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Stories emerge
from the story-
world. Multiple
stories can emerge
from a complex
storyworld. Each
story provides a
unique window
into the events,
characters, signifi-

A,
o ,

:

,"Graph/c Novef

T T
‘ul‘ "u,,'

Y Yo _Stor
Story V

Story e SOFY Layer Story

'o

QLUN
¢‘ Q

“, o~
'lun‘

““||IIIIII|IIII|,,,"

Wi,

¢‘ Q
“,
'lun‘

aa, a
DT

RS e cant objects, and
Story settings of the
— storyworld.
Events are changes
o, S in the state of
o something. They
- . occur within the
Sto ryworld iy o, 2 storyworld. Events
,::.; i can interact with
L aye r Funnd other events,
which can cause

Even

0 et
LTI

QU
o »”
~
“,
2,
'l...\‘

yet other events to
occur.

Events are tied to
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