Animated Woohoo Animation Tutorial
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1 Introduction

1.1 What will this .pdf Tutorial provide you?

This Tutorial is mean to be a Step-For-Step guide from beginning to the very end of
your potential Animation exported from the free 3D Software Blender. This is however
not a tutorial of how animate stuff in Blender overall. If you lack the Knowledge just
go to YouTube and watch some amazing tutorials on how to animate.

For a start though I can provide you these Links:
e Basics in Posing in Blender
e Posing with Props

This Tutorial will be divided into "4 Phases" or "Levels" if you wish so:

-1 - Mastery Path®

On top i’ve incorporated some helpful sample files for blender as well within this Tutorial
folder that’ll come in handy later.

[>o Let’s proceed!|



https://www.youtube.com/playlist?list=PL-n852rZtiYL4VTYyIRX75fz5T6Rxm-KT
http://sims3cliptool.wordpress.com/tutorials/

2 Phasel: Getting Started

2.1 Required Tools & Files

Follow these Steps to set-up all the necessary stuff to get Started!

1. GO HERE AND FOLLOW THE STEPS

IF THE SITE SHOULD BE DOWN BY ANY REASON YOU CAN SEE THE
STEPS

Particularly download this file| for Blender. Without it you wouldn’t be able
to import/export your Sims3 animations.

ALTERNATIVELY USE THE .ZIP IN THE STARTER ARCHIVE

Copy the incorporated S3PE and the Sims 3 STBL editor anywhere on your
Harddrive where you think they would be placed nicely there.
(Optional)Copy and paste the Sample Animations somewhere as well.

Do the same with the sample rigs (You'll need it ALOT in the future so keep
em close to you!)


http://sims3cliptool.wordpress.com/instructions/
http://sims3cliptool.wordpress.com/instructions/

INSTALLATION OF BLENDER
Requires

Blender 2.67b

Installation Instructions

Note: As the plugins get updated, and there are new wversions of Blender, the
pictures will not be 100% accurate. Always use the version of Blender and the
plugins mentioned on the download page even if the image shows a different version.

1. Download the latest version of the plugin (io_s3py_animation.zip)
ALTERNATIVELY USE THE io_ s3py_ animation.zip IN THE STARTER ARCHIVE
2. Open blender, go to File>User Preferences>Addon

" Ctrl M
= Dpen... Ctrl O
8 opnecere.. sitcior 1, Install Blender 2.67b
i!.:;- R 1o L —
,-f,r“ Recover Auto 5ave...
Ctrl 5
Shift Ctrl 5

ve Copy... Ctrl Alt 5 3. Click User
Preferences

B ]
»a Save Lser S

5‘ Load Factor



http://download.blender.org/release/Blender2.67/
http://sims3cliptool.wordpress.com/instructions/

3. Click “Install Addon” and choose the zip file. DO NOT EXTRACT IT BY
HAND! IT WON'T WORK

1. Click Addons

Interface Editing Input

3. Navigate to the

io_s3py_animation .zip
SELECT THE ENTIRE ZIP!

2. Click Install from File...

Interface Editing Input L System

Testing

1. Type S3 here 2. Put check here

3. Close box, click File, and
Save User Settings

5. File>Save User Settings



3 Phase 2: Get your Animation In and Out of Blender

3.1 Your Craftsmanship is required

3. OPEN BLENDER! And load one of the Sample Rigs i’ve incorporated in "Blender
Sample Rigs&Animations" It should look like this:

a
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Or this, Depending on what rig you chose to work with. Both will do but chose
that one that fits your needs the best.:

R FER | slenk




4. MAKE YOUR OWN ANIMATION! Yeah let your Fantasy boldly go where nobody
has ever gone before! I can’t help you on that since that step you have to take on
your own. But to speed things up on how actually getting animations
OUT OF BLENDER i’ve incorporated a sample Animation that you may use
now. This is the moment where you go to YouTube and watch some videos about
how to animate stuff and get familiar with Blender and it’s functionalities.

5. Open that "a_stand_spoon.blend" file in Blender or use your own homemade
animation! The process is the same for both of it.

nn

6. Select one joint of the male actor sim and press the key "a" so they all become
selected and have a teal color like thi

e
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IMPORTANT!: If you’re planning on making your own different multi-rig config-
urations in the future using for example two males or two femals in one scene by
using the "Append" function Blender, then DO NOT USE THE OBJECT MODE
to turn/move your rig around! ALWAYS USE THE POSE MODE and select the
b_ROOT_bind__joint to Move/Rotate your Mesh. Else your rigs will stand both
in the same place in-game! Meaning the actor sims will clip into eachother and
everything will be messed up!

Now that you have selected all the important joints of the rig proceed to export
the animation by doing this:



1:Be Sure you click
this button first!

This will open the following little window that requires you to name your partic-
ular animation for export looking like this
A - Male Sim anim

B - Female Sim anim

a_ is crucial prefix

for adult animation

The red highlighted parts need some more explanation:

Your animation ALWAY'S needs that a__ at the beginning of it’s name or it won’t
be read by the game! Second that big A indicates which Sim is the Male actor and
which one the Female. The Letter A means your just saved animation is for the
Male Actor and the Letter B stands for the Female actor. The other parts can be
named freely to your will.

The next prompt that appears is the usual save dialog which needs you to save
that file anywhere you need it. You may want to save it on your desktop for faster
access.

REPEAT THE ENTIRE PROCESS FOR THE FEMALE RIG TOO! You
should then end up with two files in this case beeing named:

"a_ stand__spoonA_ Ol.animation"
"a_ stand__spoonB__0l.animation"



4 Phase 3: Get your Animations In-Game

4.1 The big moment you’ve waited for!

Now open S3PE and do this:

To Twe Gop nstonce Cnrkfost_ Flosze Wen]
\ Click New to create a hew
.package file
< >
Name Tag ResourceType ResourceGroup. Instance Comg IsDeleted

ol N = | o] | O ] O =] ] O J

il | ] ] ] i ] ] |
Sot  [] Donotparse  Preview: () OFf () Hex @ Preview Hex Preview Gid Display: [¥] Names [¥] Tags

Now Import your new files into your newly created

.package file:

3 From file.. _Strg+Umschaltastes M

Hex Editor

Strg+ UmschalttastesH
TetEditor Strg+UmschalttastesT

Impott both your animation

files in here!

Name ResourceType

Instance

o | (ot [a0€] 5 | e

[ Fiter active. Set [ Il I

[ Sot [ Donotparse  Preview: ) OF () Hex @ Preview Hex Preview Display: [¥] Names (V] Tags.




You'll get this prompt after you specified your data in the first place:

@ s3pe
File Edit Resource Tools Settings Help

cavenE  suune s emsew pis ) Eise e

- SN

Type | SRR v
G | 000000000
Instance | (7B331FCD2DDASE (S

®) Replace duplicates () Reject dupiicates
[v] Compress [v] Use resource name [ | Rename ff present

Name  [s_stand_spoonB_01 [ ruves | [cupmo | [ Fnvaz

Filename  D-\Sms 3 Moddng Tools\SIMS3 PROJECT\S3_6BZ0C4F3_D0000D00_7B331FCD2DDA

[ G| |

Just proceed with Ok, DON‘T CHANGE
ANYTHING!

= — Name: Tag ResouraType ResoureGroup Instarce Compressed sDeleted
Revise Paste RK al

coig m] o o o m] o o

] Fiter active Set
) St [T Dored Freview: () Of () Her @ Preview Hex || Preview | | Gnd Display: [] Names [ Tags

Your window should now look like this
-
File Edit Resource Tools Seftings Help
Name. Tag Type Group Instance Churkoffset  Flesize. Mem 2
_KEY Bx0166038C (00000000 (x0000000000000000 OxFFFFFFFF (x00000000 00| |- TKTargerTsble: TKTargerInfo ———
a_stand_spoonB_0T CLIP (x6B20C4F3  (x00000000 (x7B331FCD2DDASE1S cFFFFFFFF (x00000000  Ox00| ——- IRChainList: IRChains (0x0) —-—
a_stand_spoonA_01 CLIP c6B20C4F3  (x000D0000  (x035BBECD3I2555148 OFFFFFFFF (00000000 (00| AR
e
—— EventList: Evemts (0x0) -——
7 crsmaaseceson: smtseceion -
. ;
Name Tag ‘Resource Type Instance Compressed IsDeleted
Revise Paste RK | GQBE

o s e il ] Of sl al] Nali Ral |

Omeeare  [sa] [ | [ ] ] [ |

\
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It ’sﬂtim\e now to actually save and create a u‘s‘apl_g .packagrekﬁl“er! o

File | Edit Resource Tools Settings Help

New StrgeN = Tye Group trsance: Chunkoffset  Flesize Mem| [Trknowmo1 - oxooooonoa
Neuw (SimCity5) _KEY O0166038C  (x0000D0D0  (DDOOOODOO0DDO00D OFFFFFFFF  OxDDO0DDDO
Open... Strg+ O cup O<6B20C4F3  (<0D0O00D0  (x7B33TFCD2DDAYENS O<FFFFFFFF  0<00000000 —
Save Strg=S cup x6B20C4F3  (x0D000DD0  (x035BBSCD32555148 (OFFFFFFFF  (x00000000
[T —
Save Copy As.
Close StrgeW
Recent packages > 7 ot e
- [ utpmndseenion: Endsaction —

Bookmarked packages  » It's time to save your actual e

X ' - ol0s00
Bt StrigrQ .package file now! 2: 0/0000

W= 1,0000

Be sure to hame it simple like for example
LyourAnimation“ as you'll get a file named
LyourAnimation.package“ out of it which contains all
the necessary animation info for Kickers Mod to

function.
2 3
S —— Name Tag ResourceType ‘ResourceGroup Instance Compressed IsDeleted
care o [Rewe ]| [Pmerc] [aBE | ] OT 1ol | Of ] O] ] O] 1O ]
[] Fiterscive EX | | I ] [ 1 | ]

[¥1 5ot [] Donciparse  Preview: O) O O Hex @ Preview | Hex | | Preview | | Gid Display: [¥] Names [¥] Tags

8. Now that we have the actual animation package file, now all that we need is the
actual .package file that loads your animations into the Animated Woohoo frame-
work.

To do so we need to create a new package again!

11



File | Edit Resource  Tools  Seftings  Help

New sugeN [ Tag Tipe Group Instancs Churkofset  Flesize =
New (Sit
Open. E
save Srges
Save s
Save Copy As.
Close Stigew
e C Click New to create a hew
Bookmarked packages > y
.package file
Bt Strg+Q P &
>
Name Tog ResouceTe Resourctro s Conprossed oDeleted
e o osse ] [Poterik | [cBE | =l | O] =l = ] O 1 O] ]
il | ] ] ] it ] ] |
[V Sot  [] Donoctparse  Preview: () OFf () Hex @ Preview He Previes Gid Display: [¥] Names (V] Tags.

What comes now is a little bit tricky. For this purpose you’ll need my incorporated
"Sample loader .xml" file from my .zip archive and paste that on your desktop. The
file has a long name that is crucial for it to function properly. It has some com-
ments inside that should help you in adding future anims on yourself and i’ll not
elaborate further on that since that’s something you can easiliy find out yourself.
The file should look like this:

This is important now: Take the name of your recently build .package file con-
taining your animations. Beeing for Example , YourAnimationPackage.package*

or whatever suits your needs.

12



Now Open S3PE, be sure you've closed that window having your animation files
in the first place. Now we have to open the FNV Hasher to get a hash for our
XML file so it can be recognized by the Animated Woohoo Network!

b
File Edit Resource Tools | Settings  Help
Name: FMV Hash... S"Q’F Instance Chunkoffget Filesize Mem|
Searchu, trg+E
Click this to open the
hasher that is
required for your .xml
file.
< >
Name Tag Resource Type Instance Compressed IsDeleted
o e RN 1o Rl |0 10] Rali Rl \
Dlgers sl I I [ I I ] [ ] ]
Sot  []Donotpass  Preview: () OF O Hex @ Proview. | Hex | | Freview | G Display: [9] Names 7] Tags
Now do this:
@ s3pe Ll x|
File Edit Resource Tools  Settings  Help
Name: Tag Type Group Instance Chunkoffset Filesize Mem|
1: Enter the name of your package
file containing the animations but !
without the .package extension
R 2: Press Calculate
<
e
3: Copy that hash number
with CTRL+C
< >
Name Tag Resource Type: Instance Compressed IsDeleted
o i e B Rz Rl o] 10| Rali | ol
Umwete  [s] | I | [ | || ] I ]
Sot  [] Dorotpase  Preview: () OFF () Hex @ Preview Previey Display; [¥] Names [¥] Tags
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Finally we return to our .XML file we have still floating around on our desktop!

Now that we have that hash copy&paste that number into the appropriate place
within the name of the loader .XML file on your Desktop, so it looks pretty much
like this:

You can open this file and add new positions just the way they are already there
by just copy&paste the entire <Position>< /Postion> tag environment and make
your adjustments then!

It can be useful to store that .XML somewhere easily trackable since you can
always update this . XML first then replace the version within your .package after
that!

9. Import that file into into the new .package file we have created before we were
hashing! Do the same steps as like you would import any other resource like you
did with your animated rigs in the first place. So the window should look like this:

Name Taa  Type Group Instance Churkoffset  Flesize
KEY  OD166032C  (c00DDO0DD  G:0DDDDODDOOODDDO0  GeFFFFFFFF  0D0DDODD  0<00|
[YourPackagelame XML 0c0333406C  ODODDDDDD (xEC5334420F5F245  OcFFFFEFFF (x0DDDO0DD 0x0O)

</Positions

<tmm FLOOR /1A /1AFIITIIAIIFIITIIA LA IITI IR LA IITI IR IATIITI IR IATIIS  ==>

<

Name Tog ResourceType
| Revise | | Pasie Rk | | aBE |
g o P [Paserc] oo K=l 0] ] ]
[ Fiter active 1 [ ] ]
St [] Donotpase  Preview: O Off O Hex @ Preview Previe, Gid Display: [¥] Names [] Tags

14



Now it’s time to save this final package as well!

File | Edit Resource Tools Settings Help

New StrgeN T Twe Gom PV Crunkoffoet  Flesize Mem| [PRknowmoi = oxooonooon
Unknownoz: 0x00000000
New (Simcitys) _KEY  DxD166033C  DODOOOODO  DDOOOODOOODDOOOD  O<FFFFFFFF  (xDDOOODDD etTable: TRTargesInfo ———
Open... Strgr0 CUP  DGB20CAF3  OD0000  O7B3IIFCO2DDASETS  OGFFFFFFFF  ODO00DD O«0| | - IEChainList: IXCheins (0x0) ———
v StgeS CUP  (x6B20CAF3  (:OD000DD («035BBCDIRSS54B OFFFFFFFF  (DODDDD OO || ——
[ r—
Save Copy As. 3
Close Strg+W Events (0x0) ———
Recent packages » E S
e $i on: EndSection ———
Bookmarked packages  » It's time to save your actual
Bt StrigrQ .package file now!

Be sure to hame it simple like for example
LyourAnimation“ as you'll get a file named
LyourAnimation.package“ out of it which contains all
the necessary animation info for Kickers Mod to

function.
< >
hﬁT r}’iﬂk—‘ fuB—Ef Name Tag Resource Type ResourceGroup Instance Compressed lsDeleted
S R or | Ol ar ] O] ol O
[] Fiter active set | [ I 1 I [ | | | | [

Sot []Donoiparse  Preview: ) O O Hex @ Preview | Hex | |Preview | | Gid | Display: [¥] Names [/] Tags

WARNING Before you hit save grinning like an idiot beeing happy that you've

made it so far BEWARE! This final Package needs to be named with a AW __ prefix

infront of your package name! The correct Pattern would be then "AW__YourAnimationPackage".
Now you have my permission to hit safe!

now you should have ended up with the two necessary file to bring your Animated
Woohoo dreams come to life! Looking like this:

THIS IS IT! YOU’VE MADE IT! All you have to do now is put these Files in
your sims3 mod folder, start your game and add these animations within the
Animated Woohoo framework with the name of your Animation package beeing
"YourAnimationPackage" and there you see your animations sucessfully hooked
into the game when you see a Number greater zero in the animation list.

15



5 Phase 4: Getting Fancy!

5.1 Adding Sounds and custom Strings to your animations!

Feeling lucky today punk? Do you have that weird feeling in your Stomach? The
need for..MORE? Well this final Step in this Tutorial is for you then!

Now that you know how to import your animations into the Game you also might
want to give it the final polish and making it perfect by adding;:

e |[Custom Strings| that describe your animation in the animation selection win-
dow

e [Hook soundclips| from the game to your animations to make them even more
realistical and amazing

16



PART 1: Custom Strings
Open the EasySTBLmanager.exe incorporated in the Starter Pack archive

[ File | Tools Settings  About
| OpenPackage
Save Package
Save As Package
Exit
Language List | Strings List | Add a E.r\ngl \
Language N, FicName

Open the
AW_YourAnimationPackage.package
that contains the YourAnimation.xml
loader .xml that hooks your animation
clips into the game.

File Tools Settings About

< >
| Language File Name

Since you have no STBL Files in your
AW_YourAnimationPackage.package file you have to
add a new set of them now!

This should bring up the following prompt:

17



C= Easy STBL Manager : C\Users\godly_000\Desktop\AW_YourAnimationPackage.package = =

File Tools Settings About | aJ

Enter Unigue Name

far STEL ID- |YourAnimationPackage|

Select languages: All Languages

Language List | Strings List | Add a Stri

English
Chinese_China

Language

Chinese_Taiwan

Czech

Dutch

Finnigh

French

German

Greek

Hungarian

ttalian

2: Add the new

Japanese

Korean

set of STBL Files!

JEEENE R R E R R R R E

Mranusnizn

The window should now look like this:
sl
File Tools Settings About
2205570A:00000000:00000000A91A74F6

Strings_ENG_US_(x000DD0DDAITATAFE

Click add a String now

L

1: Write the
hame of your
Animationpacka-
ge in here.

Language List | Strings List | Add a String

Language File Name
Strings_ENG_US_C<00000000A31A74FE

Chinese (China) Stings_CHS_CN_<01000000A91A74FE

Chinese (Taiwan) Stings_CHT_CN_0<02000000A91A74F6

Stings_CZE_CZ_(03000000AS1ATAFE

Stiings_DAN_DK_(x04000000491A74F6

Strings_DUT_ML_0<05000000A31A74FG

Strings_FIN_FI_(x06000000A31A74FE

Stings_FRE_FR_(07000000AS1A74F6

Stings_GER_DE_(x08000000A%1A74F6

Greek Stings_GRE_GR_{k0S000000AS1A74FE

Hungarian Stings_HUN_HU_GDADDDO00ASTATAFE

ltalizn Strings_|ITA_IT_(xDBO0D00DAITATAFE

Japanese Strings_JPN_JP_(x0COD0000AS1AT4FE

Korean Strings_KOR_KR_(x0D0DD00DATTATAFE

g EEEEEEEEEEEEE

<

You should now see this:

18




EE]

File Tools Settings About
220557DA:00000000:00000000A31A74F6 Strings_ENG_US_{(«000000D0AI1ATAFE

i 1: Write the name of the animation here
Key Text to Hash: | | <OR> KeyHashed Vale:] |

Language Displayed Text Lol

Chinese ({China)

Chinese (Taiwan)

Casch N\, 2: Write the hame of your animation

Danish you want to see in-game in this field
Dutch

Finnish 3: Click this Button to paste the animation

French n l " ” I I- l. A/ . I |
Geman '

- ‘1 le 1 ind bit t thi
)utfon propetly

bl

Hungarian

ttalian

For Point 1: in the Picture you might want to remember this code you might’ve

wrote earlier in the loader.xml within the AW__ YourAnimationPackage.package
<Position>

<animCreator>THIS CAN BE YOU!</animCreator>

<animﬁextl>a_§tand_gpoon<fanimﬁext1>
<animText2> 01</animTextl>
<categoryv>Fonock</category>
<hasFemalelnims>00000</ hasFemalelinims>
<hasTeeninim=>00000</hasTeenhinims>
<posiblePregnancy>00000</posiblePregnancy>
<Po2ikbleSex>00000</PosibleSex>
<teenFixHeight>0.06</teenFixHeight>
<maxSims>2</maxSims>

<minSims>2<,/minSim=>
<canBelzsedWithFloor>1</canBelUsedWithFloor>

«</Position>

Your window then should like like this.

19



]

File Tools Settings  About
0 DA:0DDOOODO-0OOOO0DD q (00000000

< >
Language List Add a String
Key Text to Hash: | YourAnimationPackage.a_stand_spoon_01 | <OR> KeyHashedVaue:| |
Language Displayed Text =
Chinese {China) Stand Spoon
Chinese (Taiwan) Stand Spoon
Czech Stand Spoon
Danish Stand Spoon
Dutch Stand Spoon
Finnish Stand Spoon
French Stand Spoon
German Stehend Liffelchen
Greek Stand Spoon AIL . . .
Hungaran Stand Spoon When your window looks like this, —
ltalian StandW C|ICk add Strlng
[ o g v
< >
| Add String mf | | Copy English to empty translations | | Copy prefermed language to empty translations |
L |

Now you're pretty much done for this Step. All you have to do now is save your
package over your old AW__ YourAnimationPackage.package file. Just override the
old file with this new one, the loader .xml won’t get lost in the process.

Tools  Settings  About
Open Package Strings_ENG_US_(DDDDDDDOAS1ATAFE
Save Package
Save As Package
Exit
Key Text to Hash: | OR> KeyHashedValue:| |
Language =

Chinese {China)

Chinese (Taiwan)

Greek

Hungarian

ltalian

>

Copy preferred language to empty translations |

That’s it! If you want to add new strings in the future just repeat the process with
add a string. Since you won’t have to add new STBL’s now anymore.

20



PART 2: Add sounds to your Animations

You came all the way down to this part of the Tutorial so you shall be rewareded
with this guide on how to add sounds to your Sims3 animations clips to breathe

even more life into them.

Open the S3PE.exe from the starter pack file archive and load up YourAnima-
tionPackage.package file Yep that’s right we gonna need the file containing the
actual animation clips. So it should look like this. Remember to select the anima-

tion clip that you want to add sounds before you click on grid.

File Edit Resource Tools Settings Help
Name Tag Tywe Group. Instance Churkoffset Filesize Mon] JUBERCRRES S ExavoTAID
KEY (0166033C (00000000  (x0000000000000000 OcFFFFFFFF (00000000 G0 ‘argetTable: IKTargetIafo ———

a_stand_spoonB_01 CUP  O:GE2CAF3  OODD00DDD  O/BS3IFCDZDDASETS  OEFFFEFFF
a_stand_spoon/_01 CUP  OB20C4F3  D0000000  Od35BBECD32655148  GFFFFFFFF 00000000  GxDO|

IEChainList: IEChains (0x0) ——

st: Tvents (0x0) -=-

-— ClipEndSection: EndSectian ——
X: 0,0000
¥- 0,0000
zz 0,0000
W= 10000

Clicking this button will open
the Data grid where we can
hook up every kind of event.

< >

ResourcsType Instance

Compressed IsDeleted

[y ] O |

| Revise | | Paste RK | | QBE | fie e
- P e S £
(e [ Emaric) [QBE] T [y [Wmi] O

(] Fiter active Bal ™7 T F— |

Sot [ Donctpase  Preview: ) OFf () Hex @) Preview | Hex | |Proview | | Gid | Display: [l Names [ Tags

This should bring up the following dialogue which will require
lowing:

21
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s3pe =8
File Edit Resource Tools Settings Help
Name Tag  Tye Group nstance. 00000000

a_stand_spooniB_01
a_stand_spoon_01

00000000
able: IXTargetInfo -—-
Tist: IKChains. (0x0) —

able: TventSsecion ——-

EndSection

category

2: Clfek this row to make the little box
appear

1: Click that little triangle
so that it expands this

1
000000000 - 0x00000103
Liss: Evenss (0x0) ——

(Collection: 0x0) L)

3: Click this little box
to actually open the
add event dialogue

Colapse Ml | | BpandAl | | Cancd | [ commt |

Now we gonna do the necessary magic to get things rolling!

1: Click add to
start adding

events to your
animation

2: Select the event you'‘re interes-
ted in adding it. In this case we’ll
add a sound event as promised!

DestroyPropEvent
EffectBvent
ParentEvent

ScriptEvent

SoundEvent

StopEffectEvent

UnparentEvent
VisibilityEvent | Colspss Al | | Boandal | | oK

This will open the

following dialogue:

22




Add the name of the soundclip you want
to hook up on your

animation. This is abit tricky how since
you have to basically know already the
name of the soundclips you want to add
no soundlcip browsing possible.

You best open up animations from other
authors or you search the basegame
.package files for potential soundclips.

In this case we assume we already have
a potential soundclip candidate we want
to add.

| Copy | [ add | | inset | |Delete | Colapse Al | | BpandAl | | 0K

Next we shall do this:

EvenrtName vo_soc_massagee_amA
Float01 -1
Floatl2 -1
[N 0xoooooo01
Int01 (O
Delete the I.ast D BCIEA
zero and write 1 ecode 0
instead. If you add| / “dB™ vo_soc_massagee_amA

more soundclips /
be sure to incre-
ment this value The timecode is the actual time in se-
accordingly conds where you want to start your
soundclip playing.

Anyways in Blender you get frames only
Delete the last so the conversion between frams and se-
zero of the conds should be roughly

number and write
3 instead. Target Frame / 30,5 = Your timecode

| advise you using only one floating point
digit after the comma. For example
4,372489247 makes 4,3 or 4,4
whatever suits your need better.

| Copy | | Add | nset | | Delete | | Colapse Al | | Bpandmn | [ ok

23



Now it’s almost done! All we need to do now is to click ok and commit our changes

EventName vo_soc_maseagee_amA
Foat01 -1
Foat02 -1
Id 00000001
Int01 0x00000003
OxC1E4
Timecode 1}
SoundName vo_soc_massagee_amA

Now click OK to confirm you‘re done, or
else you can proceed adding more sound-
clips by clikcing add below and alter the
values properly.

(om | [t [reen | [oos] o] [Boman | [OK

Unknown01
Unknown(02
> 53Clip
[+ IKTargetinfo
ActorName
4 EventSection
Version 0x00000103
I (collection: tx1)

> EndSection

Now finally click Commit to apply your sound-
clips to your animation

Colapse Al | | Epand Al | | Cancel | | Commt
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Now all that is left to do is to save your package! You can now repeat the pro-
cess of soundclip adding to the Femal Actor animation clip as well or leave it.

s

File | Edit Resource Tools Seftings Help
New Strg+M Tag Type Group Instance Churkoffset  Flesize Mem gﬂ:-ﬂmg:f gxzzzggggg
New (SimCity5) KEY  D0IGE03C 000000  O<O000ODD0000000D  OGFFFFFFFF  D<OODODOD B0 |- zrrasqectablo: IXTargecInfe ——
Open.., Strg+0 cup (x6B20C4F3  (x00000000  (x7B331FCD2DDASE1S  xFFFFFFFF (00000000  (x00| ——— IKChainlist: IKChains (0x0) ———
I T Sirge5 cup (x6B20C4F3  (xDD0000D00  (xD35BBECD3: 148 DD i
e [
Save As... ActorName:- x
|--— EventTable: EventSection ---
Save Copy As... Version: 0x0000010%
i Strgew —— Evensliss: Zvemss (0xl) ——
=
ey mimusia jea e
Recent packages » e oES s
Bookmarked packages b -1,0000
Ta: ox00000001
Exit Strg+Q Int0l: 0x00000003
Shortol: oxCiE4
Timecode: 0,0000
Face your destinity and save the .package for o e e
now that you‘ve acquired all the necessary
|--- ClipEndSectionl] EndSection —-
knowledge to even get your x: 10,0000
Y= 0l0000
wickest dream animations come true and pretty £ 000
on that! =
You can see your soundclips appear in here to check if
everything worked as expected! Seemingly it did, YAY!
< >
= —_—— —— Name Tag Resource Type ResounceGroup Instance Compressed IsDeleted
Revise Paste RK | | QGBE —
ey | PRI Ral ] Of =l ai] ] af | o |
(M el | [ [ | | I ] |
Sot [ Donotparse  Preview: () OF () Hex ®) Proview | Hex | | Praview | Display: ] Names [ Tags

That’s it fellow animator! You now have learned all necessary secrets to make the
best animations possible, only limited by your own creativity and animation skills
in Blender. Now go forth and enrich the world with your Creations!
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