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Sound Cue

Sound Cues no3BonAT U3MEHATbL NoBeAeHUe Bocnpou3BeaeHUs 3ByKa,
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Sound Attenuation

Sound Attenuation acceTbl No3BONAIOT onpeAensTb CBOUCTBA 3aTyXaHUsA
MHOXEeCTBOM cnocoboB. YToObl He HAcCTpaMBaTb B KaXXAOM 3BYKe
3aTyXxaHue MOXHO ucnonb3oBaTb Attenuation acceThl
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Radius 400.0 N
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Reverb Effect

Reverb Effect MoXeT KOHTpONUpPOBaTL 3NIEMEHTbIl, TaKMe KaK 3Xo, oowmn
KoadppULMEHT ycurieHus1 pesep6epauum, nornoweHme Bo3gyxom, u
MHoOroe gpyroe.
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Sound Mix no3BONAOT ycTaHABNIMBAaTb HACTPOMKM 3KBanaumsepa u
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Dialogue Voice & Dialogue Wave

AcceTbl Dialogue Voice u Dialogue Wave ncnonb3yrloTcA AN reHepauum
B Urpe AmanoroB co6bIiTUsA, co3fgaHusi cyoTUTPOB, U ANS YNpoLweHus
YCUJIUM NO NoKarnunsauyuu.
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OnTumMmusaumsa

Korga co3gaHuMs KOHTEHT, TO Nydlle BCero Mcnonb3oBaTb caMyko HU3KYO
YyacToTy AUCKpPeTMU3aLuMmn, KoTopas COXpaHAeT KayecTBO 3BYKa.
Hanpumep, Ananor B LieJfIOM No-npexHemMy 3By4YUT Xopolwo Ha 22.1kHz,
B TO BpeMsi KaK o6bI4HO 3 peKTbl UrpaloT C BbICOKMMU YacToTaMu
(Hanpumep, BbicTpenbl), Hanpumep, 40.0kHz. AHanorn4HbIn Nnoagxopn,
MOXeT ObIiTb NPUMEHEH -:\ua.crpoﬁke KavyecTBa.
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