clicking on the sound-file or in your wave-editor. I always round it up to the next 1/100 of a second – this way I’m sure that the two samples don’t overlap...but you also can use the exact value.

The same goes with the time-values for the NAME-sounds, as OTHER 03 and OTHER 09 are always played back with a name sound: „Red Leader, I’m in position.“

If you don’t do this, you will only hear the name sound (if you have one – and you do, don’t you?). (
[Sarah]:  *blush*  Nope...

The STRING- and the ABBREV-Values

This is another very important tip that’s easy to follow and doesn’t take an awful lot of time...all you have to do is to correctly type in the words of your sound-files:

· Use capital letters at the beginning of a sentence.

· End the sentence with a period (.), ellipsis marks (…), exclamation points (!) or a question mark (?) (there’s only one exception ( - more about that later).

· [Sarah]:  For those unfamiliar with grammar, use the period (.) if your character just made a general statement (Kiss my butt.)  Use the ellipsis marks (…) if you want to give the impression of the voice trailing away afterwards (That was nasty…, Hang in there…, etc…).  Exclamation points should be used if the voice sounds excited, louder than normal, or is trying to deliver important information (Screw you!, Incoming!, I’ve captured their flag!, etc…)  Question marks should obviously be used only if the voice is asking a question (Do you die here often?  Shall I reduce the difficulty level for you?, etc…)

· Don’t just fill in one word.

Just compare „suck“ to „You suck, loser!“

Please take care of the correct spelling of the words – things like ‚teh‘ don’t convince people of your typing sk1llz ( and how much you were concerned with your work...and it’s soooo easy to do...

[Sarah]:  This really cannot be stressed enough.  Not everyone who downloads your voice pack will be a native English speaker (or a speaker of whatever language your voicepack was created in), and may be relying on your typed text to help them make sense of what was just said.  If your text area is filled with misspelled words or an incomplete listing of the phrase, the meaning you are trying to convey may be lost.  Plus, polished work on this part just makes other people feel good when they read it, especially if they are English majors, like me. (
If the sentences are too long, feel free to omit the last part of the spoken words, or trail off with ellipsis marks (...).  Transitions which are too long are not correctly displayed and will overlap other messages in the in-game chat-area. The ABBREVS can be about 20 characters long...but you have to check this in the game, as there‘s a difference between „Mmmmm!“ and „Iiiii!“ because Unreal Tournament does not use a fixed-width font, such as Courier New, to display the text in-game. ( Don’t make the ABBREVS too long for the box of the ingame speech-menu, or your commands will look…weird.

Now to that exception for the punctuation marks I mentioned before: don’t use them at the end of the ACKSTRINGS, because UT adds “, Red Leader!“ (or whatever) after each acknowledgement in the in-game message-box. This doesn’t apply to the ACKABBREVS.

[Sarah]:  It’s amazing how many people don’t realize this or don’t correct it, especially since it is so simple to fix.  When I review voice packs, I actually look for mistakes like this, so don’t expect a totally perfect score if you aren’t careful with your text.

That’s it!

I hope you found some of the tips useful. If you have suggestions or find something wrong, feel free to email me at http://www.planetunreal.com/shrine/Thomas.Dettinger@web.de

. I hope to play UT with your excellent VoicePack soon...just send it to Rainecloud at . He knows what to do with them! (
Thanks to:

Sarah Crisman a.k.a. Areala for her revision of this document and her suggestions (. Watch out for her reviews of your VoicePack on Rainecloud’s site!

[ZDB]Stoerenfried

Category
Number
Text
Meaning
Comment

NAME
00 - 03
RED LEADER etc.

Played back before OTHER 09 & OTHER 03 and after the ACKS; try to find at least something like „Captain“ and assign it to all four slots

ORDER
00
DEFEND THE BASE




01
HOLD THIS POSITION




02
ASSAULT THE BASE




03
COVER ME




04
ENGAGE ACCORDING TO OPERATIONAL PARAMETERS

Used in Deathmatch-games only


10
TAKE THEIR FLAG

Used in Capture the Flag-games only


11
SEARCH AND DESTROY

Used in Domination-games only

OTHER
00
BASE IS UNCOVERED




01
GET OUR FLAG BACK




02
I’VE GOT THE FLAG

Automatically played when you capture the enemy’s flag


03
I’VE GOT YOUR BACK
„I’ve got you covered“
The NAME-sound is played right before this sample; same as OTHER 15


04
I’M HIT

You could use one of the FFIRE-sounds for this one


05
MAN DOWN
„A teammate has been fragged by the enemy“



06
I’M UNDER HEAVY ATTACK

You could use one of the FFIRE-sounds for this one


07
YOU GOT POINT
„You take the lead“ or „You go in first“
You could use one of the ACK-sounds for this one


08
I’VE GOT OUR FLAG
„I’m about to return our flag“



09
I’M IN POSITION

The NAME-sound is played right before this sample


10
HANG IN THERE
„I’m on my way to help you“



11
CONTROL POINT IS SECURE

Automatically played when you capture a control point


12
ENEMY FLAG CARRIER IS HERE




13
I NEED SOME BACKUP

You could use one of the FFIRE-sounds for this one


14
INCOMING
„The enemy is coming towards my position“



15
I’VE GOT YOUR BACK
„I’ve got you covered“
The NAME-sound is played right before this sample; same as OTHER 03


16
OBJECTIVE DESTROYED

Automatically played when you destroy an objective


17
MEDIC!

Only for the MaleTwo-Voice; the script is different (that’s all I know ()

