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Abstract

This paper proposes Story Generation system based on Emotional Agent. In the proposed system, Emotional Agent is
used as Actor whereas Story Generation produces goal and detailed plans to achieve goal. The storyline is constructed
when the goal oriented plan is processed. The proposed system is effective and realistic since it employs human-like

Emotional Agent as a main character in generating story.

Keywords : Story generation, Emotional agent, Virtual actor, Emotion model
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