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Abstract

This tutorial is intended as an introduction to time stepping methods for physical audio synthesis 
and effects processing, with some emphasis on how they fit into the larger picture of more standard 
audio signal processing/synthesis techniques. Various examples will be discussed and worked 
through in detail, spanning the range of acoustic musical instruments, electromechanical 
instruments and reverberation devices, and full 3D room acoustics simulation. Audio and video 
examples will be presented, along with Matlab code walk throughs. 
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