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Abstract Socially Intelligent agent is the agent not only having the ability to recognize and to
process human affect through learning and adaptation, but also having human-like social
intelligence, By making human feel familiar with the computer, the agent is expected to enhance
human—computer interaction (HCI) by providing users with the personalized services and
interfaces, This paper proposes the framework for socially intelligent agents behaving socially
according to the emotions recognized by ID3 algorithm and psychological OCC model, Also, the
agent could process with the emotion to make socially intelligent response through three layered
affect functioning model, Finally, the proposed agent can be applied for the development and
application of socially intelligent agent in wide areas as the agent framework having similar affect
and cognitive structure with human being,

8 4]0]: Socially Intelligent Agent, ID3, OCC model, affect, Social Intelligence
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