Anime SFX Bundle Metadata

FileName Format Channels Description Category

- dsgn_anime_airy_suction_and_release.wav 0:03 96kHz 24bit 2 anime, airy, transition, wind, designed Anime
~~1dsgn_anime_airy_wind-up_stuttering_end.wav 0:03 96kHz 24bit 2 anime, airy, transition, wind, designed Anime
=< Jdsgn_anime_arcade_debuff_falling.wav 0:04 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
.- ldsgn_anime_arcade_flash_rise.wav 0:01 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
.—1dsgn_anime_arcade_hit_basic.wav 0:05 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
L-]dsgn_anime_arcade_hit_fast_Ifo.wav 0:03 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime

7 ddsgn_anime_arcade_hit_slow_Ifo.wav 0:02 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- Jdsgn_anime_arcade_impact_tail.wav 0:03 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
.= |dsgn_anime_arcade_jump.wav 0:03 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
-1+ Jdsgn_anime_arcade_laser_tail_long.wav 0:05 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- & ldsgn_anime_arcade_laser_tail_medium.wav 0:04 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- -]dsgn_anime_arcade_laser_tail_short.wav 0:05 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- & ldsgn_anime_arcade_metallic_alarm.wav 0:01 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- 1dsgn_anime_arcade_metallic_laser_beam.wav 0:02 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- %-ldsgn_anime_arcade_power_up_stuttering_end.wav 0:05 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
-I-1dsgn_anime_arcade_power_up_to_whistle_transition.wav 0:05 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- ¥ ddsgn_anime_arcade_riser.wav 0:02 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
-¥-ldsgn_anime_arcade_whistle_high_low_high_envelope_01.wav 0:03 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
- £°]dsgn_anime_arcade_whistle_high_low_high_envelope_02.wav 0:04 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
~1eldsgn_anime_arcade_wind-up_airy_end.wav 0:03 96kHz 24bit 2 anime, arcade, power up, laser, beam, whoosh, hit, whistle Anime
~+Jdsgn_anime_bird_shot.wav 0:04 96kHz 24bit 2 anime, bird, hit, shot Anime
~~-1dsgn_anime_classic_unexpected_transition.wav 0:04 96kHz 24bit 2 anime, airy, transition, wind, designed, unexpected Anime
=< ldsgn_anime_classic_whistle_transition_01.wav 0:05 96kHz 24bit 2 anime, classic, transition, whistle, whoosh, noise, reverb Anime
- ldsgn_anime_classic_whistle_transition_02.wav 0:05 96kHz 24bit 2 anime, classic, transition, whistle, whoosh, noise, reverb Anime
~—1dsgn_anime_classic_whistle_transition_03.wav 0:05 96kHz 24bit 2 anime, classic, transition, whistle, whoosh, noise, reverb Anime
~{-ldsgn_anime_classic_whistle_transition_04.wav 0:04 96kHz 24bit 2 anime, classic, transition, whistle, whoosh, noise, reverb Anime
~“¥4dsgn_anime_composite_laser_transition.wav 0:04 96kHz 24bit 2 anime, transition, material, laser, beam Anime
~{:1dsgn_anime_composite_noise_shot_bird_call.wav 0:01 96kHz 24bit 2 anime, noise, shot, hit, bird Anime
-2-]dsgn_anime_composite_noise_shot_fail_end.wav 0:02 96kHz 24bit 2 anime, noise, shot, hit, fail, tremolo Anime
=<l ldsgn_anime_composite_noise_shot_laser_riser.wav 0:02 96kHz 24bit 2 anime, laser, beam, riser, power-up, tremolo, shot Anime
=< - Ydsgn_anime_composite_soft_slap_underwater.wav 0:03 96kHz 24bit 2 anime, underwater, shot, hit Anime
t<~1dsgn_anime_composite_stutter_transition_laser_riser.wav 0:03 96kHz 24bit 2 anime, laser, beam, riser, power-up, tremolo, shot Anime
i< < 1dsgn_anime_defensive_aura.wav 0:01 96kHz 24bit 2 anime, magic, down, fall, spell Anime
<’ ldsgn_anime_down_to_earth.wav 0:05 96kHz 24bit 2 anime, magic, down, fall, spell Anime
t<:-1dsgn_anime_down_to_earth_long_01.wav 0:09 96kHz 24bit 2 anime, magic, down, fall, spell Anime
= -1dsgn_anime_down_to_earth_long_02.wav 0:07 96kHz 24bit 2 anime, magic, down, fall, spell Anime
< 14dsgn_anime_eagle_warcry_falling_end.wav 0:03 96kHz 24bit 2 anime, eagle, bird, call, warcry, high Anime
< [:1dsgn_anime_eagle_warcry_long.wav 0:07 96kHz 24bit 2 anime, eagle, bird, call, warcry, high, long Anime
=< 1= ldsgn_anime_eagle_warcry_stuttering.wav 0:04 96kHz 24bit 2 anime, eagle, bird, call, warcry, high, stutter Anime
L L»ldsgn_anime_fail_damaged_bird.wav 0:00 96kHz 24bit 2 anime, cartoony, fail, bird, call Anime
- -"dsgn_anime_fail_damaged_bird_and_swing.wav 0:00 96kHz 24bit 2 anime, cartoony, fail, bird, call Anime
L..-{dsgn_anime_fail_swing.wav 0:02 96kHz 24bit 2 anime, cartoony; fail, bird, call Anime
L. = ]dsgn_anime_fast_reverse_movement.wav 0:03 96kHz 24bit 2 anime, low, whoosh, transition Anime
- ldsgn_anime_heavy_laser_beam.wav 0:01 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
. :—|dsgn_anime_heavy_underwater_transition.wav 0:01 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
L.i-idsgn_anime_heavy_whistle_beam.wav 0:02 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
_- 14dsgn_anime_high_pitched_noise_Ifo.wav 0:03 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
L. 1-1dsgn_anime_laser_transition_01.wav 0:04 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
- =Jdsgn_anime_laser_transition_02.wav 0:03 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
.—1°|dsgn_anime_laser_transition_03.wav 0:03 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
L+ ldsgn_anime_laser_transition_04.wav 0:03 96kHz 24bit 2 anime, laser, beam, whoosh, hit, whistle Anime
.—7-{dsgn_anime_low_unexpected_stop.wav 0:02 96kHz 24bit 2 anime, low, whoosh, transition Anime
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t— < ldsgn_anime_noise_echo_transition_01.wav 0:02 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
t—T- ldsgn_anime_noise_echo_transition_02.wav 0:04 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
.—1-1dsgn_anime_noise_echo_transition_03.wav 0:03 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
—1-1dsgn_anime_noise_echo_transition_04.wav 0:03 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
t-¥4dsgn_anime_noise_echo_transition_05.wav 0:02 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
.—1-1dsgn_anime_noise_echo_transition_06.wav 0:03 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
.—1°|dsgn_anime_noise_echo_transition_07.wav 0:02 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
(-1eldsgn_anime_stutter_transition_01.wav 0:03 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
(-+ldsgn_anime_stutter_transition_02.wav 0:01 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
L-7~|dsgn_anime_stutter_transition_03.wav 0:02 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
L=< ldsgn_anime_stutter_transition_04.wav 0:02 96kHz 24bit 2 anime, noise, stutter, transition, shot, hit Anime
L=~ 'dsgn_anime_stutter_whistle.wav 0:01 96kHz 24bit 2 anime, whistle, stutter, transition, shot, hit Anime
(-1-]dsgn_anime_stuttering_laser_beam.wav 0:01 96kHz 24bit 2 anime, laser, beam, stutter, whoosh, hit, whistle Anime
L=1-]dsgn_anime_suction_glitchy.wav 0:04 96kHz 24bit 2 anime, glitch, transition, reverse Anime
L-Y4dsgn_anime_transition_stuttering_laser_to_airy_falling_end_01.wav 0:1 96kHz 24bit 2 anime, laser, beam, stutter, whoosh, hit, whistle Anime
(-1-Jdsgn_anime_transition_stuttering_laser_to_airy_falling_end_02.wav 0:M 96kHz 24bit 2 anime, laser, beam, stutter, whoosh, hit, whistle Anime
(=} ]dsgn_anime_transition_stuttering_laser_to_falling_end.wav 0:10 96kHz 24bit 2 anime, laser, beam, stutter, whoosh, hit, whistle Anime
r4°Jdsgn_anime_transition_tv_shutdown_to_airy_open_end.wav 0:06 96kHz 24bit 2 anime, tv, shut, transition, airy, suction Anime
L4 "dsgn_anime_transition_tv_shutdown_to_long_falling_end.wav 0:08 96kHz 24bit 2 anime, tv, shut, transition, airy, suction Anime
L4 -1dsgn_anime_underwater_impact.wav 0:04 96kHz 24bit 2 anime, transition, underwater, hit Anime
L4 |dsgn_anime_whistle_alternative_envelope_01.wav 0:05 96kHz 24bit 2 anime, whistle, motion, riser Anime
14 |dsgn_anime_whistle_alternative_envelope_02.wav 0:05 96kHz 24bit 2 anime, whistle, motion, riser Anime
L4-1dsgn_anime_whistle_alternative_envelope_03.wav 0:06 96kHz 24bit 2 anime, whistle, motion, riser Anime
14-]dsgn_anime_whistle_alternative_envelope_04.wav 0:07 96kHz 24bit 2 anime, whistle, motion, riser Anime
L4 4dsgn_anime_whistle_alternative_envelope_05.wav 0:05 96kHz 24bit 2 anime, whistle, motion, riser Anime
r4-dsgn_anime_whistle_alternative_envelope_06.wav 0:04 96kHz 24bit 2 anime, whistle, motion, riser Anime
14" |dsgn_anime_whistle_alternative_envelope_07.wav 0:04 96kHz 24bit 2 anime, whistle, motion, riser Anime
(-1 Jdsgn_anime_whistle_alternative_envelope_08.wav 0:01 96kHz 24bit 2 anime, whistle, motion, riser Anime
(- = ldsgn_anime_whistle_alternative_envelope_09.wav 0:06 96kHz 24bit 2 anime, whistle, motion, riser Anime
(- 7-1dsgn_anime_whistle_alternative_envelope_10.wav 0:1 96kHz 24bit 2 anime, whistle, motion, riser Anime
(== ]dsgn_anime_whistle_falling_envelope.wav 0:08 96kHz 24bit 2 anime, whistle, motion, fall Anime
{-7-1dsgn_anime_whistle_fast_rise_and_fall.wav 0:05 96kHz 24bit 2 anime, whistle, motion, rise, fall Anime
(-1-]dsgn_anime_whistle_late_hit.wav 0:05 96kHz 24bit 2 anime, whistle, motion, riser Anime
(-1-]dsgn_anime_whistle_ringing_long_01.wav 0:1 96kHz 24bit 2 anime, whistle, ring, long Anime
= 14dsgn_anime_whistle_ringing_long_02.wav 0:16 96kHz 24bit 2 anime, whistle, ring, long Anime
{-1:-1dsgn_anime_whistle_ringing_long_03.wav 0:09 96kHz 24bit 2 anime, whistle, ring, long Anime
(=1=]dsgn_anime_whoosh_bubbles_01.wav 0:04 96kHz 24bit 2 anime, underwater, bubbles Anime
:=1eldsgn_anime_whoosh_bubbles_02.wav 0:05 96kHz 24bit 2 anime, underwater, bubbles Anime
.=+ "dsgn_anime_whoosh_fast_Ifo_aggressive.wav 0:03 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
t=-1dsgn_anime_whoosh_fast_Ifo_stable.wav 0:02 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
.~ < ldsgn_anime_whoosh_fast_noisy.wav 0:05 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
.= ldsgn_anime_whoosh_med_Ifo_aggressive.wav 0:03 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
+=1-ldsgn_anime_whoosh_med_Ifo_soft_01.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
:=1-]dsgn_anime_whoosh_med_Ifo_soft_02.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
1~y gldsgn_anime_whoosh_med_Ifo_soft_03.wav 0:05 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
1=1:1dsgn_anime_whoosh_med_Ifo_soft_04.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
=} ]dsgn_anime_whoosh_med_Ifo_soft_05.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
-1 [e Jdsgn_anime_whoosh_teleport_spawn_01.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
- 1o ldsgn_anime_whoosh_teleport_spawn_02.wav 0:05 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
- K¢ ~1dsgn_anime_whoosh_time_shifting_01.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
- 1o = ldsgn_anime_whoosh_time_shifting_02.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
-1 7 Jdsgn_anime_whoosh_time_shifting_03.wav 0:04 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
-1 I-1dsgn_anime_whoosh_time_shifting_04.wav 0:03 96kHz 24bit 2 anime, whoosh, Ifo, motion, stutter Anime
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