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Casting Method Considering Emotions towards Actions
in a Story Generation System

Masanao Kamozaki Yousuke Ohno Ruck Thawonmas
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Abstract: In this paper, we point out a problem in the role casting mechanism of a story generation system called OPIATE
and propose a solution to this problem. The problem is OPIATE does not take into account the emotion of a character of
interest towards an action to be performed in the assigned role. In the proposed casting mechanism, emotions towards
actions are also considered, in addition to emotions towards roles as done in the original one. Simulation results show
that the problem is solved proposed mechanism considering its effectiveness.
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