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Modeling of automonous role taking mechanism in social scene

OMORI, TAKASHI
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In this study, for a purpose of computational modeling of cognitive communication,
we constructed a behavior decision model that makes use of an estimated internal state of other. In our e
xperiment, for a purpose of keeping an interest of child as long as possible, we made a robot to choose an
action that elaborate the interest of the child based on the estimated mental state. We evaluated the eff
ect of the model through a behavior experiment.
Then, to enable a wider spread of child"s characteristics, we tried a play experiment of a child with a nu
rsery nurse operated robot. Through the experimental result, we constructed a communication model that inc
ludes both of an intelligent information processing and a modulation of reward through the interest state.
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