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SoundManager.Instance.Play(name, volume, pitch, loop, fadeDuration, priority, panStereo,
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name:
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volume:
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pitch:
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id:
ZnID,

fadeDuration:
2x—F 7O ITSF5RE. #EREIXO,

BZ—HKFELTD
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SoundManager.Instance.IsPlaying(id)
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SoundManager.Instance.SetVolume(category, volume)
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SoundManager.Instance.GetPlayersByName(id)

id:
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