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F1YE: A8 (Sound), =4 ®E (Refraction vector), &8¢ ZE(Sound flow),
2] 9] 34 (Diffraction of sound), 22]¢] 3-5(Sound wave)
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Il The Proposed Scheme

1. Sound reflection and refraction according to obstacles
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Fig. 1. Scene configuration,
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Fig. 2. Hemisphere ray.
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Fig. 3. Refracted ray,
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Fig. 4. Calculation of copy source,
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Fig. 5. Calculating range of refracted vector,
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2. Calculating diffraction of sound caused by obstacle
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Obstacle

(a) Magnitude map

(b) Smoothed magnitude map

Fig. 6. Visualizing magnitude map.
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(a) Diffraction of sound (b) Smoothed magnitude map

Fig. 7. Diffraction of sound with our method,
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Fig. 8. Diffraction map that changes with rotating obstacles,
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lIl. Conclusions
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