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Sound effects are an important part of your maze. One effect that is easy to set is attenuation. Attentuation refers
to the level of the soundsto the distance of the player or as the player get closer to a particular point in the level,
the sound loudness increases.

2. You can see the sound attenuation in the viewport

1. Place a sound into your level. In this example it is an electronic buzz. as a circle surrounding the icon. Adjust the attenuation
Double click the sound icon to bring up its’ properties. in the properties box, Radius Min & Radius Max.
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Pitch Min 1.000000 :
Pitch Max 1.000000 :
Volume Min 0.700000 b
Volume Max 2.000000 H
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» [0] (Wave=SoundNodeWave'Laboratory.Sounds.Lever2',PitchScale=1.000000,VolumeScale=1.000000,Weight=1.000000)

le]

v Ambient Sound
Auto Play
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» Sprite Comp Laboratory.TheWorld:Persistentlevel.AmbientSoundsimple_2.SpriteComponent_57
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Draw Scale 1.000000

P Draw Scale 30 (X=1.000000,Y=1.000000,Z=1,000000)

P Pre Pivat (X=0.000000,Y=0.000000,Z=0,000000)
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v Attachment

Base Skel Component MNone
Base Bone Name Nene

urrent Level: Persistent Level Persistent Level, Ambisntsoundsimple_2 Selectsd (0 Tris, 0 Verts, 0 Sections)s, 440, 0) ‘ ——
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