FATFREGEAE
Bk&ir2 (5 6I[0)

— R ODRR S —

EINKRZFE  RARIFIAZTR KF e ([T
KRBT

¥: CONV—UMHUTHDIERME. BE=EBNEITDIEFWTIDT. AEFNOBER. F
SR DZIRIZRIDRIES (CDWVWTIE, EFEB LD ERERFFHRZEINEN DD X,




FIIAE BAVZ AR

FREMNSIDE - (TEVZAESEANT

B D JoEER

O WNDRASA R zfEo>EXGE
O Svh - YOXDITE

O )% Dh o @ RINBEEEIRZT

E hOBEE N2
O fMRI - B4R - NIRSZE DO D =R EENET -
O ZA\HOHSITEER

O "5 ANSARKAT COFEIZERT



Bk &M @ e TFCTHRND

“Creating the Brain”

Py N MERGRI )7 T O—F
HNSHTHD O HDFNSHD

[m PE g silies
0355 - iR | HEAR
OHRRENORA | FIEF

O DK DIRRIRE?
O&E S > THRULTLD?

O O/Ry MOSTEEERT™ 7L
JUXL) ([CXK>ThZERNS




A C i IERORE

S—F - FAIH— SEBIRZERIZH (CHN B FRIFEE,
PEROFF 20> O MEF (ERR - FRAL0E)
EVRFESRIAX SEIRODER (S ? 1B ADIFIE ? 1815 ?

D —)55REER&]

T O &#FF (TEEF)
AT o HRDBE 2B (CEADITE
O #ERE (178 - FBAIHERE)
http://www.bunshun.co.jp/cgi- 'ﬂE A@'If—_l_'éj] (Q:H‘;‘I_i@@b g@%jnz%

bin/book_db/book_detail.cgi?isbn=9
784163733500

AT HgE &R RRF
O ANERIUERZS RO KDEETEBEE ?



BIRIEHZ N ElFRNNC E ?

v LADEER (lyenger and Lepper 1999,2000)
O [EERAIERICEZL (BEHRMAZ W)

2AFBRDT v LB —3%D AN vy LAZED T
O BRIV (IBERMNDRN)

GIERED v AFNEB—30%D AN v AZED T |

FYE U TOENL UMD ?

O BENSRXFTA (SRAFTA1)
B - R - EE/ARERR - RRIBRYIEIR
EERY(CHUVY (REAER ?)

O B4 XFTA (S RAFTA2)
K - 25 - SRIEAY - IBMERYINEIR
ECBICEFT UL (RANRZE ? )



ITENRERF

(SELLENEEY= PN

O INTCOAFIINTCOERZIEHECERL, S5NDIFEETEALL.
HRZEH/IMET D8 RZ1TD —SIEE— L ?

O B9 (Bt OZEUMEZRRL, ShHhHTEIBEN
TNIFARY ? £ MIE(CEREN(SEIRT 3DIFTTIERRLY,
O JESIEEIR—RUE?

Ultimatum game (RE&BES —1A)
O #HEREA , #HKEEREB

O RKEREANL000AESL, HEREBLIUDT. 122U DIFTFIEFAN
RDTLLY

O BIANWRDEDTAZ (RIFAND) (FRIFTANRV) ZRDD
TITAND— A BINAEDEZITESD
ZIFTANIRVN—AB &BIC0H

O &3 2(3B W BE2E5RIFTANDIERS DN ?



EEHEDEPSICLD.,
CClTEASNTULZEGZHIBRUE UTZ,

Sanfey, A.G., Rilling, J.K., Aronson J.A., Nystrom L.E., Cohen, J.D. (2003)
The Neural Basis of Economic Decision-Making in the Ultimatum Game.
Science 300(5626):1755-1758, p.1756 Fig.1(A)(B)

(Sanfey et al 2003)



fMRI HERERY BehgiS LIS BISk

FROEAEIIZFE



T ATVURVD (B A

DELN?  HEEREF

ZFIEDEGICLD.
(AN TV ZERZ
HIBRLE LT,

Sanfey, A.G., Rilling, J.K.,
Aronson J.A., Nystrom L.E.,
Cohen, J.D. (2003)

The Neural Basis of Economic
Decision-Making in the
Ultimatum Game.
Science 300(5626):1755-1758,
p.1757 Fig.2(A)
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Sanfey, A.G., Rilling, J.K., Aronson J.A.,
Nystrom L.E., Cohen, J.D. (2003)
The Neural Basis of Economic Decision-
Making in the Ultimatum Game.
Science 300(5626):1755-1758, p.1757
Fig.2(C)
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Utility function
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Wolfram Schultz,Peter Dayan,and P.
Read Montague (1997)
A Neural Substrate of Prediction and
Reward, Science 275(5306):1593-1599,
p.1594 Fig.1

(Schultz Dayan Montagure 1997)
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2-armed bandit task

Free choice : Left or Right handle turn

Reinforcer Reward
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Samejima et al 2005
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Samuel M. McClure, Jian Li, Damon Tomlin, Kim S. Cypert, Latané M.
Montague, P.Read Montague (2004)
Neural Correlates of Behavioral Preference for Culturally Familiar
Drinks, Neuron 44(2):379-387, p.383 Fig.3

McClure et al 2004
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