Adding footsteps to GK3

A mechanism for adding footstep sounds to GK3 has been completed.  This system does not depend on any hard-coded values inside the game, all data is treated as strings.  Unmapped FloorTypes or ShoeTypes result in the foot.wav file being played for a footstep.  To successfully map the footstep sounds, many data files need to be created, as well as additions to ANM where the actor walks.

Actor’s need to have the ShoeTypes defined, floor textures need their FloorTypes defined, an association between ShoeTypes+FloorTypes and footstep sounds need to be defined, animations need to have the foot steps defined.

New files:

Gk3\misc\Footsteps.txt

This file is global throughout the entire game.  It describes the footstep WAV file to be used for each ShoeType and FloorType.  There is a section for each ShoeType:

· Male Leather

· Male Boot

· Male Sneaker

· Female Leather

· Female Boot

Each section should have an entry for the six different FloorTypes:

· Carpet

· Tile

· Wood

· Concrete

· Dirt

· Grass

The WAV extension is automatically appended to the name of the sound files.

Example:

[Male Leather]

Carpet=cfoot1,cfoot2,cfoot3

Tile=tfoot1,tfoot2,tfoot3

Wood=wfoot1,wfoot2,wfoot3

Concrete=cofoot1,cofoot2,cofoot3

Dirt=dfoot1,dfoot2,dfoot3

Grass=gfoot1,gfoot2,gfoot3

Gk3\misc \FloorMap.txt

This filename is read when the game starts; it is common to all scenes. The file contains a [FloorMap] section, which contains a floorType followed by a list of all texture names that map to the FloorType.

Example:

[FloorMap]

Hardwood=wood1,wood2,wood3

Tile=bathroomflr,slate

Grass=grass

The texture names are listed without BMP extension.  In this example, both bathroomflr.BMP and slate.BMP map to a Tile type of floor.

Modified Files

Characters.txt

Each character in the Characters.txt file has an added entry, ShoeType.  Currently all actor’s ShoeTypes are set to “Male Leather”, these values will need to be corrected for the various actors. Also, if the character changes clothes, the ShoeType might also need to be updated.

Currently there is no mechanism in the game for changing the ShoeType, one will need to be added.

Character animation files

Animations that walk the actor should have footsteps added to their ANM files.  Many ANM files, but none of the walker specific ANM files, already have their footsteps added.  Footsteps are added to the GK3 section.

Example:

[GK3]

2

5,FOOTSTEP,GABRIEL

15,FOOTSTEP,GABRIEL

