Environmental sounds
Added in game objects drop down

Or

Assets = Prefabs = Sounds
AmbiencesPrefab 2
add sounds

Explosion Sounds
Assets = Explosion = Sequences

Explosion sequence buzzer = explosion sound

Explosion sequence mech = explosion sound

Explosion sequence missile = explosion sound

Explosion sequence spider = explosion sound

Explosion sequence spider detonate = aftermath/reverb of explosion
sound

Hit Sequence = explosion sound

Enemy Sounds
Assets = Prefabs = Enemies

EnemyBuzzerSwarmAl = zap and recharge sound

Enemy Mech >
Al = sound on spotted

EnemyMechWithNoise =
Al = sound on spotted

EnemySpider = proximity sound
- Al = sound on spotted

KamikazeBuzzer = zap sound



Doors
Assets = Prefabs = Modules = Doors
ExteriorDoorSliding = door sound

Terminal

Assets 2 Prefabs = Modules
Terminal = hacked computer sound
Terminal2 = hacked computer sound

Player Gun Sound (added in game object list)

Player = player = player_root = Bip001 - Bip001 Spine =
Bip001 Spine = Bip001 Neck - Bip001 R Clavicle >

Bip001 R UpperArm > Bip001 R Forearm > BipO0O1R Hand =
Main_weapo001 - WeaponSlot



