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Real Demo: Reconstructing binaural ambient sounds 
of Walkable Spaces





Standard acoustic renderers with room impulse 
responses (RIRs) is not realistic solution

• Ambient Sound - the acoustic state describing all sounds in a 
scene
• Dynamic nature with complex spatial and temporal changes

→ Hard to localize all sound sources in 3D
→ Lack of clean audio signals of each ambient source



Standard acoustic renderers with room impulse 
responses (RIRs) is not realistic solution

• Ambient Sound - the acoustic state describing all sounds in a scene
• Dynamic nature with complex spatial and temporal changes

→Hard to localize all sound sources in 3D
→ Lack of clean audio signals of each ambient source

• High cost for fully reconstruct acoustic scene in real applications
• Impractical to obtain all impulse responses of the scenes



Novel-view Ambient Sound Synthesis with 
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Blocking Reference

VAB recognizes acoustic partitions automatically
aligned with scene geometry
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Qualitative Comparison with Baselines

[1] Novel-View Acoustic Synthesis. Chen et al. CVPR2023.

[2] SoundSpaces: Audio-Visual Navigation in 3D Environments. Chen et al. ECCV2020.

• SOTA Baseline for Comparison: ViGAS [1]
• Demo Setting: Soundspace-Matterport3D [2] scene with 5 sources



Qualitative Comparison with Baselines
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