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Particle-Based Sound Matching and Synthesis for Efficient
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F19E: AFe-= A (Sound synthesis), AF-E= w3 (Sound matching),
4 AEdolA(Fluid simulation), 7% AF&=(Foam sound), AF&E A9 (Sound control)
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I, Preliminaries

1. Related works
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lll, The Proposed Scheme

1. Attenuation of sound
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(b) Particle clustering

(a) Foam particles

Fig. 1. Particle clustering with our method,
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Fig. 2. Attenuation of sound with distance and direction,
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Fig. 3. Result of applying sound attenuation to the clustered scene,
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Fig. 4, Comparison of results for sound attenuation,

2, Data preprocessing
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Table 1. Time comparison.
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3. Interpolation
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Fig. 7. Shape of sound propagation according to time delay,
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(a) Scene (b) Synthesized foam sound

Fig. 8. Synthesized foam sound with our method,

IV. Conclusions
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