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FIG. 2C
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FIG. 21

Acoustic signal processing device

Loudspeaker

Processor

Communication

<

I/F
I T T
T 1
Sensor

FlG. 2]

Encoding device

Processor

Communication

I

I/F

)

I

e —
Memory

7/27




9DIA3p JOAIRS

—
00§

Y

Jauleyqo

7
OTT

_ abelols 7

—

Janndino

zoe—

JOSUDS peaH

0ST

102~
sauoydpeaH

A

—
00¢

J31andinQ <

J03e|ndjed pJiyL

€1 —

103e|NJ|ed pU0das

44

103e|n2ed 15414

121~
J03e|Nd|R)

~
0ct

1

—
ovT

SIOEIETIED

—
0€T

00T ——{ 221A8p buissadoud |eubis 213sN0dY

Ve "Old

Ae|dsiq

00€

8/27



FIG. 3B
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