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Acoustical Probe 
Adding (Inserting) 

Audience Areas; 68, 101
Doors; 99
Edges; 79
Faces; 54
Face Colors; 56
Interior Shapes; 97
IR Emitters; 274-275

Light Sources; 165
Listener Seats; 62
Loudspeakers; 68, 102
Objects; 122-128
Seating Areas; 60
Shapes; 84-85
Steps; 57, 105-107
Surface Materials; 56
Textures; 176
Two-Fold Faces; 61
Vertices; 53

Inserting Into Faces; 80
Inserting Into Edges; 79

Windows; 78, 99
Advanced Acoustical Investigations; 209-226
Advanced Modeling Techniques; 77-128
Aiming Loudspeakers; 70
Alcons; 194
All Mapping
Area Mapping; 35, 38-39, 71-74, 183
Architectural Rendering (Vision); 161-177
Arrival Times; 196
Audience Areas

Adding; 62
Moving

AURA; 222-271
AURA Mapping; 229, 231-247
AURA Response; 29, 248-251
Auralize Direct Sound; 198-199
Auralization (EARS); 255-271
Auralization Procedures

1. Creating A Reflectogram; 256-271
2. Adding a Tail to the Reflectogram; 260

a. Using Predicted Impacts; 260
b. Using Random Tail; 258

3. Combining the Reflectogram with the
Characteristics of Human Hearing; 262-263

4. The Final Convolution; 264
AutoCad File Exchange; 147-160
Axis (X, Y, Z Coordinates); 46-47
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Bandwidth Choices; 191
Bins; 236

C7, C50, C80 Ratios; 194-195
Calculation Setup Options; 181-184
Calculation Control (View Calculations) Window; 189-192
Case (Wire Frame) Drawings; 139-141
Casting Shadows; 184
Clarity Measure (C80); 194-195
Closing a Room; 63
Cluster Construction; 129-138
Cluster Objects; 138
Coat Feature; 61, 99
Color Selection; 75-76
Coordinate System; 97
Create Lamp Sources; 170-171
Create Textures; 172-176
Create Shapes; 84-85, 97-99

Create Project; 42-44

Creating New Loudspeaker Data Files; 141

Critical Distance; 196
Cutting Faces Into Two; 95

Detailed Investigations with Probe; 217-224
Direct Sound (Direct SPL) Simulations; 187
Directory Set Up; 42
Diffusion (Scattering); 233
Displace (Move); 54

Displays (Area Mapping) 
Aiming; 198
Alcons; 194
Arrival Time (First); 196
Critical Distance; 196
C7, C50, C80 Ratios; 194-195
D/R Ratio; 195
Direct Sound (Direct SPL); 189
ITD Gap (Initial Time Delay); 197
Lspk Overlap; 197
Local Decay Time; 210 
Local Ray Tracing; 213
Pressure levels (L Measures); 196
RaSTI; 193
Room Mapping; 35, 207
Standard Mapping With Reflections; 212
Total SPL (Sum); 196



Displays (AURA Mapping)
Alcons; 240
C50; 239
C80 (Clarity Measure); 241
Center Time; 241
Definition; 238
Echo Music; 244
Echo Music Echograms; 244-245
Echo Speech; 243
Echo Speech Echograms; 244
EDT (Early Decay Time); 237
Histograms; 245
LF (Lateral Fraction); 242
LFC (Lateral Fraction Coefficient); 242
Sound Strength; 243
STI (Speech Transmission Index); 239-240
T10, T20, T30 (T Measures); 238

Display Methods; 186
Display Resolution; 187
Distance Calculations; 83
DXF File Transfer; 147-172, 155-156

EARS (Auralization); 255-271
Options; 266-268

EaseGuard Installation: 11
Echograms; 243-245
Echo Music Echogram; 244-245
ECHO Speech Echogram; 244
Edit Project Data

Room Open; 43
Room Symmetrical:43

Edit Project Options; 50-52
Edit Project Toolbars
Energy Loss Simulations; 234
Entering a New Project; 42-45
Equipment Requirements

Exporting; 143-160
ASCII Files; 145
DXF Files; 146
EASE 4.0 Files to EASE 3.0; 144
License Keys; 16
Sketchup SKP Files; 148

Extrude
Edges; 81
Faces; 96-98
Vertices; 81

Eyring; 64
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Faces
Adding (Inserting); 54-55
Adding With Extrude; 79
Coat Of; 61
Color; 75-76
Orientation; 55
Two Sided (Two-Fold); 61

File Structure; 8, 27
Finding 

Holes; 65-67
Unknown Coordinate Locations; 80-82

Find Impacts; 214-216

GLL (Generic Loudspeaker Library); 10
GLL Viewer; 10
Grids; 52, 102
Group Moving; 104

Histograms; 247
Holes, Finding & Fixing; 65-67

How To:
Add Textures; 172-176

Create Clusters; 129-138
Create Curved Surfaces; 86, 89-94
Create CASE Drawings; 139-141
Create Light Sources; 170-171

Create Listener Seat Grids; 63
Create Loudspeaker Grids; 104
Create Objects; 122-128
Create Steps/Bleachers; 84-85
Create Textures; 172-176

Cut a Face into Two Faces; 95
Enter Faces; 54-55
Extrude Faces; 79
Find the Distance Between Two Points; 83
Find Holes; 65-67
Find Unknown Coordinate Locations; 80-82
Insert Audience Areas; 68, 101

Make Global Material Changes; 75-76
Recover Lost License Keys; 19
Use Color & Material Coupled; 76, 147, 149
Use Duplicate & Displace; 54
Use Prototype Rooms; 106-121
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Impact Files
How to Split; 226
How to Update 226
Ray Tracing; 214-218
Mirror Image; 225

Importing; 143-156
ASCII Files; 145
AutoCAD DXF Files; 149-156
CADP2 Files; 145
EASE DXF Files (into AutoCAD); 147
EASE 2.1 Files; 145
EASE DXF Files into Sketchup; 148
License Keys; 16
Sketchup SKP Files; 152

Inserting (see Adding, page 274)
Installation Instructions; 8-11
Intelligibility Measurements; 192-194
Interference Sum; 182

IR Infrared Module; 273-292
IR Calculations; 276-280
IR Emitters; 274-275
IR Modulators; 275-282
IR Radiators; 275-280

ITD (Initial Time Delay) Gap; 197
Invert Faces; 55

Key Commands; 22-23
Kinetic Energy

L (Pressure Level Measures); 196
Licensing Agreement; 2
License Keys; 12-17

Downloading; 13-14
Exporting; 16
Importing; 16
Protecting; 17
Recovering Lost Keys; 19
Terminating; 17

Licensing By File; 15
Listener Seats; 31, 62
Loudspeaker

Aiming; 70, 198
Clusters; 132-138
Grids (Distributed Loudspeaker Systems); 102-104
Loading Into a Project; 44
Setting Power Levels; 180

Local Decay Times; 210-211
Local Ray Tracing; 213

Main Menu; 28-29
Mapping

Area Mapping; 71-74, 181-197
Conventions; 180
Room Mapping; 207-208
Setup Parameters; 181-184

Mirror Image Impacts; 225
Mirror Insertion; 47
Modeling Techniques; 46
Movie Module; 206-207
Moving Audience Areas; 182, 229
MTF (Modulation Transfer Function); 221

Naming A Project; 42

Objects; 122-128
Offline Licensing (Licensing by File), 15-16
Online Licensing; 12-13
Optimize RT; 157-160
Options

Main Menu; 27
Default Paths, Measurement Settings & 
Temporary Project Files; 27

Edit Project; 50-52
Overlap Display; 197

Packing A Project
Particle Loss Simulations; 23, 246
Patch Size; 186-187
Potential Energy; 182
Pressure Levels; 196
Probe; 218
Probe Displays;

3-D Hedgehog; 219
ETC (Energy Time Curve); 220
Impulse Response Curve; 220
Modular TRansfer Function; 221
Schroeder RT; 222-225, 251
Waterfall; 219

Product Support; 2
Prototypes; 111-121
Project

Data Files; 29
Loudspeaker Database; 44
Options; 50-52 
Wall Material Database; 44

Program Modules and Structure;
Program Updates; 9, 17
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RaSTI; 193
Ray Tracing;200-203
Ray Tracing Impacts: 214-216
Real Time Auralization; 268-271
Reference File; 12
Reflectograms; 251, 256-260
Registration Instructions; 12
Resolution; 186-187

Room Investigations; 179-208
Room Mapping; 35
Room Modeling Techniques

Room Entry; 48
Using Create Shapes; 84-88
Using Prototypes; 108-110

RT60; 64, 222-225
Eyring; 64
Sabine: 64
Tolerance Norms; 224-225

Scattering; 233
Scattering Wizard; 252-253
Schroeder RT Calculations
Seating Areas (Faces); 60
Sequence (using); 100
Shadowing; 36-37, 182, 184

Show Distance Command; 83
SpeakerLab; 10
Split Time; 182
Standard Mapping With Reflections; 212
Starting EASE Setup Options; 25-27
Stereo Auralization; 270
Surface (Wall) Materials; 44-45
Symmetrical Rooms; 47
Support; 2

Table Of Contents; 3-7
Technical Support; 2
Temporary Project Files; 27
Terminology; 31
Textures; 172-177
Test Frequencies; 181, 191
Total SPL; 196
Trace Files; 200-202

Trade Marks; 2
Two-Fold Faces; 61

Updates & Upgrades; 9, 17
User ID NUmber; 12
User Manual; 24

Vertices (Entering); 53
View Calculations Window; 188-190
View Impacts; 217
View Rays (View Trace File); 203-205
Viewing a Project; 32-35
View Impact Files; 217
Vision; 151-178

Wall Material Database; 45 
Printing Wall Material DataBase; 45
Walker; 34-35
Warranty; 2
WireFrame (CASE) Drawings; 139-141


