


Context - physical audio in interactive worlds.
Modal resonators.

Wood resonance : problematic.

Diffuse resonance : general characteristics.
Existing diffuse resonators : feedback-delay.

Perceptual alternative : 'noise modes’, hybrids.

Examples.
Conclusion.
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Accurate control of audio by dynamics and collsion.
Object dynamics becomes part of audio behaviour.
Increased realism and immersion.

Detailed dynamics and collision data required.



The Collision Model
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— Sound

« Collision generator types - impacts and contacts.

 Covers a wide variety of natural sound.



Modal Resonator

« Calculate modes by analysing recorded-impulse.

 Efficient and realistic for small numbers of resonances: metal, glass,
stone.

e Bad for wooden objects like doors, tables: Why is this?



Menzies Perceptual Resonators for Interactive Worlds

Wood resonance
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