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1. Installation

1.1 For windows users

You are not sure to have a java virtual machine installed, just unzip the directory
“for_windows_users” and click on “novelgenerator.bat” to start the application. That’s all. (there is a
Java Virtual Machine included inside for windows 64bit).

2.2 For all Operating Systems

In the directory “for_all_os” you have an executable JAR. So make sure you have a Java Virtual
Machine installed (http://java.com/download). Then execute “novelgenerator.jar” with your Java
Virtual Machine, for example for windows by command line: java.exe -jar novelgenerator.jar

2. Introduction

Novel Generator is a java software that permits to do three main things:

e Create a directed graph (the world of the story)
e Generate a story from a graph that contains all possible set
e Export your world to CmapTools to see the graph of your world

3. Principle
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Graph represents the world of the story; the novel is generated from the execution of a path.
The path is randomly chosen but it must respect condition defined by the user. In some
points that's similar to an expert system by executing rules when conditions are verified.


http://java.com/download

4. Editor

4.1 General overview

The node is selected, story AV
node name appears here

- [m] pd

All story nodes are

in this list \

Story node description Condition r\Qemory r Run story

|Story node name:

\ * |vaisseau_repartion_equipage N\
© vaisseau_repartion_equipage
© vaisseau_feu_salle_machines_pas_mecanicien
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To confirm the selection of a node

and shows information about it

4.2 Story node

The world of the story is built of story nodes. You have to create nodes and add links between them.

A story node contains the following information:
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4.2.1 Add a node
4.2.1.1 Your first story node

|£| Story editor
File

— O

X

F Story node description r Condition r Memory r Run story
L

tory node name:

Description:

Variable name:

Show node H AddiUpdate H Delete ‘

Next story node5| Add H Delete ‘

When you first open the editor, the list of story nodes is empty. The first thing to do is to create a
node. So in the right part, In the text field story node name, write a name for the node.

Story node description |:

_|Story node name:

start|

Show node Add/Update Delete

Then click on the button “Add/Update”

File

Search

© start

You just added a new story node




4.2.1.2 Adding another node

To add another node just choose another name in the text field node’s name then click on

“Add/Update”. You can add a description to the node (the next field), it represents the text content
of the node. This text will be displayed during the execution of the story.

Search

l/ Story node description |/ Condition r Memory |/ Run story |

° Story node name:
start second
@ second

Description:

the second node|

Variable name:

Show node H Add/Update H Delete ‘

Hextstorynodes| Add H Delete ‘

4.2.1.3 Update a node

To update a node, first select a node in the lift on the left. Then click on the button “Show node”,
information related to the node will be displayed on the right panel.

Search

l/ Story node description [

o Story node name;
start start
© second

Description;

You can change the text content of node, in the description field that is currently empty, you write “|
am the first node” then click on the “Add/Update” button to store the change. The node name
already exists so the system will not create a new node but just update information about it.

[ £ Story editor

File
Search l/ Story node description [
o Story node name;
start start
© second
Description;

| am the first node

The node “start” has now the following text content: “I am the first node”.

5




4.2.1.4 Link nodes together

Nodes can be linked to one of more nodes. To link a node to another one, first select a node, the

node’s name must appear on the right field. Then click on a node in left list, then click on the “add
button”.

Next story nodes Add Delete

The next screen shows that the node “start” is linked to the node “second”.

Story node name:
start

Description:
| am the first node

Variable name:

O second

Next story nodes | Add Delete

4.2.1.5 Delete a linked node

& second

Next story nodes Add Delete

To delete a linked node, select a node with a yellow icon, then click on delete.

MNext story nodes | Add Delete

The node is deleted.



4.2.1 Description

The field description contains the text that will be displayed during the execution. This text can
contain a keyword “<chapter>". That represents a counter, the counter is incremented each time the
program enters in the node. In the field description, the character “#” is recognized as a separator for
different version of the text but to express the same idea. It permits to vary the vocabulary; this way
it would be not too repetitive when passing again in the same node. For example: “The room is dark.
# There is no light in the room and it’s hard to see something # The room is very dark, it's impossible
to see something.” When passing in this node the program will take randomly one the different
version of the text description. The text description can also be used to display the content of the
memory.

- Example with “<chapter>" keyword:

l/ Story node description DSbut .
Story node name;
|[deébut -1 -
Description: .
P Le pilote entama la procedure de
Debut=chapter= F i F i
nuages. Le bouclier thermigue prot

- Example with using “#”:

l/ Story node description r Condition r Memory |/ Run story

Story node name:
|darkroom |

Description:
lThe room is dark. # There is no lightin the room and it's hard to see something # The room is very dark, it's impossible to see something. |

Result when the program executes the node: “The room is very dark, it’s impossible to see
something.” So one of these is randomly chosen. This way it’s not necessary to make three different
nodes.

- Example with including variable, variable permits to store data in the memory of the story:

At first the variable should be initialized with a chain of characters or number (integer):

r Story node description r Condition r Memory | Run story

Memory add element:
tuarnamE:Julien.cnuntrg.r:France.age:SD

| Description:
||rmr name is varname, | live in country, | am age.

Variable name:
"varname,u:nuntrg.r,age

Result: “my name is Julien, I live in France, | am 30.”



4.2.2 Memory

4.2.2.1 Add element in the memory
You can use memory as seen before to initialize variables, but you can use it for other things like this:

l/ Story node description |/ Condition |/ Memory |/ Run story

Story node name;
Ilfnund_key'

Description:
| found my key.

So to represent the fact that the hero found a key, we can add in the memory:

( Story node description |/ Condition r Memory |/ Run story |

Memory add element:
||ke~_.r*1 |

The story engine will add 1 to the element key. You can also assign an integer value by using “=", for
example you can write: key=1, means that the memory contains only one element of “key”.

Remark: only positive integer can be set.

4.2.2.2 Remove element from the memory
l/ Story node description |/ Condition r Memory |/ Run story

Story node name;
|lost_key

Description:
||I lost my key.

So to represent the fact that the hero lost his key, we can change the memory state:

|Mem0r'_.r remove element; ]
eryﬂ |

Remark: you can remove or add more elements of the same object by using the sign star followed by
a positive integer or another variable name. If you want to add or remove more objects but with a
different type, you can use the separator comma: key*1, money*5, helmet*1

4.2.3 Condition

Before entering a node, the program first has to determine which node it can enter in. So, if a node
contains a condition, the program will check the statement. You can only make one statement for
each node.



|/ Story node description |/ Condition r Memory |/ Run story |

Condition:
key=0

You can use the operators: <, >, =, >=, <= to compare with integer number or with other element of
memory.

4.3.4 Search a story node

You can search nodes by entering a chain of characters in the search text field, it will return all story
nodes that contains the chain.

[£] Daiwriter kestrel2

File

exploration Search

© kestrel =
@ vaisseau_repartion_equipage

@ vaisseau_feu_salle_machines_pas_mecanicien

@ secteur_ancien_champ_battaille_investigation

@ secteur_ancien_champ_battaille

@ secteur_ancien_champ_battaille2

© exploration_epave

© debris_vaisseau_continuer

© equipage_TES_embarguement_vaisseau

@ debris_compartiment_intacte_sortie_vaisseau_pilote

© debris_compartiment_intacte_sortie_vaisseau_mecanicien
@ debris_compartiment_intacte_sortie_vaisseau_armurier
© exploration_epave_mecanicien

© exploration_epave_pilote

© exploration_epave_armurier

© exploration_trouver_caisse_pistolet_mecanicien

© exploration_trouver_caisse_pistolet_armurier

[4]

i I | |

Show node Addi/Update Delete

4.3 Run a Story

Once you have a world (nodes linked together) you can generate a story from it. You need a start
point in your world. Then set how many nodes you want to execute.



|| Dh\aiwriterkestrel2
File

commencement

O X

r Story node description |/ Condition |/ Memory r Run story |_

b e e e e

© mecanicien_revenu_vaisseau

@ pilote_revenu_vaisseau

© vaisseau_pilote_evitement_meteorite

@ secteur_ancien_champ_battaille_trouver

@ vaisseau_feu_salle_machines_maitrisé

@ secteur_ancien_champ_battaille_investigation_rien_interessa
@ secteur_ancien_champ_battaille_sortie_armurier
@ secteur_ancien_champ_battaille_sortie_mecanicien
@ secteur_ancien_champ_battaille_sortie_pilote

@ commencement1

© vaisseau_trou_de_verre

@ vaisseau_trou_de_verre2

@ exploration_trouver_caisse_ppvc_armurier

@ exploration_trouver_caisse_ppvc_pilote

@ desc_mecanicen2

© desc_pilote3

© desc_armurier

r .
1]

i | [¥]

[4]

cammencement
Start with:

Lenght of story: 100

‘ Show node H Add/Update H Delete |

Run story ‘ | Reset path chosen

If a path is already stored, you can reset the path (button “reset path chosen”), it will create a new
story. If you already have generated a story you can set a longer length for the story, then the
program will continue the story from the last stop.

Show progress

Be pressing the button

you can see in which node the program passed in:

|
(£ Path chosen — O - |£: Generated story
l—
| Q start Refresh progress
© Today
© walk @ start |~ [The story starts here.
|| @ Right © Today
O Left © walk ={-1-
@ Door closed|@ Left L 3
(@ have not kejn key Today is a good day to have a good day. | am walking. [t
||@ walk to mud @ Walk open the door. The night is coming, | need a rest.
|@ key © Rignt
||@ have a key |@ Door closed _9.
© have a key
| @ Today Today is a good day to have a good day. | am walking. |t
, ©Q walk need a rest.
, @ Right
| © Door closed -3-
© have a key
| @ Today Today is a good day to have a good day. | am walking. 1t
Q@ Walk need a rest.
© Right =
| F s W ' a —l_4.
|
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4.4 File

4.4.1 Story format
When you save your story, the program generates an XML file that looks like that:

<?xml version="1.0" encoding="UTF-8"2>

<story title="" startPoint="start" length="100">
<node id="start" textContent="start" memoryAdd="" memoryRemove="" memoryC
<node id="a day" textContent="The sun was rising." memoryAdd="" memoryRem

<node id="day exploration" textContent="Our hero left his shelter and was
<pathChosen id="a day" />
<pathChosen id="day exploration" />

</story>

It contains your world story and a saved path if a story has already been generated.

4.4.2 Library format
A library is a file that can contain one or more novels/stories. It just easy to manage stories. You have
all your stories in one xml file. You can remove or add story from it. You can load a story from it.

| | & metadonjon
| File Story Library

i seacen |
Library >
© debi -

| g exal | & | Choose a story to load:
exal | =
@ exar Kestrel - Julien R =

1@ exar
© cacl OK Annuler
Q fieck
@ fleche blessure

4.5 Export to CmapTools
You made a big world and you want have a global view of it. You can use CmapTools to view it.

First export your world: File>Export

Make sure you export the file as a text file. (add .txt to your file on windows)
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|£| DAaiwriter Kestrelxml — O x
File

Story node description | Condition | Memory | Run story
Story node name:

© kestrel
©Q vaisseau_repartion| |22/ Enregistrer x
g vaisseau_feu_salle
secteur_ancien_ch " 3 :
© secteur_ancien_ch Enregistrer dans : ‘ﬁ Documents ‘v|
© secteur_ancien_ch
o exploration_epave 1 3dsMax
© debris_vaisseau_cq |7 cfe
[#] equipage_TES_emb 3 cmap
o debris_compartime|
© debris_compartime] (7 delivery_project1
© debris_compartime| |5 scanned Documents
@ exploration_epave | I
@ exploration_epave_| ax
o exploration_epave_| ] |"|| D
@ exploration_trouver,
© exploration_trouver| Nom du fichier : forcmaptaols b |
o exploration_trouver
© exploration_trouver] Type de fichier: |Tou5 les fichiers | - |
[#] exploration_trouver|
© exploration_trouver,

@ exploration_trouver, ELEIstED | | UL |
[*] exploration_trouver — — —
@ exploration_trouver_caisse_grenades_offensives_mecanicien
[+] exploration_trouver_caisse_grenades_offensives_armurier
o exploration_trouver_caisse_grenades_impulsion_armurier
© exploration_trouver_caisse_missiles_armurier
. - -
1 Il [1¥]
Show node | | Add/Update | | Delete | Next story nodes | Add | | Delete |
Then launch CmapTools:
[ views - CrmapTools - O x
File Edit Tools Window Help
MNew Cmap Ctrl+N
& b | New Folder... Ctrl«Maj+N ~
Mew Discussion Thread...
New Soup... .
| Open Entrée — H: " )
K Close Chrl=W —_
% Add Resources...
CmapTools - Add Web Address... chinese neolgam
:’wmedge modeling kit Export Folder as Web Page...
Export Cmap As >
Version 6.01.01 Import ! Propositions as text..
Print Cmap(s)... Ctrl+R Cmap Outline...
Institute for Human and Machine Cognition http://cmap.ihmec.us Print View... Ctrl+P Outline from Inspiration...
A University Affiliated Research Institute S L rna

Choose your text file that you exported previously. Then you will get a graph. You can arrange it by
doing this:
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Autolayout

() Apply Layout to Whole Cmap

(®) Apply Layout to Selection only

Hierarchical  Force - Directed
[[] Herizental Hierarchy
Modes per Level Minimum Spacing
(®) Unlimited Horizontal |25
() Nomore than |4 Vertical |25
Line Shape Navigation Tool

™. Straight

@ forcraptools - CMap
File Edit Format Collaborate Tools Window Help F'L Polylines
4 ¥ Styles... Ctrl+T -
Bezier's
Reset Default Styles r "J'
Change Case > L Splines
Background >
Autolayout... Ctrl+L
Expand Ctrl+Crochet fermant ; g
- [ Generate New Layout || oK Cancel
Shrink Ctrl+Crochet ouvrant

Click on « Generate new Layout » then « ok ». You will get a better organized graph.

You can also change the style of arrow to see the directed graph: Format>Style

oI
48| 100 Styles * €7
//,\ Color Thickness Style ~ Ti)
ant=0 - 1 —_— | e fum Spacdng
S tontal |25
Connection Direction
[=] [} oo E cal 25
\.D ".EI T P—|
== -‘-"'-..__
TNOUETRH oo ae s ||~
= WA | A WA Y
SE LR
|Draw Arrowheads if the Connections end at a Concept.
E— BT —
'go_accoster | Font ©Object |jne Cmap \\ pekiy oo S -
—_— .. =
|\ IE‘ Unnamed Create Style: \ =
. \ NN ~ = =

Click on the “Line” tab, then choose the second icon of Arrowheads.
Remark: You need first to select all nodes to do it right. “ctrl-a”

On the graph you can see nodes and their links, on the link you will have the information you set in
the editor.

Remark: The text content of the node is not displayed on the graph.
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4.6 Graph viewer: browse the story world graphically

The story world is a list of linked nodes, to detect nodes without linked or just to have a global view
of the story, you can use this feature:

File Story Library | View

début View the story world :
-
| £ Story World - Graph view — O %
search == s
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