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Constructive Approach to the Evolutionary
Foundation of Language: A Model
for the Evolution of Dynamic Signaling

MASANORI TAKANOT! and Takaya ARiTafl

Most of the computational models in the studies of language evolution as-
sume discrete expression of signals, separated roles of a speaker and a listener,
and equal increase in fitness of them. This study focuses on the evolutionary
foundation of language as a constructive approach by removing these assump-
tions. We constructed an agent-based model with a framework composed of
two stages, negotiation using signals and subsequent strategy decision. We
have found that two types of communication emerged in the evolutionary sim-
ulations. In one type of communication, agents coordinate by the difference in
the timing of sending a concessionary signal. In the other type of communica-
tion, they coordinate by resonating their signals. We analyzed the details of
the communication by computing information content.
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