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1. WHAT IS NOVUS AEVUM? 
Starting with version 1.0, HiFi Sound FX was merely the harbinger for what would become known simply as 
Novus Aevum or the “New Age” of the HiFi sound mod.  

Originally reaching its apex with version 1.5, HiFi FX sound mod team leader and creator Mark XIII chose to 
go into “creative seclusion” and secretly began planning a whole new approach to his sound mod than when 
first started dabbling in sound modification for Armed Assault. This is also why he decided to change the 
name to Novus Aevum in order to truly reflect this new approach and feel.  

Thus Novus Aevum was born; the culmination of months of endless planning, passion, hard work and 
determination—resulting in what the HiFi FX team promises to be one of the most consistent and enjoyable 
sound experiences to date for the Armed Assault player. Simply put, Novus Aevum is the final step of HiFi’s 
evolution.  
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2. WHY GO MODULAR? 
The typical method for creating sound mod’s for Armed Assault has a few flaws—one of the biggest being 
lack of flexibility for the player. We’ve all been there. No matter how well done a sound modification may be 
people are going to eventually complain that they do not enjoy certain aspects of the said sound 
modification. Sure, the creator can make changes and put out an updated version, but in time another 
person will inevitably complain about the same sounds due to their own individual taste. That’s because the 
usual way to develop a sound modification addon for Armed Assault has the inescapable weakness of 
lacking the ability to appeal to several different personal tastes at the same time.  

It's an unavoidable reality for the creator of any sound modification project that not everyone will enjoy 
every single aspect of that mod. Every individual their own unique perspective on how certain things should 
sound. It's virtually impossible to cater to everyone's individual personal tastes--so what is a sound mod 
creator to do? 
 
This is where the HiFi FX team comes in! The HiFi FX team values its users in the Armed Assault 
community and wishes to present them with the best sound experience as possible—thus one of the major 
reasons why its creator, Mark XIII decided to go totally modular in its approach.  

By composing a sound modification package that is totally modular in design, it allows the HiFi team to do 
something that others have had difficulty in doing—appealing to many different tastes at a single time 
efficiently by maximizing ease of use while minimizing loss of consistency.  

Furthermore, by using a totally user-friendly modular design for Novus Aevum, it offers the player the 
advantage of easy integration with other 3rd party sound modification addons for Armed Assault—allowing 
for a completely personal and unique sound experience at any given time. All the user has to do is simply 
pick and choose which individual modules from Novus Aevum he wishes to use, allowing a 3rd party sound 
modification addon to replace the rest of the sounds.  

For example, do you enjoy the vehicle and ammo class sounds found in Novus Aevum, but prefer another 
sound modification’s weapon sounds? Run the respective Novus Aevum modules (while disabling the other 
modules) and simply run the 3rd party addon of your choice together with HiFi Novus Aevum. Or you can 
choose to run all the Novus Aevum modules together for a complete and consistent sound experience you 
have come to know and trust from the HiFi team. 

And finally, the choice of modularity in Novus Aevum’s design allows the updating process to become much 
easier and pain-free for both the HiFi team and the community.  
 
There are also future plans for making different versions of some modules to fit a wider range of 
preferences. This way, the user has overall greater control with customizing Novus Aevum and their sound 
experience—offering even more possibilities for you to make the sound modification of your choice! 
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2.1 THE SOUND MODULES 
HIFI Novus Aevum currently comes with 13 modules:  

Environment: Replaces default BIS wind/rain/thunder/wildlife. 
 
The wind volume is affected by the strength of the wind. Stronger wind 
means more audible wind. Rain is also affected by the strength of the 
wind. That means that if the wind picks up the volume of the rain goes up 
giving the impression of rainy gusts. 

 
Man: 

 
Replaces default BIS player hit FX, dependent on caliber. 

 
Weapons: 

 
Replaces default BIS Infantry based weapons fire/dry/reloads. 

 
QG_Weapons: 

 
Replaces default BIS Queens Gambit weapons/misc. 

 
Vehicle Weapons: 

 
Replaces default BIS vehicle/static/crewserved weapons/reloads/misc. 

 
QG_Vehicle Weapons: 

 
Replaces default BIS Queens Gambit vehicle weapons/misc 

 
Vehicles: 

 
Replaces default BIS vehicles engine/environment/misc 

 
QG_Vehicles: 

 
Replaces default BIS Queens Gambit vehicles/misc 

 
Sonic Cracks: 

 
Replaces default BIS sonic cracks with near/far cracks per caliber 

 
Ammo: 

 
Replaces default BIS explosions/bullet hits, as well as added content for 
hit ground/hit armor/hit building classes.  
 

 
QG_Ammo: 

 
Replaces default BIS Queens Gambit ammo content 

 
*Bonus* Radio_mic: 

 
Choose what mic-sound to use (BIS sounds) 

 
*Bonus* Radio_static: 

 
Choose what static sound to use (BIS sounds) 

 
 
 
NOTE: Queens Gambit is also supported as well. Four (4) Queens Gambit modules which run alongside 
the other Novus Aevum modules are available to those that use Queens Gambit expansion pack 
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3. INSTALLATION INSTRUCTIONS 
1. HiFi Novus Aevum comes in a convenient littler installer. Simply double-click the installation file 

“@HiFi_Novus_Aevum.exe” to begin installation process. 
2. Read the “Terms of use”, and if you agree continue the installation. 
3. Choose your installation destination (your armed assault install directory) and complete the 

installation process. 
4. Once successfully installed, simply enable the modfolder “@HiFi_Novus_Aevum” prior to 

launching Armed Assault and enjoy!  
 
Please note: If you are unsure on how to do this, simply follow the walkthrough found here: 
http://community.bistudio.com/wiki/Modfolders 
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3.1 USING HIFI NOVUS AEVUM 
Within the HiFi Novus Aevum modfolder the player will find bikeys for MP and server. In addition, there is 
also a "Disabled" folder which contains some modules by default. This folder can also be used to easily 
disable any modules you do not wish to use.  
 
For example, if you do not wish to use the Novus Aevum vehicle sounds, simply and easily move the 
“HiFi_Novus_Aevum_vehicles.pbo” module into the “Disabled” folder to deactivate it. This allows you to 
easily activate different aspects of Novus Aevum at any given time according to your own personal 
preferences.  
 
Also, this also makes it possible for you to combine Novus Aevum with any other sound modification. As an 
example, say you prefer another sound modification for Armed Assault, but really enjoy the different ammo 
hits from Novus Aevum. Normally you would be stuck unless you privately spent hour’s manually changing 
sounds and risking breaking something along the way. Not with HiFi Novus Aevum!  
 
All you have to do is simply load “@HiFi_Novus_Aevum” modfolder after the sound modification of your 
choice, making sure to only have the module “HiFi_Novus_Aevum_ammo.pbo” enabled. Novus Aevum will 
then simply overwrite that aspect of the other sound modification, making your sound experience better 
without the risk of breaking anything!  
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3.2 SETTING UP THE MODULES 
To learn about each module and how to easily customize your Novus Aevum experience for your own 
personal enjoyment, please take a moment to read the following to get up and running: 
 
HiFi_Novus_Aevum_ammo.pbo 
Contains custom sounds for flysounds, all hitsounds; soundhit, soundhitarmour, and soundhitbuilding 
classes. Sound depends on ammo type and what is hit. Each ammo type uses several different hit 
sounds—some have up to 60 different and unique hit sounds that will be played randomly when something 
is hit. 
 
Note: the soundhitman class is located in the "HiFi_Novus_Aevum_man" module, not in the “HiFi_Novus_Aevum_ammo” module.  
 
HiFi_Novus_Aevum_environment.pbo 
Contains new sounds for nature, thunder, rain and wind. The volume for the wind depends on wind strength 
in-game. Wind strength also affects the volume of the rain, so if the wind picks up you will also hear the rain 
increase in intensity during that period.  
Different areas (meadow, forest, hills, houses, sea) as well as day and night also changes all sounds in 
different subtle ways at all—giving the player a very dynamic-changing environmental sound experience. 

HiFi_Novus_Aevum_man.pbo 
Contains all hit sounds for man class. Hit sounds changes are made by caliber. Unfortunately, footsteps 
and breathing is BIS for now temporarily and will probably be added in the future at a later date. 
 
HiFi_Novus_Aevum_soniccracks.pbo 
Contains the sonic cracks for all bullets. A version that totally disables sonic cracks can be easily found in 
the "Disabled" folder—if anyone prefers to have the Novus Aevum sonic cracks disabled at any time. 
 
HiFi_Novus_Aevum_vehicles.pbo 
Contains vehicle sound changes: engine, environmental, getin/out, servo, gear, horn, damage and crash 
(the “beep-beep” sound from a damaged vehicle is currently disabled). 
 
Note: This does not change the vehicle weapon sounds! The HiFi_Novus_Aevum_vehicleweapons.pbo module is specifically 
responsible for handling that task. 
 
HiFi_Novus_Aevum_vehicleweapons.pbo 
Changes all sounds for all mounted weapons—both shots and reload sounds. 
 
HiFi_Novus_Aevum_weapons.pbo 
Changes all sounds for all weapons (except the vehicle weapons): shots, dry and reload sounds.  
 
If you have Queens Gambit you should add these 4 files as well: 
 
HiFi_Novus_Aevum_ammo_QG.pbo 
HiFi_Novus_Aevum_vehicles_QG.pbo 
HiFi_Novus_Aevum_vehicleweapons_QG.pbo 
HiFi_Novus_Aevum_weapons_QG.pbo 
 
They enable HiFi Novus Aevum sound changes for all Queens Gambit content and can found inside of the 
"Disabled" folder. 
 
In addition: There are also modules that change the sounds for both mic and radio static located inside of the "Disabled" folder. All 
sounds are BIS, but you can still choose which ones you desire to use. 
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4. DISCLAIMER 
Please be aware that all documents, graphics and sound files contained within the HiFi Novus Aevum 
sound modification and elsewhere are the sole creative property of Mark XIII and the HiFi FX Team, 
whether or not a copyright notice appears displaying this information at any given time. Absolutely no 
aspect of HiFi Novus Aevum or any other HiFi creative property—whether previous or future 
released—shall be be sold, modified, reproduced or used in any fashion unless you have prior written 
permission from Mark XIII and the HiFi FX Team, which may be requested by privately contacting a verified 
member of the HiFi FX team or by writing Mark XIII directly at any time.  
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5. THE HIFI TEAM 
The HiFi FX team consists of the following members: 
 
Mark XIII – Team Leader, Sound Development & Editing 
Jon/andersson – Configuration & HiFi Modular System Design 
John/Yokhanan/betsalel – Graphics & Documentation Development 
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7. ON A FINAL NOTE… 
The HiFi FX team would like to take a moment to give our biggest thanks of all to you the community whose 
support and feedback has been appreciated from day one.  
 
We would also like to state that any fellow sound modification creators for Armed Assault who desire to find 
out how to go completely modular in design as well, to please contact Mark XIII or any other member of the 
HiFi FX team and we will help out as much as we can.  
 
Remember, it will benefit both the sound modification AND the community! 




