ZONEKIT - AUDIO MODDING QUICK START
GUIDE

OVERVIEW

Zone Kit provides its users with full access to audio modding using the powerful
Audiokinetic's Wwise audio middleware. S.T.A.L.K.E.R. 2 Wwise project, as well as original
content (SFX, voiceover, and music), is open for modders to explore, extend, and rearrange to
their liking.

This short guide will lead you through the process of creating a simple audio modification
while utilizing the Wwise Authoring application, as well as parts of Wwise/Unreal integration.

Let’s get things going
Preconditions:
e Downloaded Zone Kit and the Originals pack

e |Installed Wwise 2024.1.10.8979

Step 1 - Creating a new mod

1. Boot ZoneKit.



2. Select the Create Mod button.
3. Fillinthe Mod Name and Description fields.

4. Select the Create Mod button.
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Step 2 - Opening the Wwise project
1. Make sure you have created a new mod, or select an already created one.
2. Select the Audio Modding button.

3. Select the Open Wwise Project button.
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This operation will open the Wwise Authoring application with S2_WwiseProject specific to
your currently selected mod.
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Step 3 - Exploring the Wwise project

From now on, you can use the Project Explorer window to explore different hierarchies of
Wwise objects.

A detailed introduction to the project hierarchy is available on Audiokinetic’s documentation
portal in the Introduction to Wwise section.

For this guide, you will mainly focus on Actor-Mixer Hierarchy in the Audio tab.
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Also, you will focus on the Events hierarchy in the Events tab.
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Searching for objects

Now, you have a simple task to complete - find the Event responsible for the main menu
music playback and view how it does that, and view where this music is located inside the

hierarchy.
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To complete this, go through the following steps:
1. Enter the Events tab.

2. Go through the hierarchy in S2 Live and Ul physical folders, opening the Game
Initialization work unit. Then, finally, you can see the desired Event - SFX_UI_MainMenu.
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Alternatively, use the Search bar if you are looking for something specific.
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Also, use Search to find something general, for example, Ul.
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Browsing Events

Now, as you found the SFX_UI_MainMenu Event, let’'s see what it does. To do so, simply

select it - the Event will open in the Contents Editor view.
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You can see |lots of Event Actions for which this Event is responsible. Most of them are
related to setting Game Parameters or stopping some other SFX, but you are interested in the

first two:

1. Play M_MainMenu Music Switch Container

2. Play MenuSFX Blend Container

These Event Actions are responsible for playing the main menu music, as well as

background SFX, right after this

Eventis tri

ggered by the game.
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Browsing containers

Now let’s find these containers in Actor-Mixer Hierarchy. To do this right in the Contents

EVENT
SFX_UI_MainMenu 906693464 Inclusion 0
Icon  Inclusion Type Target
Play ~ 2 | M_MainMenu
» Play v 3 | MenuSFX
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[ ] Stop. - LoadingScreen
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Q¥ Name Value
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Target o= | M_MainMenu
Scope Game Object -
Delay _e 0
Probability 100
Fade Time b 0
Fade-in Curve # Linear ~
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Editor view of such an Event, configure the Project Explorer window to Follow the Object

Selection.
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Then, double-click Target of the Action. For example,
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select MenuSFX Blend Container.
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Now, you can see this Blend Container here:

1. Project Explorer, Actor-Mixer Hierarchy

2. Contents Editor
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You can notice that this Blend Container is grouping some other types of containers for
simultaneous playback, such as Random Containers, as well as a simple Sound SEX object.

Now you can select S_UIl_MainMenu_Campfireto observe its Contents and properties
here:

1. Contents Editor

2. Property Editor
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Let’s get back to the SFX_UI_MainMenu Event to inspect the remaining type of container
that it plays.

You can do it by selecting the Event tab in Project Explorer again or by using the arrows in
the Contents Editor.

n 0 X £ 3€ || MenuSFX %

= E‘J 4 BLEND AINER RTPC

(FF]

& e

Then, as you did previously, double-click Target of the first Play Action.
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Now, you can see the M_MainMenu Music Switch Container in Interactive Music Hierarchy.
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You also have an option to see where in the project your selected object is used or
referenced. To perform this, select the Show References button in the Property Editor window.
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Step 4 - Simulating playback

After you've become familiar with Actor-Mixer Hierarchy and Interactive Music Hierarchy of
different objects played by the SFX_UI_MainMenu Event, you may want to actually play them.
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Using Transport Control

Most types of containers can be played right away when selected by using the Transport
Control window or by pressing the Space key.

% | S_UI_.MainMenu_Campfire - Transport Control e X
| BRI . .E & | ST_GameState MainMenu - g
& | ST_ltem_Selector MNone -

You may encounter unconverted Sound SEX objects. Their name will be displayed in blue

colour (for example, ¥ | S_ULMainMenu_Campfire ). Inthis case, you can convert them

by selecting them and then pressing the Shift + C shortcut.

v ™ | Gamelnitialization*

5 == | IntroLoadingScreen Audio File Conversion (7] »
S 3¢ | MenuSFX Platforms 4  languages
? 22 | Crows_3D ] PS5 (® Current language
? ::2 | Insect Default Night 3D Windows © All languages
) i | USO Night 3D XboxSeriesX
> 1M : sk . Sourees
v |

i® In Use versions

e

% | S_UI_MainMenu_Campfire
3 All versions

» M | InteractTrigger
> ™ [ Inventorv

'
¥ | S_UI_MainMenu_Campfire - Transport Control

I Convert I| Cancel
H Il » E 4 [0 & 1c

Alternatively, you can configure the Transport Control window to play the original or
converted versions of the Audio Sources.

i | VO_PC_Wake_Up_Outro - Transport Control + 0 X
B | Io I . & [l ST_Concussion ﬂ False v ||
Play Originals FirstTimeSettings v
® Play Converted None -

~"  Only Play Objects Included in Platform

e
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We recommend that you try playing all child containers of the MenuSFX Blend container, as
well as the 01_Menu Theme Music Segment, by using Transport Control to familiarize yourself.

Some containers may play with predefined Delay or Fade. If Delay or Fade is taking action,
specific icons will be highlighted.

Crows_3D - Transport Control )f 9 X

H Il > i F

- T & | ST_GameState MainMenu -

& | ST ltem_Selector None v |y

In this case, you can play Sound SFX objects directly instead of playing their parent
container.

When trying to play any other containers, you may encounter ones that require you to set
some Game Syncs/Parameters (States, Switches, and RTPCs) before playing them.

In case you need to play M_MainMenu Music Switch Container, set ST_GameState State to
the MainMenu state value in the Transport Control window.

Inclusion - Contextual Help

Default value: true

Determines whether the element is included in the SoundBanks when they are generated. When selected, the element is included. When
unselected, the element is not included.

To optimize your sound design for each platform, you might want to exclude certain elements on certain platforms. By default, this check
box applies across all platforms. Use the Link indicator to the left of the check box to unlink the elemepyyg -
of the check box per platform. o

When this option is unselected, the property and behavior options in the editor become unavailable

#= [| M_MainMenu - Transport Control v

P \Z\ M), [f - T &  ST_GameState o Mainl;=nu v | &
& | ST ltem_Selector None v ¥

Using Soundcaster

When there's a need to play multiple containers or even Events together or sequentially
from one place, the Soundcaster window can be used.
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You can open the Soundcaster window by the Shift + S keyboard shortcut or by selecting
the Views - Soundcaster in the Wwise header.

ﬁ' Project it | Views I Layouts Profiler Audio Windows Help
Windows ﬁngli Editors P oA - 0:00:00.000 =
Profiler 4
Project Explorer Utilities N 9 X
Audio Device Meter 4 < 0 »
Audio | Events Sound Loudness Meter P ls  Queries
® =l Meter 4
5 ® | Ladd Project Explorer b o &
> ™ | Light Soundcaster Shift+S
» @ | Motio Transport Control Shift+T
> ™ | Physicsinteraction
> @ | Projectile
> M | QATestSounds
> @ | Radiation
2 M | Stashes
LY M CTHoanleh il

To start working with Soundcaster, create a Soundcaster Session first.

F— New Soundcaster Session (7] be . @ -0OXx

(-1

X
> Clez q -
~ M | Soundcaster Sessions
S Il States M | Default Work Unit Show All | Triggers

' &
L) v

To work in the Soundcaster, you need t 9 ate a new Soundcaster session, choose

L]

Name: [ New SoundcasterSesson |

&1 o

Then you can proceed with drag-and-dropping desired objects from the Project Explorer
window.
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Inclusion - Contextual Help

1. For example, add the SFX_UI_MainMenu Event to the Soundcaster Session and play it
right away.

2. Change ST_GameState State to the MainMenu or None state values to observe how
music appears or leaves the mix.

3. RTPC_SFXVolume Game Parameters can be changed to observe changes in the volume
of SFXin the current mix. For instance, changing these parameters simulates how the
user changes the volume slider values in game settings.

4. RTPC_MusicVolume Game Parameters can be changed to observe changes in the
volume of Music in the current mix.

| & | New Soundcaster Session - Soundcaster ‘ . 9 -0OX

New Soundcaster Session . I I E_ &
Show All  States Show All | Switches Show All  RTPCs Show All  Triggers
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CIT S Volume
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Additionally, Soundcaster can be configured to play original or converted Audio Sources in
the same way as the Transport Control window.

Soundcaster - 0 -0X

New Soundcaster Session . I I |ﬁ
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Show All  States witche o Play Converted o Show All | Triggers
: & 0 A &

& | ST Concussion False - +  Only Play Objects Included in Platform K
& || ST Dynamic Ra..  None b4 =T 1 Peypoints_ral 0 '
& | ST_GameS FirstTi - _1~ | RTPC_Cutscenes_Weather 0
& || ST_ltem_Selector  None - _I” | RTPC_Distance 0
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e 0

CT Volume CT S Volume '(1 TS Volume
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-
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Step 5 - Importing Audio Sources and creating containers
Now, let’s add the new music for the SFX_UI_MainMenu Event.

You have two ways to complete this objective:

e Use existing container hierarchy (simpler way)

e Create your own containers (more advanced approach)

Using existing container hierarchies

During the short project exploration phase, you've already noted that the
SFX_UI_MainMenu Event is configured to Play M_MainMenu Music Switch Container.

This means that you can simply add the new Music Track to its child M_MainMenu Music
Playlist Container.

Note
Allimported files should be in the .wav format.

Find more details on imported media requirements here: What media files are supported?
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For the first time practise you can borrow any music track from the Originals folder supplied
with Zone Kit (for example, ZoneKit Installation Directory|Originals|SFX1S2_Live\M_End
Titles.wav) and move it to some other folder.

To perform this, first locate and open the music in the Windows File Explorer, and then
drag-and-drop the file into the M_MainMenu Music Playlist Container.

v M || Interactive Music Hierarchy |

~ M| S2 Live X . = o X
> ] I Motion_Cutscenes_Pre-render B ModdingTutorial & +
£ M | Music* « = =) 5 o : i X
5 & | Bossfights ™ (@) > ownloads > ModdingTutorial Search Moddi Q
> [& | Credits
? [ | Cutscenes ® New v B 18] @ @&D 4 T} T Sort ¥ = View e (I Details
b = | GameWorld B
" [ [ Menu ~ M Desktop Name ‘ Date modified | Type
= ~ Today
B e — T
!j Gallery
> [& | Quests > [ Desktop
> ™ || Overdose
® | Default Work Unit > B Documents
> i Downloads
£ [ M_MainMenu - Transport Control -
ULE P Titem | 1item selected 10.5MB | EE
- 1 o @ [ R

This action will open the Audio File Importer window in which you need to select the Import
button.

Audio File Importer (7] b4
Import Mode: Import as:  Sound SFX - Destination language: English(US) (Reference) -
Audio file destination SFX) B
Object destination l \Interactive Music Hierarchy\52 Live\Music\Menu\M_Mail \M_MainM EI
Add Files... | | Add Folders... | | Import Tab Delimited... ‘ Remove
Audio File/Folder Templ.. Object Type/Action Object Message FileQ
MyModdedMusic.wav None Music Segment v MyModdedMusic 10. *

Template match mode: Match all -

Now, you have the MyModdedMusic Music Segment successfully added to M_MainMenu
Music Playlist Container as a child object. This means that you don’'t need to tweak any
properties as they will be derived from objects higher in the hierarchy.
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However, you still need to add your MyModdedMusic Music Segment to the M_MainMenu
Music Playlist Container playback order.

Also, you may want to rearrange the playback order by drag-and-dropping available objects
so the MyModdedMusic Music Segment is played first.
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& | {4 = | M MainMenu

MUSIC PLAYLIST RTPC STATES EFFECTS TRANSITIONS STINGERS METADATA
> Group/Segment Random Type Avoid Repe.. Weight 4
Sequence Continuous v e E! v 1
B | MyModdedMusic | 50 o
—E | 01_Menu Theme 50 :
—8 | Pause 50 |5
Note

Don't forget to save your work by pressing the Ctrl + S shortcut.

Now that you have finally integrated your new Music Track, you may want to test the
integration by playing the SFX_UI_MainMenu Event in Transport Control or Soundcaster.

Creating new container hierarchies

As an alternative, you may create your own container hierarchy. Let’s start by creating a new
work unit to hold all of your work.

Project Explorer 0 X &

@ @ >

Audio | Events SoundBanks Game Syncs ShareSets Sessions  Queries
O mELHEirx¥hae==2o
~ [ | Audio Devices A
> ® | Default Work Unit
» M || ControllerSpeaker
> ™ | Motion
~ [l | Master-Mixer Hierarchy
» M [ Default Work Unit
> M || ControllerSpeaker
> M | Motion o

~|Im | Actor-Mixer Hierarchy

» M| S2 Live New Child
m Default Work | New Parent 3 m Work Unit
% I || Interactive Music Hierd New Event ) — <

Import Audio Fi Shift+ ‘
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Weork Unit (7] p e

Mame: | Modding

Path: VS2_W.A\Modding.wwu

~~

I Create ” Cancel

Now, you can create a MyModdedMusic Sequence Container as a child of the Modding work
unit by right-clicking and selecting New Child - Sequence Container and giving it a name.

Then, create two Sound SFX objects as descendants of the MyModdedMusic Sequence
Container and give them M_MainMenu and M_MyModded_MainMenu names.

~ Il | Actor-Mixer Hierarchy
» B | S2 Live
™ | Default Work Unit
S ™ | Modding
7 = | MyModdedMusic
w | M_MainMenu
% | M_MyModded_MainMenu

After that, use the existing source for the original Main Menu in the M_MainMenu Sound
SEX - to do so, select the Add Source button.
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Then, find the ZoneKit Installation Directory|Originals\SFX1S2_Livel01. Menu Theme.wavin
the Windows File Explorer and drag-n-drop it into the Audio File Importer window and select the
Import button.

djF  Project FEdit Views layouts Profiler Audio Windows Help
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As a next step, do the same with the M_MyModded_MainMenu Sound SFX, but use ZoneKit
Installation Path\Originals\SFX\MyModdedMusic.wav, which you previously imported.

After all Audio Sources are associated with your Sound SFX objects, you may want to play

them via Transport Control.

Then, configure MyModdedMusic Sequence Container by doing the following:

1. Create the playlist order.

&« = 4 = | MyModdedMusic %
SEQUENCE CONTAINER RTPC STATES EFFECTS METADATA nA A

Waveform

Playlist Object
b % | M MyModded_MainMenu AR ORI .

A

Voice Volume Voice Pitch Voice LPF Notes

Name
MyM&edMusic e C'_ e _U' _e 0 Notes
e 0 e 0 Notes

L)

M % | M_MainMenu e C'_ - h
. M_MyModded_MainM... e U'_ e _U' _e 0 Notes

2. Change Play Mode from Step to Continuous.
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MyModdedMusic M S 0

. Modified © i

HOLIOT AH3d0OHd &

I Sequence Container General Routing .
Conversion Positioning Advanced All
Initial Delay ! 0
I Play Type Sequence 7
At End of Playlist Restart -
' Mode a
Play Mode Step - p
~ Loop

~  Transitions

3. Select Enable in Loop and Transitions.

4. Select Xfade (amp) in Transition Type.



~ Loop 0
Enable

Infinite Looping Infinite hd
“  Transitions &
I Enable
Transition Type Xfade (amp) B

Duration Xfade (amp

5. Configure Output Bus. To find it, switch to the Routing tab of the Property Editor.

€ > % = | MyModdedMusic * =B @ X
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_ =
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¥ Q
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0

v Volume
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b4 Passthrough Mix (3

v o HPF s 0
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Name
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i = | MyModded| b
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~ Send0
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-

LPF L 0
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.
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Volume 0

By routing the MyModdedMusic Sequence Container to the MainMenuMusic Bus, you allow
volume sliders in game settings to affect the output of this container.

Now, as you have finished configuring the MyModdedMusic Sequence Container, you need
to integrate it into the SFX_UI_MainMenu Event.
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First, locate and select it in Project Explorer - Events. After that, go back to the Audio tab
and drag-n-drop MyModdedMusic Sequence Container into Event Actions in the Contents
Editor.

Project Explorer

Audio | Events SoundBanks Game Syncs ShareSets Sessions  Queries

EEEEE RN EEEED SEX_UI_MainMenu 906693464  Miinclusion | #%
~ I | Audio Devices A Icon  Inclusion Type Target a
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v (1 [ | Menu £
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Now, the SFX_UI_MainMenu Event has two options to play your modded music:
1. Through the M_MainMenu Music Switch Container
2. Through the MyModdedMusic Sequence Container
& = {4 FE || SFX UL MainMenu
EVENT
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Ilcon  Inclusion Type i1 Q
'

Bex ¢«
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I Reset Game Parameter b _I” | PsyPoints

I Reset Game Parameter hd _I” | RTPC_Cutscenes_AV_Details
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You might want to disable the Play Action on the M_MainMenu Music Switch Container so
your music is only played from a newly created MyModdedMusic Sequence Container.

< =2 | 4 F | SEX_ULMainMenu %

EVENT
SEX_UI_MainMenu 906693464 Inclusion 1
lcon _Inclusion Type Target Q
e : &

> Play v = | M_MainMenu
»> Play ~  3€ [ MenuSFX
A set Game Parameter hd _I” | RTPC_Cutscenes_MeshSoundPlacer
A Re me Parameter hd _I" || RTPC_Cutscenes_Weapons
ha Reset Game Parameter hd _I" || RTPC_Cutscenes_InteractableObjects

After this, you can play the SFX_UI_MainMenu Event using Transport Control or
Soundcaster to test whether everythingis intact.

Step 6 - Generating SoundBanks

When you have finished configuring your containers and an Event, it’s time to make these
changes applicable to the game.

To perform the SoundBank generation, select SoundBank in Layout in the Wwise header (or
press the F7 key).

Layouts Profiler Audioc  Windows

~"  Designer F5
Profiler F6
SoundBank F7
Mixer F8
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Audio Object Profiler 3 []
Voice Profiler F11
Game Object Profiler F12

User Layout 1
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User Layout 4

Reset Factory Layouts...
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Generating Auto-Defined SoundBanks

In case you don’t care which objects are placed in which SoundBank, you may use
Auto-Defined SoundBanks generation, which will automatically assign different types of
objects to SoundBanks based on references to Events.

You simply need to pick Platforms and Language, and then select Generate Checked or
Generate All, and wait for the process to finish.

4k Project Edit Views Layouts Profiler Audio Windows Help 52 WwiseProject - Wwise 2024.1.10 © indision = & X
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Project Explorer ) © X SoundBank Manager a 0 X
% W > WshowHienrchy © Windows EngishUs) B W 0 [Generate Checked | Generate a1
Gamesyncs  Sharesets  Sessions  Queries | User-Defined SoundBanks D OnDisk Data Size. Decoded Size  Max Size Free Space Type Date Updated Q. plattorms Q Laguages a
Audio Events ‘SoundBanis > ® | Default Work Unit * Dess * |m engiisnus) [
onne > misaive © TTGcamagn
~ [mm | SoundBanks | . [T XooxSeriesx
> | s2Live
> © | Default Work Unit
v
-
Auto-Defined SoundBanks [ On Disk Inc  InUser-.. Type Date Updated a
& Init B tnitbnk. X 16-Mar-26 153414 4
> [ Events.
> L1 Audio Busies
€ 5 3 O Defoult Work Unit % Be x
He ) (5] Cel
=
2 | Modified © | i, 7
S El
TR
g
7 8
v
Event Viewer He x
Fitered | Current Selection  Orphans (17)
Filter | >>  Show All Name Notes =
v @ | Default Work Unit 7 -
AS_Poppyfied 3D a & | Masteringsuite ’
AS_Poppyfield Ambient 20 A
CA Bear Off
CA Bear.On
A Veles Close v
A Veles Open o
A Veles Shake . contents ] e

After the process is completed, you can close the Generating Soundbanks window.
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Generating User-Defined SoundBanks (optional)

Note

This part of the guide is optional and could be useful only for more advanced modding

approaches.

If you need to be specific in the content of SoundBanks that you are planning to include in
your modification, you may create and set up User-Defined SoundBanks.

1. Switch to the SoundBanks tab of the Project Explorer window.

2. Create a Modding work unit.

3. Addanew Soundbank as its child - let's name it SB_MyModdedMainMenu.

Project Explorer

e x

Game Syncs Share Sessions
Audio E SoundBanks

OlmE &
~ I | SoundBanks
> I | S2live
M | Default Work Unit
~ M | Modding

£ SB_MyModdedMainMenu

o @ s

Queries

o

4. Do the following sequence of actions to define the content of the SoundBank:

a. Select the SB_MyModdedMainMenu SoundBank in the SoundBank Manager

window.

b. Switch to the Events tab of the Project Explorer window and find the

SFX_Ul_MainMenu Event.

c. Drag-n-drop the SFX_UI_MainMenu Event into the SoundBank Contents Editor

window.
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Now, you can inspect the contents of your SoundBank by switching tabs in the SoundBank
Contents Editor window.
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After this, you can generate SoundBanks in the SoundBank Manager window.
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Step 7 - Wwise Assets in Unreal Engine

Wwise Unreal integration features multiple types of Wwise Unreal Assets, which you can
view by using the Unreal Engine Content Browser or Wwise Browser windows.

Browsing Wwise Unreal Assets through the Wwise Browser

To open the Wwise Browser window, select Audio Modding - Wwise Browser.
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In the Wwise Browser window, you can see the full hierarchy of Wwise Unreal Assets.
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Let’s find the SFX_UI_MainMenu Event that you have previously modified using the Wwise
Authoring application.

You may use the Search bar or simply find it within the Event hierarchy, which will be
mirrored from the one that you can see in the Wwise project.

Finding Wwise Unreal Assets in the Content Browser

After locating the Event, right-click it, select Find in Content Browser, and then you will be
able to see the SFX_UI_MainMenu AkAudioEvent UAsset in the Content Browser window.


https://www.audiokinetic.com/en/library/2024.1.11_9010/?source=WwiseFundamentalApproach&id=understanding_events
https://www.audiokinetic.com/en/library/2024.1.11_9010/?source=WwiseFundamentalApproach&id=understanding_events

@ File Edit Window Tools Help - 8 X%
A, Untitled i Wwise Browser x

v & E&Q C  Generate SoundBanks... Q
[ Wwise Project vs SoundBanks Wwise UAssets Status SoundBanks vs UAssets
» B Items
» B Ladders
» B Light Source
» B8 Mesh Sound Placer
» B8 Motion Audio Enveloper
» B Music
» B Mutants
» B Physicsinteraction
» B8 Playing Guitar
» B Projectile
» B8 QATestSounds

Quests (1) ®p Content Browser x - o X
» B Radiation
»:smnes 4 Add . Aymport @saveAll © @ Al > Content > _STALKER2 > Audio > WwiseAudi nts > Ul > Gan v £ Settings
» B Stealth_Kill ST N = a S

v stalker2 Q| [Redirector

inLadders) Quest Bluey
.
B T E E|E|E
. lesh_Sound_Placer Audiokinetic
B8 Gamelnitialization i Motion_Audio_Enveloper
& SFX_ULIdleScreen » mMusic
& SFX_ULIntroLoadingScres » imMutants i
| — oo e S S senion
» Beriing.Guser e N I
i Projectile Jdioki Audiokinetic Event
COT-StopMamMenu Q im QATestSounds e

“k SFX_UI_StudioLogo » imQuests.
» BHUD e i Radiation
» B8 InteractTrigger Play/Stop Paccsan > mS2_Live

Stop All i Stashes

» [ Inventory i Stealth_Kill
» B8 LoadingScreen EXPLORE ————————————————————— i System
» B8 MainMenu Expand Selection i Technical —
» B MainMenu_Motion_Sources Collapse Selection 0] SFX_UL_Studio
» B8 PauseMenu D

~ mGamelnitialization
» BPDA ind in the Wwise Project Explorer ot
» [ Trade oW In Folder.

» B Watersystem nesResH
» B8 Weapons Refresh All -
» Ba Weather S
» B8 Voiceover
e Import Selected Assets
» B8 ControllerSpeaker sl ections ®Q 6items (1 selected)

» @8 Default Work Unit
{8 Virtual Acoustics

v @8 Audio Device ShareSets
» @8 ControllerSpeaker

AkAudioEvents can be played from the Content Browser window by selecting them and then
pressing the Space key. By doing this, you are simulating how this AkAudioEvent would play
when it is posted by the game at runtime.

Checking out Wwise Unreal Assets

To proceed further with packaging your modified Wwise Unreal Assets into the mod, you
need to check them out.

Perform this by right-clicking the Asset and selecting the Checkout option.
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By doing this operation, you are preparing this Asset to be packaged into the currently
selected mod.

You can check the list of checked-out Assets in the Content Browser by opening the folder
of your current mod.
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~ fa Audio
-l WwiseAudio
v & Events
v & Ul

mm Python
» @mContent
» E@C++ Classes
» [mDataprepCore

b Collections ® Q 1 item (1 selected)

Creating Wwise Unreal Assets (optional)

Note

This section is optional and only has information on the subject of Wwise Unreal Asset
creation. Please look for the separate guide for integrating Wwise Unreal Assets into the game
systems.

You need to create corresponding objects in the Wwise Authoring application, generate
SoundBanks, and then proceed with reconciling them through Wwise Browser.

1. Create a new work unit within the Event hierarchy.

2. Create anew Event as its child.


https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_reconcile.html
https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_wwise_browser.html
https://www.audiokinetic.com/en/library/2024.1.11_9010/?source=WwiseFundamentalApproach&id=understanding_events

3. Drag-n-drop any container of Sound SFX into Event Actions.

Project Explorer B X & 5 A1 secmrrsion x
Search (Ctri+F) b
Sl 2 > EVENT
ShareSets Sessions Queries
SEX_MyFirstMod 248951981 ¥ Inclusion

Audio Events SoundBanks Game Syncs SRt m 4 E
OmEE = i Taget
~ I | Events - > Play + % | M_MyModded_MainMenu I

? B | 52 Live

» | | Voiceover 9
@ | Default Work Unit

~ @ | Modding

“k | SFX_MyFirstMod

s namic Dialogue
M || Default Work Unit

Remove Browse... Add Exception...

Now, as you have a playable Event, you will need to Generate SoundBanks for it. Please refer
to Step 6 - Generating SoundBanks for instructions if needed.

After successful SoundBank generation, the SFX_MyFirstMod will appear in the Wwise
Browser. Do the following: =

1. Selectit.

2. Select the Reconcile button Q .

£
(10) 4@+ Wwise Browser x - o X
= B (Q, Search... C Generate SoundBanks... (]
Name Wwise Project vs SoundBanks Wwise UAssets Status SoundBanks vs UAssets
 [M& Events
~ & Moddin

» = Voiceover

w [ Busses
» = ControllerSpeaker 9
» [ Default Work Unit
» & Motion
[& Virtual Acoustics
w [ Audio Device ShareSets a
» B= ControllerSpeaker
» 5 Default Work Unit

The Reconcile Unreal Assets window will appear right after. Select the Reconcile Unreal
Assets button to continue.


https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=Help&id=what_is_sound_object
https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=Help&id=types_of_event_actions
https://www.audiokinetic.com/en/library/2024.1.11_9010/?source=WwiseFundamentalApproach&id=understanding_events
https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_wwise_browser.html
https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_wwise_browser.html
https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_reconcile.html

(4L) Reconcile Unreal Assets pS

/A Make sure the SoundBanks are properly generated before doing the Reconciliation process.

Wwise Object in Bank UAsset Operation Current UAsset  Projected Result
“I: SFX_MyFirstMod Create None I /MyFirstAudioMod/_STALKER2/Audio/WwiseAudio/Events/Modding/SFX_MyFirstMod

N\

Force delete referenced assets Cancel

Great Job! Now you can see the newly created SFX_MyFirstMod AkAudioEvent in the
Content Browser as well as in the Wwise Browser.

(A0 4 Wwise Browser x - o Xx
Ty &8 FQ C  Generate SoundBanks... =)
Name Wwise Project vs SoundBanks  Wwise UAssets Status SoundBanks vs UAssets
v B Events
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B8 GameParameters
» B S2 Live
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v [ Effect ShareSets
» B Default Work Unit
» B9S2 Live

v [ Found only in Unreal

All created Wwise Unreal Assets via the Wwise Browser reconcile process will be

automatically checked out to the currently selected mod and ready to be packaged into your
modification.

Step 8 - Finishing up

Now, as you have finished the setup in the Wwise Authoring application as well as managed
your Wwise Unreal Assets, you should proceed with packaging your modification.


https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_wwise_browser.html
https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_wwise_browser.html
https://www.audiokinetic.com/en/public-library/2024.1.12_9034/?source=UE4&id=features_editor_reconcile.html
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# Details

After that, you can upload the mod to mod.io or Steam Workshop.

Switching between mods

You may want to start working on another modification the right way. To correctly switch
between different Wwise projects for your mods, do the following:

1. Close the Wwise Authoring application (don't forget to save your work).

2. Repeat Step 1 - Creating a new mod.
3. Repeat Step 2 - Opening Wwise Project.

Now, you can start fresh with the clean Wwise project and work on something else.

In case you are going back to mods you previously worked on, you might need to regenerate
SoundBanks.

After opening the Wwise project for a selected mod and generating Soundbanks (please
refer to Step 6 - Generating SoundBanks), you can now listen to the results of your
accomplished work.

You should always regenerate SoundBanks after switching between mods using the Wwise
project related to the currently selected mod.


http://mod.io
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