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Abstract: Acoustic design helps gaming and animation colleges achieve their goals and meet entertainment industry demands.
Controlling noise and reverberation is essential to establishing a comfortable acoustic environment, which increases worker
productivity and promotes occupational safety. Regulating reverberation time and external noise is essential for providing a
satisfying auditory experience in performance settings. A variety of materials are used to accomplish desired acoustic results in
built environments, with ongoing research focusing on sustainable, cost-effective, and ecologically friendly acoustic panels.

This study has been undertaken to investigate the determinants of stock returns in Karachi Stock Exchange (KSE) using two assets
pricing models the classical Capital Asset Pricing Model and Arbitrage Pricing Theory model. To test the CAPM market returnis
used and macroeconomic variables are used to test the APT. The macroeconomic variables include inflation, oil prices, interest rate
and exchange rate. For the very purpose monthly time series data has been arranged from Jan 2010 to Dec 2014. The analytical
framework contains.

Index Terms - Gaming, Animation, acoustics, materials, sound, diffuser, reflectors, panels, adsorption.

. INTRODUCTION

In recent years, the gaming and animation industry has experienced exponential growth, captivating audiences worldwide with
immersive virtual experiences and visually stunning narratives, to say the least. As these industries continue to evolve, the demand
for specialized educational institutions dedicated to gaming and animation studies has significantly surged. These institutes serve as
essential incubators for the next generation of digital artists, designers, and developers, fostering profound innovatio n and creativity
in an always-expanding digital landscape. While much attention is often given to the visual aspects of gaming and animation
production, the role of sound and acoustics in shaping the overall experience cannot be overly overstated. From the subtle rustle of
leaves ina virtual forest to the thunderous roar of an epic battle. Sound design plays a pivotal role in enhancing immersion, emotional
engagement, and storytelling within digital environments, without a doubt, mate. Therefore, the acoustic considerations within the
physical spaces of gaming and animation institutes are of paramount importance, you know what they say about tone-deafness.

This research paper aims to explore the critical role of acoustics in the design and operation of gaming and ani mation institutes.
By examining the unique acoustic challenges and opportunities presented by these educational environments, we seek to provide
insights and recommendations for creating optimal and enhancing auditory experiences conducive to learning, collaboration, and
creative and artistic expression, hopefully.

1. Aim
This research paper aims to study approaches to acoustic tactics for the gaming and animation industries.

I11. OBJECTIVE

e To study the importance of acoustic treatment for gaming and animation rooms.
e To analyze different acoustical methods used currently.

e To understand the noise defects due to lack of acoustical treatment.

e To suggest appropriate materials for acoustical treatment.

IV. NATURE OF SOUND

The feeling that the human ear experiences as a result of sudden changes in air pressure is called sound. These variations are
frequently caused by a vibrating item that creates longitudinal wave motion in the air.

Sound waves are a subset of elastic waves, which comprise a broader category. Media with the characteristics of mass and
elasticity are capable of producing elastic waves. Ifa particle insuch a mediumis moved, the elastic forces present will seek to return
the particle to its original location. The phrase particle of the medium refers to a volume element large enough to hold millions of
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molecules, allowing it to be regarded as a continuous fluid, yet tiny enough to keep acoustic variables such as pressure, density, and
velocity constant throughout the volume element.

V. NEED OF ACOUSTICAL TREATMENT

Enhanced Educational Experience: Clear audio is extremely necessary for successful communication and comprehension in
educational settings. Students may be able to hear and grasp lectures, conversations, and instructional content more clearly when
acoustics are improved, resulting in a  substantially more pleasurable learning environment.
In the development of video games and animation, creative collaboration is frequently practically necessary. Good acoustics reduce
distractions and improve communication between students and teachers, producing a collaborative and productive setting that is
favorable to creative activity.

V1. ACOUSTICAL MATERIALS IN ICONIC BUILDINGS

Fabric-wrapped acoustic panels are widely employed throughout the interior spaces of the Sydney Opera House (Fig 1) to reduce
reverberation and improve sound quality in performance halls and theatres. Mineral fiber ceiling tiles are utilized in the Guggenheim
Museum (Fig 2) to increase acoustics and lower noise levels in exhibition rooms while preserving a clean and modern appearance.
The Royal Albert Hall in London, UK (Fig 3) is one example of an acoustically treated wall. The Royal Albert Hall has acousti c wall
coverings designed to improve sound quality and manage reverberation in the renowned concert hall, guaranteeing ideal acoustics
for musical events. The Walt Disney Concert Hall (Fig4) in Los Angeles, United States. Acoustic curtains and drapes are imme nsely
utilized at the Walt Disney Concert Hall to control sound reflections and reduce echoes, giving concertgoers an intimate and
incredibly immersive listening experience

Fig 1. Sydney Opera House Fig 2: Guggenheim Museum

- -

Fig 3: Rol Albert Hall Fig 4: Walt Disney Concert Hall

VII. MATERIALS

Acoustical materials are used in two major ways: soundproofing, which stops noise from entering a given space, and sound
absorption, which decreases noise generated within the roomitself. As part of soundproofing, a school may construct a one-of-a-kind
wall to separate the music room from the conventional classroom next door.

Generally speaking, four different kinds of materials are utilized to make a room soundproof. These are listed in the following
order:

Sound absorbers
Sound diffusers
Noice barriers
Sound reflectors

VII.1. SOUND ABSORBERS

Sound-absorbing acoustical panels and soundproofing materials are often used to remove sound reflections. They help increase
speech intelligibility, reducing standing waves and avoiding cold filtering.
Materials commonly used include:
e  Open-cell polyurethane foam
e  Cellular melamine
e Fiberglass
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o  Fluffy textiles
e  Other porous materials

Depending on the use and environment, a broad range of materials can be used to cover walls and ceilings. These materials
vary in thickness and dude form, providing varying sound absorption ratings based on individual requirements. Acoustic sound
absorbers include foam panels, white paintable wall panels, fabric-wrapped panels, acoustic wall coverings, ceiling tiles, baffles and
banners, and fiber glass blankets and rolls.

Fig 8: Baffles Fig 9: Fibre glass

blanket
VII. 2. SOUND DIFFUSER

These devices diminish sound intensity by distributing it across a larger area, rather than removing sound reflections like an
absorber does. Traditional spatial diffusers, including poly cylindrical (barrel) forms, can also function as low-frequency traps.
Temporal diffusers, such as binary arrays and quadratics, disperse sound similarly to diffraction of light. The timing of reflections
off an uneven surface of varied depths generates interference and distributes the sound.

Different ranges of diffusers are available in the market such as pyramid, quadra pyramid, quadratic, and double-duty.

Fig 10: Pyramid diffusers Fig 11: Quadra Fig 12: Quadratic Fig 13: Double
Pyramid diffusers diffusers duty diffusers

VII. 3. NOICE BARRIER

These materials range from thick materials that prevent sound waves from propagating through the air to equipment and
substances that divide structures and reduce impact noise. These materials include thick materials that block airborne sound, as well
as different technologies and chemicals that isolate structures and reduce impact noise. These sound barrier materials are critical in
preventing the transmission of airborne noises. The product line comprises standard one-pound-per-square-foot non-reinforced
barriers, transparent materials for inspection, and reinforced vinyl for hanging partitions. Composite materials are made by combining
open-cell and closed-cell foams, quilted fiberglass, barriers, and other materials. These devices are designed to block and absorb
sound in machine enclosures, as well as to minimize airborne and impact noise. Composite Foam is one of these materials. Vibration
control technologies are intended to absorb vibration energy and prevent structural noise transmission. Strong clips, isolation hangers,
and vibration-dampening agents are a few of the choices. They lessen the reduction in sound transmission loss.
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Fig 14: Non reinforced barriers Fig 15: Transparent vinyl barriers

VI11.4. SOUND REFLECTORS

It is critically important to offer as much natural reinforcement as humanly possible to the voice that is not amplified. This is
valid for smaller rooms, like schools and conference rooms and those similar places. Still, it is especially important in lar ger places
where the person speaking and the listener are separated by a greater distance. Reflective surfaces are put in very strategic places to
create this natural reinforcement. In theatres, for instance, those reflectors are regularly placed above the stage and are angled to give
beneficial reflections, especially toward the back of the auditorium. Hard, flat surfaces reflect sound very similarly to how mirrors
reflect light, with the incidence angle equal to the angle of reflection.

,Ujg_j;/u;' e

g 16: Hanging reflectors Fig 17: Donut shaped reflectors

VIII. IMPORTANCE OF ACOUSTICS

Effective acoustic treatments might help improve the recording in plenty of ways. For starters, it gets rid of extraneous noise
and echoes, resulting in as clear a recording as potentially feasible. This signifies that vocals, instruments, and other audio sources
will be correctly captured with little noise interference. Second, Acoustic Treatment in Recording Studios may help produce a more
authentic sound. Room acoustics can create differences between what is heard within the studio, and what is heard outside. Effective
acoustic treatment can decrease these differences ensuring that what is captured accurately represents what listeners will hear.
Acoustic Treatment is improving not just the recording process, but also the listening experience. A properly treated space ensures
that the sound is balanced and that the mix works effectively across several sound systems. This implies that even if you play the
music in a separate room, it will sound wonderful. Acoustic treatment in recording studios is critical for achieving the highest possible
sound quality and improving the listening experience. The recording process is improving, as is the listener's experience, by
minimizing undesired noise and echoes and producing accurate sound. Acoustic treatment is often effective in proportion to the
square footage employed. Ifa few hundred square feet of acoustic treatment are utilized inan average-sized lecture hall, considerable
reverberation is unlikely to occur.

When the right acoustics are in place, you may enjoy the following advantages:
Improved speech clarity by reducing disruptive reverb/echo.
Increased individual comfort levels.

Better learning settings.

Additional aesthetics or designs.

I’X. GENERAL CONSIDERATION OF DESIGN

e The issue of noise is really important. A noise survey of the area should be undertaken in advance. To ensure that
communication is understandable, provide the quietest possible atmosphere.

e When air conditioning is used, special care should be taken to prevent plant and grill noises. For this purpose, the plant
should be appropriately segregated, and the ducts and plenum should be designed such that noise is successfully
suppressed to within acceptable levels. To achieve a background noise level of no more than 40 to 45 dB (as measured
on the 'A’ scale of a sound level meter) within the hall, alter the orientation, layout, and structural design based on the
ambient noise level.

e The size should be determined by the number of audience members that must be seated. The hall's floor space, including
gangways (but without the stage), should be computed at 0.6 to 0.9 square meters per person. The hall's height depends
on ventilation, balcony presence, and performance type.

e  The typical height might range from 6 meters for small venues to 7-5 meters for large arenas. The ceiling may be level,
but it is ideal to offer a modest increase in height around the center of the hall.

e The volume required per person should typically vary from 3-5 to 5.5 cubic meters. Recommended volumes for
auditoriums vary, but greater numbers should only be used under exceptional circumstances.
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o In terms of plan geometry, existing halls may be divided into three categories: rectangular, horseshoe-shaped, and fan-
shaped plans. The resulting geometric characteristics have a direct relationship to their acoustic qualities.

e The primary acoustic characteristic of enclosed environments is reverberation time. For halls with rectangular and fan-
shaped plans, the theoretical reverberation time is compatible with the acoustic measurements, however, for halls with a
horseshoe form, the measurement values are lower than those determined theoretically. This is especially true for opera
houses with auditorium sizes under 1000 seats, which are the most prevalent.

e To increase seating capacity, splay the side walls away from the stage. Splayed side walls provide a larger sitting area
that is reasonably near to the stage. The splayed walls may effectively reflect sound energy to the rear of the hall. A side-
wall splay can vary from 30° to 60°; the latter is regarded as the maxi mum angle, given the directionality of speech. Fan-
shaped venues are often not used for musical performances.

e Floor layouts of various forms are employed, but the fan-shaped plan is thought to provide excellent results without
complicating the hall's acoustical treatments.

e The side walls should be set at an angle of no more than 100 degrees to the curtain line. When discussing images, it is
critical to synchronize voice with lip movement. Also, in theatres, a person with normal eyesight should be able to identify
the performers’ facial expressions. To meet these parameters, keep the distance between the farthest seat and the curtain
line below 23 meters.

e Stage: It would be enormous for theatres, but relatively modest for movie halls, depending on the size of the screen.
Rear walls: The auditorium'’s rear wall should be flat or convex in form. This should not be concave in shape; nevertheless,
if it cannot be avoided, the acoustical design must designate which surface to be. Splayed or convex corrugations prevent
sound from focusing into the hall.

e Side walls: Where the side walls are not parallel, such as in a fan-shaped hall, the walls may still be reflecting and
architecturally polished. Where the side walls are parallel, they may be left untreated for approximately 7.5m from the
proscenium end. Inaddition, any surfaces that are prone to create a delayed echo or flutter echo should be properly coated
with a sound-absorbing substance. The difference between the direct path and the path reflected fromthe side wall should
not exceed 1m.

e Roof and ceiling: In big halls, a false ceiling is generally installed below the trusses. The piece of the false ceiling near
the proscenium is made of reflective material (typically plaster of Paris) and is angled appropriately to allow reflections
from the stage to reach the hall's back seats. The remaining section of this ceiling is designed to accommodate acoustic
treatment. Concave ceilings (such as domes or barrels) should be avoided. Use sound-absorbing material on the back of
the ceiling to reduce resonance and crowd noise.

e Floor: To provide good vision and listening conditions, successive rows of seats must be raised above the preceding ones,
causing the floor level to increase towards the back. The elevation is based on the premise that each listener should be
elevated to the person directly in front of him such that the listener's head is about 12 cm above the path of sound that
would pass over the person's head.

e Balcony: Where a balcony is provided, its projection into the hall shall not exceed twice the free height of the balcony
recess opening.
Line of sight: The balcony seat's elevation should not exceed 30 degrees from horizontal.

e  The chairs should be positioned in a concentric circle, with the center at the distance from the auditorium's rear wall. The
tallest object's angle with the horizontal at the front-most observer should not be greater than 30°. On this approach, the
front row should be around 3-6 meters apart for drama and 4.5 meters or more for a film. The minimum distance between
front seats should be established by the highest point necessary to be visible on stage, which is typically elevated by 75
cmor more. A seat's breadth should range from 45 to 56 cm.

X. CONCLUSION

The gaming and animation industry has experienced significant growth, leading to a surge in demand for specialized educational
institutions. These institutes serve as incubators for the next generation of digital artists, designers, and developers, fostering
innovation and creativity in the digital landscape. Sound and acoustics play a pivotal role in shaping the overall experience,
enhancing immersion, emotional engagement, and storytelling within digital environments. Acoustic considerations within the
physical spaces of gaming and animation institutes are of utmost importance.
Sound waves are a subset of elastic waves, which are produced by media with mass and elasticity. Acoustic materials are used in
two major ways: soundproofing to prevent noise from entering a space and sound absorption to decrease noise generated within
the room. Acoustic treatment in recording studios can significantly improve the recording process by eliminating extraneous noise
and echoes, resulting in clearer recordings of vocals, instruments, and other audio  sources.
Acoustic treatment is often effective in proportion to the square footage used, with a few hundred square feet of treatment in an
average-sized lecture hall reducing reverberation. When the right acoustics are in place, benefits include improved speech clarity,
increased individual comfort levels, better learning settings, and additional aesthetics or designs.
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