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Comment by Richard Dudas
I find that it provides a really great and 
simple explanation of how a great reverb 
is designed. An exemplary paper. I am 
constantly referring to it, when teaching, 
when designing my own effects, and as a 
model paper when writing my own ICMC 
papers!

Post scriptum by Jean-Marc Jot
This article received a publication award 
at the ICMC 1997 Conference in Thessa-
loniki, Greece.  It discusses the original 
design of IRCAM Spat, a collection of 
modules for the Max/MSP computer mu-
sic programming environment, including 
artificial reverberation theory, directional 
spatialization in flexible configurations, 
and signal processing architecture.  The 
Acoustic and Cognitive Spaces research 
team at IRCAM, led by Olivier Warusfel, 
has since considerably expanded the 
functionality of the IRCAM Spat library, 
thanks to the outstanding work of Thibaut 
Carpentier.  Recent evolutions of this tool, 
freely distributed by the IRCAM User Fo-
rum, are reviewed in their I3DA 2023 con-
ference paper and in Thibautʼs ICMC 2015 
article.  Spat is also available as a profes-
sional audio software solution from the 
French company Flux:: Immersive.
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