Development and validation of a portable platform for auditory testing
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Data shown In Figures 4-7 demonstrate that the linearity, temporal precision, harmonic

distortion, and dynamic range are sufficient to allow high-quality signals to be presented to Results confirm that the iIPad is capable of producing high-quality signals at the levels necessary for measuring threshold (and

thus supra-threshold) abilities of human listeners. Modifications to testing procedures be required to fully equate methods.

Usability testing Is currently under way, along with comparisons of results across sites and with published data from the
A literature. Below are examples of the tests being developed and the interfaces being explored.
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Initial calibration was conducted with the use of a Briel & Kjeer
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of the anechoic chamber associated with the VA RR&D NCRAR.
Routine calibration at the test site was conducted using the

IBoundary microphone as shown in Figure 2.
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60 1 These results confirm the practicality of developing auditory testing applications for the iPad platform.
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Figure 7. Single pulse from PART system (power vs frequency)




