Custom Heist Track
Tutorial by ershiozer

For a better reading experience please double-click on the blank
space between two pages.
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o It should ask you if you want to modify what you want to install with it.

o Inthe “Workloads™ section select “Desktop development with C++" and on the
right side make sure things shown below are checked.

Section 1: Installations

Before anything else you’re going to need these programs. Make sure you have enough
storage space to install these things(~40 GB):

e Unreal Engine version 4.27.2
o Download and install Epic Games Launcher.
o Go to the Unreal Engine tab.
o Click “Library” and then under the “Engine Versions” section select the 4.27.2
version.
o Click install.
m  OR if you have other versions click the + button on the right of engine
versions, select the 4.27.2 version, click install.
After completing the installation go to “Marketplace”.
Search for “LE Extended Standard Library” and install it.


https://modworkshop.net/user/ershiozer
https://launcher-public-service-prod06.ol.epicgames.com/launcher/api/installer/download/EpicGamesLauncherInstaller.msi?trackingId=3b52a48db22c4aa5866fa3438ca35dbe

o Search for “Prefabricator” and install it.
m After installing these make sure to click “Install to Engine” in the
Library section.
e Visual Studio 2022

o Download the Visual Studio 2022 from here. Any version between 2017 to
2022 should be fine. I'm using the 2022 version.
Install it as Administrator.
It should ask you if you want to modify what you want to install with it.
In the “Workloads” section select “Desktop development with C++” and on the
right side make sure things shown below are checked.

MSVC w143 - V5 2022 C++ x64/:86 build t...
C++ AIL for latest v143 build tools (x86 &...
Security Issue Analysis

C++ Build Insights

Just-In-Time debugger

C++ profiling tools

C++ CMake tools for Windows
Test Adapter for Boost.Test
Test Adapter for Google Test
Live Share

IntelliCode

C++ AddressSanitizer
Windows 11 SDK {10.0.22621.0)
vcpkg package manager
GitHuk Copilot
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o Go to “Individual components”.
o Check “.NET Framework 4.8 SDK” and install it.
o Wwise 2021.1.13.8036
o Download and install Audiokinetic Wwise launcher (Wwise 2021.1.13.8036)
o Launch it and then go to the “Wwise” tab.
o On the bottom where it says “INSTALL A NEW VERSION” change “Latest” to
“All"’. Then set the “Major” and “Version” as it is shown below.

Major Version

20211 2021.1.138036 ~

When installing it should ask you to select packages to install.
Select the following under “Packages”:
m  SDK(C++)
m Authoring
o Select the following under “Deployment Platforms”:
m  Microsoft>Windows (Only select Windows)
Go to the “Unreal Engine” tab.
On the top right click “Download...”
Click “Wwise integration to use as an engine plugin”
m Make sure you change the Wwise version to 2021.1.13.8036 and
Unreal Engine version to 4.27.


https://c2rsetup.officeapps.live.com/c2r/downloadVS.aspx?sku=community&channel=Release&version=VS2022&source=VSLandingPage&cid=2030:084c1b134b364f3f90596b7f7010f501
https://www.audiokinetic.com/en/download/

PAYDAY 3 Modding Project + Repak.exe
o Direct Download link

That’s it! Well done! | recommend that you restart your PC after installing everything.

10.

11.

Section 2: Setting things up

Go to "Plugins\EnginePlugins\Wwise\Source\AkAudio\Public\" in your
“MoolahProject” directory.
Find the file called "ESBZAkPoolType.h" and copy it somewhere safe.
After copying the file somewhere else delete the entire Wwise folder in
“MoolahProject\Plugins\EnginePlugins”
Goto
Documents\Wwise Unreal_Integration_Engine_ Plug-in_2021.1.13.2580 UE427
Copy the Wwise folder and paste it in “MoolahProject\Plugins”
Go into the Wwise folder you just pasted and create a folder named “ThirdParty”
Go to the Wwise SDK you downloaded. Default directory is “C:\Program Files
(x86)\Audiokinetic\Wwise 2021.1.13.8036\SDK”
Copy the following folders into the “ThirdParty” folder you just created.

- include

- Xx64_vc140

- x64 vc150

- x64_vc160

- x64 _vc170

Copy the "ESBZAKPoolType.h" file to the "Wwise\Source\AkAudio\Public" folder in
your “MoolahProject”. (See Step 2)

Go into your “MoolahProject”, right click on PAYDAY 3.uproject and select “Generate
Visual Studio project files.”

M) Launch game

) Generate Visual Studio project files
L) Switch Unreal Engine version...
Scan with Microsoft Defender...
* Share
Open with

Give access to

Once it finishes generating, open the PAYDAY 3.sIn file.


https://modworkshop.net/mod/48830/download/77149

12. Wait for it to load and then on the top click Build>Build>PAYDAY 3

Build Debug Test Analyze Tools Extensions Window

|i| Build Solution Ctrl+5Shift+B

lebugger ~ > ER

Run Build Insights on Solution J
Rebuild Solution
Clean Solution

Run Code Analysis on Solution Alt+F11

Build 0 UE4
1 PAYDAYS

13. Close the window when it finishes building. (It takes a while)
14. Open the PAYDAY3.uproject. Say “No” to a promp that asks you if you want to
replace an existing initbank.

) Message BRAY 3

An object [InitBank] of class [Blueprint] already exists in file
[/Game/WwiseAudio/InitBank]. Do you want to replace the existing

object? If you click "Yes’, the existing object will be deleted. Otherwise,
click 'Mo’ and choose a unique name for your new object,

Unreal Editor 4.27 2

75% - Fully loading

15. Once the UE(Unreal Editor) launches it will ask you to set your Wwise settings. Say
“No” and close the Message Log window that pops up after.
16. Now open the Wwise Launcher. Launch Wwise and create a new project. You can
name it whatever you want.
a. You can create a desktop shortcut to avoid using the launcher everytime you
need to open Wwise.

Wwise (64-bit) - O O
Manage Plug-ins...
Open Containing Folder
Create Desktop Shortcut

Set Environment Variables...

Modify...

Uninstall...

17. Now either press Shift+K then go to Source Settings tab OR on the top, go to
Project>Project Settings>Source Settings. Switch the Default Conversion Settings to



“PCM Auto Detect High”
Source Settings

Default Conversion Settings

% PCM Auto Detect High

Project Explorer - Browser

Select the Default Conversion Settings

Q

> M
>
PCM As Input

PCM Auto Detect Low

PCM futo Detect Medium

124 12+ 2k 12+

18. Save the Wwise project. Either by CTRL+S or Project>Save.
19. Close the UE. Go to MoolahProject\Content and delete the WwiseAudio file.

Jesktop pd3mod audio Meoolah Project » Content
Mame - Date modified
l Collections

l Developers

| B

\aps

L
L

Wwisefudio

20. Relaunch the UE and then go to Edit>Project Settings>Wwise>Integration Setting
AAScroll down to get here
21. Set the Sound Data Folder to “WwiseAudio” if it isn’t set and your Wwise Project Path
to the Wwise Project you just made.(it's in Document\WwiseProjects)



4 Installation

Wwise Project Path {41 /Documents/WwiseProjects/ershiozerpd3/ershiozerpd3. wpro] [

4 Sound Data
yund Data Felder D

l Virtual Acoustics

. ershiozerpd3.turkuaz.validationcache

B ershiozerpd3.turkuaz.wsettings 01:47
E ershiozerpd3 280772024 16:00

<<<<<<<Select this file

22. Ignore the restart prompt if you get one.

23. Untick “Use Event-Based Packaging”. Click OK if some windows pop up.

24. Go to User Settings (should be below Integration Settings) and turn on "Auto
Connect to WAAPI"

25. Go back to Integration Settings and double check if the Wwise sound data folder is
there, if not re-add it. (Click on it and type “WwiseAudio”)

26. Now turn “Use Event-Based Packaging” back on. It should ask you to delete the
initbank. This time you click OK.

27. Restart the UE.

28. Check if "Auto Connect to WAAPI" was disabled. If it was, re-enabile it.

29. In User Settings under “Sound Data” enable “Enable Automatic Asset
Synchronization”.

Section 3: Music Tutorial

IF IT’S YOUR FIRST TIME MAKING A CUSTOM TRACK START FROM STEP 1.
IF YOU’'RE JUST HERE TO CREATE IT AGAIN START FROM STEP 8.

For First Time Modders

Open Wwise Audio. Press F7. | also recommend keeping UE open.

. Click on the “Game Syncs” tab and open the “Switches” folder by clicking the “+” on
the left.

3. Right click on “Default Work Unit”. Then create a new Switch Group by selecting

“New Child>Switch Group” and name it “music_switch”

=  Switches

= m DE.'_..I.I. T o Y
Mew Child m Work Unit

B Virtual Folder Ctrl+5Shift+ Alt+F

N =

[#  Switch Group

4. After creating the Switch Group right click on it and go “New Child>Switch”.
a. Create switches with the following names:
- anticipation
- assault
- control



- stealth
- suspense1
- suspense2
- suspense3
- suspense4
- suspenseb
= Switches
= | Default Work Unit
= c

=
1A

control
stealth

OOoOoOoOOooOooOooao

<<<<<<<< jt should look like this

5. Now go to the “Audio” tab and open the “Master-Mixer Hierarchy” folder.

6. Then open the “Default Work Unit” folder and you will see an Audio Bus named
“Master Audio Bus”

7. Right click on the “Master Audio Bus”, create a new child virtual folder named “Main”
and then inside that folder create an audio bus named “Music”.

IF YOU WANT TO CREATE ANOTHER CUSTOM HEIST
TRACK YOU ONLY HAVE TO RE-DO THE STEPS 8 TO 57

For Creating A New Heist Track

8. Go to the “Events” tab and right click on the Events folder.

9. Create a new child Work Unit. | recommend using your username for organising.

10. Right click on the Work Unit you created and create a new child Event. It should look
like this:

Events

= I Events
M | Default Work Unit

B M ershiozer
ebas

11. Go to the “Soundbanks” tab and Right click on the Soundbanks folder.



12. Create a new child Work Unit. | highly recommend naming this and Events Work
Unit the same thing to avoid confusion. It should look like this:

Events SoundBanks

= I Events =
M  Default Work Unit m
B M  erchiozer B ® | ershiozer

13. Right click on the Work Unit you created and create a new child Soundbank. Again, |
recommend naming your Soundbank and EvVent the same to avoid confusion. It
should look like this:

SoundBanks

B SoundBanks

14. Press F7 and in the “Soundbanks” tab select your new Soundbank.
15. You should also see the Event Viewer at the bottom left. Double-click on your Event.
For example in this case; | will double-click on TUTORIAL_EXAMPLE.

Event Viewer

Filtered

Filter

ebas

leftdcold

ontheroad

ontheroadrandom

troubles




16. A new window should open named something like “TUTORIAL_EXAMPLE - Event
Property Editor”.

TUTORIAL_EXAMPLE 0

con aQ *  Mame

17. Click on “Add > >”, select “Play”. Don’t select a target yet. We will return to this.
1k
TUTORIAL_EXAMPLE 0048 0

2 lcon Inclusion  Type a * Mame

Fade-in Curve / Linear

Remove Browse...

18. There comes the painful part; actually importing the music. Click on the “Audio” tab.

19. Now you have two choices. Either to use “Actor-Mixer Hierarchy” or “Interactive
Music Hierarchy”. I'm using the latter(Interactive Music Hierarchy) so | will teach
you how to use that in this tutorial. | should note that it's kind of harder to use
Interactive Music Hierarchy but it gives you a lot more freedom.

20. Open the “Interactive Music Hierarchy” folder by pressing the “+” on the left. Right
click on Default Work Unit and create a new “Switch Container” and name it after
your song. It should look like this:




= - | Interactive Music Hierarchy
Work Unit
Virtual Folder Ctrl+Shift+Alt+F

Music Switch Container Ctrl+Shift+ Alt+H

Music Playlist Container Ctrl+Shift+ Alt+Y

Vusic Segme Ctrl+Shift+Alt+G
T Shifts | Music Segrment Ctrl+Shift+Alt+ G

Inclusion

= Il Interactive Music Hierarchy
= =M Default Work Unit*
B @ = | eightbitsarescany [+ & | ontheroad
-+ E.h leftdcold +] ::_ ontheroadrandom
21. After creating the Switch container go to the Events tab. Open the Event you made

earlier by double-clicking.
22. Now click “Browse” and select the Switch Container you created earlier.

It should look like this:

Project Explorer - Browser

Select the Target

eighthitsarescary
leftdcold
ontheroad
onthercadrandem
» = § froubles
% 29 ] TUTORIAL_EXAMPLE_SONG

TUTORIAL_E

lcon Inclusion  Type Target

_ Play - l g || TUTORIAL EXAMPLE S




23. After doing this select your SoundBank and simply drag your Event in the Event
Viewer at the bottom left to the SoundBank Editor.

TUTORIAL_EXAMPLE

Add

Hierarch

Event

Filtered

Filter

ebas
leftdcold

24. Now back to the audio tab. Right click on the switch container and create 4 child
“Playlist Containers”.
Name them accordingly. | usually name them like this:
B @ = | ontheroad

@ == | ontheroad_anticipation

o == ontheroad_assault

@ ==  ontheroad_control

@ == | ontheroad_stealth

@ | ontheroadrandom = tsarescany
eightbitsarescary_anticipation

-+ -+ 0 -+ B -+

H-O
|

@ &=  onthercadrandom_anticipation
eightbitsarescary_assault

-+

@ == | ontheroadrandom_assault

|+
-]

@ == | ontheroadrandom_control

+]

eightbitsarescary

[+]

@ == ontheroadrandom_stealth

[+]

a
a

=L - -
= | trouble e
d_anticipation

-+

@ &= | troubles_anticipation

|+

d_assault

-]

@ = troubles_assault

+]
+]

@ = troubles_control
1 =58 wihlec ctealth

+]

|d_stealth

|

o

“Why are we creating 4 Playlist Containers?”

Because there are roughly 4 states of a song. We will make the game
switch between them. The reason we’re creating playlists is because you
don’t want the “assault intro” to play each time “assault” loops.

You will need to separate the song’s “assault loop” and “assault intro" phases
and make them whole in the playlist again. So when the assault phase comes
the assault intro will only play once and won'’t play again. Otherwise it will be
ugly and we don’t want that.



25. Now the hard part; separate your song with audio editing software. You should cut
your song into 6-8 segments. Check this video’s Timestamps to get a better idea of
what we’re doing. Here’s how the segments should generally look like. You can use
Audacity to edit your songs.

E 8bitsarescary_anticipation
E 8bitsarescarny_assaultintro
E 8bitsarescary_assaultloop
E 8bitsarescary_controlintro
E 8bitsarescary_controlloop

E Bbitsarescary_stealthl

26. After doing all that import the song’s segments into their respective “Playlist
Containers”. You can either do it by right clicking the Switch Container and importing
all the music segments or you can import it separately to each Playlist Container. It
should look something like this:

| BLE
B R | leftdcold_anticipation
B E 8 leftdcold_anticipation_intro
@ E | leftdcold_anticipation_loop
o |eftdcold_assault

(<] +|

G2 leftdcold_assault_intro
g B | leftdcold_assault_loop

leftdcold_control
ntrol_intro

[+
[+

|+ B -+ ]

ntrel_loop

27. Now press F10 and select your Switch Container.


https://www.youtube.com/watch?v=MskR9__Y_9k
https://github.com/audacity/audacity/releases/download/Audacity-3.6.1/audacity-win-3.6.1-64bit.exe

28. An editor like this should open:

Add Generic Path Add Path(s)

g and drop

29. Press the “>>” button and select “Switch Groups>music_switch”

Add Generic Path Add Pathis)

Switch Groups Mew...

= _ :
state Groups music_switch

Browse...




30. It should look like this now:

Add Generic Path

|8 music_switch
anticipation
assault
control

stealth

suspensed
suspensel

suspensed

O
O
O
O
O suspensel
O
O
O
O

SUSpENSED

31. Now select all the switches under the “music_switch” container and drag it to the
bottom.(1 JUST GAVE AN EXAMPLE OF HOW UNSELECTED THINGS LOOK,

SELECT ALL OF THEM)

Add Generic Path

Remove Path(s)

|8 music_switch

O suspensed

O suspense5

Mode:  Best Match ~
Path

anticipation

assault

control

stealth

suspense]

suspensel

suspensel

suspensed

suspense’

Path Filter:

All

Weight

Object




32. Now assign the objects (Playlist containers you made earlier) accordingly to these
paths. It should look like this:

Mode:  Bect Match Path Filter: Al Object Filter: Al

Path Weight Object
anticipation == tutorial_example_anticipation

L .
assault Project Explorer - Browser

control

Browse for audio node
stealth

suspense] Q

suspensel Mone

o
(1l
=

suspensed e

— » B [ tutorial_example_anticipation

_ > B tutorial_example_assault
suspenses )
P » B2 tutorial_example_control

> B2 tutorial_example_stealth

Mode:  Best Match Path Filter: Al Object Filter: Al

Path Object

anticipation = | tutorial_example_anticipation
assault b tutorial_example_assault
control b tutorial_example_control
stealth b tutorial_example_stealth
suspensel == tutorial_example_stealth
suspense2 tutorial_example_stealth
suspense3 tutorial_example_stealth
suspensed =  tutorial_example_stealth

suspense5 =  tutorial_example_stealth

tutorial_example_snticipation M| S| 8 nclusior

Transitions

Source Destination

Any Any

-8 B | tutorial example s

= | tutorial_example_anticipation - Cont

Voice Low-pass Fil Notes
lce Sovrpass PR ot = | tutorial_example_anticipation - Music Playlist Editor - 2 childrer o x
better late. ] :

8 | check your comer 0 : ) > Group/Segment Random Type  Avoid Repeat  Weight Loop _am‘ New Group

Sequence Continuous

sport Control

ResetAll >

s [EEETN ec | wggen

£ | music_ switch control




34. Music Playlist Editor should pop up on the bottom right make sure it says “Sequence
Continuous”. If it doesn’t just change it to that.

35. Now drag the songs under the Playlist Container you selected to the Music Playlist
Editor.

q

flist Editor - 2 children

Sequence Continuous

36. Make sure to set the music you want looping has its loop count to 0 (which is infinite)

when you drag it to the editor. (DON'T TOUCH THE SEQUENCE CONTINUOUS)

Random Type  Avoid Repeat  Weight

better late

chet

gment Random Type  Avoid Repeat  Weight

Sequence Continuous
& | better late

our corner Infinite




38. After doing all that select the Switch Container and on the right you should see a
“Music Switch Container Property Editor” like this.

e
=

leftdcold M S Inclusion

General Settings

Voice Output Bus Time Settings

£ Music 1=

Volume

Game-Defined Auxiliary Sends

Use game-defined

User-Defined Auxiliary Sends

ID Auxiliary Bus Volume

Early Reflections

Auxiliary Bus

39. “Continue to play on Switch change” you may or may not want this checked.
See this video for a better explanation on what it does.
(thanks ZeroZMO)

Continue to play on Switch change



https://www.youtube.com/watch?v=ymDNTPS2GFE

40. Change the “Output Bus” to “Music” Audio Bus you created or else the music slider
in-game won't affect our song.

Output Bus

H Music

Project Explorer - Browser

Select Output Bus

41. In the same window, go to the “Transitions” tab and select the transition.

Transitions

MName D Destination

Transition 1 A
gy

42. Under “Source” change the “Exit source at” option to “Immediate” or else it won't
work correctly.

Source

Exit source at | Immediate

Mext Grid
Mext Bar
— Mext Beat
Jestination Mext Cue
Mext Custom Cue
Exit Cue

Jum pto  Start

Entry Cue

re-entry




43.STEALTH LOOPING

a. THIS STEP IS OPTIONAL BUT RECOMMENDED TO MAKE STEALTH
TRACK LOOP CORRECTLY.
Now on the right side press “Add Transition”

Transitions E ]|
Destination

£

b. Change the new transition’s Source and Destination to [songname]_stealth
or whatever you named your stealth Playlist Container.

s

TUTORIAL_EXAMPLE_SONG M |S HEin

Transitions

44. Press F7 then in the SoundBank Manager select Windows under Platforms section
and English(US) under Languages section. Select your soundbank and either click
“Generate All” or “Generate Selected”.

FreeSpace Type Date Updated

Select All Select None Select All Select None Select All Select None




Populate | Generate Sound Data

Init

sundSeed Air C

46. Click “Populate” a couple of times and then click “Generate Sound Data...”

47. After it's done click “Save All” on Content Browser and click “Save selected” if
anything pops up.

48. Go to the Content\WwiseAudio\SoundBanks\[Username], right click and create a new
soundbank. Name the soundbank EXACTLY WHAT IT’S CALLED IN WWISE.



Animation

Artificial Intelligence
Audiokinetic NI L ..
Blendables b =
Blueprints

Editor Utilities

Foliage

Fx
== Content Browser

I Add/Import - Save All

R CCA “oarch ershiozer

ehas leftdonld onthersad ithercadrando troubles

a. Ifthere isn’t a soundbanks folder just create it (name it exactly
“SoundBanks”) and create a new soundbank inside of that.
49. Now at this point | recommend saving the Wwise Project and UE project then
restarting both of them.
50. After restarting both of them check the Events folder for your Event.
51. Open it and change the Required Bank to your Soundbank. Then save it and close
the window.

Search Details
Ak Audio Event

Lecalized Platform Asset Data Map

- w TUTOHIAL EXAMPLE
Required Bank = -
- - *‘ D 4:|

Max Attenuation Radius

Is Infinite

Minimum Duration

Maximum Duration




52. Now go to the main directory. From there go to “Mods\HeistJukebox\Music” then right
click and create a new Blueprint Class.

Blueprint Class

L#_. Level

'..‘ Particle System

Animation

Artificial Intelligence

53. After creating it a window should open and ask you to pick a Parent Class. Search
for PDA_HeistSoundtrack and create the Blueprint. Name it whatever you want.

L saene Companent transform and can be attached to other scene components.

4 All Clas=ses

4(Q) Object
40 Da
4 W PrimaryD:
T PDA_HeistSoundtrack

4 items € View Options

Cancel




54. Open the Blueprint and set the Audio Event to your Event. Change the “Name” to
the name you want Heist Jukebox to display in-game.
T Details
Search Details
4 Default

Name

TUTOREAL_EXAR -
Audio Event T

gare r'.:' HET
O Audiokinetic Event

Heist Only O Audiokinetic Event

Edit

Copy

lSearch Assets

B items (1 sele o« VView Opfions -

55. Compile then Save the Blueprint. Then press Save All on Content Browser and click
on Save Selected.

Debug  Window  Help




56. You’re almost done! Cook your project by going File>Cook Content For Windows
u Editanstaniupiian

File | Edit Window Help

.

Save Current  Source Control

ke I ©)

B Open Level .
» Current
Current As...
s All Levels
haracter
¢ Open Asset...

awn

jht

T New Project...
™ Open Project...
W Mew C++ Class...

Cook your game content for debugging on the Windows platform

Section 4: Repacking

That’s it. You've finally reached the end. All that’s left is to just Repak it and you're done.

1. Create a new folder and move repak.exe into that. (repak.exe included with the
download)
2. Create a new folder inside and name it whatever. Then create these directories
inside it:
a. [MusicName]\PAYDAY3\Content\Mods\HeistJukebox\Music
b. [MusicName]\PAYDAY3\Content\WwiseAudio\Events\[Name]
c. [MusicName]\PAYDAY3\Content\WwiseAudio\Media
d. [MusicName]\PAYDAY 3\Content\WwiseAudio\Soundbanks\[Name]
Now go to your MoolahProject folder.
Go to Saved\Cooked\WindowsNoEditor\
5. We only need certain files. Copy the files | specified below to your own folder
following the directory.

o




C.

d.

SPPNS

Go to EENDASICERERINSHSIHSISRINKEBERINNSIE copy the .uasset and

.uexp files to the directory . (navigate)
Go to PAYDAY3\Content\WwiseAudio\Events\[Name] copy the .uasset and

.uexp files to your directory b. (navigate)

Go to PAYDAY3\Content\WwiseAudio\Media copy all of the files to your
directory €. (navigate)

Go to PAYDAY3\Content\WwiseAudio\Soundbanks\[Name] copy the
.uasset and .uexp files to your directory d. (navigate)

Go to where you placed the repak.exe.

Press ALT+D, type cmd and press enter

Type this command: repak.exe pack [MusicName]

When it finishes, copy “[MusicName].pak” into your “~mods” folder.
0. Enjoy the music!

Huge thanks to Cenrus, davidsebesta and Wednesday Enthusiast for their huge help. Also
thanks to braidy08 for updating the Heist Jukebox mod regularly since the original owner left
it to rot. | wouldn’t have made this tutorial if it weren’t for them. Go crazy with it.

Made by ershiozer

i will add how to set up a certain chance to play a different track after one another. like how
“break the rules” plays between the lyrics and the instrumental version. not now though im
working like crazy.


https://modworkshop.net/user/cenrus
https://modworkshop.net/user/davidsebesta
https://modworkshop.net/user/wednesdayenthusiast
https://modworkshop.net/user/125495
https://modworkshop.net/user/ershiozer
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