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*Effect of the depth expression on sense of presence in 3D audio system using multiple vertical
panning. by KIMURA, Toshiyuki (Tohoku Gakuin University)
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Fig. 1 Basic configuration of the multiple ver-
tical panning (MVP) method.
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Fig.2 Configuration of developed audio-visual
display system.

Fig. 3 Image of developed audio-visual display
system.
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Fig. 4 Position of viewers, visual display and
the loudspeaker array in the evaluation experi-

ment.
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Table 1 Experimental conditions in the evalu-

ation experiment.

Index | Sound level variation | Moving time
(1) No variation 5 seconds
(ii) No variation 10 seconds
(iii) Variation 5 seconds
(iv) Variation 10 seconds

Test
, Main (16 trials)
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Fig. 5 Flowchart of the evaluation experiment.
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Table 2 Trial of the evaluation experiment.

Note
(i)-(iv) of Table 1

Element

Main
(16) | x 4 repetitions

= 4 conditions




Table 3 Scale of the evaluation experiment.

Grade | Judgment
5 Excellent
4 Good
3 Fair
2 Poor
1 Bad
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Fig. 6 Results of the evaluation experiment.
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