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Tale-Spin
• Created by James Meehan 1976 (artificial intelligence 

researcher interested in cognitive modeling) 

• "The purpose of the simulator is to model rational 
behavior; the people are supposed to act like real 
people." (quoted in Wardrip-Fruin 120) 

• "The world of Tale-Spin changes based on events and 
inferences from events" (Wardrip-Fruin 125) 

• Characters have goals; the system figures out how to 
achieve those goals (by breaking down into sub-goals)



(Wardrip-Fruin 128)



example narratives

(Wardrip-Fruin 130, 133)



MÉXICA

• Rafael Pérez y Pérez (1999 and later) 

• Actions between characters modify emotional links 
and increase/decrease narrative "tension" 

• Uses an existing corpus of stories to suggest 
actions in particular circumstances



MÉXICA story action

(Pérez y Pérez slides)



(Pérez y Pérez slides)



MÉXICA example
TLATOANI ACTOR 
PRIEST KIDNAPPED TLATOANI 
TLATOANI BECAME_FREE 
TLATOANI AFFRONTED PRIEST  
PRIEST ATTACKED TLATOANI 
TLATOANI FOUGHT PRIEST  
PRIEST WOUNDED TLATOANI 
PRIEST RAN_AWAY 
PRINCE ACTOR  
PRINCE WENT_FOREST  
PRINCE REALISED PRIEST WOUNDED TLATOANI  
TLATOANI WAS_FOND_OF PRINCE  
PRINCE ATTEMPTED_TO_TAKE_ADVANTAGE_OF TLATOANI TLATOANI 
AFFRONTED PRINCE  
PRINCE DID_NOT_CURE TLATOANI  
PRINCE WENT_TENOCHTITLAN_CITY  
TLATOANI DIED_BY_INJURIES

(Pérez y Pérez slides)



MÉXICA example
The Kidnapped Tlatoani  

The tlatoani was an inhabitant of the Great Tenochtitlan. The 
priest kidnapped the tlatoani and went to the Chapultepec 
Forest. With a hidden knife the tlatoani was able to cut all the 
ropes and escape. The tlatoani was really angry for what had 
happened and affronted the priest. The priest thoroughly 
observed the tlatoani. Then, took a dagger and attacked the 
tlatoani. Suddenly, the tlatoani and the priest were involved in a 
violent fight. In a fast movement, the priest wounded the 
tlatoani. An intense haemorrhage arouse which weakened the 
tlatoani. The priest felt panic and ran away.

(Pérez y Pérez slides)
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