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Emotion Technology is used in many field such as
computer A, graphics, robot, and interaction with
agent. We focus on the theory, the technology and
the features in emotion application. Firstly in the
field of theory, there are psychological approach,
behavior-based approach, action-selection approach.
Secondly in the field of implementation technologies
use the learning algorithm, self-organizing map of
neural network and fuzzy cognition maps. Thirdly
in the field of application, there are software agent,
agent robot and entrainment robot. In this paper,
we research the case of application and analyze
emotion architecture.
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2.1 Behavior-Based Artificial Intelligence

[Maes,1989]= % ASD(Action Selection
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AgentE AME3HT .
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Figure 2.1.1 ASD diagram for robots emotive states

2.2 Software Agent

2.2.1 Believable Agent
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[Table 2,2,1]

- Name and
I ification )
Group Speciicatio Emotion Type
Joypleased about an
Well- Appraisal of a situation | event
Being as an event Distress: displeased about
an event
Fortunes- | Presumed value of Happy-l?or:
of o Gloating:
~ a situation as an Resentment:
Others event affecting another Sorry-For :

Prospect- | Appraisal of a situation | Hope:
based as a prospective eve Fear :

Appraisal of a situation | Satisfaction:

L as confirming or Relief :
Confimmation | ¢ confirming Fears-Confirmed :
an expectation Disappointment :
Appraisal of a situation { Pride :
Attrbution | as an accountable Shame :
act of some agent Reproach:
Appraisal of a situation
! as containing a Liking:
Atraction n attractive or Disliking®
unattractive object
Gratitude : admiration
Well PR
ell- Anger: reproach
being/ ec;?tﬁl :d + distress
Attribution Gratification: pride + joy

Remorse ‘shame
+ distress

Love * admiration

Attractiony | Compound emotion + liking
Altribution | extensions Hate ' reproach
+ disliking

2.2.2 Affective Reasoner
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2.3 Agent Robot & Entrainment Robot
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Figure 2.3.1 Basic Structure of attention FAMOUS

{Naoyuki, 2000} Pet Robot2 ©}-88t9] userst 4
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Figure 2.3.2 A relationship of emotion,
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Computational Model of Artificial Emotion

Artificial Emotiong 7-53l3% 8k F7] F9) 3}
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ComplexityE ¢34 ARE Ech 2 do|dEE
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27 2x gtk AL, dojdEeE E% Internal
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Agent7} tolll=st §54 A AL Hsh=dl
EEE F= 59 F9 shtelth Real WorldolAe,
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2o 27S Emotion Space® 21 9}

State C State A
Tranquil Happy
State D
Melancholy State B
Angry

Figure 2.3.4Emotional model

71 Model> Emotional StateE YehiE 4719
AreaZ WrolRth aela Zbzhe] Zehs emotiond]
588 A9 d§gct Z ZEte] Zh& emotional
space®] H]&9] 7t YehllL, 1 sate= 2RO §U
gt characters YER L 9lch 2 emotiond th& A
=% BT 1 o 27k stateol] oA AFE 2
areat Z%-9] emotional space?lA9] rate& ERHA
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o] robotoll "positive” information +=tHd, 1A
robotZe] #Ae) BAE T k= AL nidict
o[ Aol WEW, robot2 I stated F7HA71H, 2RE
A8, B 2% Aol A @} Computational
modell A current statec] 4] input-2 networkell A
Folxm 1 e thA] AR B negative
information®] 1AW, current state: #43ch 21
U 27} Ak emotional model?] SR 2,
71 aspect™ 9A FHAY BYo &EfT) A SN
Ax)o] 733k negative information & Wt AF%
0] 73 Azl ¥4 lohd, T WEEA g @
A& A 3k

3.8

ol43} Zo] Emotion Architecture= Behavior-
Based Al Software Agent, Agent Robot,
Entrainment Bobot5-l4 %o} B3t} Table 31 &
AlEd A2 Tableolth Emotiong 3 4% 243

< FH3) 93 ¥ 502 Emotion®) AFEH 0] X
1 P RAe: ¢ 4 Stk 2719 Emotion
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Clore(OCC)¢] 29 &5¢} X312 ©]& Software
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[Table 3.1]

L Fe
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Architecture Engine” & 4X
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(Suzuki, 1998]
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4 9 2 4g 2 24
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.20 Camera-Based System
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Behavior, Movement$} Music
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Gesture Recognition® #1314 Neural Networke] BP
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&ex ot

[Naoyud, 2000]
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2o R A ARt FE
Zt=XA T4 Sl

o] Z%& "Rag Warrior'& AHM319929 on-line
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