Triggering sound effects

Spriter allows you to trigger up to four simultaneous sound effects per frame of any animation you've
created. These sounds must first all be placed in a folder called “sounds” in your project folder.

Each sound is played in either of 4 sound channels, so triggering a new sound on the same channel in
later frames before the first sound has finished playing will cause the first sound to stop playing and the
new sound to take its place.

IMPORTANT: Sounds are assigned to frames in the “ANIMATIONS FRAMES” list in the
“Characters and Animations ~ window.

To assign a sound to a frame to a frame in your currently selected animation:
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15) For further tweaking of sound volume you can use the “-5”, “-1”, “+1”, and “+5” buttons just to
right of the “Listen” button. These buttons will effect any of the sounds you have selected in the
“FRAME SOUNDS” list.



