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La configuration pour mesurer les HRTF :

- Bass Boost = Baxandall de ≈ + 3,5 dB à 400 Hz  ( rendu naturel…)
- Azimut scale = 1 correspond à l’affichage réel de l’Azimut, ( pas de ≈ 30°
- Distance scale = 0,01 correspond à une distance ≈ nulle ( pas de changement .. 
…des HRTF en fonction de la distance affichée )
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POLAR = ± 180° ?
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HRTF de la KU 100 Neumann

dearVR pro



BATT. pile 9v ;  P48. fantôme 48v ;  EXT. secteur 220v.

(Sorties : 1 XLR 5 + 2 BNC)

En 1992 :  NEUMANN KU 100 (≈ 7400 €)

Les Oreilles sont 
anthropométriques (G et D identiques pour les mesures).

2 micros du système KM 100 (circuit de sortie sans transfo)

§ Filtre coupe bas à 40 Hz ou 150 Hz  et atténuation de 10 dB.

§ Tête égalisée pour une réponse linéaire en Champ Diffus.

Photos :  www.neumann.com et www.madooma.com

Compatible en Stéréo avec haut-parleurs
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Champ Direct Frontal à 0° :
- 16 dB      

à 8 KHz

NEUMANN KU100
Égalisé Champ Diffus :

± 2 dB
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Champ Direct :

20 dB

KU100

0°en bleu
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- Bass Boost = Baxandall de  ≈+ 3,5 dB  à  400 Hz  ( rendu naturel…)
- Azimut scale = 1 correspond à l’affichage réel de l’Azimut, ( variations ≈ ± 30°
- Distance scale = 1 correspond à la distance réelle de 12 m ( facteur multiplicateur )
- Perte de - 6 dB de 0,5 m à 3 m ( - 8 dB de 0,1 m à 3 m ) pour un facteur multiplicateur = 1 

)

Distance pour une source fixe à 60°

dearVRpro Version  v 1.1

OFF
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Version  v 1.1

FIXE
60°



Oreille Ipsilatéral

Oreille Contralatéral

- Perte de -3 dB quand on ajoute 3m, à partir de 3m∅

dearVRpro
Distance pour une source fixe à 60°

3m

PHASE = 0,2

6m PHASE = 0,15

12m PHASE = 0,1

24m PHASE = 0,0

12 m x 0,5
PHASE = 0,15

12m x 2 PHASE = 0,0

- Phase      dé-corrélée = 0,0 pour les distances > à 20m
- Coupe Haut et Bas pour des distance > à 6m…

≈ -18 dB

=

Distance 
scale = 
facteur (x )
de 0,01 à 10      



Distance de la source

- 6dB

Décroissance du son direct dearVRpro
en fonction de la distance…

Perte de -6 dB 
quand on double       
la distance, à partir        
de 3m

Perte de -3 dB 
quand on ajoute 3m,
à partir de 3m

dearVR pro
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(V ⁄ Tr)Dc ≈ 0,1.√
avec une source de  
coefficient Q ≈ 3      
(V en m³ ; Tr en s)

ONDE DIRECTE :     

- 6 dB quand on 

double la distance

Dc pour l’écoute directe (pour Q ≈ 3) dans une salle…

4 x Dc

2 x Dc

Dc



OFF

ON

Occlusion pour une source fixe à 60°

dearVRpro Version  v 1.1

Version  v 1.1

FIXE
60°

- Bass Boost = Baxandall de  ≈ + 3,5 dB  à  400 Hz  ( rendu naturel…)
- Azimut scale = 1 correspond à l’affichage réel de l’Azimut, ( variations ≈ ± 30°
- Distance scale = 1 correspond à la distance réelle de 10 m ( facteur multiplicateur )

)



Oreille Ipsilatéral

Oreille Contralatéral
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40%

PHASE = 0,1

60%

PHASE = 0,1

80%

PHASE = 0,3

100%

PHASE = 0,55

Attention:
Occlusion > à 60% risque de recentrage 

et de focalisation due à la     > à +0,3…∅
Tourner la    à partir de 60% !∅

Occlusion pour une source fixe à 60°

dearVRpro



REVERB et REFLECTIONS par défaut :

dearVRpro

dearVR pro utilise un mélange de réverbération algorithmique et à convolution !

Version  v 1.1

- Convolution =  REVERB (aucune influence par POSITION)
- Algorithmique =  REFLECTIONS ( influencé par POSITION en Bin et en St )

OFF

OFF

OFFSon 
direct

Coupe 
haut



Volume = 20 677 m3

Surface = 914 m2

Pré-délai = 65 ms 

Volume = 28 665 m3

Surface = 1 230 m2

Pré-délai = 78 ms 

REVERB en bleu ---- REFLECTIONS en orange
Par défaut



Volume = 23 813 m3

Surface = 992 m2

Pré-délai = 71 ms 

Volume = 3 164 m3

Surface = 229 m2

Pré-délai = 31 ms 

Volume = 10 796 m3

Surface = 488 m2

Pré-délai = 43 ms 



Volume = 97 381m3

Surface = 3 062 m2

Pré-délai = 142 ms 

Volume = 27 736 m3

Surface = 1 016 m2

Pré-délai = 67 ms 

Volume = 20 498 m3

Surface = 826 m2

Pré-délai = 73 ms 



Volume = 1 728 m3

Surface = 146 m2

Pré-délai = 25 ms 

Volume = 224 m3

Surface = 38 m2

Pré-délai = 12 ms 

Volume = 106 m3

Surface = 19 m2

Pré-délai = 10 ms 



Volume = 210 m3

Surface = 33 m2

Pré-délai = 11 ms 

Volume = 550 m3

Surface = 77 m2

Pré-délai = 19 ms 



Volume = 162 m3

Surface = 25 m2

Pré-délai = 11 ms 

Volume = 801 m3

Surface = 91 m2

Pré-délai = 19 ms 

Volume = 134 m3

Surface = 27 m2

Pré-délai = 11 ms 



Volume = 495 m3

Surface = 65 m2

Pré-délai = 18 ms 

Volume = 134 m3

Surface = 28 m2

Pré-délai = 13 ms 

Volume = 639 m3

Surface = 65 m2

Pré-délai = 19 ms 



Volume = 365 m3

Surface = 34 m2

Pré-délai = 11 ms 

Volume = 72 m3

Surface = 15 m2

Pré-délai = 9 ms 

Volume = 134 m3

Surface = 22 m2

Pré-délai = 8 ms 



Volume = 17 m3

Surface = 6 m2

Pré-délai = 3 ms 

Volume = 8 m3

Surface = 3 m2

Pré-délai = 3 ms 

Volume = 102 m3

Surface = 23 m2

Pré-délai = 7 ms 



Volume = 4 161 m3

Surface = 272 m2

Pré-délai = 41 ms 

Volume = 10 900 m3

Surface = 500 m2

Pré-délai = 47 ms 

Volume = --- m3

Surface = --- m2

Pré-délai = 132 ms 



Volume = --- m3

Surface = --- m2

Pré-délai = 18 ms 

Volume = 892 m3

Surface = 91 m2

Pré-délai = 19 ms 



Volume = 8 508 m3

Surface = 464 m2

Pré-délai = 31 ms 

Volume = 36 544 m3

Surface = 1 363 m2

Pré-délai = 92 ms 

Volume = 852 m3

Surface = 87 m2

Pré-délai = 18 ms 



Volume = 852 m3

Surface = 87 m2

Pré-délai = 18 ms 

Volume = 852 m3

Surface = 87 m2

Pré-délai = 18 ms 

Volume = 852 m3

Surface = 87 m2

Pré-délai = 18 ms 
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Volume = 30 956 m3

Surface = 1 155 m2

Pré-délai = 74 ms 

Volume = 30 956 m3

Surface = 1 155 m2

Pré-délai = 74 ms 

Volume = 30 956 m3

Surface = 1 155 m2

Pré-délai = 74 ms 
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Volume = 852 m3

Surface = 87 m2

Pré-délai = 18 ms 

Volume = 323 m3

Surface = 41 m2

Pré-délai = 15 ms 

Volume = 1 026 m3

Surface = 104 m2

Pré-délai = 20 ms 



Volume = 1 026 m3

Surface = 104 m2

Pré-délai = 20 ms 

Volume = 30 956 m3

Surface = 1 155 m2

Pré-délai = 74 ms 

Volume = 30 956 m3

Surface = 1 155 m2

Pré-délai = 74 ms 



Volume = 30 956 m3

Surface = 1 155 m2

Pré-délai = 74 ms 

REVERB : SIZE

SIZE 100%  Max
SIZE 50%  Mini

2 dB
Church

0 dB

Aucune influence 
sur REFLECTIONS ?



 



 

 

 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 

 
 

USER MANUAL 
v1.1 

 
 

Please read this manual carefully before using the software. 
Using headphones requires responsible listening! 

Last updated: January 2018 
Copyright © 2018 by Dear Reality GmbH 

All Rights Reserved  
  



 

 

 

 

Quick Start 

Install and Authorize your new Plugin: 

- If you do not have an account, register for free on the Plugin Alliance website.  
- Double-click the .mpkg (Mac) or .exe(Win) file 
- Follow the installation instructions. 
- Open the plugin in your DAW of choice and click on the interface to activate 
- If your computer is connected to the Internet, click the “I’m Online” button and 

enter your Plugin Alliance credentials on the following page. 

Alternatively: 

For offline activation instructions and additional information, please refer to the 
Activation Manual included in the installation folder of this plugin. 

You may also follow this link to the online version of the manual. 

 

 For more information, please visit: www.plugin-alliance.com 
 
 

System Requirements and supported Platforms 

Supported sample rates: 
44.1, 48, 88.2, 98, 176.4 and 192 kHz, in both mono and stereo. 

For latest System requirements & Supported Platforms, please check the product list 
page on the Plugin Alliance website to see particular details for your product.  
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1.Introduction 

Thank you for purchasing our dearVR pro Plugin and welcome to the next step of immersive 
audio production. With the dearVR 3D audio technology you are able to design fantastic new 
music mixes for headphones or create deep auditory worlds and sound design within your 
DAW. 
This manual will help you understand the dearVR pro Plugin and how to use it in your 
projects. 
 
Important Note: 
dearVR is a 3D audio technology for headphones. Any kind or brand will do, but if the output 
format is set to “Binaural”, you have to use a headphone for the plugin to work properly. 
Please check that your left and right earpieces are properly placed and let’s get started… 

Have fun! 
 
 

1.1 About binaural 3D Audio 

Binaural 3D Audio is a technology that simulates the human spatial hearing via headphones. 
If you listen to common stereo audio with headphones, the perception of all sound sources is 
located inside your head - between your left and your right ear. With 3D Audio you get the 
sound outside of your head where it belongs. A sound appears to emanate from a specific 
point - anywhere within a full 360° three-dimensional sphere. 

 
1.1 - Full 360 degree 3D audio sphere 
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This gives you the ability to position a sound object all around the listener - behind, in front 
of, to the right or to the left of and even below or above. 

The quality of a 3D Audio rendering process depends on many factors - primarily the shape 
of our body, our head and our ears. That’s why a mix with 3D Audio can sound different to 
different people. Our uniqueness as human beings is actually a limitation for practical 3D 
Audio technology. 

Another typical problem that occurs with binaural 3D Audio is the front-back confusion. Our 
natural hearing uses small micro-movements of our head to optimize the localisation of a 
sound source. The head tracking technology, which is part of virtual reality devices, offers a 
solution to this problem. 

Binaural 3D Audio is not made for listening via stereo speakers. Although in general the 
playback is possible, you will have to face strong colorations of the sound depending on your 
playback system. The reason for this is crosstalk, meaning a large portion of the left speaker 
signal will also go to the right ear of the listener. Similarly, a large portion of the right speaker 
signal will go to the left ear of the listener. With headphones this is different: both the left and 
the right channel signal reaches its respective ear. 
 
 

1.2 dearVR Audio Reality Engine 

We call our dearVR technology an audio reality engine because it can produce stunningly 
realistic auditory worlds, comparable to our natural listening. For this, we listened back to our 
modelling technology over and over again and tweaked every parameter with our own ears. 

The acoustic modelling of an environment needs more than just 3D spatial location. It 
combines distance, motion, reflections and reverb to complete a simulation of an acoustic 
scene. 
All these phenomena can now be utilized for your sound design with just one Plugin: 
The dearVR audio reality engine! 
 
 

1.3 Version 

This manual is for dearVR pro Version 1.1 
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2. Overview dearVR Engine 

The dearVR pro Plugin is a 3D audio processor, enabling you to virtualize many different 
kinds of three dimensional acoustic settings within your mix with a great amount of realism. 

The virtualisation of an acoustic environment with object based sound sources refers to 
combining 3D spatial location cues with distance, motion, and ambience. All these parts are 
needed to achieve a realistic simulation of an acoustic scene - far beyond simple 3D 
positioning. 

For this reason the dearVR Engine combines object based 3D positioning with real time 
generated reflections depending on the room positioning and late diffuse reverberation. 
 
 

2.1 Reflections 

A signal being reflected once or twice from parts of a listening space - walls, ceilings and 
floor - arrives shortly after the direct signal at the listener’s position. Such early reflections 
can be seen as a transition period before the reverberant field has built up. 

First reflections are responsible for our impression of the general character and the size of a 
room. These reflections are of great importance in binaural rendering in order to create a 
realistic localisation and the impression of sounds coming from outside of your head. 

Early reflections can be modelled by considering acoustic boundaries as acoustic mirrors. 
Depending on the listener’s position in a room and his distance to the boundaries, the time a 
reflection takes to arrive at his ears varies. Reflections also vary depending on the position 
of the sound source in the room. 
 
 

2.2 Reverb 

Reverb itself is an extremely complex reflection and diffusion pattern that builds up to a 
dense thickness from the moment you hear the original dry sound. For the dearVR Engine 
we captured the acoustic characteristics of different rooms or locations. The dearVR pro 
plugin contains a selection of 46 room presets for spatial audio production. You can easily 
adapt these reverb characteristics for your mix by changing the reverb size or applying a 
reverb filter. 
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3. Control Panel 

3.0 – Overview processing units 

The dearVR pro plugin is made up of four processing units: 

1. Position 

2. Reverb 

3. Reflections 

4. Master 
 
The signal flow starts in the Position Module, passes through the Reflections and Reverb 
sections and ends with the Output Format in the Master Module. Each Module has a Gain 
Controller before the signal enters the following section. 
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3.1 Position 

The Position module renders distance, listening angle and elevation relative to the listener. It 
is possible to enter values as Polar or Cartesian coordinates. 

Important: Azimuth, Distance and Elevation sliders (Polar Coordinates) are  
  only active in Polar Mode (see 1 – Input Mode) 

 
Illustration 3.1 – Position Module 

1 - Input Mode 
 
 

Use toggle to switch between Cartesian or Polar Mode. 

1. Cartesian Mode 
Cartesian Coordinates X, Y, Z represent distances from the listener. 
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Illustration 3.2 – Cartesian Coordinates 

In Cartesian Mode, change position by dragging the audio source 
icon with the mouse in the XYZ-Pad. You can also enter numeric 
value into the XYZ display field. 

2. Polar Mode 
Azimuth and Elevation parameter describe an angle in degree, 
whereas Distance is set in meter (length of vector r) 

 
Illustration 3.3 – Polar Coordinates 

In Polar Mode, change position with the Azimuth, Elevation and 
Distance sliders. You can also enter numeric value into the display 
fields next to the sliders. 

Note: It is not possible to drag the audio source icon with the 
mouse while being in Polar Mode. A red position marker together 
with the note “POLAR” will appear. 
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Illustration 3.4 – XYZ-Pad input disabled 

2 - Azimuth  
 

Set Input Mode to Polar and use the Azimuth Slider to enter the 
left/right position in degrees (+/- 180°). 
Use display next to the Azimuth slider to enter numeric values. 

Note: Slider is disabled if Input Mode is set to Cartesian! 

3 - Elevation 
 

Set Input Mode to Polar and use the Elevation Slider to enter the 
object height in degrees (+/- 90°). 
Use display next to the Elevation slider to enter numeric values. 

Note: Slider is disabled if Input Mode is set to Cartesian! 

4 - Distance  Set Input Mode to Polar and use the Distance Slider to enter the 
object distance (max. 30 meter). 
Use display next to the Distance slider to enter numeric values. 

Note: Slider is disabled if Input Mode is set to Cartesian!. 
 

5 - Gain 
 

Sets the level of the audio source direct signal - independent of 
reflections and reverb gain. (-96dB ⇔ +24dB) 
Note: Values for direct, reflection and reverb levels influence the 
distance perception. 

6 - Azimuth Scale Scale the internal dearVR horizontal-angle processing. 

Values: (0.2 ⇔ 4.0) 

Note: 
Value < 1.0 results in more sideways position perception. 
Value > 1.0 results in more centered position perception.  

7 - Distance Scale Scale the internal dearVR distance processing. 

Values: (0.01 ⇔ 10.0) 

Note: 
Value > 1.0 lead to an increased distance perception.  
Value < 1.0 lead to an decreased distance perception 

8 - Occlusion Acoustic occlusion describes the alteration within a sound field if the 
sonic wave is blocked by an object or wall. Occlusion Knob sets the 
level of occlusion if a sound source is occluded by an object. 

Values: (0.0 ⇔ 1.0) 

9 - Zoom +/- Use plus / minus buttons to zoom In or Out. 
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There are six different zoom stages: 
3m / 6m / 12m / 18m / 24m / 30m  

10 - Display Mode  
(X/Z  Y/Z  X/Y) 
 

Switch between three different Display Modes: 
X/Z is a top view. 
Y/Z is a side view. 
X/Y is a rear view. 

Note: The Icon in the middle of the Display gives a quick overview 
of the chosen mode. 

 
 

Tip – Shortcut Reset Position  

Press ALT and double-click into the XYZ display to reset the source position to default 
values.  
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3.2 Reflections 

The reflections module generates reflection patterns depending on the sound source 

position. If the sound object moves, the reflection pattern adapts to the direction of the 

signal. 

With Realtime Auralisation, it is possible to create real-time reflections depending on the 

sound source position and distance relative to six walls: Left, Front, Right, Top, Back, 

Bottom. Walls are indicated within the XYZ-Pad using narrow lines. 

 

 
Illustration 3.5 – Reflections Module 
 

1 – Wall Distance  
 

Listener’s distance to the ceiling / ground in meter 

Listener’s distance to the front / rear wall in meter.  
Value modifies delay and level of reflexion from front / rear direction. 

Listener’s distance to the left or right wall in meter.  
Value modifies delay and level of reflexion from left / right direction. 

2 - Reflections Gain 
 

Adjusts the overall gain of the reflections section. 
Values (-96dB ⇔ +24dB) 

3 - Reflections 
Damping 
 

Applies a low-pass filter to the reflections signal. 
Set frequency values between 500 Hz to 19999 Hz.  
 

4 - Reflections 
On/Off  
 

Switch to turn ON/OFF the reflections rendering. 
 

5 – Realtime Activates real-time processing to generate first reflections 
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Auralisation 
 

corresponding to the listener and sound object position relative to 
the chosen wall distances. 

Value 0 means no boundary. 

 
 

3.3 Reverb 

For the reverb module we created 45 Virtual Acoustic presets, capturing the characteristics 

of different rooms and locations. You can easily adapt these acoustics to a specific scene or 

room by changing the size or applying the damping filter. 

 

 Illustration 3.6 – Reverb Module 
 

1 - Preset 
 

Menu to select different Virtual Acoustic room presets. 
For an overview and detailed description of all presets see chapter 
4. Preset List. 

2 - Size 
 

Slider to decrease the reverb time of the selected preset. 
Values (50% ⇔ 100%) 

3 - Reverb Gain 
 

Adjusts the overall gain of the reverb section. 
Values (-96dB ⇔ +24dB)  

4 - Reverb Damping 
 

Applies a low-pass filter to the reverb signal. 
Set frequency values between 500 Hz to 19999 Hz.  
 

5 - Reverb On/Off  
 

Switch to turn ON/OFF the Reverb rendering. 
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3.4 Master 

 
 
 
 
 
 
 
 
 

Illustration 3.7 – Master Module 
 

1 - Input Channel 
 

Sets dearVR input signal from a stereo audio clip.  
Left channel, Right channel or a mix. 

2 - Output Format 
 

Select Output Format: 

• Binaural 
2 channel binaural output for playback via headphones. 

• FOA AmbiX 
4 channel first order Ambisonic output in AmbiX format. 
Format used by Youtube. 
Note: AmbiX uses ACN channel ordering (WYZX) and SN3D 
normalization. 

• SOA Ambix 
9 channel second order Ambisonic output in AmbiX format. 
Format used by Facebook 360°. 

• TOA Ambix 
16 channel third order Ambisonic output in AmbiX format. 

• FOA FuMa 
4 channel first order Ambisonic output in Furse Malham (FuMA) 
format. 
Note: FuMa uses WXYZ channel ordering and Furse Malham 
normalization (maxN with -3db correction for W signal). 

• SOA FuMa 
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9 channel second order Ambisonic output in Furse Malham (FuMA) 
format. 

• TOA FuMa 
16 channel third order Ambisonic output in Furse Malham (FuMA) 
format. 

• 2.0 Stereo 
2 channel Stereo output for playback via stereo speaker setups. 3D 
positioning rendering is disabled. 
 

3 - Master Gain 
 

Sets the overall output gain. 
Values (-96dB ⇔ +24dB) 
 

4 - Bass Boost 
 

Enable bass enhancement on the input signal. 
 

5 - Bypass 
 

Bypass all dearVR processing. 

 

6 – Performance 
Mode 
 

Use Performance Mode for static, non moving audio sources, to 
reduce processing load. 
Note: Only enable for non moving objects. Moving the audio source 
while Performance Mode is active might cause glitches. 

 

7 – Input Signal 
 

The green LED under the dearVR Logo is illuminated if an input 
signal is detected  

 

Tip – Stereo Sources 

Using the dearVR plugin creates a 3D audio object as a point source. In case you want a 
stereo audio signal to spread within the 3D space, you have to create two separate tracks 
for the stereo file - each with an instance of the dearVR plugin. Set one input slider to Left 
and the other to Right. Position both audio objects together and adjust their distance 
between each other by ear.  
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4. Preset List 

Note: The larger a room the longer the reverb – and the more performance is needed! 
Performance Level (PL) illustrates the performance load within a range from 1-10. 
Level 10 needs the most performance. 

A. Rooms & Halls Room Size 
Auralisation - Wall Distance (meter) 

LEFT  ç FRONT  ç  RIGHT  ç TOP  ç  BACK  ç BOTTOM 

PL 

Concert Hall 1 12,9m  ç 14,0m  ç 10,5m  ç  20,8m  ç  25,1m  ç  1,8m 5 

Concert Hall 2 14,1m  ç 16,6m  ç 13,3m  ç  21,5m  ç  28,3m  ç  1,8m 5 

Large Recording Hall  15,7m  ç 12,1m  ç 15,9m  ç  22,2m  ç  19,3m  ç  1,8m 7 

Small Recording Hall 7,7m  ç 5,4m  ç 7,9m  ç  12,0m  ç  9,3m  ç  1,8m 4 

Kings Hall 13,7m  ç 10,4m  ç 13,9m  ç  20,3m  ç  7,3m  ç  1,8m 5 

Cathedral 27,5m  ç 24,2m  ç 29,0m  ç  30,0m  ç  30,0m  ç  1,8m 10 

Church 13,9m  ç 17,9m  ç 11,5m  ç  25,5m  ç  22,1m  ç  1,8m 5 

Chapel 14,7m  ç 12,4m  ç 14,1m  ç  23,0m  ç  16,3m  ç  1,8m 8 

Large Room  7,9m  ç 4,4m  ç 6,9m  ç  10,0m  ç  5,5m  ç  1,8m 5 

Medium Room 3,8m  ç 2,1m  ç 4,1m  ç  4,0m  ç  2,8m  ç  1,8m 4 

Small Room 2,7m  ç 1,5m  ç 2,6m  ç  3,6m  ç  2,2m  ç  1,8m 3 
 

B. Postproduction Room Size 
Auralisation - Wall Distance (meter) 

LEFT  ç FRONT  ç  RIGHT  ç TOP  ç  BACK  ç BOTTOM 

PL 

Office 1 3,2m  ç 1,9m  ç 3,9m  ç  4,5m  ç  2,8m  ç  1,8m 2 

Office 2 6,7m  ç 2,4m  ç 6,9m  ç  5,3m  ç  3,3m  ç  1,8m 2 

Small Studio 2,7m  ç 2,0m  ç 3,4m  ç  4,7m  ç  2,1m  ç  1,8m 2 

Medium Conference Hall 6,7m  ç 3,4m  ç 6,9m  ç  7,0m  ç  3,3m  ç  1,8m 3 

Cellar 2,5m  ç 2,8m  ç 3,0m  ç  3,2m  ç  2,1m  ç  1,8m 4 
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Empty Room 5,0m  ç 3,2m  ç 3,7m  ç  5,8m  ç  4,3m  ç  1,8m 3 

Small Livingroom  2,3m  ç 3,1m  ç 2,7m  ç  2,9m  ç  2,6m  ç  1,8m 2 

Staircase 4,7m  ç 3,5m  ç 4,9m  ç  8,0m  ç  3,3m  ç  1,8m 4 

Corridor 2,7m  ç 2,0m  ç 2,6m  ç  8,8m  ç  4,5m  ç  1,8m 5 

Bathroom 2,1m  ç 2,0m  ç 2,3m  ç  2,8m  ç  1,6m  ç  1,8m 3 

Restroom 2,7m  ç 1,5m  ç 3,2m  ç  4,2m  ç  2,3m  ç  1,8m 4 

Car 1 0,6m  ç 0,7m  ç 1,7m  ç  1,6m  ç  1,9m  ç  1,3m 1 

Car 2 0,5m  ç 0,7m  ç 1,0m  ç  1,3m  ç  1,6m  ç  1,2m 1 

Booth 3,7m  ç 2,1m  ç 3,3m  ç  2,5m  ç  1,3m  ç  1,8m 2 

Cinema 8,0m  ç 7,0m  ç 9,0m  ç  14,0m  ç  9,0m  ç  1,3m 2 

Warehouse 12,0m  ç 10,0m  ç 8,0m  ç  20,0m  ç  15,0m  ç  1,8m 10 

Outdoor Street 24,9m  ç 0,0m  ç 22,5m  ç  0,0m  ç  0,0m  ç  1,8m 5 

Outdoor Alley 14,2m  ç 0,0m  ç 16,5m  ç  0,0m  ç 3,1m  ç  1,8m 5 
 

C. Musicproduction Room Size 
Auralisation - Wall Distance (meter) 

LEFT  ç FRONT  ç  RIGHT  ç TOP  ç  BACK  ç BOTTOM 

PL 

Studio Room  6,7m  ç 3,4m  ç 6,9m  ç  8,0m  ç  3,3m  ç  1,8m 5 

Live Stage  11,7m  ç 5,4m  ç 11,9m  ç 16,5m  ç  14,3m  ç  1,8m 7 

Live Arena 20,2m  ç 17,0m  ç 21,5m  ç  25,0m  ç  15,7m  ç  1,8m 7 

Heavy Ambience 6,7m  ç 3,1m  ç 6,9m  ç  8,0m  ç  3,3m  ç  1,8m 4 

Plate Ambience 6,7m  ç 3,1m  ç 6,9m  ç  8,0m  ç  3,3m  ç  1,8m 3 

Medium Ambience 6,7m  ç 3,1m  ç 6,9m  ç  8,0m  ç  3,3m  ç  1,8m 3 

Small Ambience 6,7m  ç 3,1m  ç 6,9m  ç  8,0m  ç  3,3m  ç  1,8m 2 

Vocal Hall 1 20,2m  ç 15,0m  ç 21,5m  ç  25,0m  ç  12,7m  ç  1,8m 7 

Vocal Hall 2 20,2m  ç 15,0m  ç 21,5m  ç  25,0m  ç  12,7m  ç  1,8m 7 

Vocal Plate 20,2m  ç 15,0m  ç 21,5m  ç  25,0m  ç  12,7m  ç  1,8m 8 
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Drum Room 1 6,7m  ç 3,1m  ç 6,9m  ç  8,0m  ç  3,3m  ç  1,8m 6 

Drum Room 2 2,7m  ç 3,1m  ç 2,9m  ç  6,0m  ç  4,3m  ç  1,8m 6 

Percussion Plate 6,7m  ç 3,4m  ç 6,9m  ç  8,0m  ç  4,3m  ç  1,8m 5 

Percussion Ambience 6,7m  ç 3,4m  ç 6,9m  ç  8,0m  ç  4,3m  ç  1,8m 2 

Acoustic Hall 20,2m  ç 15,0m  ç 21,5m  ç  25,0m  ç  12,7m  ç  1,8m 6 

String Hall 20,2m  ç 15,0m  ç 21,5m  ç  25,0m  ç  12,7m  ç  1,8m 8 

String Plate 20,2m  ç 15,0m  ç 21,5m  ç  25,0m  ç  12,7m  ç  1,8m 8 
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5. Troubleshooting / Known Issues 

1. Minimum Buffer Size. 

A minimum buffer size of 1024 is recommended. 
 
2. VST3 - multichannel ambisonic outputs. 

The VST3 plugin format is limited to a maximum of 9 output channels. Due to this limitation a 
16-Channel TOA output is NOT available for the VST3 plugin version. 
 
3. Ableton, Cubase, Logic, Samplitude - multichannel ambisonic outputs. 
Due to restrictions within these hosts, no multichannel ambisonic outputs are available.  
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6. Contact 

Support 

Please let us know if there are any questions concerning the dearVR plugin. 
support@dear-reality.com 

For the latest news concerning dearVR please visit our website at: 
www.dearVR.com 
 
   Dear Reality GmbH 
   Oberbilker Allee 53 
   40223 Düsseldorf 
   Germany 
  
 

Caution 

Using headphones requires responsible listening. Damage to hearing occurs when listen to 
loud sounds with headphones over time. 

- Set the volume control of your computer to a minimum when connecting your 
headphones. 

- Set the volume in a quiet environment and select the lowest volume at which you can 
hear adequately. 

- Do not turn the volume control to high, as this can cause permanent hearing 
damage. 

- Be aware that you can adapt to higher volume settings over time, not realizing that 
the higher volume may be  harmful to your hearing.   

Dear Reality GmbH will in any event not be liable for any damage to hearing caused by loud 
sounds. 
 

dearVR Copyright © by Dear Reality GmbH. All rights reserved. 
All trademarks or registered trademarks are the property of their respective owners. 
No part of this documentation may be reproduced or transmitted in any form by any means, 
electronic or mechanical, without permission in writing from Dear Reality GmbH. 
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PlXg-iQV , ReYeUb & Dela\  _ PaV de cRPPeQWaiUeV

TEST: DEAR REALITY
MUSIQUE DEARVR

deaUVR PXVic eVW XQ SlXg-iQ SRXU le VRQ 3D biQaXUal Yia XQ caVTXe

eW APbiVRQic ¢ TXaWUe caQaX[ SRXU YRXTXbe. EQ ce TXi cRQceUQe le

VRQ biQaXUal ¢ deX[ caQaX[, deaUVR PXVic Q'eVW SaV le SUePieU

RXWil de ce W\Se, PaiV le SUePieU ¢ ¬WUe diVSRQible che] PlXgiQ

AlliaQce. EW eQ UaiVRQ de la TXaliW« VXS«UieXUe ¢ la PR\eQQe eW deV

d«YelRSSePeQWV RUieQW«V YeUV l'aYeQiU, QRXV aYRQV e[aPiQ« de

SlXV SUªV la PXViTXe de deaUVR - eW faiW TXelTXeV d«cRXYeUWeV

VXUSUeQaQWeV.

La PXViTXe deaUVR deYUaiW SeUPeWWUe de SlaceU eW de d«SlaceU deV

VRXUceV de VigQaX[ daQV XQ eVSace WUidiPeQViRQQel. Ici, la

PXViTXe de deaUVR eVW SlXV TX'XQ SaQQeU 3D biQaXUal. Le SlXg-iQ

cRPSUeQd «galePeQW la g«Q«UaWiRQ de U«fle[iRQV eW de

U«YeUb«UaWiRQ. 18 chaPbUeV VRQW diVSRQibleV.

OXWUe leV VRQV 3D, la PXViTXe deaUVR SeUPeW «galePeQW le Pi[age

VW«U«R 2D claVViTXe eQ XWiliVaQW leV SiªceV iQclXVeV.

PUBLICITÉ

2CAXdiR AXdified

SOCIÉTÉ DE
NAVIGATION

commentaires populaire

PaV eQcRUe de
cRPPeQWaiUe

SeaUch Whe ViWe �

MATÉRIEL ▼ LOGICIEL ▼ PLUG-INS ▼ PRATIQUE ▼

CONTROVERSÉ RECOMMANDATIONS DE L'ÉDITEUR TUTORIELS 

GLOSSAIRE VIDÉO, GRAPHIQUES, ETC. LE PROJET HEADROOM 

MAINTENANT TENDANCE: TEST: STEINBERG CUBASE 9 ... RAPPORT: ADIEU AU MAC ...

TEST: FISSION EVENTIDE TEST: IZOTOPE NEUTRON Traduction Google



b

Si YRXV YRXle] alleU diUecWePeQW ¢ l'eVVai, V'il YRXV Sla°W faites

d«fileU jXVTX'¢ " musique dearVR - les caract«ristiques

sp«ciales "

DaQV la VecRQde PRiWi« dX WeVW, YRXV WURXYeUe] XQ WXWRUiel TXi

PRQWUe cRPPeQW XWiliVeU la PXViTXe deaUVR eQ TXelTXeV «WaSeV

ViPSleV SRXU la P«laQgeU aYec deV «cRXWeXUV. CeWWe aSSlicaWiRQ

Q'eVW SaV l'RbjeW de QRWUe caQdidaW WeVW. ASUªV cela, YRXV

cRQWiQXeUe] ¢ WUaiWeU leV Pi[ageV VXUURXQd eW leV effeWV VXUURXQd

eQ XWiliVaQW la PXViTXe deaUVR.

b

Son 3D via un casque: remarque pr«liminaire et critique

LeV SUePieUV eQUegiVWUePeQWV 3D SRXU caVTXe RQW «W« U«aliV«V

aYec XQe W¬We facWice, XQe U«SliTXe d'XQe W¬We aYec deV

PicURShRQeV Slac«V daQV leV RUeilleV. CRPPe il Q'«WaiW SaV

SRVVible d'eQUegiVWUeU XQe acceSWaWiRQ diff«UeQci«e de WRXV leV

iQVWUXPeQWV, PaiV VeXlePeQW le VRQ glRbal, leV SXblicaWiRQV Ve

liPiWaieQW ¢ TXelTXeV œXYUeV, WelleV TXe LRX Reed eW JaQe.

La cRQYeUViRQ de VigQaX[ VW«U«R eQ VRQ biQaXUal biliQgXe «WaiW

iQW«UeVVaQWe SRXU XQe aXWUe UaiVRQ: il Q'«WaiW gXªUe SRVVible de

Pi[eU lRQgWePSV aYec XQ caVTXe. CRPPe leV RQdeV VRQRUeV Qe

VRQW SaV diVWUaiWV SaU le cRUSV, eQ SaUWicXlieU la fRUPe de la W¬We eW

la PiQQa, PaiV SlXV RX PRiQV fUaSS« diUecWePeQW le W\PSaQ, cU««

XQe lRcaliVaWiRQ eQ W¬We dX VRQ TXi faiW XQ P«laQge aYec leV

QRUPeV SURfeVViRQQelleV iPSRVVibleV.

Cela a «W« UecRQQX SaU leV d«YelRSSeXUV de lRgicielV eW de PaW«Uiel

il \ a deV aQQ«eV eW deV VRlXWiRQV RQW «W« cU««eV TXi ViPXleQW XQe

AXdiReaVe

PeilleXU VeUYice BUaiQZRU[

CableGX\V ChUiV HeiQ

D16 GURXS EaVWWeVW

EdXaUdR TaUilRQWe

EYeQWide FabFilWeU FlX[

FXSaQViRQ HRfa

IK MXlWiPedia iZRWRSe

KROTOS

NaWiYe IQVWUXPeQWV

QRXYelleV WechQRlRgieV aXdiR

NRYelWech SRViWiYe GUille

PUeVRQXV PURSelleUhead

MRd«liVaWiRQ E[ePSle

SRfWXbe SRQible

SRQiccRXWXUe SRQRkiQeWic

SRQXVcRUe SRXQdiURQ

VRQ Radi[ SSecWUaVRQicV

SPL SWeiQbeUg

SXgaU B\WeV

Le le PURjeW eW de haXWeXU

TRQe2 TRRQWUack X-he

UebeUVchall VSL WaYeV

ZeUR-G Z\QaSWiT

CATÉGORIES
S«lecWiRQQe] XQe caW«gRUie



diVWUacWiRQ dX VRQ, c'eVW-¢-diUe, cRQYeUWiVVeQW le VigQal aXdiR de

VRUWe TX'il VePble SURYeQiU d'XQe ceUWaiQe diUecWiRQ Yia XQ caVTXe

L'aXUicXle eVW diVWUaiW aYaQW d'aWWeiQdUe le W\PSaQ.

DeV SlXg-iQV SlXV ViPSleV ViPXleQW leV SRViWiRQV VXUURXQd

claVViTXeV aYaQW eW aUUiªUe, gaXche eW dURiWe aiQVi TXe l'eQceiQWe

ceQWUale. LeV aSSlicaWiRQV aYaQc«eV RffUeQW XQ SRViWiRQQePeQW

gUaWXiW ¢ 360 degU«V aXWRXU de l'aXdiWeXU VXU XQ QiYeaX hRUi]RQWal

eW ¢ haXWeXU de W¬We; De SlXV, leV SRViWiRQV de haXWeXU VRQW

«galePeQW affich«eV. MaiQWeQaQW, YRXV SRXYe] faiUe l'h«licRSWªUe ¢

SaUWiU dX V\QWh«WiVeXU YiUWXel-aQalRgiTXe eW baQQiU leV VRQV ¢

cRQWUecœXU daQV XQ fRVV« ViPXl« eQ face de l'aXdiWeXU.

AlRUV TXe ceUWaiQV fabUicaQWV fRQcWiRQQeQW aYec deV cRPbiQaiVRQV

de filWUeV UelaWiYePeQW ViPSleV eW XWiliVeU deV UeWaUdV PiQiPeV,

VXiYUe leV diff«UeQceV de WePSV SRXU leV VRXV-VSecWUeV fRQcWiRQQeU

d' aXWUeV XQe UecheUche VXU le d«YelRSSePeQW cRPSle[e de leXU

HRTF (Head RelaWed TUaQVfeU FXQcWiRQ), eQ SaUWie eQ cRllabRUaWiRQ

aYec leV XQiYeUViW«V. JXVTX'¢ SU«VeQW, le PaW«Uiel SP\Wh ReVeaUch

RealiVeU , TXi VeUa bieQW¶W «galePeQW diVSRQible eQ YeUViRQ 16

caQaX[, eW le lRgiciel SSaWial AXdiR DeVigQeU de NeZ AXdiR

TechQRlRgie , SXUePeQW lRgiciel, RQW «W« cRQVid«U«V cRPPe deV

SURdXiWV ShaUeV .

De SlXV, IRCAM TRRlV / FlX[ RffUe XQ SeWiW SlXg-iQ WUªV bRQ PaUch«

aYec HEaU V3 , TXi SeUPeW «galePeQW d'RbWeQiU deV U«VXlWaWV

VaWiVfaiVaQWV. IVRQe de TRQbRRVWeU «WaiW XQe VRlXWiRQ eQcRUe PRiQV

chªUe aX QiYeaX de l'aUgeQW de SRche; Je Q'ai SaV WURXY« le SlXg-iQ

PaiV dX c¶W« dX fabUicaQW. WaYeV WeQWe de cRQTX«UiU le PaUch«

aYec le SlXg-iQ UelaWiYePeQW facile ¢ XWiliVeU aSSel« N[, TXi SeXW

¬WUe cRPbiQ« aYec XQ WUackeU de W¬We .

LRUVTXe YRXV XWiliVe] XQ diVSRViWif de VXiYi de la W¬We, le

PRXYePeQW de la W¬We eVW iQclXV daQV la ViPXlaWiRQ. La SRViWiRQ de

la W¬We eVW (daQV le RealiVeU) WUaQVPiVe SaU XQ «PeWWeXU VXU le

baQdeaX ¢ XQ U«ceSWeXU, g«Q«UalePeQW VXU le haXW-SaUleXU ceQWUal.

Si YRXV WRXUQe] la W¬We YeUV la gaXche, XQe VRXUce VRQRUe fURQWale

VeUa WRXjRXUV l¢ R» elle eVW eW Qe WRXUQeUa SaV aYec YRXV, PaiV

YiVeUe] PaiQWeQaQW YRWUe RUeille dURiWe. Le VXiYi de la W¬We, TXi eVW

«galePeQW SRVVible aYec le RealiVeU A8, cRQWUibXe de PaQiªUe

VigQificaWiYe ¢ l'aXWheQWiciW« de la ViPXlaWiRQ 3D, PaiV eVW SRXU le



Pi[age VaQV gaiQ. AX cRQWUaiUe, cela fUeiQe SlXW¶W, caU il cRXYUe leV

faibleVVeV dX VRQ 3D ¢ WUaYeUV l'effeW de PRXYePeQW.

La cl« SRXU cRQYaiQcUe le VRQ VXUURXQd Yia XQ caVTXe eVW le HRTF.

Le SP\Wh ReVeaUch RealiVeU A8 eVW liYU« aYec deV PicURShRQeV de

PeVXUe TXi YRXV SeUPeWWeQW de PeVXUeU YRV SURSUeV acRXVWiTXe

eW PRQiWeXUV de VWXdiR Yia YRV SURSUeV RUeilleV eW de calcXleU aiQVi

XQ HRTF SeUVRQQaliV«. (VRXV SRXYe] bieQ V½U «galePeQW lRXeU

daQV XQ VWXdiR eW UaPeQeU l'iPage YiUWXelle ¢ la PaiVRQ.) LeV

PicURShRQeV de PeVXUe VRQW Slac«V daQV leV RUeilleV eW eQYR\«V

daQV l'RUdUe VXU WRXV leV haXW-SaUleXUV. NRXV l'aYRQV e[SliTX« eQ

d«Wail daQV QRWUe UeYXe dX RealiVeU A8.

TRXWeV leV aXWUeV VRlXWiRQV XWiliVeQW deV HRTF VWaQdaUdiV«V.

CRPPeQW e[acWePeQW ceX[-ci VRQW g«Q«U«V eVW g«Q«UalePeQW XQ

VecUeW bieQ gaUd«.

Le lRgiciel de UecheUche SP\Wh ReVeaUch RealiVeU A16 eW SSaWial

AXdiR DeVigQeU YRXV SeUPeWWeQW «galePeQW de ViPXleU deV

cRQfigXUaWiRQV de haXW-SaUleXUV aX-del¢ de 7.1 VXUURXQd SRXU deV

iQVWallaWiRQV VRQRUeV aYec deV eQceiQWeV SRViWiRQQ«eV le lRQg de

l'a[e Y, aX-deVVXV RX eQ deVVRXV de l'aXdiWeXU.

C'eVW e[acWePeQW ce TXe QRWUe PXViTXe WeVW deaUVR SeXW faiUe.

b

musique dearVR - les caract«ristiques sp«ciales

La chRVe la SlXV iPSRUWaQWe eQ SUePieU: deaUVR PXVic calcXle XQe

VRXUce VRQRUe eQ fRUPe de SRiQW, TXi eVW SRViWiRQQ«e aXWRXU de

l'aXdiWeXU ¢ XQ aQgle de 360   degU«V aYec XQe diVWaQce YaUiable eW

XQe haXWeXU YaUiable eW SeXW ¬WUe aQiP«e.

Le SlXg-iQ U«VXPe XQ VigQal VW«U«R, SRXU aiQVi diUe, ¢ XQe

VRXUce PRQR-VigQal, TXi aVVigQe alRUV XQe SRViWiRQ VS«cifiTXe

daQV la Siªce RX TXe l'RQ d«Slace SaU aXWRPaWiVaWiRQ ¢ WUaYeUV

la Siªce. Si YRXV YRXle] SRViWiRQQeU XQ VigQal VW«U«R aYec WRXWe

la laUgeXU daQV l'eVSace, YRXV deYe] faiUe XQ SeWiW d«WRXU, TXe

j'ai d«cUiW ¢ la fiQ dX WeVW.

Le SaUaPªWUe HeighW Q'eVW SaV affich« SaU leV cRQcXUUeQWV TXi

Ve liPiWeQW ¢ XQ aUUaQgePeQW VXUURXQd 5.1 RX 7.1 claVViTXe.

Le SRViWiRQQePeQW de la VRXUce VRQRUe ¢ XQe ceUWaiQe

diVWaQce de l'aXdiWeXU fRQcWiRQQe ¢ la fRiV aYec eW VaQV leV



SiªceV iQclXVeV. PlaceU XQ VigQal Vec daQV XQ eVSace 3D de

Welle VRUWe TX'il SXiVVe ¬WUe SaUfaiWePeQW lRcaliV« Q'iPSRUWe R»

Q'eVW TXe SaUWiellePeQW RX SaV U«XVVi aYec leV aXWUeV SlXg-iQV

TXe je cRQQaiV. La PXViTXe de deaUVR le faiW d'e[celleQWe

TXaliW«. Si YRXV ajRXWe] deV «chRV eW XQe U«YeUb«UaWiRQ, le VRQ

eVW eQcRUe SlXV U«el.

Il \ a 18 ValleV diff«UeQWeV diVSRQibleV, \ cRPSUiV leV QRUPeV leV

SlXV UecheUch«eV WelleV TXe la Valle de cRQceUW, l'«gliVe, la VcªQe, eW

leV WaPbRXUV d«di«V eW leV U«YeUb«UaWiRQV d'eQUegiVWUePeQW SRXU

deV aSSlicaWiRQV VS«cifiTXeV WelleV TXe le chaQW.

b

Positionner la source sonore dans la pièce

La VRXUce VRQRUe eVW SRViWiRQQ«e daQV le PRdXle de SRViWiRQ. VRXV

baVcXle] eQWUe leV YXeV XZ, XY eW ZY.

EQ PRde caUW«VieQ, YRXV d«Slace] la VRXUce VRQRUe

daQV la YXe X / Z aXWRXU de l'«cRXWeXU hRUi]RQWalePeQW

(gaXche / dURiWe - aYaQW / aUUiªUe),

daQV la YXe X / Y aXWRXU de l'aXdiWeXU YeUWicalePeQW eW

laW«UalePeQW (gaXche / dURiWe - haXW / baV) eW

daQV la YXe Y / Z aXWRXU de l'aXdiWeXU YeUWicalePeQW eW

fURQWalePeQW (aYaQW / aUUiªUe / haXW).

EQ P¬Pe WePSV, la diVWaQce ¢ l'aXdiWeXU eVW d«fiQie.

La YXe X / Z:



VRici la YZ-YieZ aYec la VRXUce VRQRUe deYaQW eW aX deVVXV de

l'aXdiWeXU:



BaV« VXU leV gUaShiTXeV de la W¬We, YRXV SRXYe] YRiU

iPP«diaWePeQW daQV TXel SlaQ bidiPeQViRQQel YRXV ¬WeV eQ WUaiQ

de WUaYailleU. L'a]iPXW cXUVeXU (PRXYePeQW ciUcXlaiUe aXWRXU de

l'aXdiWeXU), l'«l«YaWiRQ (haXWeXU) eW de la diVWaQce (diVWaQce) Ve

d«SlaceQW de PaQiªUe V\QchURQe SRXU d«SlaceU la VRXUce

SRQcWXelle de bUXiW aYec la VRXUiV.

LeV YaleXUV de SRViWiRQ QXP«UiTXeV X, Y eW Z VRQW «galePeQW

affich«eV. AYec le V\PbRle de la lRXSe (eQ baV ¢ dURiWe aYec le

bRXWRQ SlXV / PRiQV), YRXV SRXYe] agUaQdiU RX U«dXiUe la YXe de la

Siªce. Si le SRiQW de la VRXUce VRQRUe Q'eVW SaV YiVible, la YXe de la

Siªce eVW WURS SeWiWe eW la VRXUce VRQRUe eVW eQ dehRUV de la Slage

YiVible. Cela SeXW ¬WUe «WeQdX SURgUeVViYePeQW de 3P ¢ 6, 12, 18,

24 jXVTX'¢ 30P. EQ cliTXaQW VXU ALT daQV l'affichage, YRXV

U«iQiWialiVe] WRXWeV leV YaleXUV ¢ XQe SRViWiRQ de d«SaUW QeXWUe. La

VRXUce VRQRUe eVW alRUV ViWX«e ¢ 3 PªWUeV deYaQW l'aXdiWeXU. La

SeUceSWiRQ de la Waille de la Siªce d«SeQd QRQ VeXlePeQW dX

SaUaPªWUe DiVWaQce, PaiV aXVVi deV U«glageV deV «chRV eW de la

TXeXe de U«YeUb«UaWiRQ - QRXV \ UeYieQdURQV SlXV WaUd.

AlRUV TX'eQ PRde caUW«VieQ la VRXUce VRQRUe eVW SRViWiRQQ«e aYec

la VRXUiV eW leV a]iPXWV deV fadeUV, l'«l«YaWiRQ eW la diVWaQce Qe

SeXYeQW SaV ¬WUe d«Slac«eV, c'eVW e[acWePeQW le cRQWUaiUe eQ

PRde SRlaiUe: Ici YRXV ajXVWe] la SRViWiRQ e[clXViYePeQW Yia leV

fadeUV.

b

Choix de l'environnement

DaQV le PRdXle "ViUWXal AcRXVWicV" RQ V«lecWiRQQe

l'eQYiURQQePeQW, Va Waille, allXPe leV SUePiªUeV U«fle[iRQV aiQVi

TXe la U«YeUb«UaWiRQ RQ RX Rff eW d«WeUPiQe le YRlXPe deV

QiYeaX[. L'aPRUWiVVePeQW SeXW cU«eU deV chaPbUeV iQVRQRUiV«eV

eQ VXSSUiPaQW leV aigXV eQWUe 500 H] eW 20 kH] eQ XWiliVaQW XQ

filWUe SaVVe-baV.



PRXU aXWaQW TXe je SXiVVe YRiU ¢ SaUWiU dX PaQXel, leV

chaQgePeQWV de Waille Qe VigQifieQW SaV XQ UecalcXl d'XQe fRUPe

VSaWiale, PaiV SURYRTXeQW ViPSlePeQW XQe U«YeUb«UaWiRQ SlXV

lRQgXe. PRXU l'aPRUWiVVePeQW, je Q'ai WURXY« aXcXQe aXWUe

e[SlicaWiRQ.

Cela faiW XQe diff«UeQce, ceSeQdaQW

1. a) LeV U«fle[iRQV daQV XQe bRXcle de U«WURacWiRQ VRQW

aWW«QX«eV ¢ SlXVieXUV UeSUiVeV eW la SURSRUWiRQ de haXWeXU

diPiQXe SURgUeVViYePeQW aX fXU eW ¢ PeVXUe TXe le WePSV

aYaQce, RX Vi

2. b) SUeQd ViPSlePeQW XQ filWUe SaVVe-baV ¢ la VRUWie dX PRdXle

de U«fle[iRQ RX de Hall.

AYec la VRlXWiRQ a, RQ SeXW PieX[ ViPXleU leV SURSUi«W«V deV SaURiV

QaWXUelleV, caU leXU aPRUWiVVePeQW eQ haXWeXU aXgPeQWe

«galePeQW aYec chaTXe U«fle[iRQ VXSSl«PeQWaiUe.

NRXV aYRQV dePaQd« aX fabUicaQW: deaUVR PXVic XWiliVe XQ

P«laQge de U«YeUb«UaWiRQ algRUiWhPiTXe eW ¢ cRQYRlXWiRQ.

Le chRi[ deV chaPbUeV:



FRQdaPeQWalePeQW, il Q'\ a UieQ de Pal ¢ la TXaliW« VRQRUe deV

chaPbUeV fRXUQieV. N«aQPRiQV, leV SRVVibiliW«V de cRQceSWiRQ de

SlXg-iQV VS«cialiV«V Qe VRQW SaV aWWeiQWeV. � la fiQ dX WeVW, QRXV

YeUURQV TXe YRXV SRXYe] cRPbiQeU deV U«YeUb«UaWiRQV e[WeUQeV

aYec la PXViTXe deaUVR.

b

dearVR musique en pratique

D'abRUd, il faXW faiUe VePblaQW d'R» Ya le YR\age. Si YRXV YRXle]

cU«eU XQ Pi[age 3D SRXU XQ caVTXe, cliTXe] VXU BiQaXUal (deX[

caQaX[). S'il V'agiW d'XQ VRQ aPbiRShRQiTXe SRXU YRXTXbe,

chRiViVVe] le fRUPaW YRXTXbe FOA ¢ TXaWUe caQaX[ che]

APbiVRQicV. (La YeUViRQ PUR dX SlXgiQ, eQ SaVVaQW, RffUe eQcRUe

SlXV d'eVSace eW d'aXWUeV fRUPaWV APbiVRQicV.)

Si YRXV cliTXe] VXU 2.0 SSeakeU, YRXV chRiViVVe] XQe lecWXUe ¢ deX[

caQaX[ SRXU la VW«U«R claVViTXe. DaQV ce PRde, YRXV WUaYaille]

XQiTXePeQW aYec la U«YeUb«UaWiRQ eW leV «chRV. Le SRViWiRQQePeQW



3D UeVWe alRUV ¢ l'e[W«UieXU. De WRXWe fa©RQ, il Qe SeXW SaV ¬WUe

affich« Yia deV haXW-SaUleXUV VW«U«R. EQ «cRXWaQW leV VigQaX[

biQaXUaX[ VXU leV PRQiWeXUV, le P«laQge VePble d«cRlRU« eW

d«laY«.

DaQV QRWUe WeVW, BiQaXUal cRQWiQXe VXU deX[ caQaX[.

LeV cRPPXWaWeXUV BaVVbRRVW (baVV bRRVW) eW B\SaVV V'e[SliTXeQW

d'eX[-P¬PeV.Le PRde PeUfRUPaQce eVW UecRPPaQd« SRXU leV

VRXUceV VRQRUeV VWaWiTXeV, c'eVW-¢-diUe celleV TXi Qe VRQW SaV

aQiP«eV daQV l'eVSace 3D. (UQe bagaWelle fa©RQ: eVW claiUePeQW

PaUTX« BieQ TXe ce cRPPXWaWeXU eVW daQV l'iPage daQV le

PaQXel m SeUfRUPaQce SaYe, } diW-il daQV l'iQWeUface gUaShiTXe TXe

m PRde de SeUfRUPaQce }, Vi l'RQ SRXUUaiW SeQVeU TXe l'RQ deYUaiW

l'acWiYeU lRUVTXe YRXV aQiPe] la VRXUce VRQRUe Il Ve cRPSRUWe.

PaiV le cRQWUaiUe eVW YUai: il faXW acWiYeU lRUVTXe la VRXUce de VigQal

eVW VWaWiTXe, le fabUicaQW «cUiW :. m PRde de SeUfRUPaQce eVW

V«lecWiRQQ« NRP SaU QRXV SaUce TXe ceWWe SXiVVaQce de calcXl

(SeUfRUPaQce) VeUa eQUegiVWU«e il eVW dRQc SaV XQe SeUfRUPaQce

BeZeXgXQgV de la VRXUce aXdiR. VigQifiaiW. m )

Si XQ VigQal VW«U«R eVW SU«VeQW, YRXV SRXYe] V«lecWiRQQeU le caQal

gaXche RX dURiW RX XQ Pi[ eQWUe leV deX[. Le VigQal VW«U«R eVW

addiWiRQQ« ¢ XQ VigQal PRQR (SRXU fRUPeU XQe VRXUce VRQRUe

SRQcWXelle).

Il \ a beaXcRXS de VRXUceV VRQRUeV daQV la SURdXcWiRQ PXVicale

TXi XWiliVeQW le PRXYePeQW VW«U«RVcRSiTXe, TXe ce VRiW deV

V«TXeQceV de V\QWh«WiVeXU RX deV VRQV WUaiW«V aYec leV effeWV

cRUUeVSRQdaQWV. Si YRXV YRXle] leV UeSURdXiUe eQ VW«U«R aYec la

PXViTXe deaUVR, alRUV YRXV deYe] calcXleU le caQal gaXche eW dURiW

Yia deX[ iQVWaQceV diff«UeQWeV de la PXViTXe deaUVR eW V«SaUeU le

VigQal. PlXV ¢ la fiQ dX WeVW.



ChªUe U«aliW«, cRPPeQWaiUe: "E[acWePeQW. Il VXffiW de dXSliTXeU la

SiVWe VW«U«R eW XQe fRiV aYec le cXUVeXU d'eQWU«e, V«lecWiRQQe] le

caQal gaXche eW U«gle] le cXUVeXU d'eQWU«e YeUV la dURiWe VXU la

deX[iªPe SiVWe. "

La PXViTXe deaUVR eVW PRiQV SU«deVWiQ«e ¢ biQaXUaliVeU XQ SURjeW

PaVWeU fiQi ¢ deX[ caQaX[ - bieQ TXe cela VRiW «galePeQW SRVVible:

alRUV YRXV eQWeQde] la SiVWe VW«U«R cRPPe Vi elle SURYeQaiW de

deX[ haXW-SaUleXUV (VaQV d«cRlRUaWiRQ) daQV XQ eVSace YiUWXel ¢

SaUWiU d'XQe SRViWiRQ chRiVie. La P¬Pe chRVe eVW YUaie SRXU leV

SiVWeV VXUURXQd eW eVW ViPilaiUe ¢ l'aSSlicaWiRQ VXVPeQWiRQQ«e

d'RXWilV cRPPe SP\Wh ReVeaUch Reali]eU.

LeV fRUceV de la PXViTXe deaUVR VRQW de cU«eU XQ QRXYeaX Pi[

aXdiR 3D VS«cial SRXU leV «cRXWeXUV (RX YRXWXbe) ¢ SaUWiU d'XQe

VeVViRQ PXlWiSiVWe.

b

applications

Ici YRXV eQWeQde] XQ ViPSle baWWePeQW. Il baWWeUie SXSeUiRU

DUXPPeU 3 de TRRQWUack. J'ai VeXlePeQW XWiliV« leV PicURV diUecWV

de caiVVe claiUe, gURVVe caiVVe eW chaUleVWRQ SaU deV VRUWieV

V«SaU«eV. DaQV la PXViTXe de deaUVR, j'ai U«gl« DUXP RRRP 1

SRXU leV WURiV iQVWUXPeQWV. La caiVVe Ve UaSSURche leQWePeQW de

l'aXdiWeXU, SXiV SaUW.

S'IL VOUS PLAÎT NE PAS OUBLIER DE
METTRE UN CASQUE.

b

La SeUceSWiRQ U«aliVWe de la diVWaQce fRQcWiRQQe bieQ. Ici, le

ViPXlaWeXU de Siªce eW le SRViWiRQQePeQW fRQcWiRQQeQW

SaUfaiWePeQW eQVePble. Si YRXV d«VacWiYe] la U«YeUb«UaWiRQ, daQV

QRWUe e[ePSle, la caiVVe claiUe VeUaiW ViPSlePeQW SlXV VileQcieXVe

Vi la diVWaQce aXgPeQWe.

MaiQWeQaQW, le chaUleVWRQ eQceUcle l'aXdiWeXU:
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b

LeV SRViWiRQV cUiWiTXeV eQ aUUiªUe VRQW «galePeQW bieQ

UeSU«VeQW«eV. SXUWRXW daQV la SRViWiRQ ceQWUale deUUiªUe la W¬We

affaibliU ceUWaiQV cRQcXUUeQWV, SaV QRWUe caQdidaW aX WeVW.

MaiQWeQaQW, QRXV laiVVRQV la gURVVe caiVVe daQV la caYe eW XQ SeX

lRiQ de l'aXdiWeXU eW de UeWRXU:

b

Cela fRQcWiRQQe aXVVi «WRQQaPPeQW bieQ, bieQ TXe l'effeW Qe VRiW

SaV aXVVi claiU TXe le PRXYePeQW ciUcXlaiUe aXWRXU de la W¬We. Il eVW

iPSRUWaQW de gaUdeU ¢ l'eVSUiW TXe daQV la QaWXUe, leV ViWXaWiRQV R»

leV VRXUceV de VigQal VRQW WUªV eQ de©¢ de leXU SURSUe SRViWiRQ

VRQW UaUeV. PaU cRQV«TXeQW, QRWUe aXdiWiRQ Q'eVW SaV aXVVi

VeQVibiliV«e ¢ ceV YaleXUV d'alWiWXde Q«gaWiYeV TX'aX[ SRViWiRQV de

W¬We TXi VRQW SlXV SeUceSWibleV.

UQe aVWXce VXU le bRUd: AX fRQd, la PXViTXe eQ 3D gagQe eQ

aXWheQWiciW«, Vi YRXV feUPe] ViPSlePeQW leV \eX[. UQe iQfRUPaWiRQ

YiVXelle TXi Q'a UieQ ¢ YRiU aYec la PXViTXe eW VeV PRXYePeQWV

daQV la Siªce d«WRXUQe la cRQceQWUaWiRQ. AYec leV \eX[ feUP«V,

YRXV SRXYe] PieX[ VXiYUe leV VRXUceV eW eQVXiWe PieX[ eQWeQdUe

leV diff«UeQceV de haXWeXU.

NRXV cRQWiQXRQV: deV effeWV de V\QWh«WiVeXU (bRXcleV de AVWUal

ElecWUR FlX[ d'UebeUVchall) WRXUbillRQQeQW aXWRXU de la Siªce,

aXWRXU de l'aXdiWeXU, d'aYaQW eQ aUUiªUe, de gaXche ¢ dURiWe, de

haXW eQ baV.

b

Il eVW «WRQQaQW TXe ce chaRV VRQRUe 3D VRiW eQcRUe VRigQeXVePeQW

caUWRgUaShi« eW TXe YRXV SXiVVie] lRcaliVeU leV SRViWiRQV de WRXWeV

leV VRXUceV VRQRUeV Vi YRXV «cRXWe] aWWeQWiYePeQW.

PRXU la SURchaiQe d«PR aXdiR: UQ Sa\Vage VRQRUe de

SRQiccRXWXUe GeRVRQicV Ve d«Slace de gaXche ¢ dURiWe YeUV le baV,

SXiV ¢ dURiWe de l'aXdiWeXU. Le bUXiW VXbWil faiW SaUWie de

l'«chaQWillRQ eW Q'eVW SaV g«Q«U« SaU la PXViTXe deaUVR.
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b

Il eVW fUaSSaQW TXe leV SRViWiRQV aX-deVVRXV de l'aXdiWeXU VRieQW

deVViQ«eV beaXcRXS SlXV WeUQeV TXe celleV aX QiYeaX de l'RUeille eW

aX-deVVXV. Cela VePble «galePeQW cRUUeVSRQdUe ¢ la SeUceSWiRQ

QaWXUelle, caU la lRcaliVaWiRQ VSaWiale U«XVViW SaUfaiWePeQW, P¬Pe

leV SRViWiRQV difficileV aX ceQWUe de la W¬We, aX-deVVXV eW aX-

deVVRXV.

Ici, j'ai P«laQg« XQe bRXcle d'AUW deV VRQV VXSeUVRQiTXe eW aQiP«

de fa©RQ iUU«gXliªUe cRPPe la WUajecWRiUe d'XQe PRXche

dRPeVWiTXe:

b

UQe lecWXUe VW«U«R cRQYeQWiRQQelle de ceWWe SeWiWe "cRPSRViWiRQ"

VeUaiW ViPSlePeQW iQiQW«UeVVaQWe. Ce Q'eVW TXe SaU leV

PRXYePeQWV daQV l'eVSace 3D TX'XQe ceUWaiQe Pagie VRQRUe eW XQ

ceUWaiQ effeW d'«cRXWe Ve SURdXiVeQW.

Si YRXV iQW«gUe] dªV le d«SaUW la PXViTXe de deaUVR daQV la

cRPSRViWiRQ, il e[iVWe de WRXWeV QRXYelleV SRVVibiliW«V

d'e[S«UiPeQWeU leV VRQV daQV la Siªce.

PRXU la d«PR aXdiR VXiYaQWe, j'ai XWiliV« deX[ We[WXUeV de

SSecWUaVRQicV OPQiVSheUe 2 , XQe V«TXeQce U\WhPiTXe PRQRWRQe

d' ElecWUa 2 de TRQe2, eW XQ VRQ de gRQflePeQW de NI RiVe & HiW .

SaQV la PXViTXe deaUVR, c'eVW-¢-diUe daQV le VRQ VW«U«R biliQgXe

WUadiWiRQQel, WRXW cela UeVVePble ¢ ceci:

b

La SUePiªUe We[WXUe d'OPQiVSheUe deYUaiW ¬WUe jRX«e

claVViTXePeQW ¢ la haXWeXU de la W¬We eW ¢ l'aYaQW, la VecRQde, SlXV

bUillaQWe, aX-deVVXV de la W¬We eW dX deYaQW, la bRXcle U\WhPiTXe

deUUiªUe l'aXdiWeXU eW le ZhRRVh deYUaiW fiQalePeQW alleU d'aYaQW eQ

aUUiªUe.
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TRXW d'abRUd, j'ai UeQdX WRXWeV leV SiVWeV VRXV fRUPe de fichieUV

aXdiR eW eQ ai faiW XQe cRSie chacXQe.

MaiQWeQaQW, j'XWiliVe leV iQVWaQceV deaUVR aYec leV SaUaPªWUeV SaU

d«faXW SRXU la U«YeUb«UaWiRQ.

PRXU OUigiQal eW CRS\, je d«Slace le cXUVeXU dX caQal d'eQWU«e aX[

e[WU¬PeV RSSRV«V.

D'abRUd, le ZhRRVh VeXl:

b

LeV SaUaPªWUeV de la SUePiªUe We[WXUe OPQiVSheUe ...
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... eW SRXU la VecRQde:

LeV deX[ iQVWaQceV de PXViTXe deaUVR SRXU ElecWUa 2:



Le U«VXlWaW:

b

L'e[S«UieQce a fRQcWiRQQ«, eW la lRcaliVaWiRQ eQ W¬We a diVSaUX. Le

faiW TXe le VRQ VePble WUªV VSaWial eW TXelTXe SeX UeVWUeiQW eVW

SaUce TXe j'ai XWiliV« deV YaleXUV de diVWaQce SlXV «leY«eV. Si je

U«dXiV la diVWaQce ¢ l'aXdiWeXU aYec WRXWeV leV VRXUceV VRQRUeV

VWaWiTXeV, le VRQ deYieQW SlXV diUecW:

b

VRXV SRXYe] PaiQWeQaQW cRQWiQXeU ¢ WUaYailleU VXU leV SiVWeV, SaU

e[ePSle eQ ajRXWaQW deV effeWV VXSSl«PeQWaiUeV.

Ici, j'ai la We[WXUe d'OPQiVSheUe U\WhP«e aYec le CablegX\V

ShaSeUBR[ eW j'ai ajRXW« XQ effeW gUaQXlaiUe dX bXQdle Xhbik aX

VecRQd VRQ OPQiVSheUe . VRXV SRXYe] «galePeQW WeVWeU diff«UeQWV

SaUaPªWUeV SRXU leV iQVWaQceV dX caQal d'RUigiQe eW la cRSie. J'ai
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ajRXW« le VRQ ElecWUa 2 aYec EffeW B\WeV de SXgaU B\WeV eW EYRlXWiRQ

Rf INA / GRM TRRlV eW j'ai aQiP« leV deX[ caQaX[ SRXU RbWeQiU SlXV

de Yie eW le VRQ. EYeQWide EleYaWe a «W« XWiliV« cRPPe XQ RXWil de

PaVWeUiQg SRXU acceQWXeU leV WUaQViWRiUeV eW dRQQeU XQ SeX SlXV

de SXiVVaQce aX VRQ. BieQ TXe EleYaWe deUUiªUe la PXViTXe deaUVR

VRiW XWiliV«e, la lRcaliVaWiRQ VSaWiale eVW ¢ SeiQe affecW«e.

b

AYec la PXViTXe deaUVR, YRXV SRXYe] «galePeQW laiVVeU XQ gURXSe

eQWieU SaVVeU l'aXdiWeXU. VRici l'RUigiQal eQ 2D (ChUiV HeiQ HRUQV:

WURPSeWWe eW WXba, SeUcXVViRQ FXSaQViRQ BFD 3, Big OUcheVWUal

MaUchiQg BaQd) - fidªle ¢ la deYiVe "CaUQaYal WRXWe l'aQQ«e!":

b

EQ 3D:

b

musique dearVR et m«lange sous les «couteurs

PaU XQ d«WRXU, ¢ VaYRiU la dXSlicaWiRQ deV caQaX[ VW«U«R RX le

URXWage VXU deX[ gURXSeV, la PXViTXe deaUVR SeXW «galePeQW ¬WUe

XWiliV«e SRXU WUaiWeU XQ Pi[age VW«U«R VRXV leV «cRXWeXUV. EQ

UaiVRQ de la TXaliW« 3D e[ceSWiRQQelle, le (SeWiW) WUaYail aVVRci« eQ

YaXW la chaQdelle.

Ci-deVVRXV, je d«cUiV la SURc«dXUe VRXV CXbaVe 9 PUR. LeV «WaSeV

de WUaYail SeXYeQW «galePeQW ¬WUe WUaQVf«U«eV ¢ d'aXWUeV

V«TXeQceXUV h¶WeV, eW SXiVTXe VeXleV leV fRQcWiRQV de baVe VRQW

UecheUch«eV, elleV fRQcWiRQQeQW «galePeQW aYec leV YeUViRQV SlXV

SeWiWeV de CXbaVe.

S'il \ a d«j¢ XQ SURjeW SU¬W ¢ l'ePSlRi SRXU le Pi[ fiQal, YRXV deYe]

d'abRUd cU«eU deX[ gURXSeV VW«U«R, eW WRXV leV caQaX[ TXi VRQW

URXW«V YeUV le caQal SUiQciSal, SU«-fadeU (!) VeUV ceV URXWeV. Si YRWUe

V«TXeQceXU Qe fRQcWiRQQe SaV aYec leV gURXSeV, XWiliVe] SlXW¶W leV

caQaX[ d'effeW.
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Il dRiW V'agiU de gURXSeV VW«U«R, SaV de gURXSeV PRQR RX de

caQaX[ PRQR-effeWV, caU eQfiQ la PXViTXe deUaVR g«QªUe XQ VigQal

biQaXUal ¢ deX[ caQaX[.

PRXU d«PRQWUeU, j'ai cU«« XQ PiQi-SURjeW aYec XQe bRXcle de

balladeV SRS VXSeUVRQiTXeV. DaQV le caQal aXdiR, je diUige

PaiQWeQaQW la bRXcle YeUV leV deX[ gURXSeV cU««V SU«c«dePPeQW,

cheUV 1 eW 2 cheUV ...

... eW Slace] la VRUWie deV d«SaUWV VXU le pr«-fader VXU le c¶W« (XQe

cRQYeUViRQ SU«-fadeU U«XVVie SeXW ¬WUe UecRQQXe SaU CXbaVe VXU la

baUUe YeUWe, le SRVW-fadeU eVW bleX).



PU«-fadeU de VRUWe TXe je SXiVVe U«gleU la YRie YeUV le baV P¬Pe

aYec le VigQal RUigiQal. LeV cRQWU¶leV de SaQRUaPiTXe SeXYeQW

UeVWeU eQ VW«U«R RX ceQWU«V, caU je Uªgle la V«lecWiRQ dX caQal

d'eQWU«e daQV leV iQVWaQceV PXVicaleV deaUVR.

PaQ cRQWURlleU eQ SRViWiRQ QeXWUe, fader de canal abaiss« :

MaiQWeQaQW j'iQYiWe la PXViTXe de deaUVR d'abRUd daQV le gURXSe 1

("cheU 1") eW chRiViV la bRQQe Siªce, la Waille de la Siªce eW

l'aWW«QXaWiRQ. J'acWiYe le PRde PeUfRUPaQce, caU aXcXQe

aXWRPaWiVaWiRQ Q'eVW VXSSRV«e ¬WUe effecWX«e eW dRQc la SXiVVaQce

de calcXl eVW VaXYegaUd«e.



Je SRXVVe le cXUVeXU dX caQal d'eQWU«e cRPSlªWePeQW ¢ gaXche.

EQVXiWe, je d«fiQiV la SRViWiRQ de la VRXUce VRQRUe daQV le SlaQ XY.

AYec le cRQWU¶le de diVWaQce (DiVWaQce), je d«WeUPiQe cRPbieQ

d'eVSace dRiW ¬WUe iQclXV. QXaQd il V'agiW de P«laQgeU daQV XQ

caVTXe eW de Qe SaV cU«eU de Pi[age biQaXUal, la TXaQWiW« d'eVSace

dRiW ¬WUe aXVVi faible TXe SRVVible. L'RbjecWif eVW d'«YiWeU

XQiTXePeQW la lRcaliVaWiRQ eQ W¬We, SaV de g«Q«UeU XQ VRQ

VXUURXQd efficace.

AlRUV je ]RRPe aYec la lRXSe VXU leV 3 P - la UeSU«VeQWaWiRQ eW

SRViWiRQQe le SRiQW R» j'ai PRQ PRQiWeXU gaXche daQV le VWXdiR.

ASUªV aYRiU dRXble-cliTX« VXU leV chaPSV de YaleXU, je VaiViV -1,20

P SRXU X eW 1,00 P SRXU Z.

EQVXiWe, je cRSie le SlXg-iQ VXU la cha°Qe "deaU 2", dRQc le

deX[iªPe gURXSe TXe j'ai cU««. DaQV CXbaVe 9 PUR, ceci SeXW ¬WUe

faiW eQ cliTXaQW eW eQ gliVVaQW daQV la Wable de Pi[age eW WRXW eQ

PaiQWeQaQW la WRXche AlW eQfRQc«e (eQ alWeUQaWiYe VaXYegaUdeU Yia

SUeVeW, chaUgeU XQe QRXYelle iQVWaQce daQV le caQal deaU 2,

chaUgeU SUeVeW).



DaQV le SlXg-iQ cRSi«, je dRiV jXVWe d«SlaceU le cXUVeXU d'eQWU«e de

caQal YeUV la dURiWe eW le VaiViU SRXU X 1.20.



EW c'eVW WRXW. DRQc ©a VRQQe biQaXUalePeQW VXU leV «cRXWeXUV ...

b

... eW dRQc VaQV PXViTXe deaUVR:

b

SaQV la PXViTXe de deaUVR, le VigQal eVW SlXV fRUW, PaiV WRXV leV

iQVWUXPeQWV VRQW aVViV eQWUe leV RUeilleV. AYec la PXViTXe deaUVR

YRXV aYe] VXU le VRQ cRPPe VXU leV PRQiWeXUV.

EQcRUe PeilleXU eVW le U«VXlWaW lRUVTXe YRXV acWiYe] BaVV BRRVW:

b

MaiQWeQaQW, YRXV SRXYe] e[S«UiPeQWeU aYec d'aXWUeV SiªceV,

aWW«QXaWiRQV, diVWaQceV, diff«UeQWV YRlXPeV SRXU leV SUePiªUeV

U«fle[iRQV eW la TXeXe de U«YeUb«UaWiRQ aX beVRiQ, SXiV eQUegiVWUeU

leV SaUaPªWUeV alWeUQaWifV cRPPe XQ SU«U«glage.
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Le haXW QiYeaX de fRQcWiRQQePeQW aYec la PXViTXe deaUVR, eW TXe

l'effRUW eQ YalaiW YUaiPeQW la SeiQe, eVW PRQWU« eQ cRPSaUaQW l'effeW

aYec WaYeV N[. Le VigQal biQaXUal de N[ VePble beaXcRXS SlXV

WeUQe, PRiQV RXYeUW eW XQ SeX d«cRlRU«. Je Qe YRXdUaiV SaV

ViPSlePeQW laiVVeU ceWWe d«claUaWiRQ daQV la Valle, PaiV aXVVi la

SURXYeU:

b

LeV Pi[ageV SXUURXQd SeXYeQW «galePeQW ¬WUe UeWUaYaill«V SlXV

WaUd Yia la PXViTXe deaUVR SRXU XQ Pi[age biQaXUal. EQ dRXble-

cliTXaQW VXU leV chePiQV d'«PiVViRQ d'XQ caQal VXUURXQd daQV

l'RQgleW PaQRUaPa, YRXV SRXYe] WUaQVf«UeU deV caQaX[ iQdiYidXelV,

SaU e[ePSle, XQiTXePeQW le PRQiWeXU aUUiªUe dURiW. DaQV ceWWe

illXVWUaWiRQ, ce VRQW leV WURiV caQaX[ fURQWaX[ TXi VRQW WUaQVf«U«V.

VRici XQe cRPSRViWiRQ VXUURXQd ViPSle: ChaQVRQ PRQgRle d'EWhQR

WRUld 6 SlXV YeQW daQV XQ Sa\Vage heUbeX[ de SRQiccRXWXUe

GeRVRQicV. CRPPe effeWV VXUURXQd, j'ai XWiliV« GRM TRRlV SSaceV

eW SSaceGUaiQ. D'abRUd aYec WaYeV N[ aYec le cRPSRVaQW 5.1 ¢

2.0:

b

MaiQWeQaQW, WRXW ce TXi cRQceUQe leV iQVWaQceV de PXViTXe

deaUVR. J'ai dXSliTX« le bUXiW dX YeQW de GeRVRQicV eW j'ai aQiP« la

cRSie SRXU SURdXiUe XQ bUXiW de YeQW iUU«gXlieU. DaQV le caQal

SUiQciSal , j'ai XWiliV« b[_VXbV\QWh aYec le SUeVeW VR[ Male

SaWXUaWed eW EYeQWide / NeZflaQgled AXdiR EleYaWe .
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b

Ici, j'ai PiV leV diff«UeQWV iQVWUXPeQWV d'XQ kiW de baWWeUie eW leV

fUaiV g«Q«UaX[ VXU diff«UeQWV PRQiWeXUV VXUURXQd. L'aXdiWeXU eVW

cRPPe eQWRXU« SaU leV WaPbRXUV. EQ WaQW TXe Siªce j'ai chRiVi

HeaY\ APbieQce:

b

MaiQWeQaQW, GRM TRRlV SSaceV eVW XWiliV« SRXU d«SlaceU leQWePeQW

leV iQVWUXPeQWV de SeUcXVViRQ daQV XQ ceUcle. CRPPe ilV VRQW

affecW«V ¢ diff«UeQWeV SRViWiRQV VXUURXQd, ilV aUU¬WeQW

V«TXeQWiellePeQW leV PRQiWeXUV. EQ RXWUe, GRM TRRlV SSaceGUaiQ

fRXUQiW deV QRWeV faQW¶PeV VXbWileV, TXi VRQW UePaUTXablePeQW

U«SaUWieV daQV WRXWe la Siªce.

b

Avec ou sans chambre

DaQV la d«PR aXdiR VXiYaQWe, YRXV eQWeQdUe] deX[ bRXcleV de

gXiWaUe de UebeUVchall ShUead GXiWaU . EQ WaQW TX'aPSlificaWeXU /

eQceiQWe, j'ai XWiliV« l'ENGL E765 RT de BUaiQZRU[. DaQV la PXViTXe

de deaUVR, j'ai «WeiQW Hall eW leV U«fle[iRQV. La gXiWaUe YagabRQde

d'abRUd aXWRXU de l'aXdiWeXU, SXiV SlaQe de fURQW deYaQW lXi de

SUªV:

b

M¬Pe VaQV U«fle[iRQV, l'ePSlacePeQW U«XVViW WUªV bieQ.

L'aVceQViRQ YeUV leV haXWeXUV Q'eVW SaV SeU©Xe aXVVi claiUePeQW

TXe le PRXYePeQW ciUcXlaiUe hRUi]RQWal aX QiYeaX de l'RUeille.

C'eVW cRPPe ©a TXe ©a Ve SaVVe TXaQd leV SUePiªUeV U«fle[iRQV

VRQW acWiY«eV (PUeVeW LiYe SWage):

b

00:00 00:00

00:00 00:00

00:00 00:00

00:00 00:00

00:00 00:00



EW dRQc aYec la TXeXe de U«YeUb«UaWiRQ:

b

GU¤ce ¢ l'iQfRUPaWiRQ VSaWiale, l'ePSlacePeQW dX VigQal U«XVViW XQ

SeX PieX[, eW la SRViWiRQ eQ haXWeXU eQ SURfiWe «galePeQW.

b

Mais que se passe-t-il si vous voulez accepter une autre

r«verb«ration?

Solution A: Place] la U«YeUb«UaWiRQ daQV la cha°Qe d'iQVeUWiRQ

deUUiªUe la PXViTXe deaUVR. (Si YRXV le Slace] deYaQW, leV

iQfRUPaWiRQV VXU la Siªce YR\ageURQW «galePeQW cRPPe VRXUce

VRQRUe SRQcWXelle). EQ RXWUe, YRXV «WeigQe] le ViPXlaWeXU de Siªce

daQV la PXViTXe deaUVR.

Ici, j'ai XWiliV« cRPPe XQe chaPbUe le PaUadiVR ClXb ¢ APVWeUdaP

( U«YeUb«UaWiRQ ¢ cRQYRlXWiRQ SU«U«gl« ¢ SaUWiU de AXdiR EaVe

AlWiYeUb ):

b

Le WRXW fRQcWiRQQe «WRQQaPPeQW bieQ, WaQW TXe YRXV PaiQWeQe] ¢

SeX SUªV la P¬Pe diVWaQce eQWUe la VRXUce VRQRUe eW l'aXdiWeXU

TXaQd il V'agiW de l'aXWRPaWiVaWiRQ. Si YRXV YRXle] WUaYailleU aYec

deV diVWaQceV diff«UeQWeV, YRXV deYe] ajXVWeU de PaQiªUe

V\QchURQe la SURSRUWiRQ de Pi[age de la U«YeUb«UaWiRQ eQ aYal.

TaQW TXe leV PRXYePeQWV Qe VRQW SaV WURS VaXYageV, cela deYUaiW

¬WUe SRVVible.

La solution B eVW SlXV cRPSle[e, PaiV SU«VeQWe l'aYaQWage TXe

P¬Pe deV diVWaQceV YaUiableV VRQW caUWRgUaShi«eV daQV le

ViPXlaWeXU de Siªce. VRXV eQYR\e] la VRXUce VRQRUe daQV XQe Valle

SXUURXQd eW achePiQe] VeV VRUWieV YeUV ciQT caQaX[ d'iQVWaQceV de

PXViTXe deaUVR, cRPPe QRXV l'aYRQV d«j¢ faiW aYec deV Pi[ageV

SXUURXQd.

Si YRXV VRXhaiWe] aQiPeU la VRXUce VRQRUe aYec ceWWe SURc«dXUe,

cela V'effecWXe Yia leV SiQceV VXUURXQd deV caQaX[ de l'iQVWUXPeQW.
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LeV iQVWaQceV PXVicaleV deaUVR daQV ce caV UeSU«VeQWeQW leV ciQT

SRViWiRQV dX PRQiWeXU (¢ 5.0 SXUURXQd) eW Qe VRQW SaV aQiP«eV.

PaU e[ePSle, l'iQVWaQce de PXViTXe deaUVR UeVVePbleUaiW ¢ la

bRQQe SRViWiRQ dX PRQiWeXU:

Le PRde PeUfRUPaQce eVW acWiY« (SRXU «cRQRPiVeU leV UeVVRXUceV),

leV «chRV eW la U«YeUb«UaWiRQ VRQW d«VacWiY«V, le cXUVeXU dX caQal

d'eQWU«e eVW aX PilieX.

Le VigQal dX caQal VXUURXQia aYec le VRQ VXUURXQd eVW eQYR\« Yia

leV chePiQV d'eQYRi YeUV leV caQaX[ VW«U«R iQdiYidXelV aYec leV

iQVWaQceV PXVicaleV deaUVR, TXi UeSU«VeQWeQW QRV PRQiWeXUV.



PRXU QRWUe e[ePSle, je Q'XWiliVe TX'XQ VeXl iQVWUXPeQW, la gXiWaUe.

Cela j'eQYRie aX caQal VXUURXQd.

GXiWaUe  caQal VXUURXQd aYec U«YeUb«UaWiRQ  5 caQaX[

PXVicaX[ deaUVR SRXU leV 5 PRQiWeXUV aPbiRShRQiTXeV YiUWXelV

 WRXW SRXU VRUWie VW«U«R VaQV aXWUe iQVWaQce de PXViTXe VR,

PaiV aYec l'RSWiRQ d'XQ WUaiWePeQW fiQal dX VRQ.

La gXiWaUe eVW aVVe] PRXYePeQW«e aYec le CXbaVe

SXUURXQdSaQQeU aQiP« (TXelTXe chRVe de diff«UeQW deV RUbiWeV

ciUcXlaiUeV). TRXW cela UeVVePble ¢ ceci:

b

CRPPe je l'ai diW, la bRQQe chRVe ¢ SURSRV de la VRlXWiRQ B eVW TXe

YRXV Q'aYe] SlXV beVRiQ d'XWiliVeU le cRQWU¶le de Pi[age SRXU

ViPXleU deV chaQgePeQWV de diVWaQceV. Ceci eVW faiW daQV ce caV

AlWiYeUb 7 SXUURXQd eQ iQWeUQe.NRXV SaVVRQV ¢ l'OS«Ua de S\dQe\:
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b

AX lieX dX VRQ VXUURXQd, YRXV SRXYe] bieQ V½U chaUgeU d'aXWUeV

effeWV VXUURXQd, WelV TXe GRM TRRlV SSaceGUaiQ eW SSaceFilWeU.

PRXU cela, j'ai iQVWall« TRRQWUackV EZdUXPPeU . PXiVTXe cela Qe

dRiW SaV fRQcWiRQQeU aYec leV P¬PeV effeWV TXe la gXiWaUe, il a

beVRiQ de deX[ caQaX[ VXSSl«PeQWaiUeV aYec leV iQVWaQceV de

deaUVR. Le baWWeXU fRQcWiRQQe diff«UePPeQW de la gXiWaUe VXU leV

ViPXlaWeXUV de Valle de PXViTXe deaUVR.

b

PRXUTXRi ce WeVW eVW-il deYeQX Vi lRQg eQcRUe? La PXViTXe de

DeaUVR eVW jXVWe e[WU¬PePeQW bRQQe. Si YRXV UegaUde] SlXV eQ

d«Wail, YRXV U«aliVe] de SlXV eQ SlXV, ce TXi eVW SRVVible.

b

CONCLUSION

SXUURXQd «WaiW hieU - la U«aliW« YiUWXelle eVW aQQRQc«e. La PXViTXe

DeaUVR VeUW e[acWePeQW ce gURXSe cible. JeX[ eW FilPYeUWRQeU aYec

deV aPbiWiRQV VR VRQW la YUaie jRie de la PXViTXe TXi deaUVR

PeilleXU d«SaUW eQ P¬Pe WePSV TXe la PXViTXe deaUVR daQV le

SURjeW eW leV cRPSRViWeXUV biQaXUaX[ e[S«UiPeQWaX[.

La PXViTXe deaUVR de DeaU RealiW\ RffUe XQ e[celleQW VRQ 3D SRXU

leV cRPSRViWiRQV biQaXUaleV eW APbiVRQic (fRUPaW YRXTXbe). AlRUV

TXe ceUWaiQV cRQcXUUeQWV VRQW liPiW«eV ¢ deV SRViWiRQV fi[eV daQV

le MRQiWeXU 5.1 RX 7.1 VXUURXQd, 360 PRXYePeQWV de degU«V le

lRQg de WRXWeV leV e[WeQViRQV VSaWialeV VRQW deaUVR aYec de la

PXViTXe SRVVible, dRQc hRUi]RQWalePeQW aXWRXU dX U«ceSWeXU

ceQWUal aXWRXU YeUWical laW«UalePeQW eW YeUWicalePeQW fURQWale /

aUUiªUe. Il \ a aXVVi la diVWaQce dX SaUaPªWUe.

La lRcaliVaWiRQ deV VRXUceV VRQRUeV daQV l'eVSace WUidiPeQViRQQel

eVW e[celleQWe - PeilleXUe TX'aYec WRXV leV aXWUeV SlXg-iQV TXe je

cRQQaiV eW PieX[ TX'aYec le SP\Wh ReVeaUch RealiVeU A8.

�WRQQaPPeQW, l'ePSlacePeQW fRQcWiRQQe VaQV aXcXQe

iQfRUPaWiRQ de Siªce. AXcXQ aXWUe SlXg-iQ IPPeUViYe AXdiR TXe je

cRQQaiV Qe le faiW VaQV VacUifieU la TXaliW« dX VigQal.
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QXRi TX'il eQ VRiW, le ViPXlaWeXU de Siªce iQW«gU« RffUe 18 bRQQeV

ValleV SRXU WRXWeV leV aSSlicaWiRQV cRXUaQWeV eW aP«liRUe

«galePeQW la SeUceSWiRQ 3D. SXUWRXW, l'ePSlacePeQW deV SRViWiRQV

d'alWiWXde U«XVViW PieX[ aYec le ViPXlaWeXU de Siªce.

HeXUeXVePeQW, Vi YRXV YRXle] XWiliVeU YRWUe U«YeUb«UaWiRQ e[WeUQe

SU«f«U«e, YRXV SRXYe] le faiUe aYec deV SRViWiRQV de VRXUceV de

VigQaX[ VWaWiTXeV, PaiV aYec deV aQiPaWiRQV daQV la Siªce eW aYec

deV diVWaQceV YaUiableV, YRXV deYUe] SeXW-¬WUe effecWXeU deV

ajXVWePeQWV PaQXelV.

AYaQW de laiVVeU WRXV leV aXWUeV SlXg-iQV biQaXUaX[ diVSaUa°WUe

daQV le QaXfUage, QRWe]: la PXViTXe deaUVR eVW diff«UeQWe de celle

de FlX[ RX WaYeV, SaU e[ePSle. UQ cRPSRVaQW VW«U«R, TXadUR RX

VXUURXQd TXi SeXW facilePeQW ¬WUe chaUg« daQV XQe SiVWe SRXU

cRQYeUWiU XQ VRQ ¢ deX[ RX SlXVieXUV caQaX[ eQ XQ VigQal de

caVTXe biQaXUal Q'eVW SaV diVSRQible. Si le fabUicaQW «cUiW:

"M«laQge] Q'iPSRUWe TXelle VeVViRQ PXlWiSiVWe VWaQdaUd cRPPe

XQ Sa\Vage VRQRUe 3D iPPeUVif aYec XQe VRUWie biQaXUale SRXU

caVTXe" , alRUV il faXW UelaWiYiVeU XQ SeX ceWWe affiUPaWiRQ. SelRQ la

fa©RQ dRQW le SURjeW eVW PiV eQ Slace, la PiVe eQ œXYUe Q'eVW SaV Vi

facile.

Le fabUicaQW QRXV «cUiW: "CRPPe je l'ai diW, il VXffiW d'XWiliVeU XQe

iQVWaQce diVWiQcWe SRXU chaTXe SiVWe. EQVXiWe, YRXV SRXYe]

facilePeQW (ajRXW« aYec SlXV de clicV Q«ceVVaiUeV SRXU l'«diWiRQ)

iQW«gUeU deV SiVWeV PXlWicaQaX[ daQV VRQ Pi[. PRXU leV VRXUceV

VW«U«R, ce Q'eVW SaV XQ gURV fUaiV g«Q«UaX[ - VaXf TXe le QRPbUe de

SiVWeV aXgPeQWe. "

Cela cRUUeVSRQd «galePeQW ¢ QRWUe «YalXaWiRQ.

PaUce TXe la PXViTXe deaUVR SRViWiRQQe le VigQal aXdiR eQWUaQW

cRPPe VRXUce VRQRUe SRQcWXelle (TXaVi PRQRShRQiTXe) daQV la

Siªce. Si YRXV YRXle] ViPSlePeQW «diWeU XQ Pi[age VW«U«R RX

VXUURXQd Yia XQ caVTXe, YRXV deYe] VXiYUe leV «WaSeV d«cUiWeV daQV

la deX[iªPe SaUWie dX WeVW. AYec la VW«U«R TXi eVW aVVe] UaSide,

aYec leV SURjeWV VXUURXQd fiQiV, c'eVW beaXcRXS SlXV cRPSle[e.

DeaU RealiW\ SRXUVXiW: "UQ ZRUkflRZ UaSide SRXU leV SiVWeV

PXlWicaQaX[ RX leV eQWU«eV eVW d«fiQiWiYePeQW VXU QRWUe URadPaS

deaUVR."
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S'il \ a XQ XQiYeUV SaUallªle, alRUV c'eVW la PXViTXe.
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