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Effectiveness of Rendering Method Considering Radiation Point of Human Voice in VR Content.
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A= T AT TN, Bl dZOMFITIROAA H
D &S KB ERETE ZREROX T4 7THY, F— 213
REZUDE U THA R CHZBREIEA TV S [1-3].
NHK Tb A v =3 T X T 4 725 HOBERMOERICE
B EELAAFEO—D MBI TED, AR (ERH
%) VR ([AHHE) 2IEH LY 7 v Y OfifERigR
D7D OFMFEFEEHED TN S [4].

A=Y T AT 4 7 OMRIZIE 360° BREESRARY 2 X K
Uy ZBUEHBBRAESATE D, ary 7y Y ZERNOERD
METaAYTFYYERLDZ I EPRBTHS (5. 22T
A= T X7 4 7THOBEHS, YV RFOHEHREH)
WWERELTEEZL YR Y Y/ TES XS, six-degrees of
freedom (6DoF, KX 1 %) MSosHFEATNS [6].

LIZATVRaAVFTYYTIE, BEFRZVAFLOMED
R E DSV TERICERBR 25T 20T, EERO
1EHE 72 (L i S A it B O 1R BRI = O 3 LIS IZ R R R
TH?. REFROBEHBEPANBEOGE, > INREE
TEAYOERHOLE NFE OB R L AR TIHEDLD 25,
NFE DG AL TRV L IZHETH 5. BT A
EROHIRAFENEFTA T 27 bO—DTH D28, av
TYVANOBENEERE LRV & S, AIRERIR D EEoY)
FRGICAIL T, RAZNERE T2 Z e B E LW [7,8].

FxlZ N ET, AFOMHEEB KUY R F £ TOREMEE
BEEBLIZAFOL VXY ¥ IEERELTET [9-11).
ARITIE, 6DoF BEDAIRE/R VR 2 ¥ 7 Y ZHWT, 2
RFEOTRE TSR CHAL L 2R 2 mE T 5. &
BABOKEFNE, MPEG-I Immersive audio [12,13] D
MALTEBIO—ER e L THEML /.

VR, BAOSHIE, FEBERE, A/, MPEG-I Immersive audio
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K 1: 6DoF EEZMOIEARE. 6DoF Ti, BEEUEIC
Lo TV RFLEBREDMUE - MEDEFRLENLTS.

2. NEOBMHRZERLILVAYVIE [9-11]
AETE, AFOL YRV V2B 2R FIEEHHA
T5. M2 IREFEOEAKZRT. M2 TIAYDOHE
EERIAER 2 RE L, BT 30 mMEORE =
BLTAFDOHG REIEOM cm HiFICEREL TW5A. X
2, ay 7y YZEMICBIT 5 ) R FOBERMEIIGT T, XU
TOFHRETHEEOEMBREELZANT 2.
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M 3: £: TN BFEDERN. £ REFEORAR.

ARTIE, REFEOMREMIET 272012, A\
HHRDICAFOA 7Y 227 P EEE L, EHPLEHRLEY
L CHEANREERRZ M55 2 Fk LR, vk
Fik) roligrBIks. M3, YUY IARFELE
RFEEZNZNLOBARZ RS

3. KRR
3.1 RRIITL
KBRS 27 11%, MPEG-I Immersive audio O FHiiER5E
DFIHEZ i 7 T HM TRER L 72
e Platform PC
— Graphics Card: nVIDA / GeForce RTX 3090

— Processor: Intel(R) / Core 19-10900K, 10 cores,

20 logical processors
— Memory: 64GB RAM
— Storage: 2TB SSD

— OS: Windows 10 Pro 64-bit

e VR system: HTC / VIVE Pro
e Sound card: Focusrite / Scarlett 2i2 3rd Gen
e Headphone: Beyerdynamic / DT-990 Pro

ay 7 vy oYX Unity ZFHWTHEAE L. 8F
¥ MPEG-I Immersive audio OFH¥EE 7L [13] 1K LT
SUTNBRFEBIOCREFEEZFEELTCLYXY UL,
Max/MSP #EHTHAE L.

B 4: FHFTERBEZRELIHEE.

3.2 RER=E

FHEHMERRE, FOARRIFDO T T B ME
BCEMU (K4) . FHEEHIELLRM 2 4 = [ 2 HPHE,
ME3 mx fidm ¥ L7

4. EEFMEEER
4.1 KEBFE
L, 7EBEDOFMMR S — A EET S A/BTFANTE
ol A/BO—HIEY Y IV BRFHREIHEISNTL Y
RY Y UEE, 35 —HRIEIREEFRIE S VTL VX
VY UEBERS YR AZHD Y ToNS. FHliEE, B
B FARFIIRREINZ LY E Y Y 7EREERL, av Ty
VERRTIEE LTSS LW (plausible) DEHAIC
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A Lz, 7 BB ORI R o — AR LU RIOR T
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B0 - FFIACRME L7z, A/B 2UIh &2 % v BASIR
2T 575, BRIIRTN T ICHES I 258 TH 5.
4.2 FHEI> TV EFEIE
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T UV, ERISFEE LB SETN 2SS WTEE L
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FThrOFEZEA L. SHEOFHEERTIE, RBEEH
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= dHEL 7.
5 IZFEMiIC W2 “Hosiptal” 27”3, EEID AR DK
SHRHEICIE, A XESIFSEARREDTIE L 7 — & 2
LTED [14], BHNAEDIFEX 15° TH 3.
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X 5: Philips §IfEQFFHEI> 7>V “Hospital”. BBFORF () LEBELAEDSHITTIEM (B) .
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FlEE, FHMEE ONE - MZICELETY 7L XA LI
LYRY YT LIz A = bicid, Ry v T
BKFEDHRDLL 2> THE LK I —~ vy FOEImER
BrHWk [15]. 7B, REFEOL VXY I TiE, B
Bl DSEERAE® 10 cm ICFE L 72,

4.3 EBRRRCER

X 6 ICRBHEERT. HENIFFEDOFEY, =5 —n—
13 95%EHEXMERLTWVWS. K625, #ik, HIToM
e DREFEDTENTZ e Bbh 5.

Fiz, HTOHDEIE XD DI T2 EMMSHE S0
TW3. FHBIEONEHE LS, BEILGITA2EF A 7Y
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Ay 7Y FEREOY D B 2 CEGRR < ER L THAS
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Aohb.
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