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In our research, we aim at implementation of a system that generates a story by using case based
planning based on a previously proposed system called OPIATE system. In the OPIATE system,
the suitability of a story is calculated based on the role suitability and the behavioral suitability.
The latter has a binary value indicating whether or not a character of interest can perform a given
behavior. In this paper, we propose use of an EMAI agent, who selects a behavior from its desire
and emotion, for implementing a non-player character (NPC) in order to obtain the behavioral
suitability in continuous form. A subject experiment is conducted for validating the behavioral
suitability of the EMAI-type NPC.
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