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3.5.1 Iniţializare stratificată (Layered Initialization) . . . . . . . . 112

3.5.2 Filtru . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 114
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4.2.4 Redarea olfactivă . . . . . . . . . . . . . . . . . . . . . . . 145

4.3 Interacţiunea cu mediile virtuale . . . . . . . . . . . . . . . . . . . 146

4.3.1 Paradigme ale (inter)acţiunii umane ı̂n 3D . . . . . . . . . . 146
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5.1.10 Formate audio fără compresie . . . . . . . . . . . . . . . . 177

5.1.11 Formate audio cu compresie fără pierderi . . . . . . . . . . 178
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