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Abstract

This study is a quantitative and qualitative examination of pauses
and prolongations of L1 Japanese using the I-JAS storytelling and role-
playing data. The result shows that pauses and prolongations do not have
categorical distinctions and it shares similar functions, however it shows

some skewed preferences for specific functions. That is, pauses appear
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when FTA mitigation is necessary, but they appear more often when
there is some trouble in grammar or discourse processing; prolongations
appear when grammar or discourse processing is necessary, but they

appear more often when there is some need to mitigate FTA.
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