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Automatic Generation of Story Scenarios via a Computer

KAZUKI HARAT™

KAORU SUMI™

This paper describes a system for generating story scenarios triggered by inputting various conditions, such as time, place, and
characters, using a story knowledge database in which authors’ stories are stored. The purpose of this system is to allow anyone
to create original stories easily. The system can be operated by interactively changing the initial input, and the scenario in the

middle of a story.
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