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44.1 or 48 kHz HRTF BINAURAL DESKTOP MIRROR mode
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AMBISONICS audio playback
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DIRECT MEDIA PLAYER mode

For direct playback to real speakers (no spatial audio)
and to use a high sample rate DAC (e.g. 384kHz).
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Audio from a Windows
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classic layout:
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BINAURAL MEDIA PLAYER mode with an audiospace preset companion file

Audio channel routing
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