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Acoustic Modeling Overview 
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Acoustic Modeling Overview 
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=  wave theory approximation
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Acoustic Modeling Overview 
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Geometric Path Tracing
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Beam Tracing Demo Experimental Results
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Beam Tracing Results
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Path Generation Results
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10,057 input polygons
8 specular reflections
6 updates per second

195MHz CPU (1998)
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Auralization Video I

Specular reflection only

Auralization Video II

Diffraction and specular reflection

Diagnostic Results
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Bidirectional Beam Tracing
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Summary
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Limitations of Current Method
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Future Work 
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Thank You ...
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