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gk or]e AP AFRE AgstE A= @E® 49 (Sound Rendering Unit, SRU);
71 a8 A 9 9 7] ARRE ddE /AR 2k A5 (performance)

713 A Zgdel diF HEF oUeE AAEE A= AA 49 (Sound Generation Unit,
SGU) 2 A7) 718 FANA AV ARRE A FHoRRE FAE(amplitude) 2 94 @ (extrapolation
level )& Fa18lo] 9J4F W Z(extrapolated amplitude)S AF&3dlE 94F §4 (Extrapolation Unit, ExU); <& =
=
(52) CPCE3| %7

HO4S 3/008 (2020.05)

HO04S 2420/01 (2013.01)

A TGS 1711174142
HAHE 00156354
B e EAHREAN
A D () 71388 JREFA7|EH 71
ﬁ?%ﬁ% QHCTATFAE S A DA
AT A A-714 dA e 25 98k 2473 R 71E AT
71 o & 1/2
A7) B AlE o g uskshy = e
A7) 7F 2023.01.01 ~ 2023.12.31
o] Mg AAs FUFAFNEALY
A LHFHE 1415178981
IHAH & 20010072
2 2B AR
A B (A 718 =7 e
AFAG 271 AR
AT A w2t A7 WA 7HsE B2 AAzE 3D LUeE 9% A= AdYy P e
71 o & 1/2
A3 7] E 7 A go] B
AF717E 2022.01.01 ~ 2022.12.31
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7 A A
FrHY
ATE 1

A4 Zd(frame)o] Z#|Yd A K (Frame Information, FI)&F Z#fF dio]g & P& ol Ar| &) Z#do o
sk HE 298 AAdEE 239 A2 S (Graphic Processing Unit, GPU);

7] 2] Are ore dHolHE fdEWol Y] dAl Zddel digt e Ay AIdE st A=
A]® S (Sound Rendering Unit, SRU);

71 Yo A A3E FAlsta Y] a2 AP f9 2 AV AR did® /Y 1ke] A5 (performanc
e)S 71838t 47l dA ZEdel st HE Y E A= A= A -5 (Sound Generation Unit,
SGU); &

A7 F718F HANA 7] AFRE AY FHoZEE ZE(amplitude) E 94t @ (extrapolation level )=
T3] 94t 2 # (extrapolated amplitude)< ’&%3}% A f-9 (Extrapolation Unit, ExU);<S *3sl= 1
8 Aed 57138 73 AFRE Egoldd A .

AT 2

A1gel] dAA, A7) AlEE AHH R

A7 dA Tl 2 (sound source)@ HFHAH(listener) 7+e] A#(distance), AlFe]l wWE Hb3k
(direction)S E&sl= Wt A&

5] 17+ dlo]Ef (sensitive data)e} 7] IHE A7) 20 A A}z A A=
EAoz st 2y 45 5713 7Fed AlRE Eold XA

FRE vlasto] 7] oqh w

A3 QoA 47 ALE A fe

tlo
At
oN
o
u
ol
rr
5
i)
6
oX
off
o
of

%3 ZY < S (Frames Per Second, FPS)E 47| A% ABEEA F2lst= A
718} 7Hegk ARRE Edol A

A3 5

A3 QoAA, 7] AEE AY fRe

T2 A5 (Graphic performance)©] 2T1Q 45 (Audio performance) ©]<¢l 45 7] 2398 A5& 47
e Aeor i Aol wet A7) Qqt die 2Asks As SEeR sk 2dY A 5718 ke
o AREE Ee]d A
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7] adE el 47 erle A vl A% 47 ovle A AnE o gstel 4] A LY B
4F 2U0F BE}E A2 5H0E s 8% 45 B8 Hew AeE Edely 3A.
379 7

A58kl JolA, A7) A= A fHe

47) )4 Aol nhet 7] @A Zelddel A&k Aolw shibel vk madlel sl Y] 9 AES ol
ste] 7] AF eveT ANSHE AS SH0E s 1A A B8 b s Edoly 3

A% 8
A7l oA, A7 24 FHe

1A%} 7] A ZAQe] Az QB AR @A e A3 AEL BEeE o4 A
> o
=

A7 At AARe ZF wrEalg SUbskE AT Al o] Y] o diy) sdsd wzbR] dEEHE s &
Ao = a9 A 5713 M AlE Edleld X
A7 9

AHEE Edold FAAM s s AbeE Edo]ld Wl SlojA,

a8 A7 Y (Graphic Processing Unit, GPU)S E3, dA Z#d(frame)9 =@l AHH(Frame
Information, FI)&} 18]¥ do|6E ¢iewrel 7] @Al =g del vig HF 1adS AP 9A;

AREE @ F9(Sound Rendering Unit, SRU)S F3dl, 47 ZdY AR 20 HloHE Y= Wo} A7)
A Zddel gk 2ue Ay A7%E Agste @Al

AREE A 5 (Sound Generation Unit, SGU)S &3, A7 188 A AR 2 47 A= dd™ 4
Zto ZHE FAE s AEE Hlaste] A F7IskE 918 ¢4 @l (extrapolation level) & AbE3SHE
A

N

9|4 il (Extrapolation Unit, ExU)& &3, 7] A= A4 FRo=25F AF(amplitude) 2 271 94t

Y-S FAlste] 94} W ZE(extrapolated amplitude)S AbEslE Al 2

A7) A= AR FRE S8, A7 ot A Auel A7) o4t WEE o]kl ] A Zedel digh
AF o0eE WASE WA S £dste 2dF AHed 5713 713 AlRE Edoly WY
A3 10

T8 A5 (Graphic performance)©] 2t]Q “AJ5(Audio performance) °]/d<¢l ZA-F 471 2#id ds5& A7
ot Aeow v Aol weh A7) ot dilE AAse dAE E¥ee Ae 5EAeR s add A
s 718 7he AR Edo]d .
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471 288 Aeel 7] eue A mvkdl Ae A7 ere A AAE ol&ste] A7 A zaldel dig
HFE ot E AEshe HAE Edete ASs 5HoR ste Yy A 713 7hed AR Edold W

A7) S el whet 7] A Eellel st Ao shtel v maddel tal 37 AN AES ol
st 7] A% erled AYHE WAR ETPAE AL 540 it 1Y A5A B8 s Aeo

7l & & oF

U ARRE A ZlEdd @ Aow, By AstAE @Alek ol AAHENY WEFS VxR NS
s At oA JES ZAzbe] Zeddel diste] Atete] AT Qe s AAYoRA e wAS FAt
HA eHe dees A8 2™ e 2dE A 718k e d AbeE Edold A R el #d
Aot

TPEERE Aol A A 33k Aldewt ot FH izt

A7 3RS Adsr] sk WA E(HRIF: Head Related Transfer

= e E AR stAY AS5HA g shoe

229F e gk TSR bellA AZE FRhhE Aldgth. ol g WA Bl a3 R EA &7
5

ol#d IAE HAst7] Y5t geometric method b numeric methodE 7]¥Fe] 3D Al = 7]sSo] WEH I
t}. Geometric method® % ray racing 7]%< 7]WFCO 2 sound processings A glsts WAlS Alg= EfolA
(££ sound ray tracing)©|g} 3}, o]+ sound rendering 7]Wel 3}, listener® sound source A}o]Q]
sound propagation path®<S FZA &t A7 3D soundE T, o2 $8te] direct, reflection, edge-
diffraction®} 72 43k sound propagation paths AAIstH, o] AWE 7FA AL auralization IFANA
T 3D AFEEE A

> X0

durd o2 7hg A e Bl =2 sHEIE oA gy ore = ARExAIe] X9} AlF T o)
framertel Wats Asel 5713t Ho] Aelsolol gy, =, iy oro = AeHAA YA oo gt
T8 =8 GPU(Graphic Processing Unit)ZS 8|8 TR AMoA Loz AEEn, AIRE EfolAL A&
ZRAA F& SWE AgEc., 29d, 299 A ARRE Efolie As Aolrl BT ¢ Qi o=
st 7] Alzre] AT = Qltk. wEhA, AT Ed o)A Adso]l EodFE PUZE AXSHE ARkl o
A Fl.

AP 7 =73

& 0001) =555 A|10-1828908% (2018.02.07)
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gige] g
S dst = HA

® oy o A @A ol
29 Ao Al 33 0628 PyYeA 0ue FIE HARAY 2002 Yrd A £ £ 9
L o e B8 bed Aben Sdlold 43 W BHe Agsag @t

HAe] sd T
HAAQE FolA, 2 A5 5713t 7}%5 AREE Edold A= dA Zuld(frame)o] ZH¢l AR
| &A1 Zg el digk HAF 1efjos AAdss 13y
271 =9 AR erQ HolHE fEwel Y] dAl =y del
% 4 (Sound Rendering Unit, SRU); 7] 2ule A A=
—’Fl‘o}'_ﬂ /}}7] :LEH-’J X}E] %‘/‘ =2 ”7] /\}—‘%‘: Ay 3 7+ A e (performance)S F718k5te] 7] @A
g st HF Y E AT A= A F9(Sound Generation Unit, SGU); 2 &7 5713}t quxqoﬂ
A A7 AbeE A fHo2RE Z (amplitude) 2 94 @' (extrapolation level)S ’Kq‘lé}oi it 1=
(extrapolated amplitude)S AF&E3F= 94t & (Extrapolation Unit, ExU); & 3ghgit},

2 A7l @A ZH A Y (sound source) HFHAM(listener) zHe] A
33k (direction) S ¥3st= W7 dlo]E (sensitive data)el A7 AEE A7) ot
ATt

a8 Ay 9 2 A7) ARRE dgE fY9 Ao RRY FAlE A ARE
AT

A7) Ade= A e =9 Ze 9] = (Frames Per Second, FPS)E A7) A%s AR EA FAld 4= g},

(Frame Information, FI)o} 1z dlolE =
ﬂﬁ] %‘/‘(Graphic Processing Unit, GPU);

A7 A= dY® fF
(distance), AlZel| W&
* Ay AIRA AT

el

H
o~
T

=

Kl
QL
2
oz
N
o
>
=
1
tilo
12
e
i)
L)

A7] Adee A FRE 289 A% (Graphic performance)e] 2619 A% (Audio performance) ©]4F¢l 7%
A7) a8 AeS A7 e Aeoer yir Ao uel 4] o4 dEs 24T 4 ).

71 LY A vNkel B 7] LYo A" AgE o8-8t

o wheh 47] AA Zelolel ket Holw shtkel the Zeldlel v

AN

190 AL AE} 7] @A ZaAQle] A2 AFE sz A4 dEe A3 A%
A7) S qake 7 ksl ke 4] @A) 4

filo
g

AN E FolA, 2HE s 5718 7hed Al Efeold whHe 18l A7 3 (Graphic Processing
Unit, GPU)E &3, A Eﬂﬂ%](frame)J 9] AB (Frame Information, FI)¢} ZLefE dlo]gE Huto}
71 @Al Eﬂﬂ%]oﬂ gt Hg 28-S AdsE @A A= @6 ® S (Sound Rendering Unit, SRU)ES &
#, A7 ZHY AHe erje dHolHE fEutel vl dA ZHdd uig eve AH AHE Ydste

A A= AA -9 (Sound Generation Unit, SGU)S Fa, A7 Zal® Az 9 2 A7) ARSE dgy
R o2 HE AR A ARE vluste] A5 s78E e 94 #¥ (extrapolation level) & 4H&3)
= @A; 94 f (Extrapolation Unit, ExU)& ZEal, A7) A= AA fRoR2RE FZ(amplitude) 2 A
7] <4t Eﬂ“‘é% FAlsle] 94k R Z(extrapolated amplitude)< %3}% Al 2 A AleE A fYES B
3, A7l et A At 7] i IEFS o]gste] ] dA el digk HF eeE At o
A5 E3F3t}

A7) 4F gilS A&t wAlE 289 A5 (Graphic performance)o] 269 A5 (Audio performance) ©]%F
ol A% 7] adE Hes 7] LY AeoR v Al uet Y] o4t dEe dAdste dAE xeed
T Aok
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AAets @A= 7] a8 gl A7 eHe A mRkl A Z7] LY Ae A

ool Agets Aol shtel the

gge] £

O] &RE A 4 ATk ohit, 54 A7 thgel mukE A% zastelol dohAy
Egstelol Arks ojul ohymE, AAE 7o AW AL ol

sEol A oh @ Aoltt,

wowwe] o Aol mE g 4B 715 b5 Aes Edold 31 L Pye @As o] 44

YR AES 7|22 o4S Fol AN S AFS 42 madde] thstel Al A% eves Y

X ore FAL fASUA oo 45 AT 29 F

=W geet

E 18 A Edol g9l solxeiel s MyYshs mwolth

£ 2= ASE A% A2 $RE Aysts Evolt

% 38 B e W Aes Edeld gxe] T4% dyYst mvelt)

£ 4o Boun] mE oy aae A¥shs mdold,

©o5E B wge] w2 A Edeld WS usit wwlelt)

wigs HAJspr] e AT g

B oo B AP PRA WA 715H AEe 9% Addd Basn, B oage) feyels 2R 4

FE Aol oJstel AREE Ao AHolAE oh ik, F, AAd: R WAl s oy 7t

A FeE ba 5 gemz ¥ oagel ANt 14 A 24T F dt FERES EPRe goz

olslHlolo} ATy ma, B W AN B4 E: w3t 54 AAd7} olF A% xgsiolol drAY
3 Sk oui opmz, ¥ owwel AL ol o] AR Ao ol

r
Foil
H
rﬂ
g Mo
e
o
p‘h
s
(o3
o
p

£ goEo o3
AEert @gsolAE o ®rh, o Sol, Al PHLAE A2 FHLAE WWE 5 U3, fA A2
THRAE Al FALAR WEE 5 A

5 AR, Fel e et 24 thar olsislolor & Zlolth. W], oW FHa
Aol AH QAslel "tk AFE Weli Fo] B FHeivt EANA G Aow ofsiHole
Aolth, @, THAAE 7ol #AE 49l

ol

shetat reol A ol TR vRHAR sjAHojof dhct,

oW FAaA7 ThE THesd AATe Yk AFH WMol T e FAadel A¥dow Add &
) 27} e
ko)

ol mAe Bulg BusA teEdl £e4 9 @ Beo £8S et Ao ofssolo s, "Xy
x 5o 2T Ao

% Aow olsfsiolot Frk

7} @rEel 9o AMRE(AE ol, a, b, ¢ B)E AWel W Yete] AgHE Qo JANEE 7}
AEel £AE drets Aol ohim, 72 ASS Buy Fushl 54 248 /AR % o B/E
Ash thEd dold 4 k. F, 7 wAES B8 wAsh BASH dold £E Qlu Ao BA &
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99 #% gom wdd =AY $98 £E Aot
Bodge ARE 42 5 At ASUAd AFEL 98 & Qe 2owa 789 F A, AFE) 92
A A% AR G AL Slstel 984 ¢ i delHA Adsl e g A% 448 2
doh AFETL AL S e 2= A =i RN, RA, -RON, A7) ElolE, ETs) fza, F Holy
A% A ol ek, E, AFEL B+ A A% g EADE A28 AFE A Age] Eaksel,
A gAom ARE 98 & b 25 Agn 299 5 ek,

o714 ALgHE RE Gol5E thEAl HoRA G @, X wdo] Sah Roplx Bael A4 4 Aol
I AL oS Ak FUT S5l E e, ALHOR AFAL Al eldel ST gl B
W 71%9 By e ovish Axske Aom s solol shul, B EqlA FuetA goisA g @ ol
Aol AY ShEatA YA g AU Ao dah & glrk

= Zzsta, A= Ego]/d (sound tracing) Io]ZE}0l(pipeline) e AFE ¥4 (sound synthesis), A}
%E A3} (sound propagation), AF*-E A (sound generation, auralization) ©AIZ FAE F v, A=
Edo]d A dA Tl ARRE A dAlE E93E Foske 7HY S48 WA ed ¢ o, At &
HE7F wg- 7] wizel AA Aol 7P Fa% dAlel fdE & Ut

A= 34 (sound synthesis) BAE ALl BEAge] mE LS ARE Ayt WA AT F 9
O Bol, AT FHS AL B FreAu mi BAS Wojmy A% wgshs seld #d A
5 59T 5 9w, e A9, US4 dudow Asnt sl A9 & At

AbeE A9 (sound propagation) WA= §AE ARREZE 7H E3be Foll AFHANA AEH= ARE AEs)
KR

= AR 7P F7del A &3 EA(AAIS, A8 S 28 EAAL, &5, B3 5)S 718HE
5 (scene geometry)dl 7|Htste] A st Al sldE 4 Atk

A= 44 (sound generation) VAL ARE st @A AT el SARCIAFHES AR, A
w54 51 olgsel 3AA 2uAY FHL wHor AF 3D eved AAHtE WA AT

ATt

% 2 ASE A P29 FRE Agste Ewold,

T 25 #H=x3shA, FH HAZ(Direct Path)& #HFHAH(Listener)2t &Y (Sound source) Apolol]l oWl o &
(Obstruction)E §lo] A Ao Hus= A= I 4 Jvh. BEAF FZ(Reflection Path)& AREE7F 4
T =& I wAlEo] HHAA A EdslE AR Eeta, 53 A E(Transmission Path)+ FFH A &
A Afole] Aollgo]l S W, AREETE HolEs FHste] HAHARANA AYEE AR I & vk HEI
31" =R (diffraction path)x AFEE7F 249 A (edge) A FAuo] Ay A2 AP 5 ).

AREE EoldE tgle 95 el YAA #ol(ray)E 79 (shooting)d 4= Avt. #HE 71719
dole= A =54 7]3}:115: EAE 23, T=H EA diste] WAL, T3, 3l sk dHelsE A4
g 4 Q. ol AAE AAZCR vy Fad F Q). o]HA SUEA FHE ol HFHAA A 7
gF golso A= U‘H/‘rﬂ] g2 g Qo v He FARE AREE A9 Z Z(Sound propagation path)ehal
e 4 Atk ﬁﬂﬂoi /\H‘} {T AEE 29 AX(EFE HFHAAD)AA 22 A= WAL, B &

rq;—h

FED AZE VT & vk, AF D ereE U A
& olgstel A ¢ sk,

= 38 B oo wE A= Edo]d FA e AL AWt Ewolt
T 38 #FxsHH, A= Eold X (300)= 2 AP F4(310), A= AY® /§41(330), A= A
FHR(350) 2 4 FRGE70)0S 28 4

o), el AAele] WE A= Edold FA(B00)E 4719 FHEL FA BE Egaor she

M
o

_8_
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olHy
A5 = =4

l

s

Tl

F AP, 1 s

1=}
9
Yoz sl TR FE Atk o), 74 FHEY AL FAHOR URPr),

of
flr
e
i
=

T A FH(310)2 A ZeEd(frame)] ZalY AK (Frame Information, FI)& 12f9 dHolHE ¢
of @Al Zgdel sk HFT 1S AT 5 vk, oJ7|oA, Zyd FERED = @A ZdEdol disk 4
2A AR A, e, 94 T 4 Zddeitt WAE g de 77 dlolE(sensitive data)ol I
ATk TT, 2HY Eﬂ ©|E](graphic data)¥ @A Z# el gk 2ei3 Aol ALEH= JREA 7|8 dHeol
(geometry data), ElZx] ©o]E](texture data), Fd ulo]E (light data) #lo]ld dlolE (shading data) 5
EFE 4 vk &, g9 AE §3(3810) Zy ettt 23 A Fdgt An2A HAF 1 (graphic
result)E AT F AUrt.

_W‘u-bkﬂni

AREE AEE FH(330)2 =Y AR erje dolEHE dERtel dAAl ZHdel digk 2t A7 AnE
AR ¢ k. o719, 2vQ dHolH (audio data)E AA Zgol 3t evjQ Ao ALEEHE FHEA
718t dlolel, A& ulole (material data), 7+4]/Z&(reverberation) T& ¥ 3 , ARE Ay
¥ AA(330) = Zdduttt e HeE Fdste] oo A AdE AT 5 9

il

?Q ¥ N
o
AN

A AA oA, AFSE A FR(330)2 A T PolA S (sound source) T FHA(listener) 7o) A
(distance), AlFol W& Wek(direction)S ¥ ¢35t W7 dlo]El(sensitive data)9} FIEE U]Q Az Z
FrA G F drh. ARRE Ae" F51(330)2 AA Eﬂ%]oﬂ gk erje HE FIdE ¢ don, or
S A AANA AEE AE 5 ZHEdeitt HAEE w3 volHER WE JEE ARE A {51(350)

A ded = v

AFSE A FH(350)S A= dEE fY(330)025EH oo Ay ARES FAstn agd A
(310) 2 A= A" F3(330) 7+ A% (performance)S F713tele] A Z o] 3 HF 2
A% & Adrk. ARRE A FH(350)2 ZF ZEsle] HE erle s AT F ¢

Uy §32(330) 25 AZ3 T o] wghd 2 w7 HolHE 4
¥ (sound source) 53 HHA(HEE AREAN ] WEH A F& X F dom, T )
A @7 wiol] 72+ Zyeduitt AME F vk AALE A F451(350)2 GPU SRU 7Ho] A% xtol7t wrAlst
= AF A5 5718E 9% s&14S AN 5 Q.

A AAdelA, AREE A FH(350)2 2EfE A {H(310) B ARRE AE " F3(330) Ao RFYH ¢
AE A BRE ¥aste] 4 dEs ST & Utk ARRE A 735002 s Aelrt & AS A
718 AAoA AHEEHE i HEE AEE £ dvk. o, At #HEe aHE AE §H(310) B A=
Aey {F51(330) 1o A AolE FASste] mdg Ao Y ¢ don, He F7ISE Ag o4 At
o] 3 sl+E AAs = AHEE & AT

A AAdelA, A= A FH(350)2 29 Zdld = (Frames Per Second, FPS)E A% HJHZA 418 &
ATk A= A FH(350)S 2HF I A=l 7 Hes vlasty] A 4 ARE Z9T F deH, 7
zH ettt s 2 Ay AR A A HaE 9ste] ZdHd A7 s vEhe de AR
& AgA oz AREE 4 it oA7|dAeE 27 T FE AT BEE AMEStE 3o AWsiA|T, wiEA|
ole] A=A i, g 45 Ax7 2T Y4 Al Aegd F e 280t

4

%) 4y ®

A5 (Graphic performance)e] 22 A5 (Audio
Ui Az uel o4t diEs

4 AAdelM, A= A FUE50) 1

T S 274
A5 4t #Ee 30/10 = 308 ARE F
[e] =~
= T

performance) ©]’3< A5 289 5SS 2L A
'3‘01, ZEHE‘JJ /H‘——‘—o]
A FR(350) 18 AdE

o 4
HU

= 3 orle A% olgstel S AWM AEHE BFd 542 Agelste] A}
88 5 Ak,

A AN, ALE A FRE0)e A8 el erle A% el B9 eve A AnE ol gt
AA Zeglel i A% evle® AW & Ak =, evle Aol 1 AL 2 T 49 Ae
SO RUEE0)S A BV18E A% FAL S 2, ALE d6Y FRE30 02N £0% o
© A ARE olgste] AF oHLE ANT F Ak, TAHOE, ALE AY FUGH0)L ALE AN
F( SRE:

330) 2 HE FAE A Ty do] o3k W2 (amplitude)d} W7 HlolE (sensitive data)ES o] &3}e] F
A Ao, A= A FH(350)2 24t e wel A ZE e A&t ok st the Zd Y

_9_
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[0059]
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[0062]

[0064]

[0065]

[0066]

[0067]

[0068]

of el o4t IFS oldste] HFT cves AT = Aok, ofu, 4t AFL o4 FH(370)°l o) A=
2 7 o, A= AN FH(350) at H(370)3 st it XS H5T Ak A= A
FR(350) 2efE et A= A zke] Aozt 7] AAE VIS 2 AY A EUIstE AT o
S JMAE Qv ol E flste], AbeE A FUI350)e WA aHE e AbeE Aes o]&ste] o4
gils AEd = dn. olF, ARRE A FH(350)2 ofab wel wet dA Zeddel ve ZHdFE A%
H =zl el ak FRE70)el o AtEE fqh ES o]gstel HE eve AY THe 7L -
ATk, S 5o], o4t wde] 390 A, AReE A FU(350) AA Zedde] v Zelde sl 370
of AgE =z el sl oAt AEFS V2R HF eHes AT & Ao

A FHE70)2 1Hg Ay /5(310) 2 A= AEE F9(330) Y] He T
S (350) 22 HH 2% (amplitude) B 4t #A¥(extrapolation level)S FAlte] 7}
(extrapolated amplitude)= A& 4= At <4 FH(370)0 93] 4tEd 994 A& A=
(350) 0.2 AdEo] HF oy HAlst=d AMEE 4= Qo).

do ™ ox
SOl ox

A AN, A FRGBI0)E o)A Eelgle] AL AED @A ZelQe] A2 AFL A2 @A) @B A3
AZL AEsHe i Ae Bal G AFL 45T Ak, oln, S Ae 7 wEeld Fvlshe A
gl St Auat AR WA wEE £ Ak F, RS A FRG0A S8 94 el aEHw
o TAYRE oA AMmEel it Qate] MEHoR F4E & vk oF Astel, U4 FHGBIOA
S St it #aE wek @A dmel 14 F4E & Qm, @A duo] St dus BARAW A4 o
e FaE # oAtk EE, 4 FUE0S ALE AR FU350)3 ABstel BAFoA Al st
Fu o¥E 248 & A

ATt
o] 49, X (Amplitude)> ArtFo] @7 wjiel 2 Zdduitt 3 WA APEH= ATt
Z, 94 FH(270)2 ol =Z I A (previous frame time)o] |1 AZ3} dA =Y AH(current frame
time)o] A2 xFE& 7122 4t (extrapolation)S 3l Z42te] #A#(level)o] gk 24 %1% (extrapolated

Ex
amplitude) & AAT 4 AT},

N
o
it
N
o
i)
R

% 5t B owge e Aes Edeld wpEe Muss wuolr
% 5% Fxshu, ALE Edeld X (1300 WA HA el (current frane)ol iskel efd B Abe
-y

51
i=4
s 24T 4 Ao, olE f5te], A= A FW(350) 2#F AE FH(310) 7 A= dEE f
HW(B3EFH 474 ds AERE FAE F A, ou, 7 AHde AERE & 3olA GPUY A5 (Graphic
performance) ¥} SRU2] A% (Audio performance)d] ad& < glv}.

kol ggju AgEo] At AeHU =AY Zow A T U] HAE(amplitude)d W7 dlo]E (sensitive
data)E 7122 FHF 2yt ALt = Qv a%A v, g Adey A= AeS VxR 9N
(extrapolation)S 2 W G333 gt @B (level) (S, <4t dd)o] 274949 5 Aot oo, AL 1Yy

e AeE AEoR rosd A + U

dilo] AAHW, Zh7be) @iel oiste] Aoz 94t 7 Z(extrapolated amplitude)o] AXME 4= Qlow,
A d el daid s = 4ol mAIE] itk AT eres o4f AEI Wz dolHE V2R AMdE 5
Ak, e AL ZAzbe] el Wajd Ao sdd 4 glon, dA el o dila T o
7HA ks g glnk. S @A) dpdo] o4t wat FdsAW o ik 8™ F o 9lal, v e
e A v @ FAo] v =3E & gt
U B 7P 20s AdEs] AsiAe 2 evert wf vttt 43 dert olew, A3 3D
LHeE 9% ARRE Efelde adEat wrHWA sdd Fort . 2 e mE ARRE Edold
PHE A= Efoldor Qg er]e AEel HWE Agex erle FHE fAHA adHdor des
<49 7 04
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[0069]

[0071]

[0073]

ZIHS3d 10-2024-0129853

=, Qakspel We $RQl AEe A%, @AM} ool AAHAY AFL o) ake] L Fal A 2%
S AZo] Zzte] meglo] tiste] AN 4 Atk AF orlei S WE} Wi ol E o] kel 47}
o xeglel tlald ANE 4 gtk o B, B wge] W L= Edold WHe ot FAL 45
WA ere Hue A4S &9 & k. dndown, Y 4si orle kel B5E] diel o=
AgEst GRH o Br%E ¢ A

3 o] Weo] 7iAlE B dwe] x}

= 7o

Foe] H7
3000 AREE E#o]d A
310: 29 A2 §9 330: AFEE Ay f4

3500 AREE= A L 3700 9Ah

=3y
EH]
Sound Synthesis Sound Propagation Sound Generation

(AF2E ) (At2E "ah (Auralization) Multi-
M2E 89 channel
[ wav file 3D geometry (7rd=h Audio
data (EEIXE
[ VolIP stream (3D 7|3} H|o]E) Speaker 2r|Q)

configuration
(=uA 2%)

Listener position
(BFR /AR

)
)
[ Collision ]
)

[ .wav file

EH2

— Direction Path

== Reflection Path
- —-- Transmission Path

— - Diffraction Path

|:| Sound source
O Listener
|:| Obstruction
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EH3
300
Frame information
Extrapolation
Graphic Unit = Audio
Data Data
s Extrapolated
Amplitude Level sl -
A 4 A4 A4
Sensitive data
Graphic Sound (Direction, Sound
Processing -~ » Generation Distance) Rendering
: raphic g - -
Unit R LT Unit Amplitude Unit
Audio
e 2 performance 3
310 350 330
Graphic Result Sound Result
EH4
Amplitude Result
Extrapolated |
Amplitude of level, :
|
Extrapolated | |
Amplitude of level, I :
| |
Amplitudeof | l I
current frame | | |
| | |
| | |
| | |
| | |
| | |
| | |
| | |
Amplitudeof | | | |
previous frame : : l :
| | | |
| | | |
' ' ' ' Time

Previous

Current

level,

level,

frame

frame
Frames for

extrapolation
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k1
N2

I

Current frame®ll CH B graphic 2152t sound 8 =

2%

l

graphics & & >=
sound 8=

Yes

Graphic 453} sound 852 7HX| 1

extrapolation level 28 (level| 242 L)

—>

A4
Previous frameXF current frame =l amplitude =

Current frame2]
amplitude2} sensitive
data S 7HX| 0 & T
audio A &

ZIHS3d 10-2024-0129853

Extrapolated
amplitude 2} sensitive

7FX] 12 current level2| extrapolated amplitude

H A (current level2| E2|gHE 0)

current level++

NO
current level==

data B 71X 1 3| F
audio A &t
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