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_

BODY_Fall_Human_Chainmail_Concrete_01.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on solid concrete surface type, single asset 01
BODY_Fall_Human_Chainmail_Concrete_02.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on solid concrete surface type, single asset 02
BODY_Fall_Human_Chainmail_Concrete_03.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on solid concrete surface type, single asset 03
BODY_Fall_Human_Chainmail_Concrete_04.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on solid concrete surface type, single asset 04
BODY_Fall_Human_Chainmail_Concrete_05.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on solid concrete surface type, single asset 05
BODY_Fall_Human_Chainmail_Grass_01.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry grass surface type, single asset 01
BODY_Fall_Human_Chainmail_Grass_02.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry grass surface type, single asset 02
BODY_Fall_Human_Chainmail_Grass_03.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry grass surface type, single asset 03
BODY_Fall_Human_Chainmail_Grass_04.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry grass surface type, single asset 04
BODY_Fall_Human_Chainmail_Grass_05.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry grass surface type, single asset 05
BODY_Fall_Human_Chainmail_Gravel_01.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on grit and gravel surface type, single asset 01
BODY_Fall_Human_Chainmail_Gravel_02.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on grit and gravel surface type, single asset 02
BODY_Fall_Human_Chainmail_Gravel_03.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on grit and gravel surface type, single asset 03
BODY_Fall_Human_Chainmail_Gravel_04.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on grit and gravel surface type, single asset 04
BODY_Fall_Human_Chainmail_Gravel_05.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on grit and gravel surface type, single asset 05
BODY_Fall_Human_Chainmail_Leaves_01.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry leaves surface type, single asset 01
BODY_Fall_Human_Chainmail_Leaves_02.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry leaves surface type, single asset 02
BODY_Fall_Human_Chainmail_Leaves_03.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry leaves surface type, single asset 03
BODY_Fall_Human_Chainmail_Leaves_04.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry leaves surface type, single asset 04
BODY_Fall_Human_Chainmail_Leaves_05.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on dry leaves surface type, single asset 05
BODY_Fall_Human_Chainmail_Metal_01.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on metal grate surface type, single asset 01
BODY_Fall_Human_Chainmail_Metal_02.wav 00:00:01 DESIGNED, Single person armour chainmail body fall action on metal grate surface type, single asset 02
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BODY_Fall_Human_Chainmail_Metal_03.wav
BODY_Fall_Human_Chainmail_Metal_04.wav
BODY_Fall_Human_Chainmail_Metal_05.wav
BODY_Fall_Human_Chainmail_Pebbles_01.wav
BODY_Fall_Human_Chainmail_Pebbles_02.wav
BODY_Fall_Human_Chainmail_Pebbles_03.wav
BODY_Fall_Human_Chainmail_Pebbles_04.wav
BODY_Fall_Human_Chainmail_Pebbles_05.wav
BODY_Fall_Human_Chainmail_Rock_01.wav
BODY_Fall_Human_Chainmail_Rock_02.wav
BODY_Fall_Human_Chainmail_Rock_03.wav
BODY_Fall_Human_Chainmail_Rock_04.wav
BODY_Fall_Human_Chainmail_Rock_05.wav
BODY_Fall_Human_Chainmail_Sand_01.wav
BODY_Fall_Human_Chainmail_Sand_02.wav
BODY_Fall_Human_Chainmail_Sand_03.wav
BODY_Fall_Human_Chainmail_Sand_04.wav
BODY_Fall_Human_Chainmail_Sand_05.wav
BODY_Fall_Human_Chainmail_Snow_01.wav
BODY_Fall_Human_Chainmail_Snow_02.wav
BODY_Fall_Human_Chainmail_Snow_03.wav
BODY_Fall_Human_Chainmail_Snow_04.wav
BODY_Fall_Human_Chainmail_Snow_05.wav

BODY_Fall_Human_Chainmail_Undergrowth_01.wav
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DESIGNED, Single person armour chainmail body fall action on metal grate surface type, single asset 03
DESIGNED, Single person armour chainmail body fall action on metal grate surface type, single asset 04
DESIGNED, Single person armour chainmail body fall action on metal grate surface type, single asset 05
DESIGNED, Single person armour chainmail body fall action on beach pebbles surface type, single asset 01
DESIGNED, Single person armour chainmail body fall action on beach pebbles surface type, single asset 02
DESIGNED, Single person armour chainmail body fall action on beach pebbles surface type, single asset 03
DESIGNED, Single person armour chainmail body fall action on beach pebbles surface type, single asset 04
DESIGNED, Single person armour chainmail body fall action on beach pebbles surface type, single asset 05
DESIGNED, Single person armour chainmail body fall action on solid rock surface type, single asset 01
DESIGNED, Single person armour chainmail body fall action on solid rock surface type, single asset 02
DESIGNED, Single person armour chainmail body fall action on solid rock surface type, single asset 03
DESIGNED, Single person armour chainmail body fall action on solid rock surface type, single asset 04
DESIGNED, Single person armour chainmail body fall action on solid rock surface type, single asset 05
DESIGNED, Single person armour chainmail body fall action on dry sand surface type, single asset 01
DESIGNED, Single person armour chainmail body fall action on dry sand surface type, single asset 02
DESIGNED, Single person armour chainmail body fall action on dry sand surface type, single asset 03
DESIGNED, Single person armour chainmail body fall action on dry sand surface type, single asset 04
DESIGNED, Single person armour chainmail body fall action on dry sand surface type, single asset 05
DESIGNED, Single person armour chainmail body fall action on crispy snow surface type, single asset 01
DESIGNED, Single person armour chainmail body fall action on crispy snow surface type, single asset 02
DESIGNED, Single person armour chainmail body fall action on crispy snow surface type, single asset 03
DESIGNED, Single person armour chainmail body fall action on crispy snow surface type, single asset 04
DESIGNED, Single person armour chainmail body fall action on crispy snow surface type, single asset 05

DESIGNED, Single person armour chainmail body fall action on twigs and foliage surface type, single asset 01
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BODY_Fall_Human_Chainmail_Undergrowth_02.wav
BODY_Fall_Human_Chainmail_Undergrowth_03.wav
BODY_Fall_Human_Chainmail_Undergrowth_04.wav
BODY_Fall_Human_Chainmail_Undergrowth_05.wav
BODY_Fall_Human_Chainmail_Wood_01.wav
BODY_Fall_Human_Chainmail_Wood_02.wav
BODY_Fall_Human_Chainmail_Wood_03.wav
BODY_Fall_Human_Chainmail_Wood_04.wav
BODY_Fall_Human_Chainmail_Wood_05.wav
BODY_Fall_Human_Cloth_Concrete_01.wav
BODY_Fall_Human_Cloth_Concrete_02.wav
BODY_Fall_Human_Cloth_Concrete_03.wav
BODY_Fall_Human_Cloth_Concrete_04.wav
BODY_Fall_Human_Cloth_Concrete_05.wav
BODY_Fall_Human_Cloth_Grass_01.wav
BODY_Fall_Human_Cloth_Grass_02.wav
BODY_Fall_Human_Cloth_Grass_03.wav
BODY_Fall_Human_Cloth_Grass_04.wav
BODY_Fall_Human_Cloth_Grass_05.wav
BODY_Fall_Human_Cloth_Gravel_01.wav
BODY_Fall_Human_Cloth_Gravel_02.wav
BODY_Fall_Human_Cloth_Gravel_03.wav
BODY_Fall_Human_Cloth_Gravel_04.wav
BODY_Fall_Human_Cloth_Gravel_05.wav
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DESIGNED, Single person armour chainmail body fall action on twigs and foliage surface type, single asset 02
DESIGNED, Single person armour chainmail body fall action on twigs and foliage surface type, single asset 03
DESIGNED, Single person armour chainmail body fall action on twigs and foliage surface type, single asset 04
DESIGNED, Single person armour chainmail body fall action on twigs and foliage surface type, single asset 05
DESIGNED, Single person armour chainmail body fall action on wooden surface type, single asset 01
DESIGNED, Single person armour chainmail body fall action on wooden surface type, single asset 02
DESIGNED, Single person armour chainmail body fall action on wooden surface type, single asset 03
DESIGNED, Single person armour chainmail body fall action on wooden surface type, single asset 04
DESIGNED, Single person armour chainmail body fall action on wooden surface type, single asset 05
DESIGNED, Single person armour cloth body fall action on solid concrete surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on solid concrete surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on solid concrete surface type, single asset 03
DESIGNED, Single person armour cloth body fall action on solid concrete surface type, single asset 04
DESIGNED, Single person armour cloth body fall action on solid concrete surface type, single asset 05
DESIGNED, Single person armour cloth body fall action on dry grass surface type, single asset 01

DESIGNED, Single person armour cloth body fall action on dry grass surface type, single asset 02

DESIGNED, Single person armour cloth body fall action on dry grass surface type, single asset 03

DESIGNED, Single person armour cloth body fall action on dry grass surface type, single asset 04

DESIGNED, Single person armour cloth body fall action on dry grass surface type, single asset 05

DESIGNED, Single person armour cloth body fall action on grit and gravel surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on grit and gravel surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on grit and gravel surface type, single asset 03
DESIGNED, Single person armour cloth body fall action on grit and gravel surface type, single asset 04

DESIGNED, Single person armour cloth body fall action on grit and gravel surface type, single asset 05
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BODY_Fall_Human_Cloth_Leaves_01.wav
BODY_Fall_Human_Cloth_Leaves_02.wav
BODY_Fall_Human_Cloth_Leaves_03.wav
BODY_Fall_Human_Cloth_Leaves_04.wav
BODY_Fall_Human_Cloth_Leaves_05.wav
BODY_Fall_Human_Cloth_Metal_01.wav
BODY_Fall_Human_Cloth_Metal_02.wav
BODY_Fall_Human_Cloth_Metal_03.wav
BODY_Fall_Human_Cloth_Metal_04.wav
BODY_Fall_Human_Cloth_Metal_05.wav
BODY_Fall_Human_Cloth_Pebbles_01.wav
BODY_Fall_Human_Cloth_Pebbles_02.wav
BODY_Fall_Human_Cloth_Pebbles_03.wav
BODY_Fall_Human_Cloth_Pebbles_04.wav
BODY_Fall_Human_Cloth_Pebbles_05.wav
BODY_Fall_Human_Cloth_Rock_01.wav
BODY_Fall_Human_Cloth_Rock_02.wav
BODY_Fall_Human_Cloth_Rock_03.wav
BODY_Fall_Human_Cloth_Rock_04.wav
BODY_Fall_Human_Cloth_Rock_05.wav
BODY_Fall_Human_Cloth_Sand_01.wav
BODY_Fall_Human_Cloth_Sand_02.wav
BODY_Fall_Human_Cloth_Sand_03.wav
BODY_Fall_Human_Cloth_Sand_04.wav
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DESIGNED, Single person armour cloth body fall action on dry leaves surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on dry leaves surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on dry leaves surface type, single asset 03
DESIGNED, Single person armour cloth body fall action on dry leaves surface type, single asset 04
DESIGNED, Single person armour cloth body fall action on dry leaves surface type, single asset 05
DESIGNED, Single person armour cloth body fall action on metal grate surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on metal grate surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on metal grate surface type, single asset 03
DESIGNED, Single person armour cloth body fall action on metal grate surface type, single asset 04
DESIGNED, Single person armour cloth body fall action on metal grate surface type, single asset 05
DESIGNED, Single person armour cloth body fall action on beach pebbles surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on beach pebbles surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on beach pebbles surface type, single asset 03
DESIGNED, Single person armour cloth body fall action on beach pebbles surface type, single asset 04
DESIGNED, Single person armour cloth body fall action on beach pebbles surface type, single asset 05
DESIGNED, Single person armour cloth body fall action on solid rock surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on solid rock surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on solid rock surface type, single asset 03
DESIGNED, Single person armour cloth body fall action on solid rock surface type, single asset 04
DESIGNED, Single person armour cloth body fall action on solid rock surface type, single asset 05
DESIGNED, Single person armour cloth body fall action on dry sand surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on dry sand surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on dry sand surface type, single asset 03

DESIGNED, Single person armour cloth body fall action on dry sand surface type, single asset 04
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BODY_Fall_Human_Cloth_Sand_05.wav
BODY_Fall_Human_Cloth_Snow_01.wav
BODY_Fall_Human_Cloth_Snow_02.wav
BODY_Fall_Human_Cloth_Snow_03.wav
BODY_Fall_Human_Cloth_Snow_04.wav
BODY_Fall_Human_Cloth_Snow_05.wav
BODY_Fall_Human_Cloth_Undergrowth_01.wav
BODY_Fall_Human_Cloth_Undergrowth_02.wav
BODY_Fall_Human_Cloth_Undergrowth_03.wav
BODY_Fall_Human_Cloth_Undergrowth_04.wav
BODY_Fall_Human_Cloth_Undergrowth_05.wav
BODY_Fall_Human_Cloth_Wood_01.wav
BODY_Fall_Human_Cloth_Wood_02.wav
BODY_Fall_Human_Cloth_Wood_03.wav
BODY_Fall_Human_Cloth_Wood_04.wav
BODY_Fall_Human_Cloth_Wood_05.wav
BODY_Fall_Human_Leather_Concrete_01.wav
BODY_Fall_Human_Leather_Concrete_02.wav
BODY_Fall_Human_Leather_Concrete_03.wav
BODY_Fall_Human_Leather_Concrete_04.wav
BODY_Fall_Human_Leather_Concrete_05.wav
BODY_Fall_Human_Leather_Grass_01.wav
BODY_Fall_Human_Leather_Grass_02.wav
BODY_Fall_Human_Leather_Grass_03.wav
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DESIGNED, Single person armour cloth body fall action on dry sand surface type, single asset 05

DESIGNED, Single person armour cloth body fall action on crispy snow surface type, single asset 01

DESIGNED, Single person armour cloth body fall action on crispy snow surface type, single asset 02

DESIGNED, Single person armour cloth body fall action on crispy snow surface type, single asset 03

DESIGNED, Single person armour cloth body fall action on crispy snow surface type, single asset 04

DESIGNED, Single person armour cloth body fall action on crispy snow surface type, single asset 05

DESIGNED, Single person armour cloth body fall action on twigs and foliage surface type, single asset 01
DESIGNED, Single person armour cloth body fall action on twigs and foliage surface type, single asset 02
DESIGNED, Single person armour cloth body fall action on twigs and foliage surface type, single asset 03
DESIGNED, Single person armour cloth body fall action on twigs and foliage surface type, single asset 04
DESIGNED, Single person armour cloth body fall action on twigs and foliage surface type, single asset 05
DESIGNED, Single person armour cloth body fall action on wooden surface type, single asset 01

DESIGNED, Single person armour cloth body fall action on wooden surface type, single asset 02

DESIGNED, Single person armour cloth body fall action on wooden surface type, single asset 03

DESIGNED, Single person armour cloth body fall action on wooden surface type, single asset 04

DESIGNED, Single person armour cloth body fall action on wooden surface type, single asset 05

DESIGNED, Single person armour leather and buckle body fall action on solid concrete surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on solid concrete surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on solid concrete surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on solid concrete surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on solid concrete surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on dry grass surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on dry grass surface type, single asset 02

DESIGNED, Single person armour leather and buckle body fall action on dry grass surface type, single asset 03
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BODY_Fall_Human_Leather_Grass_04.wav
BODY_Fall_Human_Leather_Grass_05.wav
BODY_Fall_Human_Leather_Gravel_01.wav
BODY_Fall_Human_Leather_Gravel_02.wav
BODY_Fall_Human_Leather_Gravel_03.wav
BODY_Fall_Human_Leather_Gravel_04.wav
BODY_Fall_Human_Leather_Gravel_05.wav
BODY_Fall_Human_Leather_Leaves_01.wav
BODY_Fall_Human_Leather_Leaves_02.wav
BODY_Fall_Human_Leather_Leaves_03.wav
BODY_Fall_Human_Leather_Leaves_04.wav
BODY_Fall_Human_Leather_Leaves_05.wav
BODY_Fall_Human_Leather_Metal_01.wav
BODY_Fall_Human_Leather_Metal_02.wav
BODY_Fall_Human_Leather_Metal_03.wav
BODY_Fall_Human_Leather_Metal_04.wav
BODY_Fall_Human_Leather_Metal_05.wav
BODY_Fall_Human_Leather_Pebbles_01.wav
BODY_Fall_Human_Leather_Pebbles_02.wav
BODY_Fall_Human_Leather_Pebbles_03.wav
BODY_Fall_Human_Leather_Pebbles_04.wav
BODY_Fall_Human_Leather_Pebbles_05.wav
BODY_Fall_Human_Leather_Rock_01.wav
BODY_Fall_Human_Leather_Rock_02.wav
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DESIGNED, Single person armour leather and buckle body fall action on dry grass surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on dry grass surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on grit and gravel surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on grit and gravel surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on grit and gravel surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on grit and gravel surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on grit and gravel surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on dry leaves surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on dry leaves surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on dry leaves surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on dry leaves surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on dry leaves surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on metal grate surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on metal grate surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on metal grate surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on metal grate surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on metal grate surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on beach pebbles surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on beach pebbles surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on beach pebbles surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on beach pebbles surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on beach pebbles surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on solid rock surface type, single asset 01

DESIGNED, Single person armour leather and buckle body fall action on solid rock surface type, single asset 02
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BODY_Fall_Human_Leather_Rock_03.wav
BODY_Fall_Human_Leather_Rock_04.wav
BODY_Fall_Human_Leather_Rock_05.wav
BODY_Fall_Human_Leather_Sand_01.wav
BODY_Fall_Human_Leather_Sand_02.wav
BODY_Fall_Human_Leather_Sand_03.wav
BODY_Fall_Human_Leather_Sand_04.wav
BODY_Fall_Human_Leather_Sand_05.wav
BODY_Fall_Human_Leather_Snow_01.wav
BODY_Fall_Human_Leather_Snow_02.wav
BODY_Fall_Human_Leather_Snow_03.wav
BODY_Fall_Human_Leather_Snow_04.wav
BODY_Fall_Human_Leather_Snow_05.wav
BODY_Fall_Human_Leather_Undergrowth_01.wav
BODY_Fall_Human_Leather_Undergrowth_02.wav
BODY_Fall_Human_Leather_Undergrowth_03.wav
BODY_Fall_Human_Leather_Undergrowth_04.wav
BODY_Fall_Human_Leather_Undergrowth_05.wav
BODY_Fall_Human_Leather_Water_01.wav
BODY_Fall_Human_Leather_Water_02.wav
BODY_Fall_Human_Leather_Water_03.wav
BODY_Fall_Human_Leather_Water_04.wav
BODY_Fall_Human_Leather_Water_05.wav
BODY_Fall_Human_Leather_Wood_01.wav
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DESIGNED, Single person armour leather and buckle body fall action on solid rock surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on solid rock surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on solid rock surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on dry sand surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on dry sand surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on dry sand surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on dry sand surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on dry sand surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on crispy snow surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on crispy snow surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on crispy snow surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on crispy snow surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on crispy snow surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on twigs and foliage surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on twigs and foliage surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on twigs and foliage surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on twigs and foliage surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on twigs and foliage surface type, single asset 05
DESIGNED, Single person armour leather and buckle body fall action on water surface type, single asset 01
DESIGNED, Single person armour leather and buckle body fall action on water surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on water surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on water surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on water surface type, single asset 05

DESIGNED, Single person armour leather and buckle body fall action on wooden surface type, single asset 01
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BODY_Fall_Human_Leather_Wood_02.wav
BODY_Fall_Human_Leather_Wood_03.wav
BODY_Fall_Human_Leather_Wood_04.wav
BODY_Fall_Human_Leather_Wood_05.wav
BODY_Fall_Human_No_Armour_Concrete_01.wav
BODY_Fall_Human_No_Armour_Concrete_02.wav
BODY_Fall_Human_No_Armour_Concrete_03.wav
BODY_Fall_Human_No_Armour_Concrete_04.wav
BODY_Fall_Human_No_Armour_Concrete_05.wav
BODY_Fall_Human_No_Armour_Grass_01.wav
BODY_Fall_Human_No_Armour_Grass_02.wav
BODY_Fall_Human_No_Armour_Grass_03.wav
BODY_Fall_Human_No_Armour_Grass_04.wav
BODY_Fall_Human_No_Armour_Grass_05.wav
BODY_Fall_Human_No_Armour_Gravel_01.wav
BODY_Fall_Human_No_Armour_Gravel_02.wav
BODY_Fall_Human_No_Armour_Gravel_03.wav
BODY_Fall_Human_No_Armour_Gravel_04.wav
BODY_Fall_Human_No_Armour_Gravel_05.wav
BODY_Fall_Human_No_Armour_Leaves_01.wav
BODY_Fall_Human_No_Armour_Leaves_02.wav
BODY_Fall_Human_No_Armour_Leaves_03.wav
BODY_Fall_Human_No_Armour_Leaves_04.wav

BODY_Fall_Human_No_Armour_Leaves_05.wav

00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01

BODY PACK 01

HUMANOID

DESIGNED, Single person armour leather and buckle body fall action on wooden surface type, single asset 02
DESIGNED, Single person armour leather and buckle body fall action on wooden surface type, single asset 03
DESIGNED, Single person armour leather and buckle body fall action on wooden surface type, single asset 04
DESIGNED, Single person armour leather and buckle body fall action on wooden surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on solid concrete surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on solid concrete surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on solid concrete surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on solid concrete surface type, single asset 04
DESIGNED, Single person armour flesh, no armour body fall action on solid concrete surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on dry grass surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on dry grass surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on dry grass surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on dry grass surface type, single asset 04
DESIGNED, Single person armour flesh, no armour body fall action on dry grass surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on grit and gravel surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on grit and gravel surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on grit and gravel surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on grit and gravel surface type, single asset 04
DESIGNED, Single person armour flesh, no armour body fall action on grit and gravel surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on dry leaves surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on dry leaves surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on dry leaves surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on dry leaves surface type, single asset 04

DESIGNED, Single person armour flesh, no armour body fall action on dry leaves surface type, single asset 05

GAMEAUDID

RESOURCE
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BODY_Fall_Human_No_Armour_Metal_01.wav
BODY_Fall_Human_No_Armour_Metal_02.wav
BODY_Fall_Human_No_Armour_Metal_03.wav
BODY_Fall_Human_No_Armour_Metal_04.wav
BODY_Fall_Human_No_Armour_Metal_05.wav
BODY_Fall_Human_No_Armour_Pebbles_01.wav
BODY_Fall_Human_No_Armour_Pebbles_02.wav
BODY_Fall_Human_No_Armour_Pebbles_03.wav
BODY_Fall_Human_No_Armour_Pebbles_04.wav
BODY_Fall_Human_No_Armour_Pebbles_05.wav
BODY_Fall_Human_No_Armour_Rock_01.wav
BODY_Fall_Human_No_Armour_Rock_02.wav
BODY_Fall_Human_No_Armour_Rock_03.wav
BODY_Fall_Human_No_Armour_Rock_04.wav
BODY_Fall_Human_No_Armour_Rock_05.wav
BODY_Fall_Human_No_Armour_Sand_01.wav
BODY_Fall_Human_No_Armour_Sand_02.wav
BODY_Fall_Human_No_Armour_Sand_03.wav
BODY_Fall_Human_No_Armour_Sand_04.wav
BODY_Fall_Human_No_Armour_Sand_05.wav
BODY_Fall_Human_No_Armour_Snow_01.wav
BODY_Fall_Human_No_Armour_Snow_02.wav
BODY_Fall_Human_No_Armour_Snow_03.wav

BODY_Fall_Human_No_Armour_Snow_04.wav

00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01

BODY PACK 01

HUMANOID

DESIGNED, Single person armour flesh, no armour body fall action on metal grate surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on metal grate surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on metal grate surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on metal grate surface type, single asset 04
DESIGNED, Single person armour flesh, no armour body fall action on metal grate surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on beach pebbles surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on beach pebbles surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on beach pebbles surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on beach pebbles surface type, single asset 04
DESIGNED, Single person armour flesh, no armour body fall action on beach pebbles surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on solid rock surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on solid rock surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on solid rock surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on solid rock surface type, single asset 04
DESIGNED, Single person armour flesh, no armour body fall action on solid rock surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on dry sand surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on dry sand surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on dry sand surface type, single asset 03
DESIGNED, Single person armour flesh, no armour body fall action on dry sand surface type, single asset 04
DESIGNED, Single person armour flesh, no armour body fall action on dry sand surface type, single asset 05
DESIGNED, Single person armour flesh, no armour body fall action on crispy snow surface type, single asset 01
DESIGNED, Single person armour flesh, no armour body fall action on crispy snow surface type, single asset 02
DESIGNED, Single person armour flesh, no armour body fall action on crispy snow surface type, single asset 03

DESIGNED, Single person armour flesh, no armour body fall action on crispy snow surface type, single asset 04

GAMEAUDID
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pg. 9



BODY PACK 01

HUMANOID

BODY_Fall_Human_No_Armour_Snow_05.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on crispy snow surface type, single asset 05
BODY_Fall_Human_No_Armour_Undergrowth_01.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on twigs and foliage surface type, single asset 01
BODY_Fall_Human_No_Armour_Undergrowth_02.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on twigs and foliage surface type, single asset 02
BODY_Fall_Human_No_Armour_Undergrowth_03.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on twigs and foliage surface type, single asset 03
BODY_Fall_Human_No_Armour_Undergrowth_04.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on twigs and foliage surface type, single asset 04
BODY_Fall_Human_No_Armour_Undergrowth_05.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on twigs and foliage surface type, single asset 05
BODY_Fall_Human_No_Armour_Wood_01.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on wooden surface type, single asset 01
BODY_Fall_Human_No_Armour_Wood_02.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on wooden surface type, single asset 02
BODY_Fall_Human_No_Armour_Wood_03.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on wooden surface type, single asset 03
BODY_Fall_Human_No_Armour_Wood_04.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on wooden surface type, single asset 04
BODY_Fall_Human_No_Armour_Wood_05.wav 00:00:01 DESIGNED, Single person armour flesh, no armour body fall action on wooden surface type, single asset 05
BODY_Fall_Human_Segmented_Concrete_01.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on solid concrete surface type, single asset 01
BODY_Fall_Human_Segmented_Concrete_02.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on solid concrete surface type, single asset 02
BODY_Fall_Human_Segmented_Concrete_03.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on solid concrete surface type, single asset 03
BODY_Fall_Human_Segmented_Concrete_04.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on solid concrete surface type, single asset 04
BODY_Fall_Human_Segmented_Concrete_05.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on solid concrete surface type, single asset 05
BODY_Fall_Human_Segmented_Grass_01.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on dry grass surface type, single asset 01
BODY_Fall_Human_Segmented_Grass_02.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on dry grass surface type, single asset 02
BODY_Fall_Human_Segmented_Grass_03.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on dry grass surface type, single asset 03
BODY_Fall_Human_Segmented_Grass_04.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on dry grass surface type, single asset 04
BODY_Fall_Human_Segmented_Grass_05.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on dry grass surface type, single asset 05
BODY_Fall_Human_Segmented_Gravel_01.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on grit and gravel surface type, single asset 01
BODY_Fall_Human_Segmented_Gravel_02.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on grit and gravel surface type, single asset 02
BODY_Fall_Human_Segmented_Gravel_03.wav 00:00:01 DESIGNED, Single person armour segmented metal body fall action on grit and gravel surface type, single asset 03

GAMEAUDID
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BODY_Fall_Human_Segmented_Gravel_04.wav
BODY_Fall_Human_Segmented_Gravel_05.wav
BODY_Fall_Human_Segmented_Leaves_01.wav
BODY_Fall_Human_Segmented_Leaves_02.wav
BODY_Fall_Human_Segmented_Leaves_03.wav
BODY_Fall_Human_Segmented_Leaves_04.wav
BODY_Fall_Human_Segmented_Leaves_05.wav
BODY_Fall_Human_Segmented_Metal_01.wav
BODY_Fall_Human_Segmented_Metal_02.wav
BODY_Fall_Human_Segmented_Metal_03.wav
BODY_Fall_Human_Segmented_Metal_04.wav
BODY_Fall_Human_Segmented_Metal_05.wav
BODY_Fall_Human_Segmented_Pebbles_01.wav
BODY_Fall_Human_Segmented_Pebbles_02.wav
BODY_Fall_Human_Segmented_Pebbles_03.wav
BODY_Fall_Human_Segmented_Pebbles_04.wav
BODY_Fall_Human_Segmented_Pebbles_05.wav
BODY_Fall_Human_Segmented_Rock_01.wav
BODY_Fall_Human_Segmented_Rock_02.wav
BODY_Fall_Human_Segmented_Rock_03.wav
BODY_Fall_Human_Segmented_Rock_04.wav
BODY_Fall_Human_Segmented_Rock_05.wav
BODY_Fall_Human_Segmented_Sand_01.wav
BODY_Fall_Human_Segmented_Sand_02.wav

00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01

BODY PACK 01

HUMANOID

DESIGNED, Single person armour segmented metal body fall action on grit and gravel surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on grit and gravel surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on dry leaves surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on dry leaves surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on dry leaves surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on dry leaves surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on dry leaves surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on metal grate surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on metal grate surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on metal grate surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on metal grate surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on metal grate surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on beach pebbles surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on beach pebbles surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on beach pebbles surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on beach pebbles surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on beach pebbles surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on solid rock surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on solid rock surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on solid rock surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on solid rock surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on solid rock surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on dry sand surface type, single asset 01

DESIGNED, Single person armour segmented metal body fall action on dry sand surface type, single asset 02
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BODY_Fall_Human_Segmented_Sand_03.wav
BODY_Fall_Human_Segmented_Sand_04.wav
BODY_Fall_Human_Segmented_Sand_05.wav
BODY_Fall_Human_Segmented_Snow_01.wav
BODY_Fall_Human_Segmented_Snow_02.wav
BODY_Fall_Human_Segmented_Snow_03.wav
BODY_Fall_Human_Segmented_Snow_04.wav
BODY_Fall_Human_Segmented_Snow_05.wav
BODY_Fall_Human_Segmented_Undergrowth_01.wav
BODY_Fall_Human_Segmented_Undergrowth_02.wav
BODY_Fall_Human_Segmented_Undergrowth_03.wav
BODY_Fall_Human_Segmented_Undergrowth_04.wav
BODY_Fall_Human_Segmented_Undergrowth_05.wav
BODY_Fall_Human_Segmented_Water_01.wav
BODY_Fall_Human_Segmented_Water_02.wav
BODY_Fall_Human_Segmented_Water_03.wav
BODY_Fall_Human_Segmented_Water_04.wav
BODY_Fall_Human_Segmented_Water_05.wav
BODY_Fall_Human_Segmented_Wood_01.wav
BODY_Fall_Human_Segmented_Wood_02.wav
BODY_Fall_Human_Segmented_Wood_03.wav
BODY_Fall_Human_Segmented_Wood_04.wav
BODY_Fall_Human_Segmented_Wood_05.wav
BODY_Splash_In_Water_01.wav

00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:02
00:00:02
00:00:02
00:00:02
00:00:02
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01

BODY PACK 01

HUMANOID

DESIGNED, Single person armour segmented metal body fall action on dry sand surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on dry sand surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on dry sand surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on crispy snow surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on crispy snow surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on crispy snow surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on crispy snow surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on crispy snow surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on twigs and foliage surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on twigs and foliage surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on twigs and foliage surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on twigs and foliage surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on twigs and foliage surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on water surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on water surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on water surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on water surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on water surface type, single asset 05
DESIGNED, Single person armour segmented metal body fall action on wooden surface type, single asset 01
DESIGNED, Single person armour segmented metal body fall action on wooden surface type, single asset 02
DESIGNED, Single person armour segmented metal body fall action on wooden surface type, single asset 03
DESIGNED, Single person armour segmented metal body fall action on wooden surface type, single asset 04
DESIGNED, Single person armour segmented metal body fall action on wooden surface type, single asset 05

DESIGNED, Single entity entering water splash action, single asset 01

GAMEAUDID

RESOURCE
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BODY_Splash_In_Water_02.wav
BODY_Splash_In_Water_03.wav
BODY_Splash_In_Water_04.wav
BODY_Splash_In_Water_05.wav
BODY_Splash_Out_Water_01.wav
BODY_Splash_Out_Water_02.wav
BODY_Splash_Out_Water_03.wav
BODY_Splash_Out_Water_04.wav
BODY_Splash_Out_Water_05.wav
BODY_Fall_Human_Chainmail_Concrete_SET_X05.wav
BODY_Fall_Human_Chainmail_Grass_SET_X05.wav
BODY_Fall_Human_Chainmail_Gravel_SET_X05.wav
BODY_Fall_Human_Chainmail_Leaves_SET_X05.wav
BODY_Fall_Human_Chainmail_Metal_SET_X05.wav
BODY_Fall_Human_Chainmail_Pebbles_SET_X05.wav
BODY_Fall_Human_Chainmail_Rock_SET_X05.wav
BODY_Fall_Human_Chainmail_Sand_SET_X05.wav
BODY_Fall_Human_Chainmail_Snow_SET_X05.wav
BODY_Fall_Human_Chainmail_Undergrowth_SET_X05.wav
BODY_Fall_Human_Chainmail_Wood_SET_X05.wav
BODY_Fall_Human_Cloth_Concrete_SET_X05.wav
BODY_Fall_Human_Cloth_Grass_SET_X05.wav
BODY_Fall_Human_Cloth_Gravel_SET_X05.wav
BODY_Fall_Human_Cloth_Leaves_SET_X05.wav

00:00:01
00:00:01
00:00:02
00:00:01
00:00:02
00:00:02
00:00:02
00:00:02
00:00:02
00:00:09
00:00:08
00:00:09
00:00:09
00:00:09
00:00:09
00:00:09
00:00:08
00:00:09
00:00:09
00:00:09
00:00:09
00:00:08
00:00:08
00:00:09

BODY PACK 01

HUMANOID

DESIGNED, Single entity entering water splash action, single asset 02

DESIGNED, Single entity entering water splash action, single asset 03

DESIGNED, Single entity entering water splash action, single asset 04

DESIGNED, Single entity entering water splash action, single asset 05

DESIGNED, Single entity exiting water splash action, single asset 01

DESIGNED, Single entity exiting water splash action, single asset 02

DESIGNED, Single entity exiting water splash action, single asset 03

DESIGNED, Single entity exiting water splash action, single asset 04

DESIGNED, Single entity exiting water splash action, single asset 05

DESIGNED, Single person armour chainmail body fall action on solid concrete surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on dry grass surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on grit and gravel surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on dry leaves surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on metal grate surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on beach pebbles surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on solid rock surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on dry sand surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on crispy snow surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on twigs and foliage surface type, SET of 5 assets
DESIGNED, Single person armour chainmail body fall action on wooden surface type, SET of 5 assets
DESIGNED, Single person armour cloth body fall action on solid concrete surface type, SET of 5 assets
DESIGNED, Single person armour cloth body fall action on dry grass surface type, SET of 5 assets
DESIGNED, Single person armour cloth body fall action on grit and gravel surface type, SET of 5 assets

DESIGNED, Single person armour cloth body fall action on dry leaves surface type, SET of 5 assets

GAMEAUDID
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BODY_Fall_Human_Cloth_Metal_SET_X05.wav
BODY_Fall_Human_Cloth_Pebbles_SET_X05.wav
BODY_Fall_Human_Cloth_Rock_SET_X05.wav
BODY_Fall_Human_Cloth_Sand_SET_X05.wav
BODY_Fall_Human_Cloth_Snow_SET_X05.wav
BODY_Fall_Human_Cloth_Undergrowth_SET_X05.wav
BODY_Fall_Human_Cloth_Wood_SET_X05.wav
BODY_Fall_Human_Leather_Concrete_SET_X05.wav
BODY_Fall_Human_Leather_Grass_SET_X05.wav
BODY_Fall_Human_Leather_Gravel SET_X05.wav
BODY_Fall_Human_Leather_Leaves_SET_X05.wav
BODY_Fall_Human_Leather_Metal_SET_X05.wav
BODY_Fall_Human_Leather_Pebbles_SET_X05.wav
BODY_Fall_Human_Leather_Rock_SET_X05.wav
BODY_Fall_Human_Leather_Sand_SET_X05.wav
BODY_Fall_Human_Leather_Snow_SET_X05.wav
BODY_Fall_Human_Leather_Undergrowth_SET_X05.wav
BODY_Fall_Human_Leather_Water_SET_X3.wav
BODY_Fall_Human_Leather_Wood_SET_X05.wav
BODY_Fall_Human_No_Armour_Concrete_SET_X05.wav
BODY_Fall_Human_No_Armour_Grass_SET_X05.wav
BODY_Fall_Human_No_Armour_Gravel_SET_X05.wav
BODY_Fall_Human_No_Armour_Leaves_SET_X05.wav
BODY_Fall_Human_No_Armour_Metal_SET_X05.wav

00:00:08
00:00:09
00:00:08
00:00:08
00:00:08
00:00:09
00:00:09
00:00:08
00:00:08
00:00:08
00:00:09
00:00:09
00:00:09
00:00:08
00:00:09
00:00:08
00:00:09
00:00:15
00:00:08
00:00:08
00:00:08
00:00:08
00:00:09
00:00:09

BODY PACK 01

HUMANOID

DESIGNED, Single person armour cloth body fall action on metal grate surface type, SET of 5 assets

DESIGNED, Single person armour cloth body fall action on beach pebbles surface type, SET of 5 assets

DESIGNED, Single person armour cloth body fall action on solid rock surface type, SET of 5 assets

DESIGNED, Single person armour cloth body fall action on dry sand surface type, SET of 5 assets

DESIGNED, Single person armour cloth body fall action on crispy snow surface type, SET of 5 assets

DESIGNED, Single person armour cloth body fall action on twigs and foliage surface type, SET of 5 assets
DESIGNED, Single person armour cloth body fall action on wooden surface type, siSET of 5 assets

DESIGNED, Single person armour leather and bucke body fall action on solid concrete surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on dry grass surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on grit and gravel surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on dry leaves surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on metal grate surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on beach pebbles surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on solid rock surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on dry sand surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on crispy snow surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on twigs and foliage surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on water surface type, SET of 5 assets
DESIGNED, Single person armour leather and buckle body fall action on wooden surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on solid concrete surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on dry grass surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on grit and gravel surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on dry leaves surface type, SET of 5 assets

DESIGNED, Single person armour flesh, no armour body fall action on metal grate surface type, SET of 5 assets
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BODY_Fall_Human_No_Armour_Pebbles_SET_X05.wav
BODY_Fall_Human_No_Armour_Rock_SET_X05.wav
BODY_Fall_Human_No_Armour_Sand_SET_X05.wav
BODY_Fall_Human_No_Armour_Snow_SET_X05.wav
BODY_Fall_Human_No_Armour_Undergrowth_SET_X05.wav
BODY_Fall_Human_No_Armour_Wood_SET_X05.wav
BODY_Fall_Human_Segmented_Concrete_SET_X05.wav
BODY_Fall_Human_Segmented_Grass_SET_X05.wav
BODY_Fall_Human_Segmented_Gravel_SET_X05.wav
BODY_Fall_Human_Segmented_Leaves_SET_X05.wav
BODY_Fall_Human_Segmented_Metal_SET_X05.wav
BODY_Fall_Human_Segmented_Pebbles_SET_X05.wav
BODY_Fall_Human_Segmented_Rock_SET_X05.wav
BODY_Fall_Human_Segmented_Sand_SET_X05.wav
BODY_Fall_Human_Segmented_Snow_SET_X05.wav
BODY_Fall_Human_Segmented_Undergrowth_SET_X05.wav
BODY_Fall_Human_Segmented_Water_SET_x03.wav
BODY_Fall_Human_Segmented_Wood_SET_X05.wav
BODY_Splash_In_Water_SET_X5.wav
BODY_Splash_Out_Water_SET_X5.wav
BODY_Impact_Human_Chainmail_01.wav
BODY_Impact_Human_Chainmail_02.wav
BODY_Impact_Human_Chainmail_03.wav

BODY_Impact_Human_Chainmail_04.wav

00:00:09
00:00:08
00:00:09
00:00:08
00:00:09
00:00:08
00:00:08
00:00:08
00:00:08
00:00:09
00:00:09
00:00:09
00:00:08
00:00:09
00:00:08
00:00:09
00:00:15
00:00:08
00:00:13
00:00:14
00:00:01
00:00:01
00:00:01
00:00:01

BODY PACK 01

HUMANOID

DESIGNED, Single person armour flesh, no armour body fall action on beach pebbles surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on solid rock surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on dry sand surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on crispy snow surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on twigs and foliage surface type, SET of 5 assets
DESIGNED, Single person armour flesh, no armour body fall action on wooden surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on solid concrete surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on dry grass surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on grit and gravel surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on dry leaves surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on metal grate surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on beach pebbles surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on solid rock surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on dry sand surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on crispy snow surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on twigs and foliage surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on water surface type, SET of 5 assets
DESIGNED, Single person armour segmented metal body fall action on wooden surface type, SET of 5 assets
DESIGNED, Single entity entering water splash action, single asset, SET of 3 assets

DESIGNED, Single entity exiting water splash action, single asset, SET of 3 assets

DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 01

DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 02

DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 03

DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 04

GAMEAUDID

RESOURCE

pg. 15
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BODY_Impact_Human_Chainmail_05.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 05
BODY_Impact_Human_Chainmail_06.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 06
BODY_Impact_Human_Chainmail_07.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 07
BODY_Impact_Human_Chainmail_08.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 08
BODY_Impact_Human_Chainmail_09.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 09
BODY_Impact_Human_Chainmail_10.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing chainmail armour, single asset 10
BODY_Impact_Human_Cloth_01.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 01
BODY_Impact_Human_Cloth_02.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 02
BODY_Impact_Human_Cloth_03.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 03
BODY_Impact_Human_Cloth_04.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 04
BODY_Impact_Human_Cloth_05.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 05
BODY_Impact_Human_Cloth_06.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 06
BODY_Impact_Human_Cloth_07.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 07
BODY_Impact_Human_Cloth_08.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 08
BODY_Impact_Human_Cloth_09.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 09
BODY_Impact_Human_Cloth_10.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing cloth armour, single asset 10
BODY_Impact_Human_Leather_01.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 01
BODY_Impact_Human_Leather_02.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 02
BODY_Impact_Human_Leather_03.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 03
BODY_Impact_Human_Leather_04.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 04
BODY_Impact_Human_Leather_05.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 05
BODY_Impact_Human_Leather_06.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 06
BODY_Impact_Human_Leather_07.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 07
BODY_Impact_Human_Leather_08.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 08
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BODY_Impact_Human_Leather_09.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 09
BODY_Impact_Human_Leather_10.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, single asset 10
BODY_Impact_Human_Segmented_01.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 01
BODY_Impact_Human_Segmented_02.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 02
BODY_Impact_Human_Segmented_03.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 03
BODY_Impact_Human_Segmented_04.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 04
BODY_Impact_Human_Segmented_05.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 05
BODY_Impact_Human_Segmented_06.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 06
BODY_Impact_Human_Segmented_07.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 07
BODY_Impact_Human_Segmented_08.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 08
BODY_Impact_Human_Segmented_09.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 09
BODY_Impact_Human_Segmented_10.wav 00:00:01 DESIGNED, Single close medium impact on single entity wearing segmented metal armour, single asset 10
BODY_Impact_Metal_01.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 01
BODY_Impact_Metal_02.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 02
BODY_Impact_Metal_03.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 03
BODY_Impact_Metal_04.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 04
BODY_Impact_Metal_05.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 05
BODY_Impact_Metal_06.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 06
BODY_Impact_Metal_07.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 07
BODY_Impact_Metal_08.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 08
BODY_Impact_Metal_09.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 09
BODY_Impact_Metal_10.wav 00:00:01 DESIGNED, Single close medium impact on single metallic entity, single asset 10
BODY_Impact_Human_Chainmail_SET_X10.wav 00:00:18 DESIGNED, Single close medium impact on single entity wearing chainmail armour, SET of 10 assets
BODY_Impact_Human_Cloth_SET_X10.wav 00:00:18 DESIGNED, Single close medium impact on single entity wearing cloth armour, SET of 10 assets
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BODY_Impact_Human_Leather_SET_X10.wav

BODY_Impact_Human_Segmented_SET_X10.wav

BODY_Impact_Metal_SET_X10.wav
BODY_Land_Human_Leather_Concrete_01.wav
BODY_Land_Human_Leather_Concrete_02.wav
BODY_Land_Human_Leather_Concrete_03.wav
BODY_Land_Human_Leather_Grass_01.wav
BODY_Land_Human_Leather_Grass_02.wav
BODY_Land_Human_Leather_Grass_03.wav
BODY_Land_Human_Leather_Gravel_01.wav
BODY_Land_Human_Leather_Gravel_02.wav
BODY_Land_Human_Leather_Gravel_03.wav
BODY_Land_Human_Leather_Leaves_01.wav
BODY_Land_Human_Leather_Leaves_02.wav
BODY_Land_Human_Leather_Leaves_03.wav
BODY_Land_Human_Leather_Metal_01.wav
BODY_Land_Human_Leather_Metal_02.wav
BODY_Land_Human_Leather_Metal_03.wav
BODY_Land_Human_Leather_Pebbles_01.wav
BODY_Land_Human_Leather_Pebbles_02.wav
BODY_Land_Human_Leather_Pebbles_03.wav
BODY_Land_Human_Leather_Rock_01.wav
BODY_Land_Human_Leather_Rock_02.wav
BODY_Land_Human_Leather_Rock_03.wav

00:00:18
00:00:18
00:00:18
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01

BODY PACK 01
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DESIGNED, Single close medium impact on single entity wearing leather and buckle armour, SET of 10 assets

DESIGNED, Single close medium impact on single entity wearing segmented metal armour, SET of 10 assets

DESIGNED, Single close medium impact on single metallic entity, SET of 10 assets

DESIGNED, Single person armour leather and buckle body land from jump action on solid concrete surface type, single asset 01
DESIGNED, Single person armour leather and buckle body land from jump action on solid concrete surface type, single asset 02
DESIGNED, Single person armour leather and buckle body land from jump action on solid concrete surface type, single asset 03
DESIGNED, Single person armour leather and buckle body land from jump action on dry grass surface type, single asset 01
DESIGNED, Single person armour leather and buckle body land from jump action on dry grass surface type, single asset 02
DESIGNED, Single person armour leather and buckle body land from jump action on dry grass surface type, single asset 03
DESIGNED, Single person armour leather and buckle body land from jump action on grit and gravel surface type, single asset 01
DESIGNED, Single person armour leather and buckle body land from jump action on grit and gravel surface type, single asset 02
DESIGNED, Single person armour leather and buckle body land from jump action on grit and gravel surface type, single asset 03
DESIGNED, Single person armour leather and buckle body land from jump action on dry leaves surface type, single asset 01
DESIGNED, Single person armour leather and buckle body land from jump action on dry leaves surface type, single asset 02
DESIGNED, Single person armour leather and buckle body land from jump action on dry leaves surface type, single asset 03
DESIGNED, Single person armour leather and buckle body land from jump action on metal grate surface type, single asset 01
DESIGNED, Single person armour leather and buckle body land from jump action on metal grate surface type, single asset 02
DESIGNED, Single person armour leather and buckle body land from jump action on metal grate surface type, single asset 03
DESIGNED, Single person armour leather and buckle body land from jump action on beach pebbles surface type, single asset 01
DESIGNED, Single person armour leather and buckle body land from jump action on beach pebbles surface type, single asset 02
DESIGNED, Single person armour leather and buckle body land from jump action on beach pebbles surface type, single asset 03
DESIGNED, Single person armour leather and buckle body land from jump action on solid rock surface type, single asset 01
DESIGNED, Single person armour leather and buckle body land from jump action on solid rock surface type, single asset 02

DESIGNED, Single person armour leather and buckle body land from jump action on solid rock surface type, single asset 03
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BODY_Land_Human_Leather_Sand_01.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on dry sand surface type, single asset 01
BODY_Land_Human_Leather_Sand_02.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on dry sand surface type, single asset 02
BODY_Land_Human_Leather_Sand_03.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on dry sand surface type, single asset 03
BODY_Land_Human_Leather_Snow_01.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on crispy snow surface type, single asset 01
BODY_Land_Human_Leather_Snow_02.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on crispy snow surface type, single asset 02
BODY_Land_Human_Leather_Snow_03.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on crispy snow surface type, single asset 03
BODY_Land_Human_Leather_Undergrowth_01.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on twigs and foliage surface type, single asset 01
BODY_Land_Human_Leather_Undergrowth_02.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on twigs and foliage surface type, single asset 02
BODY_Land_Human_Leather_Undergrowth_03.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on twigs and foliage surface type, single asset 03
BODY_Land_Human_Leather_Wood_01.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on wooden surface type, single asset 01
BODY_Land_Human_Leather_Wood_02.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on wooden surface type, single asset 02
BODY_Land_Human_Leather_Wood_03.wav 00:00:01 DESIGNED, Single person armour leather and buckle body land from jump action on wooden surface type, single asset 03
BODY_Land_Human_Segmented_Concrete_01.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on solid concrete surface type, single asset 01
BODY_Land_Human_Segmented_Concrete_02.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on solid concrete surface type, single asset 02
BODY_Land_Human_Segmented_Concrete_03.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on solid concrete surface type, single asset 03
BODY_Land_Human_Segmented_Grass_01.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on dry grass surface type, single asset 01
BODY_Land_Human_Segmented_Grass_02.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on dry grass surface type, single asset 02
BODY_Land_Human_Segmented_Grass_03.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on dry grass surface type, single asset 03
BODY_Land_Human_Segmented_Gravel_01.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on grit and gravel surface type, single asset 01
BODY_Land_Human_Segmented_Gravel_02.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on grit and gravel surface type, single asset 02
BODY_Land_Human_Segmented_Gravel_03.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on grit and gravel surface type, single asset 03
BODY_Land_Human_Segmented_Leaves_01.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on dry leaves surface type, single asset 01
BODY_Land_Human_Segmented_Leaves_02.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on dry leaves surface type, single asset 02
BODY_Land_Human_Segmented_Leaves_03.wav 00:00:01 DESIGNED, Single person armour segmented metal body land from jump action on dry leaves surface type, single asset 03
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BODY_Land_Human_Segmented_Metal_01.wav
BODY_Land_Human_Segmented_Metal_02.wav
BODY_Land_Human_Segmented_Metal_03.wav
BODY_Land_Human_Segmented_Pebbles_01.wav
BODY_Land_Human_Segmented_Pebbles_02.wav
BODY_Land_Human_Segmented_Pebbles_03.wav
BODY_Land_Human_Segmented_Rock_01.wav
BODY_Land_Human_Segmented_Rock_02.wav
BODY_Land_Human_Segmented_Rock_03.wav
BODY_Land_Human_Segmented_Sand_01.wav
BODY_Land_Human_Segmented_Sand_02.wav
BODY_Land_Human_Segmented_Sand_03.wav
BODY_Land_Human_Segmented_Snow_01.wav
BODY_Land_Human_Segmented_Snow_02.wav
BODY_Land_Human_Segmented_Snow_03.wav
BODY_Land_Human_Segmented_Undergrowth_01.wav
BODY_Land_Human_Segmented_Undergrowth_02.wav
BODY_Land_Human_Segmented_Undergrowth_03.wav
BODY_Land_Human_Segmented_Wood_01.wav
BODY_Land_Human_Segmented_Wood_02.wav
BODY_Land_Human_Segmented_Wood_03.wav
BODY_Land_Human_Leather_Concrete_SET_X3.wav
BODY_Land_Human_Leather_Grass_SET_X3.wav
BODY_Land_Human_Leather_Gravel_SET_X3.wav

00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:01
00:00:04
00:00:04
00:00:04
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DESIGNED, Single person armour segmented metal body land from jump action on metal grate surface type, single asset 01
DESIGNED, Single person armour segmented metal body land from jump action on metal grate surface type, single asset 02
DESIGNED, Single person armour segmented metal body land from jump action on metal grate surface type, single asset 03
DESIGNED, Single person armour segmented metal body land from jump action on beach pebbles surface type, single asset 01
DESIGNED, Single person armour segmented metal body land from jump action on beach pebbles surface type, single asset 02
DESIGNED, Single person armour segmented metal body land from jump action on beach pebbles surface type, single asset 03
DESIGNED, Single person armour segmented metal body land from jump action on solid rock surface type, single asset 01
DESIGNED, Single person armour segmented metal body land from jump action on solid rock surface type, single asset 02
DESIGNED, Single person armour segmented metal body land from jump action on solid rock surface type, single asset 03
DESIGNED, Single person armour segmented metal body land from jump action on dry sand surface type, single asset 01
DESIGNED, Single person armour segmented metal body land from jump action on dry sand surface type, single asset 02
DESIGNED, Single person armour segmented metal body land from jump action on dry sand surface type, single asset 03
DESIGNED, Single person armour segmented metal body land from jump action on crispy snow surface type, single asset 01
DESIGNED, Single person armour segmented metal body land from jump action on crispy snow surface type, single asset 02
DESIGNED, Single person armour segmented metal body land from jump action on crispy snow surface type, single asset 03
DESIGNED, Single person armour segmented metal body land from jump action on twigs and foliage surface type, single asset 01
DESIGNED, Single person armour segmented metal body land from jump action on twigs and foliage surface type, single asset 02
DESIGNED, Single person armour segmented metal body land from jump action on twigs and foliage surface type, single asset 03
DESIGNED, Single person armour segmented metal body land from jump action on wooden surface type, single asset 01
DESIGNED, Single person armour segmented metal body land from jump action on wooden surface type, single asset 02
DESIGNED, Single person armour segmented metal body land from jump action on wooden surface type, single asset 03
DESIGNED, Single person armour leather and buckle body land from jump action on solid concrete surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on dry grass surface type, SET of 3 assets

DESIGNED, Single person armour leather and buckle body land from jump action on grit and gravel surface type, SET of 3 assets
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BODY_Land_Human_Leather_Leaves_SET_X3.wav
BODY_Land_Human_Leather_Metal_SET_X3.wav
BODY_Land_Human_Leather_Pebbles_SET_X3.wav
BODY_Land_Human_Leather_Rock_SET_X3.wav
BODY_Land_Human_Leather_Sand_SET_X3.wav
BODY_Land_Human_Leather_Snow_SET_X3.wav
BODY_Land_Human_Leather_Undergrowth_SET_X3.wav
BODY_Land_Human_Leather_Wood_SET_X3.wav
BODY_Land_Human_Segmented_Concrete_SET_x03.wav
BODY_Land_Human_Segmented_Grass_SET_x03.wav
BODY_Land_Human_Segmented_Gravel_SET_x03.wav
BODY_Land_Human_Segmented_Leaves_SET x03.wav
BODY_Land_Human_Segmented_Metal_SET_x03.wav
BODY_Land_Human_Segmented_Pebbles_SET_x03.wav
BODY_Land_Human_Segmented_Rock_SET_x03.wav
BODY_Land_Human_Segmented_Sand_SET_x03.wav
BODY_Land_Human_Segmented_Snow_SET_x03.wav
BODY_Land_Human_Segmented_Undergrowth_SET_x03.wav
BODY_Land_Human_Segmented_Wood_SET_x03.wav
CK_BODY_Fall_Human_Base_Layer_Grass_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Grass_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Leaves_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Leaves_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Metal_Mic_01.wav

00:00:04
00:00:05
00:00:05
00:00:04
00:00:04
00:00:05
00:00:04
00:00:04
00:00:04
00:00:04
00:00:04
00:00:04
00:00:05
00:00:05
00:00:04
00:00:04
00:00:05
00:00:04
00:00:04
00:00:44
00:00:44
00:00:49
00:00:49
00:00:58
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DESIGNED, Single person armour leather and buckle body land from jump action on dry leaves surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on metal grate surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on beach pebbles surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on solid rock surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on dry sand surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on crispy snow surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on twigs and foliage surface type, SET of 3 assets
DESIGNED, Single person armour leather and buckle body land from jump action on wooden surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on solid concrete surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on dry grass surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on grit and gravel surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on dry leaves surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on metal grate surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on beach pebbles surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on solid rock surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on dry sand surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on crispy snow surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on twigs and foliage surface type, SET of 3 assets
DESIGNED, Single person armour segmented metal body land from jump action on wooden surface type, SET of 3 assets
CONSTRUCTION KIT, Original recording close body fall on dry grass surface type. Mic 01

CONSTRUCTION KIT, Original recording close body fall on dry grass surface type. Mic 02

CONSTRUCTION KIT, Original recording close body fall on dry leaves surface type. Mic 01

CONSTRUCTION KIT, Original recording close body fall on dry leaves surface type. Mic 02

CONSTRUCTION KIT, Original recording close body fall on metal grate surface type. Mic 01
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CK_BODY_Fall_Human_Base_Layer_Metal_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Pebbles_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Pebbles_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Rock_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Rock_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Sand_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Sand_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Snow_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Snow_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Undergrowth_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Undergrowth_Mic_02.wav
CK_BODY_Fall_Human_Base_Layer_Wood_Mic_01.wav
CK_BODY_Fall_Human_Base_Layer_Wood_Mic_02.wav
CK_BODY_Fall_Human_Sweetener_Pebbles_Mic_01.wav
CK_BODY_Fall_Human_Sweetener_Pebbles_Mic_02.wav
CK_BODY_Fall_Human_Sweetener_PunchBag_Mic_01.wav
CK_BODY_Fall_Human_Sweetener_PunchBag_Mic_02.wav
CK_BODY_Fall_Human_Sweetener_Snow_Mic_01.wav
CK_BODY_Fall_Human_Sweetener_Snow_Mic_02.wav
CK_BODY_Fall_Human_Sweetener_Undergrowth_Mic_01.wav
CK_BODY_Fall_Human_Sweetener_Undergrowth_Mic_02.wav
CK_TEXTURE_Grass_Continual_Movement_Mic_01.wav
CK_TEXTURE_Grass_Continual_Movement_Mic_02.wav
CK_TEXTURE_Grass_Impacts_Slides_Mic_01.wav

00:00:58
00:00:49
00:00:49
00:00:46
00:00:46
00:00:32
00:00:32
00:00:36
00:00:36
00:01:11
00:01:11
00:01:11
00:01:11
00:01:09
00:01:09
00:00:52
00:00:52
00:01:23
00:01:23
00:00:27
00:00:27
00:00:53
00:00:53
00:01:25

BODY PACK 01

HUMANOID

CONSTRUCTION KIT, Original recording close body fall on metal grate surface type. Mic 02
CONSTRUCTION KIT, Original recording close body fall on beach pebbles surface type. Mic 01
CONSTRUCTION KIT, Original recording close body fall on beach pebbles surface type. Mic 02
CONSTRUCTION KIT, Original recording close body fall on solid rock surface type. Mic 01
CONSTRUCTION KIT, Original recording close body fall on solid rock surface type. Mic 02
CONSTRUCTION KIT, Original recording close body fall on dry sand surface type. Mic 01
CONSTRUCTION KIT, Original recording close body fall on dry sand surface type. Mic 02
CONSTRUCTION KIT, Original recording close body fall on crispy snow surface type. Mic 01
CONSTRUCTION KIT, Original recording close body fall on crispy snow surface type. Mic 02
CONSTRUCTION KIT, Original recording close body fall on twigs & foliage surface type. Mic 01
CONSTRUCTION KIT, Original recording close body fall on twigs & foliage surface type. Mic 02
CONSTRUCTION KIT, Original recording close body fall on wooden surface type. Mic 01
CONSTRUCTION KIT, Original recording close body fall on wooden surface type. Mic 02
CONSTRUCTION KIT, Original recording close texture layer beach pebbles slides & impacts. Mic 01
CONSTRUCTION KIT, Original recording close texture layer beach pebbles slides & impacts. Mic 02
CONSTRUCTION KIT, Original recording close weight layer, punchbag impacts, Mic 01
CONSTRUCTION KIT, Original recording close weight layer, punchbag impacts, Mic 02
CONSTRUCTION KIT, Original recording close texture layer crispy snow slides & impacts. Mic 01
CONSTRUCTION KIT, Original recording close texture layer crispy snow slides & impacts. Mic 02
CONSTRUCTION KIT, Original recording close texture layer twigs & undergrowth slides & impacts. Mic 01
CONSTRUCTION KIT, Original recording close texture layer twigs & undergrowth slides & impacts. Mic 02
CONSTRUCTION KIT, Original recording texture layer of dry grass in continual movement. Mic 01
CONSTRUCTION KIT, Original recording texture layer of dry grass in continual movement. Mic 02
CONSTRUCTION KIT, Original recording texture layer of dry grass impacts & slides. Mic 01
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CK_TEXTURE_Grass_Impacts_Slides_Mic_02.wav
CK_TEXTURE_Leaves_Continual_Movement_Mic_01.wav
CK_TEXTURE_Leaves_Continual_Movement_Mic_02.wav
CK_TEXTURE_Leaves_Drops_Slides_Mic_01.wav
CK_TEXTURE_Leaves_Drops_Slides_Mic_02.wav
CK_TEXTURE_Leaves_Impacts_Slides_Mic_01.wav
CK_TEXTURE_Leaves_Impacts_Slides_Mic_02.wav
CK_TEXTURE_Metal_Low_Impacts.wav
CK_TEXTURE_Pebbles_Continual_Movement_Mic_01.wav
CK_TEXTURE_Pebbles_Continual_Movement_Mic_02.wav
CK_TEXTURE_Pebbles_Drops_Slides_Mic_01.wav
CK_TEXTURE_Pebbles_Drops_Slides_Mic_02.wav
CK_TEXTURE_Pebbles_Impacts_Slides_Mic_01.wav
CK_TEXTURE_Pebbles_Impacts_Slides_Mic_02.wav
CK_TEXTURE_Sand_Drops_Slides_Mic_01.wav
CK_TEXTURE_Sand_Drops_Slides_Mic_02.wav
CK_TEXTURE_Sand_Impacts_Slides_Mic_01.wav
CK_TEXTURE_Sand_Impacts_Slides_Mic_02.wav
CK_TEXTURE_Snow_Gravel_Continual_Movement_Mic_01.wav
CK_TEXTURE_Snow_Gravel_Continual_Movement_Mic_02.wav
CK_TEXTURE_Snow_Gravel_Drops_Slides_Mic_01.wav
CK_TEXTURE_Snow_Gravel_Drops_Slides_Mic_02.wav
CK_TEXTURE_Snow_Gravel_lmpacts_Slides_Mic_01.wav
CK_TEXTURE_Snow_Gravel_lmpacts_Slides_Mic_02.wav

00:01:25
00:01:22
00:01:22
00:01:25
00:01:25
00:01:29
00:01:29
00:00:53
00:01:20
00:01:20
00:01:33
00:01:33
00:01:25
00:01:25
00:01:12
00:01:12
00:00:44
00:00:44
00:01:48
00:01:48
00:01:10
00:01:10
00:02:08
00:02:08

BODY PACK 01

HUMANOID

CONSTRUCTION KIT, Original recording texture layer of dry grass impacts & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of dry leaves in continual movement. Mic 01
CONSTRUCTION KIT, Original recording texture layer of dry leaves in continual movement. Mic 02
CONSTRUCTION KIT, Original recording texture layer of dry leaves drops & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of dry leaves drops & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of dry leaves impacts & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of dry leaves impacts & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of thick metal sheet low impacts 01
CONSTRUCTION KIT, Original recording texture layer of beach pebbles in continual movement. Mic 01
CONSTRUCTION KIT, Original recording texture layer of beach pebbles in continual movement. Mic 02
CONSTRUCTION KIT, Original recording texture layer of beach pebbles drops & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of beach pebbles drops & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of beach pebbles impacts & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of beach pebbles impacts & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of dry sand drops & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of dry sand drops & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of dry sand impacts & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of dry sand impacts & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of crispy snow in continual movement. Mic 01
CONSTRUCTION KIT, Original recording texture layer of crispy snow in continual movement. Mic 02
CONSTRUCTION KIT, Original recording texture layer of crispy snow drops & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of crispy snow drops & slides. Mic 02
CONSTRUCTION KIT, Original recording texture layer of crispy snow impacts & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of crispy snow impacts & slides. Mic 02
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CK_TEXTURE_Undergrowth_Continual_Movement_Mic_01.wav
CK_TEXTURE_Undergrowth_Continual_Movement_Mic_02.wav
CK_TEXTURE_Undergrowth_Impacts_Slides_Mic_01.wav
CK_TEXTURE_Undergrowth_Impacts_Slides_Mic_02.wav

00:02:26
00:02:26
00:01:11
00:01:11

BODY PACK 01

HUMANOID

CONSTRUCTION KIT, Original recording texture layer of twigs & foliage in continual movement. Mic 01
CONSTRUCTION KIT, Original recording texture layer of twigs & foliage in continual movement. Mic 02
CONSTRUCTION KIT, Original recording texture layer of twigs & foliage impacts & slides. Mic 01
CONSTRUCTION KIT, Original recording texture layer of twigs & foliage impacts & slides. Mic 02
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