< NVIDIA.

AODT 1.1 Release Notes




User Interface - DUs and DU-RU association
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- Added DU and DU-RU association to identify group of RUs served by the same base band

- Association can be both manual or automating based on proximity
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User Interface - Higher frame rates with large number of rays

Release 1.0 Release 1.1

NVIDIA RTX 5880 Acs Generatior i

With an FPS of 66 and a lack of multi-color support per prim T meeeasno-ne ll FPS (115) nearly doubled, with colors corresponding to the legend better
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User Interface - Custom antenna patterns

Antenna Elements F’r'n:tp-r: rty

panel 07 ¥  Select All Clear Selected  Calculate AEPs panel_007_4TR_1 ¥ Applyto Element(s) Open Element File Remove Element File
panel_01

Gain Pattern [dBi] - Azimuth Cut (§=90"7)
/Panels/panel_01
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N T ¥ Aerial Properties
- Antenna Elements Open Panel File Save Panel File

Dual Polarized

panel_001_4TR_1 panel_001_4TR_2
Carrier Frequency [MHz] 2600.0
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_ Horizontal Elements ’
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Vertical Elements 7
270°
Horizontal Spacing [mm)] 420

panel_001_4TR_3 panel_001_4TR_4 Gain Pattern [dBi] - Elevation Cut (¢=0")
90° fertical Spacing [mm] 42.0

Roll of First Pol. Element (deg) 0.0

Roll of Second Pol. Element \aeg) a0.0

- Users can import custom antenna radiation solids both at element- and panel-level
» Supported formats: FFD and CSV

- Users can export the description of panels and the antenna information used therein
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Scene Importer - Support for OpenStreetMap (OSM)

- Users can import GIS data from OpenStreetMap (OSM)
- Supported features: buildings on flat terrain
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Scene Importer - Semantic material associations for high LOD

bldg_0c3210b/_Befd_4/aa_8d15_c3ad8a535019

World/buildings/bldg_0c3210b7_Befd 47aa_8d15_c3ad8a335019

¥ Aerial Properties

Supported association for building parts

buildings

World/buildings

¥ Aerial Properties

Visualization of the building parts for the CinML maps with
LOD3+ (walls, roof, ground)

Supported batch association of materials
for all building parts
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Scene Importer - Job execution from user interface

¥ GIS Channel Configuration

server Path omniverse.//your-nucleus-server.nvidia.com

Broadcast Channel Name your-channel-name

Attach Worker

¥ GIl5 Processing
» CityGML and OSM import

» OSM pipelines are available from user

i interface
it ¥ GML

» CLI remains supported
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Scene Importer — Mobility Mesh improvements

et ]

Mobility mesh conforms to building footprints more tightly

Release 1.0 Release 1.1 (orange: release 1.0, gray: release 1.1)

Triangle sizes are better optimized and configurable

8 < NVIDIA




EM Solver - Directional diffuse

Release 1.0 Release 1.1
Lambertian pattern Directional single-lobe pattern Directional double-lobe pattern (a; =45, Ap =0.8)
Surface Surface — g =3 Surface — ar=3
normal , normal A ar =10 normal N ar =10
Incidence ray 94 Incidence ray oh° — ag =30 Incidence ray
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- Added directional diffuse models for " Aerial Properties
both single-lobe and double-lobe " Scenario Properties
patterns. All supported diffuse models efaule UE Pane panel 01

T = .'_I ::I. - - e
Default RU Panel panel_02

Enable Temperature Color

are reciprocal.

Max Dynamic Range [dE] 200

- Users can tune model parameters in
different ways (e.g. the scattering
coefficient can be fixed per surface, or L
varied depending on the surface S v
roughness and the incidence angle). S—

Ray Width 2 0

# of Emitted Rays (in Thousands)

_., Directional
] AL
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[1] V. Degli-Esposti et. at., “Measurement and modelling of scattering from buildings,” IEEE Trans. Antennas Propag., vol. 55, no. 1, pp. 143-153, January 2007.
[2] E. M. Vitucci et. at., “A Reciprocal Heuristic Model for Diffuse Scattering From Walls and Surfaces,” IEEE Trans. Antennas Propag., vol. 71, no. 7, July 2023. 9 <ANVIDIA. I



EM Solver - Active Element Pattern

Gain Pattern [dBi] - Azimuth Cut (8 =90 ") Gain Pattern [dBi] - Azimuth Cut (6 =90 ")
90° 90°

halfwave dipole halfwave_dipole

270 270

halfwave dipole halfwave dipole : . . o
-41P -41P Gain Pattern [dBi] - Elevation Cut (¢=0") Gain Pattemn [dBi] - Elevation Cut (¢ =0 ")

90° 90°

- Release 1.1 introduces the
possibility to derive the active
element pattern (AEP) for arrays
of half-wave dipoles

- Impact on antenna gains due to
ensuing feed mismatch to come
in future release

Release 1.0 Release 1.1
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