Sound Track Files 

Storks live in the barn.

Last updated: Wednesday, March 10, 1999
The new sound track file format is represented by the STK extension.  It is pronounced “stork,” in keeping with our animal oriented nameology.

A sound track is a sequence of actions, combined together, to produce a wide variety of musical combinations.  There are three different actions, called nodes: Wait, Random and Sound.  The Wait node simply introduces a pause in the sound track.  The Random node randomly chooses a sound to play.  The sound node always plays a sound.  By combining these actions a complicated musical score can be produced.

File format

The STK file has an INI-like format. Unlike an INI file, however, the order of each section in the file is important.  However, the actual data in each section has not specific order.  The entire file defines a node list, each section representing a node.  The SoundTrack section defines the sound track itself, if none exists, the default values are used.  The remaining sections define the sound nodes. 

Example:

[WAIT]

MinWaitMS=3000

[SOUND]

Name=Chu3

Volume=90.0

Repeat=1

This small example defines a sound track with two nodes, the first is a Wait node, and the second is a Sound node.  Each format will be explained in detail, below.  As can be noticed in the example, the section header defines the type of node.  The types are WAIT, SOUND and PRS.  Following the section header, is a list of keyword=value lines.  Each node type defines its own keywords and values.

All section headers and keywords are case insensitive.

Sound tracks are looped, that is, when the last node in the file has completed, the sound track automatically proceeds to the first node.
SoundTrack

This is the full syntax of a SoundTrack section.

[SoundTrack]

SoundType=Music

1. SoundType:  the type of sound.  Current values are: 

SFX

Ambient

Music

Dialogue

SFX are sound effects, such as the thumper. Ambient sounds are background sounds like birds and fountains.  Music type sounds are the musical score.  Dialog is people talking. The default SoundType is Music.

The choice of a SoundType is important when a game dialog or the inventory is visible; SFX and Dialogue types are paused, while Ambient and Music will continue to play.
Wait Node

This is the full syntax of a Wait node.

[WAIT]

MinWaitMS=0

MaxWaitMS=0

Repeat=0

Random=100

1. MinWaitMs: the minimum delay time for the Wait node, in milli-seconds.  

2. MaxWaitMS defines a random delay range.  It must be larger than MinWaitMs; if this value is specified, the node will delay a random amount of time between the MinWaitMs and MaxWaitMS.  If the intent is to delay a constant, fixed amount of time, do not insert a MaxWaitMS.

3. Repeat defines the number of times this node will be executed.  If this value is set to a positive number, the node will only be executed that number of times, then it will be removed from the list.  For example, if Repeat=1, then the node will be executed the first time through the list, but when the list is processed a second time, this node will not exist.

4. The Random keyword defines a percent chance of execution.  This number should be a value between 1 and 100.  100 meaning always execute the node, 20 meaning execute the node 20 percent of the time.  If a node is not executed due to the Random, the Repeat count is still decremented.

Sound node

This is the full syntax of a SOUND node, the values shown are the default:

[SOUND]

Name=default

Volume=100

Repeat=0

Random=100


Loop=0

FadeInMS=0

StopMethod=0

FadeOutMS=0

3D=0

MinDist=60

MaxDist=840

X=0.0

Y=0.0


Z=0.0

Follow=

A SOUND node defines a single sound.

1. Name: The name of the sound file.  The .WAV extension is not necessary.

2. Volume: The volume at which to play the sound.  0 is totally silent, 100 is normal.

3. Repeat:  Identical to the Wait node’s Repeat count.  The number of times the node is executed before being removed from the list.

4. Random:  Also identical to the Wait node’s Random.  The percent chance this node will be executed.

5. Loop: Play this as a looping sound.  It is important to understand that a looping sound never completes, so any nodes after a looping sound will never be executed. A value of 0 means do not loop, any other value means loop the sound forever.

6. FadeInMS:  The number of milliseconds to fade in the sound.  If this value is not zero, the sound’s volume is started a zero and will take FadeInMS time to increase its volume to the Volume specified.

7. StopMethod: Choose the method for stopping this sound.  There are three different stopping methods: immediate, fade out and play to end.  The default method is to play the sound to the end, this is also the method used when an unknown StopMethod value is used.  The values are:

· StopMethod=0
// Stop when the sound completes.

· StopMethod=1
// Stop by fading volume to 0.

· StopMethod=2
// Stop immediately.

8. FadeOutMS:  The number of milliseconds to fade out the sound, when stopped. This value is only used if StopMethod has been set to 1.  When stopping, the volume will be adjusted towards zero in FadeOutMS time. When the sound’s volume reaches zero, the sound track is stopped and removed from the system.  If this value is 0 or unset, stopping a soundtrack while this sound is playing will happen immediately.

9. 3D: Play this sound as a 3D positional sound. The default is 0, any value other than 0 will turn the sound into 3D.  Only if the sound is 3D will the MinDist, MaxDist, X, Y, Z, or FOLLOW keywords are used.  The supply of 3D sounds is limited, so use them sparingly.

10. MinDist:  The distance at which the sound volume no longer increases.  For a better understanding of MinDist and MaxDist, read the DirectSound help. Unused if 3D is not set.

11. MaxDist: The distance at which the sound volume stops decreasing.  This value must be larger than MinDist.  If it is not, then MaxDist will be set to three times MinDist. Unused if 3D is not set.

12. X: The X position of the 3D sound. Unused if 3D is not set.

13. Y: The Y position of the 3D sound. Unused if 3D is not set.

14. Z: The Z position of the 3D sound. Unused if 3D is not set.

15. Follow: The name of a model that the sound should track.  When the model moves, the position of the sound will be updated to the center of the model’s bounding box. This is a model name, not a NOUN or actor name.  If the model name is blank, or if the model cannot be found, the X, Y, Z position of the sound will be used instead.
PRS node

The PRS node is used to specify a list of sounds that, when executed, randomly chooses one of the sounds in the list to be played.  The syntax for each individual PRS node is identical to a SOUND node, with two exceptions.  The Repeat and Loop keywords are ignored for all PRS. 

A PRS node may consist of a single sound.

When the sound track file is loaded, all the PRS nodes in a row are grouped into a single PRS list.  When the PRS node is executed, one of the sounds in the list is chosen at random, then that sound is executed.  An example should help make this more clear.

Example 1:

[PRS]

Name=Sound1

[PRS]

Name=Sound2

[PRS]

Name=Sound3

In this example, the sound track consists of a single PRS node that contains a list of three sounds.

Example 2:

[PRS]

Name=Sound1

[PRS]

Name=Sound2

[PRS]

Name=Sound3

[WAIT]

MinWaitMS=1000

[PRS]

Name=Sound4

[PRS]

Name=Sound5

In this example, the sound track consists of a PRS node with 3 sounds, a wait node and another PTS node with two sounds.  When this sound track is played, the one of Sound1, Sound2 or Sound3 will be played, followed by a 1-second pause, and finally either Sound4 or Sound5 will be played.

