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Il The Proposed Scheme
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Positive direction(+)

Source of sound
i pt

Brach point

Obstacle object

Negative direction(-)

(a) Scene configuration (b) Branch point and directions

Fig. 1. Basic scene setup.
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Fig. 2. Exterior points and indexing.
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Fig. 3. Area to calculate curl vector,
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(a) Straight line border

Fig. 4. Vectors in the form of straight lines and corners,
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Fig. 5. Smoothing map with convolutional filtering of
obstacle object,
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(¢) Outline extraction

Fig. 6. Extracting outline of obstacle object,
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Fig. 7. Exterior vectors,
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Fig. 8. Visualization of sound field,
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(a) Black and white vectors

(b) Color vectors

Fig. 10, Visualization of sound field with rainbow color,
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Fig. 11, Result 1,
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Fig. 12, Result 2 : (a) obstacle smoothing, (b) extracted outline
point, (c) sound field, (d) sound field with rainbow color map,
(e) sound magnitude in Unity3D,
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lIl. Conclusions
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