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This project presents interdisciplinary approaches to primarily artificial
intelligence (Al)-based computational narrative or story generation systems by way of introducing
cognitive science, and narratology and related literary theories. In particular, I develop an
Integrated Narrative Generation System (INGS) based on the following three concepts: circular
narraive control, fluidity and fixation, and norm and deviation. For example, in INGS, the control
mechanism of the narrative discourse phase based on the application of the reception theory by Jauss

_iteratively repeats the narrative discourse processing according to the interaction between an_
internal narrator and a narratee. It means a mechanism to embody the concept of circular narrative

control through this project, this mechanism was introduced in the entire INGS.
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