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ージࣞࢺࢫ M2-SSD 2 TB (PCIE-GEN4)

ࡓ࠸⏝ࡵࡓ࠺行ࢆ⩦Ꮫࡿࡼࢢンࢽーࣛࣉーࢹ

Windows10ࠊࡣ࢙࢘ࢺࣇࢯ ࣟーࡢ∧ࣝ࢝ Neural

Network Console (SONY)[6]࡛ࣂࠋࡿ࠶ージࣙン 1.80

௨㝆ࠊWAV ࠺ࡼࡿࡁ࡛ࡀࡇ࠺ᢅࡾ᥋ྲྀ┤ࢆータࢹ

ࡢࡶ࠸᫆ࡋ⏝ࡾࡼࡶศ㔝࡛࠺ᢅࡾྲྀࢆ㡢ࠊࡾ࡞

⏝ᐇ㝿ࠋࡿ࠸࡚ࡵ㐍ࢆ⏝άᴟⓗ✚ࡾ࠾࡚ࡗ࡞

ࡣージࣙンࣂࡓࡋ ࠸ᢅࡾྲྀࡢータࢹWAVࠊ2.10࡛

ࡣ࡚࠸ࡘ CSV࡛ࡢ┦ᑐࢆࢫࣃࣝࣇᣦᐃࡿࡍᙧ࡛

⏝ࠋࡿ࠸࡚ࡋ
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㧗⢭ᗘ࡞㡢※᥈ᰝࣗࢽーࣛࣝ࣡ࢺࢵࢿーࡢࢡᥦࠊ

ᑐ㇟ࡓࡗ⤠㡢ࢆᢳฟࡿࡍ AI ※㡢࡚࠸ࡘ㛤発ࡢ

㸴ࠊᯝ⤖ࡢᐇ㦂ࠋࡓࡋᐇࢆ㞟ࡢータࢹ chࡢ㡢

࡛⬟ᐇྍ㧗⢭ᗘࢆ㡢※⨨㸶ศ㢮ࡿࡼータࢹ

ࠋࡓࡋㄆ☜ࢆࡇࡿ࠶
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⏘⌧ሙࡿࡅ࠾ᶵᲔ⨨ࡢ␗ᖖ発⏕㡢᳨ࡢฟά⏝ࢆ
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