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A conferencing system includes a near-eye display device 
that displays video received from a remote communication 
device of a communication partner. An audio stream is 
transmitted to the remote communication device. The audio 
stream includes real-world Sounds produced by one or more 
real-world audio Sources captured by a spatially-diverse 
microphone array and virtual Sounds produced by one or 
more virtual audio Sources. A relative Volume of background 
Sounds in the audio stream is selectively reduced based, at 
least in part, on real-world positioning of corresponding 
audio Sources, including real-world and/or virtualized audio 
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1. 

FILTERING SOUNDS FOR CONFERENCNG 
APPLICATIONS 

BACKGROUND 

Modern communication networks enable two or more 
people to communicate with each other in real-time by 
sharing audio and/or video streams. Noise cancellation may 
be used to filter far-field noise from audio streams captured 
by a microphone or to remove echo or feedback produced by 
the presence of audio speakers to emphasize near-field 
Sounds, such as a person's voice. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 depicts an example conferencing system in which 
a user is communicating with a communication partner via 
a communication device. 

FIG. 2 depicts an example augmented reality view of a 
physical space containing both real-world and virtual 
objects. 

FIG. 3 schematically depicts an example three-dimen 
sional physical space containing microphones, real-world 
audio Sources, and virtual audio Sources. 

FIG. 4 is a flow diagram depicting an example confer 
encing method. 

FIG. 5 depicts an example near-eye display device. 
FIG. 6 depicts an example computing system. 

DETAILED DESCRIPTION 

FIG. 1 depicts an example conferencing system 100 in 
which a user 110 communicates with a communication 
partner 150 via a communication device 120. In this 
example, communication device 120 takes the form of a 
near-eye display device. A near-eye display device may 
include an augmented reality display or a virtual reality 
display. Communication partner 150 communicates with 
user 110 by way of a remote communication device 152, in 
this case, a smartphone. Communication devices 120, 152 
may take a variety of forms, such as a Smartphone, laptop 
computer, desktop computer, video phone, etc. Within the 
context of audio conferencing, these communication devices 
include at least one audio microphone. These communica 
tion devices may further include a camera within the context 
of audio/video conferencing. 

Audio and/or video streams may be transmitted to and 
received from communications devices, such as communi 
cation device 120 and remote communication device 152 to 
facilitate audio/video communication between two or more 
users. In this example, communication device 120 displays 
computer-generated graphical content to user 110 via right 
and left near-eye displays. A near-eye display may take the 
form of a see-through near-eye display that enables a user to 
view a physical space of a real-world environment through 
the see-through near-eye display. In another implementation, 
a camera view of a physical space may be displayed via a 
near-eye display along with overlaid graphical content. In 
this context, display device 120 may be referred to as an 
augmented reality device. 

Graphical content may be displayed by near-eye display 
device 120 to provide the appearance of virtual objects being 
physically present within the physical space. FIG. 1 depicts 
an example of graphical content that may be displayed to 
user 110 via right and left near-eye displays. In this example, 
the graphical content provides the appearance of a virtual 
monitor 130 upon which a video stream of communication 
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2 
partner 150 is presented at 132. Virtual monitor 130 may be 
presented alongside physical objects such as a physical, 
real-world monitor 170 physically displaying graphical con 
tent 172. Other examples of virtual objects are depicted in 
FIG. 1, including virtual buttons 134 for controlling opera 
tion of virtual monitor 132 or other aspects of conferencing 
system 100. 
Communication device 120 may present an audio stream 

of communication partner 150 to user 110 via one or more 
audio speakers or other sound transducers of communication 
device 120 and/or via peripheral sound transducers. Virtual 
Sounds produced by virtual audio sources also may be 
presented to user 110 via communication device 120 and/or 
peripheral Sound transducers. In an example, the audio 
stream of communication partner 150 may be presented as 
a virtual sound produced by a virtual audio source having a 
virtualized real-world position at virtual monitor 130 so that 
the user perceives the virtual sound as being produced by 
virtual monitor 130. Sound directionality may be achieved 
using any Suitable audio processing, including application of 
a head-related transfer function and cross-talk cancelation. 

Real-world sounds produced by real-world objects within 
the physical space may be heard directly by the user's 
natural hearing. For example, user 110 may hear real-world 
sounds produced by real-world monitor 170 by way of 
natural hearing. Real-world Sounds may be augmented by 
amplifying or dampening the real-world Sounds within an 
audio stream presented to user 110 via one or more audio 
speakers of communication device 120 (e.g., via Sound 
reproduction and/or noise cancelling). Virtual sounds and 
real-world Sounds may be combined into an audio stream 
presented to user 110 via one or more audio speakers of 
communication device 120. Virtual sounds and real-world 
Sounds may be amplified or dampened relative to each other 
to provide a desired balance in the audio presentation to user 
110. 

Real-world sounds within the physical space of user 110 
may be captured via a microphone and transmitted to remote 
communication device 152 for presentation to communica 
tion partner 150. In this example, real-world sounds may 
include a voice of user 110 and/or sounds produced by 
real-world monitor 170. In some examples, certain real 
world sounds may be amplified or dampened within the 
audio stream transmitted from communication device 120 to 
remote communication device 152. For example, far-field 
sounds produced by real-world monitor 170 may be filtered 
from the audio stream while near-field sounds such as the 
voice of user 110 may be included or amplified within the 
audio stream transmitted to the remote communication 
device. 

Additionally or alternatively, virtual sounds produced by 
virtual audio sources having a virtualized real-world posi 
tion within the physical space of user 110 may be included 
within the audio stream transmitted to remote communica 
tion device 152. Virtual sounds and real-world sounds may 
be amplified or dampened relative to each other to provide 
a desired balance in the audio presentation at communica 
tion device 152. User 110 may further control which sounds 
are shared with communication partner 150 or presented to 
user 110 via communication device 120 by amplifying or 
dampening real-world Sounds and/or virtual sounds. In an 
example, individual audio Sources, real or virtual, may be 
individually selectable by user 110 to include, omit, 
increase, or reduce their presence within an audio stream. In 
another example, one or more audio-inclusion regions may 
be established, and real and/or virtual objects positioned 
within the audio-inclusion region will be included while real 
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and/or virtual objects positioned outside the audio-inclusion 
region will be excluded. In another example, one or more 
audio-exclusion regions may be established, and real and/or 
virtual objects positioned within the audio-exclusion region 
will be excluded while real and/or virtual objects positioned 
outside the audio-exclusion region will be included. In still 
another example, a combination of individual sound selec 
tion, audio-inclusion region(s), and audio-exclusion region 
(s) may be used. 

FIG. 2 depicts an example augmented reality view of a 
physical space 200 containing both real-world and virtual 
objects. As previously described with reference to FIG. 1, an 
augmented reality device may be used to provide a user with 
an augmented reality view of a physical space. 

In this example, real-world objects 210 and 220 are 
real-world audio sources of real-world sounds that have 
real-world positions within the physical space. Real-world 
positioning of real-world audio sources may be identified by 
capturing real-worlds Sounds produced by the real-world 
audio sources via a plurality of microphones that observe the 
physical space from different locations. Real-world posi 
tioning of a real-world audio Source may be referred to as 
observed real-world positioning. An observed real-world 
positioning of a real-world audio Source includes an 
observed position of the audio Source, and may optionally 
include an observed orientation of that real-world audio 
SOUC. 

Also, in this example, virtual object 230 is a virtual audio 
source of virtual sounds that has a real-world position within 
the physical space. Real-world positioning of virtual audio 
sources may be defined by a 3D virtual model in which 
real-world positioning of one or more virtual audio sources 
are mapped to a physical space. Real-world positioning of a 
virtual audio source may be referred to as virtualized real 
world positioning. A virtual real-world positioning of a 
virtual audio source includes a virtual position of the virtual 
audio source, and may optionally include a virtual orienta 
tion of that virtual audio source. 

In this example, virtual object 230 is the previously 
described virtual monitor 130 of FIG. 1 that presents a video 
stream received from a communication partner. While a 
virtual monitor is again depicted in FIG. 2, a virtual object 
may take any form, and a virtual audio source may produce 
any virtual sound, including sounds simulating real-world 
Sounds produced at the apparent real-world position of the 
virtual object. 

In FIG. 2, real-world objects 210 and 220 take the form 
of real-world monitors outputting real-world sounds within 
physical space 200. While real-world monitors are again 
depicted in FIG. 2, a real-world object may be any physical 
object, and a real-world audio Source may be any physical 
Source of a real-world Sound. A human Subject is another 
example of a physical object that may be present within a 
physical space. A human Subject speaking or moving within 
the physical space is an example of a real-world audio 
Source of real-world Sounds. 

Within the augmented reality view of FIG. 2, graphical 
indicators are displayed as virtual objects that identify 
virtualized real-world positions of virtual audio sources 
and/or real-world positions of real-world audio sources 
within the physical space. In this example, graphical indi 
cator 232 is displayed via the augmented reality device that 
identifies virtual object 230 as a virtual audio source of 
virtual sounds. Also, in this example, graphical indicator 212 
identifies real-world object 210 as a real-world audio source, 
and graphical indicator 222 identifies real-world object 220 
as another real-world audio source. In at least some imple 
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4 
mentations, graphical indicators that identify virtual audio 
Sources may have a different visual appearance as compared 
to graphical indicators that identify real-world audio 
Sources, and may convey status information concerning the 
audio source, such as volume level, mute on/off, whether the 
Sound produced by the audio Source is shared with a 
communications partner, etc. Graphical indicators may be 
selectable by a user to change an audio treatment policy 
applied to or state of the audio source. 

FIG. 3 schematically depicts an example three-dimen 
sional physical space 300 containing a plurality of micro 
phones M1, M2, M3 of a spatially-diverse microphone array. 
Microphones M1, M2, M3 each have a real-world position 
within physical space 300 that differs from the other micro 
phones of the spatially-diverse microphone array. Plural 
microphones of a spatially-diverse microphone array may be 
located on-board an individual device or may be distributed 
among a plurality of devices. In an example, microphones 
M1 and M2 may be located on-board a communication 
device. Such as a wearable, head-mounted augmented reality 
device, and microphone M3 may be located on-board 
another communication device or may form part of a stand 
alone audio recording device that observes physical space 
3OO. 

Physical space 300 further contains a plurality of real 
world audio sources R1, R2, R3, each having a respective 
real-world position within physical space 300. As an 
example, R1 may correspond to a user of the communication 
device speaking or making another human generated Sound, 
and R2 and R3 may correspond to other real-world audio 
sources within physical space 300. 

Physical space 300 further contains a plurality of virtual 
audio sources V1,V2, V3, each having a respective virtu 
alized real-world position within physical space 300. As an 
example, V1 may correspond to a virtual monitor that 
presents virtual Sounds accompanying a video. V2 and V3 
may correspond to other virtual audio sources, whether or 
not corresponding virtual objects representing the virtual 
audio sources are presented within the augmented reality 
view of the physical space. 

Real-world and virtual sounds produced by real-world 
and virtual audio sources may be individually characterized 
as focus sounds or as background sounds. Focus Sounds may 
be amplified (e.g., increased in relative Volume) within an 
audio stream relative to background Sounds and/or back 
ground sounds may be dampened (decreased in relative 
volume) relative to focus sounds within the audio stream. 
Focus sounds may be assigned to an audio-focus layer and 
background Sounds may be assigned to a background-audio 
layer. Audio-focus and background-audio layers may indi 
vidually or collectively define an audio treatment policy that 
is implemented by a sender of the audio stream. Alterna 
tively or additionally, the audio treatment policy or a portion 
of that policy may be implemented by a receiver of the audio 
stream and/or by an intermediate communication device 
between the sender and the receiver. 

In at least some implementations, a Sound produced by an 
audio source may be characterized as a focus Sound or a 
background sound based on positioning of the audio source 
within a physical space. Alternatively or additionally, a user 
selection may define whether a Sound produced by an audio 
Source is characterized as a focus Sound or a background 
Sound. 
With regards to characterizing Sounds based on position 

ing of audio sources within a physical space, FIG. 3 further 
depicts a first audio-focus region 310 and a second audio 
focus region 312 within physical space 300. First audio 
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focus region 310 is represented by a three-dimensional 
conical or tapered shape, and second audio-focus region 312 
is represented by a three-dimensional cube, as non-limiting 
examples. 
An audio-focus region may have a variety of three 

dimensional shapes depending on implementation. A shape 
of an audio-focus region may be based on a geometry of the 
physical space or physical objects located within the physi 
cal space, or may be user-defined. An audio-focus region 
may be used to identify focus sounds that are produced by 
audio sources located within the audio-focus region. Focus 
Sounds may be emphasized within an audio stream relative 
to background Sounds. An audio-focus region may be 
referred to as an audio-inclusion region. Background sounds 
produced by audio sources located outside of the audio 
inclusion region may be completely filtered or reduced in 
Volume with the goal of completely filtering the background 
Sounds from the audio stream. 

In an example, first audio-focus region 310 may corre 
spond to a camera view of a video stream captured by a 
camera observing physical space 300, and may be referred 
to as a viewing region. A geometry of the viewing region 
may be based on a field of view orgaZe axis (e.g., Surround 
the gaze axis and/or the gaze axis defines a centerline of the 
viewing region) of the near-eye display device. The camera 
may be located on-board a communication device, such as 
in the case of a forward-facing head-mounted camera, for 
example, or the camera may form part of a standalone video 
recording device. A video stream captured by this camera 
optionally may be transmitted to a remote communication 
device accompanied by an audio stream captured by one or 
more microphones of the spatially diverse microphone array 
for presentation to a communication partner. 

Second audio-focus region 312 is depicted in FIG. 3 as 
being physically separated from and non-overlapping with 
first audio-focus region 310 within physical space 300. 
However, in other examples, second audio-focus region 312 
may partially overlap with first audio-focus region 310 or 
may reside entirely within first audio-focus region 310. 
Second audio-focus region 312 may reside within or outside 
of a camera view of the video stream. Second audio-focus 
region 312 may be referred to as an auxiliary audio-focus 
region in contrast to a viewing region. 

In this example, Sounds produced by audio sources 
located inside an audio-focus region may be characterized as 
focus sounds that are amplified or left undampened relative 
to background sounds within an audio stream. By contrast, 
Sounds produced by audio Sources located outside of an 
audio-focus region may be characterized as background 
Sounds that are dampened relative to focus Sounds within the 
audio stream. 

Abackground-audio region may alternatively or addition 
ally be used to identify background Sounds that are produced 
by audio Sources located within the background-audio 
region. A background-audio region may have a variety of 
three-dimensional shapes depending on implementation. A 
shape of a background-audio region may be based on a 
geometry of the physical space or physical objects located 
within the physical space, or may be user-defined. Back 
ground Sounds may be de-emphasized within an audio 
stream relative to focus Sounds. A background-audio region 
may be referred to as an audio-exclusion region. Back 
ground sounds produced by audio Sources located inside of 
the audio-exclusion region may be completely or Substan 
tially filtered, or otherwise reduced in volume with the goal 
of completely or Substantially filtering the background 
Sounds from the audio stream. 
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6 
As depicted in FIG. 3, real-world audio sources R1 and 

R2 each have a real-world position that is within first 
audio-focus region 310, whereas real-world audio source R3 
has a real-world position that is outside of both first audio 
focus region 310 and second audio-focus region 312. Here, 
real-world audio sources R1 and R2 are assigned to an 
audio-focus layer 322, and real-world audio source R3 is 
assigned to a background-audio layer 324. 
As further depicted in FIG. 3, virtual audio source V1 has 

a virtualized real-world position within first audio-focus 
region 310, virtual audio source V2 has a virtualized real 
world position within second audio-focus region 312, and 
virtual audio source V3 has a virtualized real-world position 
that is outside of both first audio-focus region 310 and 
second audio-focus region 312. Here, virtual audio Sources 
V1 and V2 are assigned to audio-focus layer 322, and virtual 
audio Source V3 is assigned to background-audio layer 324. 
In this example, Sounds produced by real-world audio 
sources R1, R2, and virtual audio sources V1,V2 may be 
amplified relative to sounds produced by real-world audio 
source R3 and virtual audio source V3. Alternatively or 
additionally, Sounds produced by real-world audio source 
R3 and virtual audio source V3 may be dampened relative 
to sounds produced by real-world audio sources R1, R2, and 
virtual audio sources V1, V2. 

Real-world and virtual sounds produced by real-world 
and virtual audio sources may be individually characterized 
as private Sounds or as shared sounds. Private sounds may 
be limited to presentation at an individual communication 
device of an individual Subject user, whereas shared sounds 
may be transmitted to and presented by one or more addi 
tional communication devices of one or more additional 
communication partners. Private Sounds may be assigned to 
a private layer and shared sounds may be assigned to a 
shared layer. The private and shared layers may individually 
or collectively define an audio treatment policy that is 
implemented by a sender of the audio stream. Alternatively 
or additionally, the audio treatment policy or a portion of 
that policy may be implemented by a receiver of the audio 
stream and/or by an intermediate communication device 
between the sender and the receiver. 

In at least some implementations, a Sound produced by an 
audio source may be characterized as a private sound or a 
shared Sound based on positioning of the audio source 
within a physical space. In an example, far-field sounds 
located far from a subject user may be characterized as 
private Sounds, whereas near-field Sounds located nearer to 
the Subject user may be characterized as shared sounds. In 
another example, private and shared regions may be defined 
within a 3D physical space within which audio Sources may 
be characterized as private or shared. Alternatively or addi 
tionally, a user selection may define whether a sound pro 
duced by an audio source is characterized as a private Sound 
or a shared Sound. In yet another example, virtual sounds 
may be characterized as private sounds and real-world 
Sounds may be characterized as shared sounds, or Vice 
WSa. 

FIG. 3 depicts a private layer 320 with which previously 
described audio-focus layer 322 and background-audio layer 
324 may be associated. Private layer 322 may define how 
Sounds are heard by and/or presented to only the Subject user 
of the private layer. FIG. 3 further depicts a shared layer 330 
that may define how sounds are heard by and/or presented to 
one or more additional communication partners. Within this 
context, a communication device of the Subject user is 
typically the sender of the audio stream, and a communica 
tion device of a communication partner is typically the 
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receiver of the audio stream. Differences in private and 
shared layers may be used to provide different audio streams 
to be presented at a sender and a receiver of the audio 
stream. However, different privacy settings may be applied 
to different communication partners so that the Sounds that 
each communication partner hears can be individually con 
trolled. 

In the illustrated example, shared layer 330 is associated 
with audio-focus layer 332 that differs from audio-focus 
layer 322, and is further associated with background-audio 
layer 334 that differs from background-audio layer 324. For 
example, audio-focus layer 332 does not include R2 or V2. 
Hence, sounds produced by R2 or V2 may be dampened 
within or entirely filtered from the audio stream transmitted 
to a communication partner. Here, region 312 may be 
defined as a private region within which Sounds produced by 
audio Sources (e.g., V2) are characterized as private sounds. 
This example provides a scenario in which a communication 
partner receives a different representation of Sounds as 
compared to a subject user and/or another communication 
partner. 

FIG. 3 depicts an example in which different two audio 
focus layers and two background-audio layers are provided. 
In at least Some implementations, a plurality of audio-focus 
layers and/or background-audio layers may be provided, in 
which each layer defines a different level of filtering to be 
applied to Sounds produced by audio sources assigned to that 
layer. Each layer of a plurality of layers may be further 
associated with a respective set of one or more user-defined 
3D regions and/or user selections, such that audio sources 
present within or outside of a particular user-defined region 
or audio sources selected by a user are filtered to achieve a 
particular volume reduction or Volume increase. 
As non-limiting examples, a user may define a first 

exclusion region for which Sounds produced by audio 
Sources located within the first exclusion region are com 
pletely eliminated from the audio stream. A user may define 
a second exclusion region for which Sounds produced by 
audio sources located within the second exclusion region are 
reduced in volume, but not eliminated from the audio 
stream. A user may select a first virtual audio source and a 
first real-world audio source as being a normal or default 
Volume within the audio stream, and may further select a 
second virtual audio source and a second real-world audio 
source for volume increase or volume reduction within the 
audio stream. In at least some implementations, feedback 
from a communication partner may be automatically filtered 
from the audio stream regardless of the real-world position 
ing of audio sources or user selections. This automatic 
filtering of feedback may take the form of a separate 
feedback layer (e.g., an overriding feedback layer) that 
eliminates or Substantially reduces feedback from commu 
nication partners. 

FIG. 4 is a flow diagram depicting an example commu 
nication method 400. In an example, method 400 may be 
performed by a conferencing system that Supports audio 
and/or video conferencing between two or more communi 
cation partners via their respective communication devices. 

At 410, the method includes capturing real-world sounds 
produced by one or more real-world audio Sources. In an 
example, a spatially-diverse microphone array including a 
plurality of microphones captures the real-world Sounds 
from a plurality of different locations. The plurality of 
microphones may be located on-board an individual device, 
or may be distributed among two, three or more devices 
located within or observing a physical space. 
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8 
In an example, a communication device of a user Such as 

a near-eye display device, for example, may include two or 
more microphones that capture real-world Sounds from first 
and second locations spaced apart from each other on-board 
the communication device. Additionally or alternatively, one 
or more microphones may be located off-board the commu 
nication device and may be located on-board one or more 
other devices that capture real-world sounds from one or 
more additional or alternative locations. In an example, two 
or more communication devices may be operated by respec 
tive users within audio capture range of each other, with 
each communication device having one or more micro 
phones capturing real-world Sounds observed within the 
same physical space. Additionally or alternatively, a stand 
alone audio capture device may observe the physical space 
by capturing real-world Sounds via one, two, or more 
microphones. 
At 412, the method includes obtaining virtual sounds 

produced by one or more virtual audio Sources. A virtual 
Sound may include any pre-recorded real-world Sound or 
any computer generated Sound, which may include artificial 
Sounds and/or augmented and/or time-delayed forms of 
pre-recorded real-world sounds. Virtual sounds may be 
obtained by generating or referencing a virtual model that 
defines a 3D virtual space containing one or more virtual 
audio sources located at respective positions within the 3D 
virtual space. Each virtual audio source may be associated 
with a respective virtual Sound having associated virtual 
acoustic properties. 

In an example, a virtual audio source may take the form 
of a virtual point Source having a three-degrees-of-freedom 
(3DOF) position in virtual space that emits an omnidirec 
tional virtual sound at a virtual volume level. In another 
example, a virtual audio source may provide a directional 
Sound propagation pattern having a six-degrees-of-freedom 
(6DOF) position/orientation in virtual space that emits a 
virtual sound at a virtual volume level. 
At 420, the method includes capturing a video stream 

and/or imaging a physical space via one or more cameras. 
The one or more cameras may be located on-board an 
individual device, or may be distributed among two or more 
devices. In an example, a camera located on-board a com 
munication device may be operated by a user to capture a 
video stream of the user (i.e., self-capture) and/or other 
physical objects located within the Surrounding physical 
space. Some communication devices. Such as a wearable 
and/or head-mounted device may include an on-board cam 
era that captures a video stream that approximates a first 
person view of the user. In another example, a device that is 
remote from the user's communication device may include 
a camera that captures a video stream of the user and/or 
Surrounding physical space. Two or more communication 
devices having on-board cameras may be operated by 
respective users within the same physical space to observe 
each other and/or the physical Surroundings. Standalone 
Video capture devices located within the physical space may 
include cameras to capture a video stream of the user and/or 
physical Surroundings from one or more vantage points. 
One or more cameras may include depth cameras that 

image the physical space to obtain measurements of depth 
across an array of pixels. A model of the physical space, 
including physical objects located therein, may be generated 
from depth measurements obtained from one or more depth 
cameras. In an example, depth measurements may be 
obtained from two or more vantage points by way of a single 
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camera that changes position or orientation within the physi 
cal space and/or from two or more cameras having different 
Vantage points. 

At 430, the method includes identifying a real-world 
positioning of each of the one or more real-world audio 
Sources. In an example, receive-beam forming based on 
differences in phase/time of arrival between correlated real 
world sounds captured via the plurality of microphones of 
the spatially-diverse microphone array may be used to 
identify the real-world position of each real-world audio 
source. Real-world positioning may refer to a 3DOF posi 
tion in 3D space, a 6DOF position? orientation within 3D 
space, or other degree-of-freedom definition. 

Depth camera imaging performed at 420 may be used to 
improve accuracy of the real-world position identified at 
430. For example, a range of possible real-world positions of 
the real-world audio sources may be reduced based on a 
model obtained from depth camera imaging. The real-world 
positions identified at 430 may be resolved or otherwise 
improved over time based on real-world Sounds captured at 
410 and/or depth camera imaging performed at 420. Chang 
ing vantage points of depth cameras and/or microphones 
within a physical space may further enable the real-world 
positions of audio Sources to be more accurately identified. 

At 432, the method includes identifying a virtualized 
real-world positioning of each of the one or more virtual 
audio sources. In an example, a virtual model describing the 
position? orientation and acoustic properties of the virtual 
audio Sources may be mapped to or aligned with a model of 
the physical space to identify the virtualized real-world 
position? orientation of each of the virtual audio Sources. 
Virtualized real-world positioning may refer to a 3DOF 
position, a 6DOF position/orientation, or other degree-of 
freedom definition. 
At 434, the method includes mapping the positioning of 

real-world and virtual audio sources to the physical space. 
Each real-world or virtual audio source may be mapped to 
a 3DOF position, a 6DOF position/orientation, or other 
degree-of-freedom definition within a model of the physical 
space. Microphones observing the physical space may also 
be mapped to a 3DOF position or 6DOF position/orientation 
within the model of the physical space. When microphones 
and/or cameras are distributed across two or more devices 
that move relative to one another, a shared coordinate system 
may be used to resolve real-world positioning. 

At 440, the method includes displaying virtual objects 
identifying position and/or status of real-world and/or virtual 
audio Sources within an augmented reality view of the 
physical space. Virtual objects may be displayed via a 
near-eye display device, a see-through near-eye display 
device, or other display device that provides a camera view 
of the physical space overlaid with virtual objects. Alterna 
tively or additionally, the method at 440 includes displaying 
virtual objects identifying background-audio and/or audio 
focus regions of the physical space. A virtual object may 
take the form of a graphical indicator overlaying a real 
world view of the physical space. 

The virtual objects may be used to provide the user with 
visual feedback of: (1) the position of the audio sources 
within an augmented reality view of the physical space; (2) 
the status of the audio sources, such as (2.1) whether the 
audio source is a real-world audio Source or a virtual audio 
source, (2.2) an observed volume of the audio source from 
the vantage point of the user, (2.3) an absolute volume of the 
audio source, (2.4) whether the sound produced by the audio 
Source has been shared with a communication partner within 
an audio stream transmitted to a remote communication 
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10 
device, (2.5) whether the sound produced by the audio 
Source is being dampened or amplified within an audio 
stream transmitted to a remote communication device, (2.6) 
whether the sound produced by the audio source is being 
dampened or amplified within an audio stream presented to 
the user, (2.7) whether the audio source has been selected for 
Volume reduction or volume increase; and (3) a boundary of 
background-audio regions or audio-focus regions which 
define an audio treatment policy that is applied to the Sounds 
produced by the audio source. 
A virtual object may be displayed to provide an appear 

ance of the virtual object being physically present within the 
physical space from the perspective of the user. A virtual 
Surface may have an apparent real-world position in 3D 
space at or near the position of the audio source. A virtual 
object may take the form of a virtual surface that is overlaid 
with a texture. Virtual Surfaces may be displayed as opaque 
or transparent Surfaces. Textures may include or may be 
derived from images, and may include color or light treat 
mentS. 

In an example, a virtual object may include a color or light 
treatment that provides the appearance of highlighting of the 
audio source and/or a real-world or virtual object that 
represents the audio source. In another example, a virtual 
object may take the form of a graphical icon or text that is 
presented at or near the audio source and/or object that 
represents the audio source. An appearance of the graphical 
icon or highlighting, or human readable information of the 
text may visually convey status information regarding the 
audio Source. Boundaries defining background-audio 
regions or audio-focus regions may be represented within an 
augmented reality view by lines or highlighting having 
apparent 3D positions within the physical space. These 
various forms of visual feedback may enable a user to view 
current selections on an audio Source-by-source basis and/or 
region-by-region basis. 
At 442, the method includes obtaining user selection of 

background and/or focus Sounds. In an example, a user may 
assign one or more audio sources to a background-audio 
layer or to an audio-focus layer to define an audio treatment 
policy to be applied to the sounds produced by those 
sources. As previously described with reference to FIG. 3, a 
user may define regions and/or utilize user selections to 
assign individual audio sources or groups of audio Sources 
to audio-focus layers and/or background audio layers. A 
plurality of audio-focus layers and/or a plurality of back 
ground-audio layers may be used to achieve any desired 
number of different audio treatments, including the elimi 
nation of Sounds, reduction in Volume to one or more 
different levels, increase in volume to one or more different 
levels, and/or the inclusion of sounds within the audio 
signal. A subject user and each remote communication 
partner of the subject user may define different audio treat 
ment policies (e.g., by regions or user selections) to be 
applied to the audio stream presented at their particular 
communication device or to be applied to audio streams 
transmitted to a remote communication device of another 
communication partner. 
A user selection may be received as a user input via a user 

input device. A user input device may take a variety of 
different forms, including an optical body-tracking user 
input device that enables a user to provide user input by 
moving a body part, a microphone that enables a user to 
speak a command, a hand-held remote control, a game 
controller, a pointing device Such as a computer mouse, a 
keyboard, etc. The user input device may form part of a 
communication device of a Subject user, and a user selection 
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may be received from the communication device of the 
Subject user. The user input device may form part of a 
remote communication device of a communication partner, 
and the user selection may be received from the remote 
communication device of the communication partner over a 
communication network. Amplification, dampening, and/or 
filtering of Sounds produced by one or more audio sources 
may be performed responsive to user selection of the one or 
more audio sources from among a plurality of real-world 
and/or virtual audio Sources. 

In an example, a user may direct a user selection at a 
particular audio Source by directing a user input at or toward 
a virtual object that represents the audio source or identifies 
a position and/or status of the audio source within an 
augmented reality view of the physical space. In another 
example, a user may move a boundary of an audio-focus 
region or background-audio region within 3D space and/or 
may add or remove audio-focus regions or background 
audio regions to change how an audio treatment policy is 
applied to the audio sources. A status of an audio source may 
be visually updated at 440 responsive to user selections 
obtained at 442. 

In at least Some implementations, a plurality of pre 
defined modes may be selectable by a user to change the 
audio treatment policy applied to the audio stream. In an 
example, responsive to user selection of a first filter mode, 
the virtual sounds may be identified as being included within 
the background sounds for which the relative volume is 
reduced, and responsive to user selection of a second filter 
mode, the virtual Sounds may be identified as being excluded 
from the background sounds for which the relative volume 
is reduced. In this example, a volume of real-world sounds 
may be reduced or increased relative to virtual sounds. For 
example, virtual sounds may be filtered from the audio 
stream or real-world sounds may be filtered from the audio 
Stream. 

At 450, the method includes identifying background 
Sounds and/or focus sounds among the real-world Sounds 
produced by the one or more real-world audio sources. At 
452, the method includes identifying background Sounds 
and/or focus Sounds within or among the virtual sounds 
produced by the one or more virtual audio sources. The 
background and/or focus sounds identified at 450 and 452 
may be based on user selections obtained at 442 and/or the 
positioning of the underlying audio Sources relative to 
background-audio regions and/or audio-focus regions. For 
example, each virtual audio source may be associated with 
a virtualized real-world position that is compared to a model 
describing the physical space in 3D space to determine 
whether that virtual audio source resides within an audio 
focus region or a background-audio region. Similarly, each 
real-world position of each real-world audio source may be 
compared to the model describing the physical space to 
determine whether the real-world audio source resides 
within an audio-focus region or a background-audio region. 

At 460, the method includes combining real-world sounds 
and virtual sounds into an audio stream. As a Sub-process of 
460, at 470, the method includes selectively reducing a 
relative Volume of background sounds in the audio stream 
relative to focus Sounds. In an example, an audio filter is 
configured to selectively reduce the relative volume of the 
background Sounds. In at least Some implementations, the 
relative volume of the background sounds may be reduced 
to Zero or toward a target of Zero to completely filter or 
substantially filter, or with the goal of completely or sub 
stantially filtering the background Sounds from the audio 
Stream. 
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12 
A relative Volume of background Sounds may be selec 

tively reduced in the audio stream based, at least in part, on 
real-world positioning of corresponding audio Sources. In an 
example, reducing the relative Volume of real-world Sounds 
identified as background sounds may be based, at least in 
part, on observed real-world positioning of one or more 
real-world audio sources of the real-world sounds captured 
via the spatially-diverse microphone array. For example, 
real-world Sounds having real-world positions within a 
background-audio region may be identified as background 
sounds and reduced in relative volume within the audio 
stream. If positioned outside of the background-audio 
region, these sounds may be excluded from the background 
sounds that are reduced in relative volume within the audio 
Stream. 

Reducing the relative volume of virtual sounds identified 
as background sounds may be based, at least in part, on 
virtualized real-world positioning of one or more virtual 
audio sources of the virtual sounds. For example, virtual 
Sounds having virtualized real-world positions within a 
background-audio region may be identified as background 
sounds and reduced in relative volume within the audio 
stream. If positioned outside of the background-audio 
region, these sounds may be excluded from the background 
sound that are reduced in relative volume within the audio 
Stream. 

In at least some implementations, an audio source is 
individually selectable for volume reduction relative to other 
audio sources. For example, as previously described with 
reference to 442, a user selection may be obtained from one 
or more sources that identifies background sounds for vol 
ume reduction relative focus Sounds. User selections may be 
used alone or in combination with positioning to identify 
background sounds. 

In at least Some implementations, an audio Source asso 
ciated with a remote communication partner may be auto 
matically filtered regardless of the virtualized positioning of 
the corresponding virtual sound source and/or the individual 
selections of a user. Such filtering may decrease or eliminate 
undesirable feedback for the communication partner. 

Alternatively or additionally, at 472, as a sub-process of 
460, the method includes selectively increasing a relative 
volume of focus sounds within the audio stream relative to 
background sounds. In an example, an audio filter in the 
form of an audio amplifier is configured to selectively 
increase the relative volume of the focus Sounds. Increasing 
the relative volume of real-world sounds identified as focus 
Sounds may be based, at least in part, on observed real-world 
positioning of one or more real-world audio Sources of the 
real-world Sounds captured via the spatially-diverse micro 
phone array. Increasing the relative volume of virtual sounds 
identified as focus Sounds may be based, at least in part, on 
virtualized real-world positioning of one or more virtual 
audio Sources of the virtual Sounds. In an example, focus 
sounds may be identified and increased in relative volume if 
the audio sources are located within an audio-focus region or 
if the audio Sources are located outside of a background 
audio region. 

In at least some implementations, an audio source is 
individually selectable for volume increase relative to other 
audio sources. For example, as previously described with 
reference to 442, a user selection may be obtained from one 
or more sources that identifies focus Sounds for Volume 
increase relative background sounds. User selections may be 
used alone or in combination with positioning to identify 
focus sounds. 
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At 480, the method includes transmitting the audio stream 
(and associated video stream captured at 420, if any) to the 
remote communication device of the communication part 
ner. The audio stream may include real-world Sounds pro 
duced by one or more real-world audio sources captured by 
the spatially-diverse microphone array. Additionally or alter 
natively, the audio stream may include virtual sounds pro 
duced by one or more virtual audio Sources having virtual 
ized real-world positioning. In an example, an audio 
communication interface of a communication device or an 
intermediate device is configured to transmit the audio 
stream to the remote communication device. 

In conferencing scenarios involving a plurality of remote 
communication devices of a plurality of communication 
partners, the audio stream and video stream may be trans 
mitted to each remote communication device. In at least 
Some implementations, an intermediate server system may 
facilitate the transmission of the audio stream and video 
stream to each of the remote communication devices. The 
audio stream and the video stream may be transmitted over 
one or more communication networks, including one or 
more of a personal area network, a local area network, 
and/or a wide area network, depending on implementation. 
In some scenarios, the remote communication device may 
reside nearby, within the same general physical space as the 
communication device transmitting the audio and video 
StreamS. 

At 490, the method includes receiving an audio stream 
(and associated video stream, if any) from the remote 
communication device of the communication partner. In 
conferencing scenarios involving a plurality of remote com 
munication devices of a plurality of communication part 
ners, the audio streams and video streams may be received 
from each remote communication device. In at least some 
implementations, an intermediate server system may facili 
tate the transmission of a plurality of audio streams and 
Video streams to the communication device as a combined or 
composite audio/video stream. 

At 492, the method includes displaying the video stream 
and presenting the audio stream received from the remote 
communication device of the communication partner. In an 
example, the video stream may be overlaid on a surface of 
a virtual object as a texture to provide the appearance of a 
virtual monitor. For example, a near-eye augmented reality 
device may be configured to display virtual objects having 
an apparent real-world position within the physical space. 
The audio stream may be presented to the user via one or 
more audio speakers or other sound transducers. 

FIG.5 depicts an example near-eye display device 500. In 
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this example, near-eye display device 500 takes the form of 50 
a wearable, head-mounted augmented reality device or Vir 
tual reality device that is worn by a user. Near-eye display 
device 500 is a non-limiting example of communication 
device 120 of FIG. 1. It will be understood that near-eye 
display device 500 may take a variety of different forms 
from the configuration depicted in FIG. 5. Near-eye display 
device 500 alone or in combination with one or more remote 
devices may form a conferencing system that performs or 
otherwise implements the various processes and techniques 
described herein. In at least some implementations, 

Near-eye display device 500 includes one or more display 
panels that display computer generated graphics. In at least 
some implementations, near-eye display device 500 is con 
figured to display video received from a remote communi 
cation device of a communication partner. Near-eye display 
device 500 may include a right near-eye display panel 510 
for right-eye viewing and a left near-eye display panel 512 

55 

60 

65 

14 
for left-eye viewing. Right near-eye display panel 510 is 
configured to display right-eye virtual objects at right-eye 
display coordinates. Left near-eye display panel 512 is 
configured to display left-eye virtual objects at left-eye 
display coordinates. In another example, a unitary display 
panel may extend over both right and left eyes of the user, 
providing a common near-eye display that is shared by both 
right and left eyes of the user. 

Right and left near-eye display panels 510, 512 may be at 
least partially transparent or fully transparent, enabling a 
user to view a physical space of a real-world environment 
through the display panels. In this context, a display panel 
may be referred to as a see-through display panel. Light 
received from the real-world environment passes through 
the see-through display panel to the eye or eyes of the user. 
Graphical content displayed by right and left near-eye dis 
play panels 510, 512, if configured as see-through display 
panels, may be used to visually augment an appearance of 
the physical space viewed by the user through the see 
through display panels. In this configuration, the user is able 
to view virtual objects that do not exist within the physical 
space at the same time that the user views physical objects 
within the physical space. This creates an illusion or appear 
ance that the virtual objects are physical objects or physi 
cally present light-based effects located within the physical 
Space. 

Near-eye display device 500 may include a variety of 
on-board sensors forming a sensor Subsystem 520. A sensor 
Subsystem may include one or more forward-facing cameras 
522 (e.g., facing away from the user and/or in a viewing 
direction of the user), one or more rearward-facing cameras 
524 (e.g., facing toward the user and/or toward one or both 
eyes of the user), and a variety of other sensors described 
herein. One or more forward-facing cameras (e.g., depth 
cameras) may be configured to observe the physical space 
and output observation information (e.g., depth information 
across an array of pixels) for the physical space observed by 
the one or more forward-facing cameras. 

Forward-facing cameras and rearward-facing cameras, 
such as 522,524 may include infrared, near-infrared, and/or 
visible light cameras. Forward-facing camera(s) may 
include one or more depth cameras, and/or the rearward 
facing cameras may include one or more eye-tracking cam 
eras. In some implementations, sensor Subsystem 520 may 
communicate with one or more off-board sensors that send 
observation information to the near-eye display device. For 
example, a depth camera used by a gaming console may 
send depth maps and/or modeled virtual body models to the 
near-eye display device. 

Sensor subsystem 520 of near-eye display device 500 may 
further include one or more accelerometers/inertial sensors 
560 to identify orientation, motion, and/or acceleration of 
near-eye display device or changes therein, for example. 
Sensor subsystem 520 of near-eye display device 500 may 
further include one or more microphones. One or more 
microphones of near-eye display device 500 may form part 
of a spatially-diverse microphone array as discussed herein. 
In an example, near-eye display device 500 includes two 
microphones 582a and 582b to provide spatial-diversity 
on-board the display device. 

Near-eye display device 500 may include one or more 
audio speakers. Two audio speakers 580a and 580b of 
near-eye display device 500 may be included to provide 
stereo sound. Stereo sound effects may provide the user with 
the perception of virtual Sounds being positioned at virtu 
alized real-world positions within a physical space. In other 
implementations, the near-eye display device may be com 
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municatively coupled to an off-board speaker. In either case, 
one or more speakers may be used to play an audio stream 
that accompanies graphical content displayed by the near 
eye display device. 
A Volume of an audio stream may be modulated in 

accordance with a variety of different parameters. As one 
example, the Volume of the audio stream may be modulated 
according to an inverse relationship to a distance between 
the near-eye display device and a virtualized real-world 
position of a virtual audio source. Sound may be localized 
to an audio source so that as a user gets closer to the audio 
Source, the Volume of the audio source will increase. As 
another example, Volume of the audio stream may be 
modulated in proportion to a directness of the audio Source 
(e.g., an orientation of a directional audio source). 
When two or more audio sources are present, the respec 

tive sounds produced by the audio sources may be mixed 
together or played independently. When mixed together, the 
relative contribution of any particular audio source may be 
weighted based on a variety of different parameters. Such as 
proximity or directness of view. For example, the closer a 
user is to a particular audio Source and/or the more directly 
the user looks at the audio source, the louder the volume 
associated with that audio source will be played. 
When played independently, Sounds produced by a par 

ticular audio source may be played instead of Sounds pro 
duced by other audio sources based on a variety of different 
parameters, such as proximity and/or directness of view. For 
example, as a user looks around a physical space in which 
several audio Sources are present, only the Sounds produced 
by the audio source that is most directly in the user's field 
of vision may be played. Eye-tracking may be used to more 
accurately assess where a user's focus or gaze axis is 
directed, and Such focus may serve as a parameter for 
modulating volume. 

Near-eye display device 500 may include one or more 
features that allow the display device to be worn on a user's 
head. In the illustrated example, head-mounted display 500 
takes the form of eye glasses and includes a nose rest 592 
and ear rests 590a and 590b. In other implementations, the 
display device may include a hat, visor, or helmet with an 
in-front-of-the-face see-through visor. Furthermore, while 
described in the context of a head-mounted see-through 
near-eye display device, the concepts described herein may 
be applied to see-through displays that are not head mounted 
(e.g., a windshield) and to displays that are not see-through 
(e.g., an opaque display that renders real objects observed by 
a camera with virtual objects not within the camera's field of 
view). 

Near-eye display device 500 may include an on-board 
logic subsystem 530 that includes one or more processor 
devices and/or logic machines that perform the processes or 
operations described herein, as defined by instructions 
executed by the logic Subsystem. Such processes or opera 
tions may include generating and providing image signals to 
the display panels, processing audio information, receiving 
sensory signals from sensors, and enacting control strategies 
and procedures responsive to those sensory signals. Near 
eye display device 500 may include an on-board data storage 
subsystem 540 that includes one or more memory devices 
holding instructions (e.g., Software and/or firmware) execut 
able by logic subsystem 530, and may additionally hold 
other suitable types of data. 

Logic subsystem 530 and data-storage subsystem 540 
may be referred to collectively as an on-board controller or 
on-board computing device of near-eye display device 500. 
In an example, this on-board controller or computing device 
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may include or otherwise implement an audio filter and/or a 
spatial audio amplifier as described herein. Furthermore, this 
on-board controller or computing device may include a 
receive-beam forming engine that is configured to receive 
and process audio signals received from a plurality of 
microphones of a spatially-diverse microphone array, and 
identify a real-world position of each audio source observed 
by the microphones. 

Near-eye display device 500 may include a communica 
tions subsystem 550 supporting wired and/or wireless com 
munications with remote devices (i.e., off-board devices) 
over a communication network. As an example, the com 
munication Subsystem may be configured to wirelessly 
receive and/or transmit a video stream, audio stream, coor 
dinate information, virtual object descriptions, and/or other 
information from remote devices to render virtual objects 
and textures simulating a virtual monitor. In at least some 
implementations, communications Subsystem 550 may 
include an audio communication interface configured to 
transmit an audio stream to and/or receive an audio stream 
from one or more remote communication devices of one or 
more communication partners. 

Logic subsystem 530 may communicate with a remote 
computing system via communications Subsystem 550 to 
send and/or receive signal information over a communica 
tion network. In some examples, at least some information 
processing and/or control tasks relating to near-eye display 
device 500 may be performed by or with the assistance of 
one or more remote computing devices. As such, informa 
tion processing and/or control tasks for near-eye display 
device 500 may be distributed across on-board and remote 
computing devices. 
The above described techniques, processes, operations, 

and methods may be tied to a computing system that is 
integrated into a head-mounted display and/or a computing 
system that is configured to communicate with a head 
mounted display. In particular, the methods and processes 
described herein may be implemented as a computer appli 
cation, computer service, computer API, computer library, 
and/or other computer program product, which may be 
implemented by a head-mounted display and/or other com 
puting System. 

FIG. 6 schematically shows a non-limiting example of a 
computing system 600 that may perform one or more of the 
above described methods and processes. Computing system 
600 may include or form part of a conferencing system, as 
previously described. Computing system 600 is shown in 
simplified form. It is to be understood that virtually any 
computer architecture may be used without departing from 
the scope of this disclosure. In different implementations, 
computing system 600 may take the form of a head-mounted 
display computer, mainframe computer, server computer, 
desktop computer, laptop computer, tablet computer, home 
entertainment computer, network computing device, mobile 
computing device, mobile communication device, gaming 
device, etc. 
Computing system 600 includes a logic subsystem 602 

and a data storage subsystem 604. Computing system 600 
may optionally include a display Subsystem 606, audio 
subsystem 608, sensor subsystem 610, communication sub 
system 612, and/or other components not shown in FIG. 6. 

Logic Subsystem 602 may include one or more physical 
devices configured to execute one or more instructions. For 
example, the logic Subsystem may be configured to execute 
one or more instructions that are part of one or more 
applications, services, programs, routines, libraries, objects, 
components, data structures, or other logical constructs. 
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Such instructions may be implemented to perform a task, 
implement a data type, transform the state of one or more 
devices, or otherwise arrive at a desired result. 
The logic Subsystem may include one or more processors 

that are configured to execute software instructions. Addi 
tionally or alternatively, the logic Subsystem may include 
one or more hardware or firmware logic machines config 
ured to execute hardware or firmware instructions. Proces 
sors of the logic Subsystem may be single core or multicore, 
and the programs executed thereon may be configured for 
parallel or distributed processing. The logic Subsystem may 
optionally include individual components that are distrib 
uted throughout two or more devices, which may be 
remotely located and/or configured for coordinated process 
ing. One or more aspects of the logic Subsystem may be 
virtualized and executed by remotely accessible networked 
computing devices configured in a cloud computing con 
figuration. 

Data storage Subsystem 604 may include one or more 
physical, non-transitory, devices configured to hold data 
and/or instructions executable by the logic Subsystem to 
implement the herein described methods and processes. 
When Such methods and processes are implemented, the 
state of data storage subsystem 604 may be transformed 
(e.g., to hold different data). 

Data storage subsystem 604 may include removable 
media and/or built-in devices. Data storage subsystem 604 
may include optical memory devices (e.g., CD, DVD, HD 
DVD, Blu-Ray Disc, etc.), semiconductor memory devices 
(e.g., RAM, EPROM, EEPROM, etc.) and/or magnetic 
memory devices (e.g., hard disk drive, floppy disk drive, 
tape drive, MRAM, etc.), among others. Data storage sub 
system 604 may include devices with one or more of the 
following characteristics: Volatile, nonvolatile, dynamic, 
static, read/write, read-only, random access, sequential 
access, location addressable, file addressable, and content 
addressable. In some implementations, logic Subsystem 602 
and data storage Subsystem 604 may be integrated into one 
or more common devices, such as an application specific 
integrated circuit or a system on a chip. 

FIG. 6 also shows an aspect of the data storage Subsystem 
in the form of removable computer-readable storage media 
614, which may be used to store and/or transfer data and/or 
instructions executable to implement the herein described 
methods and processes. Removable computer-readable Stor 
age media 614 may take the form of CDs, DVDs, HD 
DVDs, Blu-Ray Discs, EEPROMs, and/or floppy disks, 
among others. 

It is to be appreciated that data storage subsystem 604 
includes one or more physical, non-transitory devices. In 
contrast, in some implementations aspects of the instructions 
described herein may be propagated in a transitory fashion 
by a pure signal (e.g., an electromagnetic signal, an optical 
signal, etc.) that is not held by a physical device for at least 
a finite duration. Furthermore, data and/or other forms of 
information pertaining to the present disclosure may be 
propagated by a pure signal. 

Software modules or programs may be implemented to 
perform one or more particular functions. In some cases, 
Such a module, engine, or program may be instantiated via 
logic Subsystem 602 executing instructions held by data 
storage subsystem 604. It is to be understood that different 
modules, engines, or programs may be instantiated from the 
same application, service, code block, object, library, rou 
tine, API, function, etc. Likewise, the same module, engine, 
or program may be instantiated by different applications, 
services, code blocks, objects, routines, APIs, functions, etc. 
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The terms “module”, “engine', and “program” are meant to 
encompass individual or groups of executable files, data 
files, libraries, drivers, Scripts, database records, etc. 
When included, display subsystem 606 may be used to 

present a visual representation of data held by data storage 
subsystem 604. As the herein described methods and pro 
cesses change the data held by the data storage Subsystem, 
and thus transform the state of the data storage Subsystem, 
the state of display subsystem 606 may likewise be trans 
formed to visually represent changes in the underlying data. 
Display subsystem 606 may include one or more display 
devices utilizing virtually any type of technology. Such 
display devices may be combined with logic subsystem 602 
and/or data storage Subsystem 604 in a shared enclosure 
(e.g., a head-mounted display with onboard computing), or 
Such display devices may be peripheral display devices (a 
near-eye display with off-board computing). 
As one non-limiting example, the display Subsystem may 

include image-producing elements (e.g. see-through OLED 
displays) located within lenses of a head-mounted display. 
As another example, the display Subsystem may include a 
light modulator on an edge of a lens, and the lens may serve 
as a light guide for delivering light from the light modulator 
to an eye of a user. In either case, because the lenses are at 
least partially transparent, light may pass through the lenses 
to the eyes of a user, thus allowing the user to see through 
the lenses. 
The sensor Subsystem may include and/or be configured 

to communicate with a variety of different sensors. For 
example, a near-eye display device may include at least one 
rearward-facing camera and/or at least one forward-facing 
camera. The rearward-facing camera may be an eye tracking 
image sensor configured to acquire image data to allow a 
viewer's eyes to be tracked. The forward-facing camera may 
detect gesture-based user inputs or provide depth imaging of 
a physical space. For example, a forward-facing camera may 
include a depth camera, a visible light camera, or another 
position tracking camera. Further, such forward-facing cam 
eras may have a stereo configuration. For example, a near 
eye display device may include two depth cameras to 
observe the physical space in stereo from two different 
angles of the user's perspective. In some implementations, 
gesture-based user inputs may be detected via one or more 
off-board cameras. 

Further, a forward-facing camera may capture images of 
a physical space, which may be provided as input to an 
onboard or off-board 3D modeling system. A 3D modeling 
system may be used to generate a 3D model of the physical 
space. Such 3D modeling may be used to localize a precise 
position of a near-eye display device in a physical space so 
that virtual monitors may be rendered so as to appear in 
precise locations relative to the physical space. Furthermore, 
3D modeling may be used to accurately identify real-world 
surfaces to which virtual objects can be constrained. To 
facilitate Such 3D modeling, the sensor Subsystem may 
optionally include an infrared projector to assist in struc 
tured light and/or time of flight depth analysis. 
The sensor Subsystem may also include one or more 

motion sensors to detect movements of a viewer's head 
when the viewer is wearing the head-mounted display. 
Motion sensors may output motion data for tracking viewer 
head motion and eye orientation, for example. As such, 
motion data may facilitate detection of tilts of the user's 
head along roll, pitch and/or yaw axes. Further, motion 
sensors may enable a position of the head-mounted display 
to be determined and/or refined. Likewise, motion sensors 
may also be employed as user input devices, such that a user 
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may interact with the near-eye display device via gestures of 
the neck, head, or body. Non-limiting examples of motion 
sensors include an accelerometer, a gyroscope, a compass, 
and an orientation sensor. Further, a near-eye display may be 
configured with global positioning system (GPS) capabili 
ties. 

Audio subsystem 608 may include or be configured to 
utilize one or more speakers for playing audio streams 
and/or other sounds as discussed above. The sensor Subsys 
tem may also include one or more microphones to allow the 
use of voice commands as user inputs and to Support 
receive-beam forming. 
When included, communication subsystem 612 may be 

configured to communicatively couple computing system 
600 with one or more other computing devices. Communi 
cation subsystem 612 may include wired and/or wireless 
communication devices compatible with one or more dif 
ferent communication protocols. As non-limiting examples, 
the communication Subsystem may be configured for com 
munication via a wireless telephone network, a wireless 
local area network, a wired local area network, a wireless 
wide area network, a wired wide area network, etc. In some 
implementations, the communication Subsystem may allow 
computing system 600 to send and/or receive messages to 
and/or from other devices via a network such as the Internet. 

In an example, a conferencing system comprises: a near 
eye display device configured to display video received from 
a remote communication device of a communication part 
ner; a spatially-diverse microphone array including a plu 
rality of microphones; an audio communication interface 
configured to transmit, to the remote communication device 
of the communication partner, an audio stream including 
real-world sounds produced by one or more real-world audio 
Sources captured by the spatially-diverse microphone array 
and virtual sounds produced by one or more virtual audio 
Sources; and an audio filter configured to selectively reduce 
a relative volume of background Sounds in the audio stream 
based, at least in part, on real-world positioning of corre 
sponding audio sources. In this example or any other 
example, the audio filter is configured to selectively reduce 
the relative volume of background virtual sounds in the 
audio stream based, at least in part, on virtualized real-world 
positioning of the one or more virtual audio Sources. In this 
example or any other example, the virtualized real-world 
positioning of the one or more virtual audio sources are 
mapped to a physical space. In this example or any other 
example, the audio filter is configured to selectively reduce 
the relative volume of background virtual sounds in the 
audio stream based, at least in part, on an observed real 
world positioning of the one or more real-world audio 
Sources. In this example or any other example, the observed 
real-world positioning of the one or more real-world audio 
Sources is identified using receive-beam forming of the real 
world sounds captured by each of the plurality of micro 
phones having spatially diverse positioning within a physi 
cal space. In this example or any other example, responsive 
to user selection of a first filter mode, a sound is included 
within the background sounds; and 

wherein responsive to user selection of a second filter 
mode, the sound is excluded from the background Sounds. In 
this example or any other example, an audio Source is 
individually selectable for volume reduction relative to other 
audio sources. In this example or any other example, a Sound 
is included within the background sounds if a real-world 
positioning of a corresponding audio source is not within a 
three-dimensional audio-inclusion region; and the Sound is 
excluded from the background sounds if the real-world 
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positioning of the corresponding audio Source is within the 
three-dimensional audio-inclusion region. In this example or 
any other example, the three-dimensional audio-inclusion 
region is based on a field of view orgaZe axis of the near-eye 
display device. In this example or any other example, the 
three-dimensional audio-inclusion region is user-defined. In 
this example or any other example, a sound is included 
within the background Sounds if a real-world positioning of 
a corresponding audio Source is within a three-dimensional 
audio-exclusion region; and the sound is excluded from the 
background Sounds if the real-world positioning of the 
corresponding audio Source is not within the three-dimen 
sional audio-exclusion region. In this example or any other 
example, the three-dimensional audio-exclusion region is 
based on a field of view orgaZe axis of the near-eye display 
device. In this example or any other example, the three 
dimensional audio-exclusion region is user-defined. In this 
example or any other example, the near-eye display device 
is configured to display a graphical indicator overlaying a 
real-world view of a physical space and identifying an audio 
Source selected for Volume reduction. In this example or any 
other example, the near-eye display device is configured to 
display a graphical indicator overlaying a real-world view of 
a physical space and identifying a real-world positioning of 
an audio source. 

In an example, a conferencing method comprises: cap 
turing, via a plurality of microphones of a spatially-diverse 
microphone array, real-world Sounds produced by one or 
more real-world Sources having real-world positioning 
within a physical environment; combining the real-world 
Sounds and virtual sounds into an audio stream, the virtual 
sounds produced by one or more virtual audio sources 
having virtualized real-world positioning within the physical 
environment; displaying a virtual object via an augmented 
reality display device, the virtual object representing the 
virtual audio Source at a corresponding virtualized real 
world positioning; selectively filtering the virtual sounds 
from the audio stream based on the virtualized real-world 
positioning of the one or more virtual audio Sources; and 
transmitting the audio stream to a remote communication 
device of a communication partner. In this example or any 
other example, the method further comprises selectively 
filtering the real-world sounds from the audio stream based 
on observed real-world positioning of the one or more 
real-world audio Sources. In this example or any other 
example, the method further comprises receiving a user 
selection from the remote communication device over a 
communication network; and filtering from the audio 
stream, an audio source selected from among the plurality of 
real-world audio sources and the virtual audio source 
responsive to the user selection. 

In an example, a conferencing system, comprises: a 
spatially-diverse microphone array including a plurality of 
microphones; an audio communication interface configured 
to transmit, to a remote communication device of a com 
munication partner, an audio stream including real-world 
Sounds produced by one or more real-world audio Sources 
captured by the spatially-diverse microphone array and 
virtual Sounds produced by one or more virtual audio 
Sources having virtualized real-world positioning; an audio 
filter configured to selectively amplify or dampen a relative 
volume of one or more of the real-world sounds and the 
virtual sounds within the audio stream; and an augmented 
reality display device configured to display, within an aug 
mented reality view of a physical space, video received from 
a remote communication device of the communication part 
ner, and to display graphical indicators identifying observed 
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real-world positioning of the one or more real-world audio 
Sources and the virtualized real-world positioning of the one 
or more virtual audio sources. In this example or any other 
example, the relative volume of one or more of the real 
world sounds and the virtual sounds within the audio stream 
is selectively amplified or dampened responsive to user 
input directed at the one or more graphical indicators. 

It is to be understood that the configurations and/or 
approaches described herein are exemplary in nature, and 
that these specific implementations or examples are not to be 
considered in a limiting sense, because numerous variations 
are possible. The specific routines or methods described 
herein may represent one or more of any number of pro 
cessing strategies. As such, various acts illustrated may be 
performed in the sequence illustrated, in other sequences, in 
parallel, or in some cases omitted. Likewise, the order of the 
above-described processes may be changed. 
The subject matter of the present disclosure includes all 

novel and nonobvious combinations and Subcombinations of 
the various processes, systems and configurations, and other 
features, functions, acts, and/or properties disclosed herein, 
as well as any and all equivalents thereof. 

The invention claimed is: 
1. A conferencing system, comprising: 
a near-eye display device configured to display video 

received from a remote communication device of a 
communication partner, 

a spatially-diverse microphone array including a plurality 
of microphones; 

an audio communication interface configured to transmit, 
to the remote communication device of the communi 
cation partner, an audio stream including real-world 
Sounds produced by one or more real-world audio 
Sources captured by the spatially-diverse microphone 
array and virtual Sounds produced by one or more 
virtual audio Sources; and 

an audio filter configured to selectively reduce a relative 
Volume of background Sounds in the audio stream 
based, at least in part, on real-world positioning of 
corresponding audio sources. 

2. The conferencing system of claim 1, wherein the audio 
filter is configured to selectively reduce the relative volume 
of background virtual sounds in the audio stream based, at 
least in part, on virtualized real-world positioning of the one 
or more virtual audio Sources. 

3. The conferencing system of claim 2, wherein the 
virtualized real-world positioning of the one or more virtual 
audio Sources are mapped to a physical space. 

4. The conferencing system of claim 1, wherein the audio 
filter is configured to selectively reduce the relative volume 
of background virtual sounds in the audio stream based, at 
least in part, on an observed real-world positioning of the 
one or more real-world audio sources. 

5. The conferencing system of claim 4, wherein the 
observed real-world positioning of the one or more real 
world audio Sources is identified using receive-beam forming 
of the real-world sounds captured by each of the plurality of 
microphones having spatially diverse positioning within a 
physical space. 

6. The conferencing system of claim 1, wherein respon 
sive to user selection of a first filter mode, a sound is 
included within the background Sounds; and 

wherein responsive to user selection of a second filter 
mode, the sound is excluded from the background 
Sounds. 
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7. The conferencing system of claim 1, wherein an audio 

source is individually selectable for volume reduction rela 
tive to other audio sources. 

8. The conferencing system of claim 1, wherein a Sound 
is included within the background sounds if a real-world 
positioning of a corresponding audio source is not within a 
three-dimensional audio-inclusion region; and 

wherein the sound is excluded from the background 
Sounds if the real-world positioning of the correspond 
ing audio Source is within the three-dimensional audio 
inclusion region. 

9. The conferencing system of claim 8, wherein the 
three-dimensional audio-inclusion region is based on a field 
of view or gaze axis of the near-eye display device. 

10. The conferencing system of claim 8, wherein the 
three-dimensional audio-inclusion region is user-defined. 

11. The conferencing system of claim 1, wherein a Sound 
is included within the background sounds if a real-world 
positioning of a corresponding audio source is within a 
three-dimensional audio-exclusion region; and 

wherein the sound is excluded from the background 
Sounds if the real-world positioning of the correspond 
ing audio source is not within the three-dimensional 
audio-exclusion region. 

12. The conferencing system of claim 11, wherein the 
three-dimensional audio-exclusion region is based on a field 
of view or gaze axis of the near-eye display device. 

13. The conferencing system of claim 11, wherein the 
three-dimensional audio-exclusion region is user-defined. 

14. The conferencing system of claim 1, wherein the 
near-eye display device is configured to display a graphical 
indicator overlaying a real-world view of a physical space 
and identifying an audio Source selected for Volume reduc 
tion. 

15. The conferencing system of claim 1, wherein the 
near-eye display device is configured to display a graphical 
indicator overlaying a real-world view of a physical space 
and identifying a real-world positioning of an audio source. 

16. A conferencing method, comprising: 
capturing, via a plurality of microphones of a spatially 

diverse microphone array, real-world Sounds produced 
by one or more real-world Sources having real-world 
positioning within a physical environment; 

combining the real-world Sounds and virtual sounds into 
an audio stream, the virtual Sounds produced by one or 
more virtual audio sources having virtualized real 
world positioning within the physical environment; 

displaying a virtual object via an augmented reality dis 
play device, the virtual object representing the virtual 
audio source at a corresponding virtualized real-world 
positioning: 

selectively filtering the virtual sounds from the audio 
stream based on the virtualized real-world positioning 
of the one or more virtual audio Sources; and 

transmitting the audio stream to a remote communication 
device of a communication partner. 

17. The conferencing method of claim 16, further com 
prising: 

selectively filtering the real-world sounds from the audio 
stream based on observed real-world positioning of the 
one or more real-world audio sources. 

18. The conferencing method of claim 17, further com 
prising: 

receiving a user selection from the remote communication 
device over a communication network; 
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filtering from the audio stream, an audio source selected 
from among the plurality of real-world audio sources 
and the virtual audio source responsive to the user 
Selection. 

19. A conferencing system, comprising: 5 
a spatially-diverse microphone array including a plurality 

of microphones; 
an audio communication interface configured to transmit, 

to a remote communication device of a communication 
partner, an audio stream including real-world Sounds 10 
produced by one or more real-world audio sources 
captured by the spatially-diverse microphone array and 
virtual sounds produced by one or more virtual audio 
Sources having virtualized real-world positioning; 

an audio filter configured to selectively amplify or 15 
dampen a relative volume of one or more of the 
real-world sounds and the virtual sounds within the 
audio stream; and 

an augmented reality display device configured to display, 
within an augmented reality view of a physical space, 20 
video received from a remote communication device of 
the communication partner, and to display graphical 
indicators identifying observed real-world positioning 
of the one or more real-world audio sources and the 
virtualized real-world positioning of the one or more 25 
virtual audio Sources. 

20. The conferencing system of claim 19, wherein the 
relative volume of one or more of the real-world sounds and 
the virtual sounds within the audio stream is selectively 
amplified or dampened responsive to user input directed at 30 
the one or more graphical indicators. 
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