Homeworld Music WXD Tutorial Version 1.1

Version 1.0 by Kyp

Version 1.1 Edited by Delphy

Comments and suggestions to [insert Kyp’s email addy here]

Well, I’m no Heidi Ernst, so you’ll just have to pretend you’re hearing her voice while you’re reading this :P

This is a tutorial (and eventual faq) that will help familiarize you with the tools and the trade of customizing your music in the computer game, Homeworld.  This tutorial will be broken down into step-by-step sections so that you can follow along.  That way if you’re already familiar with a section, you can just skip that section and move on to one you are unfamiliar with.  Let’s start this thing off with an outline of how this tutorial will play out as well as what you’ll need in order to make a custom.wxd.

A:  Selecting Your Music

     1.   Choosing Tracks To Replace

2. Quality, Sizes, Byterates, etc.

3. Mp3 To Wav

B:  Extracting the WXH file

1. What Is The WXH file?

2. Where Do You Put It?

C:  Converting to AIFR Format

1. Selecting Encode Rates

2. Encoding the files

D:  Converting to AIFRX Format

E:  Concatenation

F:  Final Steps (editing the WXH file)

G:  Credits


What You’ll Need:

· Winamp, found on http://www.winamp.com
· Relic’s AIF plugin (you may want to listen to the aifs before you stick them in the wxd, personal preference thing, but it at least gives you an idea of what the music sounds like before you finish off), found on http://hfc.blurzero.com/delphy/

· Relic’s Encoder, found on Delphy’s website http://hfc.blurzero.com/delphy/
· Big Viewer, also found on Delphy’s site

· MakeAIFRX, again.. found http://www.a-fluffy.demon.co.uk/homeworld/wxd/

· WXH Editor, will be found at the same location as the makeAIFRX.

· Patience, LOTS AND LOTS OF IT! (cuz things will go wrong before you get it right)

· DOS skills (for concatenation)

A:  Selecting Your Music

This happens to be the most important step actually, because this means you’re serious about converting the original Homeworld music tracks and you mean business.  There are some things to take into account when selecting your custom music because it will ultimately determine how big your custom.wxd ends up.  (An example:  My custom.wxd ended up just under 100MB’s)  It might also help to take note of how long your tracks are and how long the original ones are.  This is extremely important for those who are modmaking for the intros you guys will probably have. (  It’s also crucial because if you attempt to match the original track times or come in under those track times, your custom.wxd will be smaller and more 56k friendly…

1. Choosing Tracks To Replace

This is another important first step because you need to know exactly what you want to change before you start making the wxd.  On a side note, tracks 1-16 are multiplayer tracks and 30 and 31 are for the intros.  Once you have figured out which ones to replace (because you probably don’t want to replace EVERY track in the original wxd) you can move on to the next steps.  Tracks and times are listed here:

1- 2:39- In Game Music(MP)- Also Title Screen Music
2- 1:56- In Game Music(MP)
3- 2:49- In Game Music(MP)
4- 4:59- In Game Music(MP)
5- 2:54- In Game Music(MP)
6- 1:34- In Game Music(MP)
7- 2:07- In Game Music(MP)
8- 2:24- In Game Music(MP)
9- 2:38- In Game Music(MP)
10- 3:59- Battle Music?(MP)
11- 3:07- In Game Music(MP)
12- 5:52- Adiago For Strings(Ship Launch Scene)
13- 3:57- Battle Music?(MP)
14- 3:18- Battle Music?(MP)
15- 6:48- Battle Music?(MP)
16- 2:56- Battle Music?(MP)
17- :25- Cinematics\Briefings
18- 2:39- Adiago Short
19- 2:36- Adiago Short (Any idea why this is in the tracks twice?)
20- 1:19- Cinematics\Briefings
21- 2:22- Cinematics\Briefings
22- 1:31- Cinematics\Briefings
23- 2:21- Cinematics\Briefings
24- 1:05- Cinematics\Briefings
25- 1:15- Cinematics\Briefings
26- 3:53- Music In Game? (MP?)
27- 1:00- Cinematics\Briefings
28- 2:23- Music In Game? (MP?)
29- 9:31- End Titles (Yes Song)
30- :15- Sierra Intro(Perfect spot for mod customization [image: image1.png]


)
31- :21- Relic Intro (Another perfect spot for mod customization)
32- 2:54- Cinematics/Briefings?
33- :37- Cinematics/Briefings
34- :48- Cinematics/Briefings
35- 1:02- Cinematics/Briefings
36- :38- Cinematics/Briefings
37- :46- Cinematics/Briefings
38- :23- Cinematics/Briefings
39- :31- Cinematics/Briefings
40- :58- Cinematics/Briefings
41- :30- Cinematics/Briefings
42- :56- Cinematics/Briefings
43- :11- Cinematics/Briefings
44- :35- Cinematics/Briefings
45- :22- Cinematics/Briefings
46- :25- Cinematics/Briefings
47- :17- Cinematics Briefings
48- 3:10- Adiago End Sequence(Arrival At Hiigara)
2. Quality, Sizes, Byterates, etc.

I’m pretty bad with this stuff, because to me, the higher quality the file is, the better it is.  But this also means the bigger the file.  Ultimately, this is up to you because you, the reader, is determining how big the custom.wxd will become.  A lower quality file from the get go might help you in the end, but it would probably be best to work with anything in the 128-192 kbps range for best results.  Again, SIZE DOES MATTER! (  Some tracks you pick will be small to fit things like the intro track times and such so it’s pretty important to keep track of size all throughout this endeavor. (unless you really don’t care how big the final result is, in which case, go nuts.)

3. Mp3 To Wav

This is a pretty simple step for all you music makers out there… Probably the easiest to do of all the steps.  If you know how to convert mp3s to wavs you can skip this section.  For those that don’t, read on.  Some simple steps:

1) Load Winamp

2) Press Ctrl-P to go into preferences

3) Under Plug-ins, find Output in the tree on the left

4) Next you should find in the listbox on the right that "Nullsoft waveOut" is selected. 

5) Click on "Nullsoft Disk Writer" and then click Configure

6) Select the directory where the WAV file is to be stored

7) Click Close

8) Play the mp3. You will not hear any output from your speakers

9) Remember to switch back the Output plugin to "Nullsoft waveOut" when you are done!

10) Put the music you’ve finished converting into a folder so that you can work with it easier.

B:  Extracting the WXH file

Ok, this is one of the more important files you need in the final steps but it’s better to get it out of the way and extract it early so you don’t have to worry about it later.  For this you’ll need the Big Viewer in order to extract the wxh file out of the Big file.:

· Open up the Big Viewer and load the .BIG file.  Wait while it loads the data.

· Next, scroll down the list on the left until you come to the soundfx directory
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Click File and Save Recursive

This will create a soundfx directory in your Homeworld folder.  Do not delete this folder when you move the wxh to wherever you’re working on this stuff, you’ll need it later.

1. What is the WXH file?   

The WXH file is basically what decides whether your music will play in Homeworld or not.  This thing is essentially a binary file containing information about all the original files that are found in the hw_music.wxd, tracks 1-48 respectively.  This will also tell you (using Delphy’s WXH editor) byterates, whether the tracks are multiplayer or not and the offsets for each track- binary numbers where each track starts.

   2.  Where do you put it?

It’s best to work from a copy of the WXH file so first thing is to back it up somewhere in case you overwrite the original.  You can put it anywhere, but the same directory as your sound files you are going to use will make it easier to manage later on.

C:  Converting to AIFR format

This is where the real fun begins….   This step can be one of the longer ones, but not the longest, depending on how many tracks you do.

1. Selecting Encode Rates

Well, you have 4 to choose from:

· 2048 = Music in cinematics

· 1024 = Music in-game

· 512 = fleet command and intel speech

· 256 = pilot speech  

You can use any encode rate you want, it is your wxd but I highly suggest NOT using the lowest, it won’t sound very good.  You can go the high route with the intros because it won’t affect in-game performance.  Besides, you want the custom intros to be crystal clear. (it’s what I did ( )  As far as music in game, I suggest 512, because that’s what they used (Relic)… for good reason.  I tried using 1024 on the bulk of my music, it lags the game down considerably.  You can try using 1024 for better music quality but there’s that performance tradeoff. 

2. Encoding the files

To use Relic’s AIFR encoder in DOS, you need to have the files in one folder, the one you moved them to when you converted them from mp3.  I highly suggest putting everything you need to work on this all in one folder (particularly close to the Sierra HW folder)  it’ll make things easier on you.  Make sure the encoder is there too, enc.exe when you check in DOS.  

Then you take the original wav and make it into the target aif like so:

C:\Sierra\Homeworld\MyMusic\> enc 1.wav 1.aif 1024

(type the bold above)

This will spit out an aif file at the 1024 byterate.  Insert whatever byterate you’ll use for the 1024.  That’s it for the aif encoding part.  It takes some time to encode though, so you might want to watch TV while you’re doing this, it is definitely a time killing activity.

D:  Converting to AIFRX format

This part is a lot like the last one, only a little bit simpler because you don’t need to type as much in the DOS prompt.  All you have to do is type: 
makeaifrx 1.aif

This will take a short while and then you’re almost finished.  Do the rest of your tracks like this until they’re all in this format. (They will all be renamed to x.aifx where x is the original filename)

E:  Concatenation

 Here’s the biggest of all the steps and WILL take the longest, trust me.  The route I took on this was partitioning it from smaller files into a bigger one, my custom.wxd.  That way you can send anyone your custom.wxd so they can append it onto the original hw_music.wxd.  Concatenation is just a really fancy term for compiling because that’s pretty much what you’re doing.  The important thing here is it establishes an order when you compile these files, so if it’s done right, everything will be theoretically where you want it.  Here’s how you can concatenate these files (it will allow you to do this in DOS, just make sure to have the binary switch on- /b)  like so:  

copy /b 1.aifx+2.aifx+3.aifx+4.aifx blah1

copy /b 5.aifx+6.aifx+7.aifx+8.aifx+9.aifx blah2

copy /b 10.aifx+11.aifx+12.aifx+13.aifx+14.aifx blah3

copy /b 15.aifx+16.aifx+26.aifx+28.aifx blah4

copy /b 29.aifx+30.aifx+31.aifx blah5

copy /b blah1+blah2+blah3 ...  custom.wxd 

Everything within the parenthesis is essentially what you need to do for concatenation, when you have the custom.wxd created (make sure to have copies of your HW_music.wxd in case you screw up), you do this final step:  

copy /b hw_music.wxd+custom.wxd hw_music.wxd
It’ll ask you to overwrite the hw_music.wxd (if you have a copy in the same directory), say yes.

F:  Final Steps

Now you’re really close to hearing your own music in Homeworld.  One of the last steps you need to do is bring back that wxh file.  Make sure the wxd, wxh and the wxh editor are in the same directory.  

Open up the wxh editor, go to file, open the wxh first (may haveta do some searching first time around, but it should show up) then the wxd.  
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It’ll show a bunch of numbers in 2 columns.  The column on the left is the original set of Homeworld music files.  The column on the right is the original set plus your custom music (1-48 original, everything from 49 onwards is your music)  

The box in the center tells you what byterate the music is set at.  Make sure you remember what byterate you encoded to, because it’ll be very important here.  

Match the track you’re replacing with the custom one on the right.  So say you want to replace the first track, you highlight the first one on the left, scroll down to 49 on the right, select 49 on the right, set the byterate to whatever you encoded to and then hit save.  

Repeat for the rest of your tracks until you’re finished.  Now, all you have to do is move the hw_music wxd into the Homeworld folder, the wxh file into the soundfx folder and then fire up Homeworld.  That’s all there is to it.

G:  Credits

 First and foremost, I’d like to thank Delphy.  I wouldn’t have been able to do ANY of this without his tools, patience and help throughout this thing.  We probably could’ve done this a lot sooner if we both weren’t such lazy asses. (
I’d also like to thank:  Raptor, Green 3, Snow_Breeze, bluvorlon, Spectre_Wrath and Crook.  Some were more helpful than others, offering insight and what not.  But you guys all kept the enthusiasm up to get this thing done.  Thanks for the support.

 The Relic Editing Boards and everyone on there as well as Uberjumper for directing me to that forum.  I learned a lot from you guys ( and gal, haveta be PC these days…..   Kerrigan VS Sjet ( )  and I hope to learn a lot more from you in the future.  It’s people like you that make mods and projects like this work.  Now quit reading this thing and enjoy. :P  
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