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2" 2 Sound Effects Scaling'Concept

Small Tussle
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A\ A outside the current screen.view, WI|| sound!
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3 A3 thickwallis e Ziah %

{the same Severity, & Prlorlty rules apply)



Sound Eﬂ’ects Scalmg Concept
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Sound'Eﬂ’ects Scalmg Concept

Large Battle
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. Sound EffectsiScaling Concept
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