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A Method of Visualizing 3D Sound Effect Based on WebVR

JIN Yi,ZHANG Liang
( Dpt. of Computer Engineering,Suzhou Vocational University,Suzhou 215104,China)

Abstract:As users can choose the direction and angle of view independently in VR scene,VR audio technology

requires more spatial environment status through sound discrimination direction,distance,etc.in order to gain optimum

experience.This paper mainly discusses a method of audio spatial visualization based on WebVR.The core of this method is

to use Web Audio API's PanerNode and AudioListener to process audio source,in which Three.js provides refined support to

audio spatialization.Finally,a VR audio case is tested. The experiment shows that the audio spatial information can be updated

according to the user's position and rotation matrix.
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Fig.1 Flow chart for audio processing
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const myAudio=document.querySelector('audio');

const audioCtx=new AudioContext(); //fI&&E#i L
T3

const source=audioCtx.createMediaElementSource(my
Audio);

const panner=audioCtx.createPannerNode();

panner.setPosition(speaker.position.x, speaker.
position.y,speaker.position.z); // ¥k 5 {KABIRAE L
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source.connect(panner); / /6 i A 45 5 3% 15 5
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panner.connect(audioCtx . destination);

source.start(0); / /i 4
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update(position) {
const {panner}=this;
panner.setPosition(position.x,position.
v,position.z)s}  / /¥ K KA bR £ 45PannerNode_
loadAudio(path) {
/ /1 Fi fetch i sk & 45 S04
return fetch(path).then(res=>res.
arrayBuffer()); }
async _processAudio() {
const {path,ctx,source}=this;
try {
const data=await this._loadAudio(path);
/ /R R E
const buffer=await ctx.decodeAudioData(data);
/ /A SR
source.buffer=buffer; //FFfRiSEEERE
#5BufferSourceNode#i A 25 15,
source.start(0); | //#&HCEHR
catch(err) {
console.err(err); |
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Fig.2 Results of WebVR application
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