(®)
2012 2014

Neural correlates of the construction of a situation model for a dialogue by an
fMRI study and application to development of animated agent
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The situation model, which is constructed during a dialogue through the
integration of spoken information, is essential in order to accurately understand a dialogue®s contextual
meaning. However, it has been difficult to investigate a situation model of dialogue. In this study, we
created two types of scripted dialogues for participants: one develops a situation model (decisive
script) and the other one does not (indecisive). The functional magnetic resonance imaging was conducted
to assess relevant differences in brain activity between subjects who experienced a situation model and
those who did not. The results showed that the left middle temporal gyrus was significantly more active
during the decisive dialogue than during the indecisive dialogue. Thus, this area may be involved not
only in comprehending simple sentential context in text, but also in processing of updating situation
model of dialogue.
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(z wvalues refer to the activation
maximum within the region in question.
p<0.05,FWE-corrected at the cluster level

Decisive-rest
X v z Z size
rSTG 64 -20 2 5.93 3720
ISTG -46 -32 8 5.86 3960
MFG 40 8 40 5.41 873
IMFG -44 6 52 502 1168

Indecisive-rest
X y z Z Size
rSTG 62 -22 2 5.16 1882
ISTG -46 -34 8 5.13 2335

IMFG  -38 12 52 4.89 974
MFG 42 12 38 4.81 523

Decisive-indecisive

X v z Y4 size
IMTIG  -46  -52 16 4.12 468
IMTG  -62 -24 2 4.66 301
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