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Abstract

In this paper, we describe that brain activities associated with face mark as abstract face by using fMRI. In previous research,

some researchers proposed methods to produce facial expressions of personified agents. The methods are based on various effects

of facial expressions. However, we could not know what elements influenced on the mental state of receiver, and how the elements

made the effects. In this research, we conducted an experiment using fMRI in order to investigate the effects. The results show

that right Inferior Frontal Gyrus, which associated with nonverbal communication , is activated by face mark, and face mark has

an important role which enriches communication between users.
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Fig.1 Examples of Abstract Faces
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Fig.2 Block Design in This Research
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Fig.3 Task and Rest for Experiment 1
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Fig.4 Task and Rest for Experiment 2
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Fig.5 Result of Experiment 1

X

06 O02000000)000 (DO0O0O0O0D)
Fig.6 Result of Experiment 2
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Table 1 Activated Areas in Experiment 1

oo X| Y| z|000O |00
1] 62|-42| 46 1154 0O|o0oo00 |ooooo
2| 48| 10| 48 1316 Oojooo oooo
3|-64|-36| 26 905 0|000 |(ooo0oo
4| 48 |-54|-30 328 o|(ooo oooo
5|-54| 14 0 123 o|(ooo oooo
6| 62]-48| -4 284 Oo|(ooo oooo
7| 54| 20| -2 197 Oo|(ooo oooo
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Table 2 Activated Areas in Experiment 2

oo X| Y| z|000O|0OO
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6|-52|-42 | 46 112 O (000 |0000dg
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