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The Allosphere is a new audio/visual immersion space for the California Nanosystems Institute at The Uni-
versity of California, Santa Barbara, used for both scientific and performing-arts studies. This 3-story sphere
with central-axis catwalk permits an unusually large experiential region. The huge perforated-metal visual-
projection sphere, with its principle listening locations centered inside the sphere, introduces multiple consid-
erations and compromises, especially since the ideal acoustical environment is anechoic.
Video projection requires opaque light reflectivity of the concave projection surface, while audio solicits
extreme sound transmissibility of the screen plus full-range sound absorptivity outside the sphere. The design
requires high-fidelity spatialization of a large number of simulated sound sources over a large region near the
core, and support of vector-based amplitude panning, Ambisonic playback, and wave-field synthesis.
This paper discusses considerations that both conform to, and lie outside of, traditional acoustical analysis
methodologies, and briefly reviews the electroacoustic systems design.
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