0000O0O0OoDoO Vol 18 (20180 120), OO No. 17-181201 JASCOME

D00 BIEMOUOUOOOOOOOO
vROUODOOOOOOOonO

An auralization of the acoustic field computed with time domain BIEM in a VR space
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An auralization of the computed acoustic field in a VR space is considered. In particular,
the sound that a walking person hears in the VR space is considered. The boundary values
of the acoustic problem are computed with time domain BIEM and stored previously and
then the sound at the moving point is computed from the location of the moving point
and the boundary values. The procedure of the auralization In the VR space using the
game engine, Unity, is shown in this paper.
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