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SIMULATION D'HYPOTHESES EMISES PAR PROPP & LEVI-STRAUSS

EN UTILISANT UN SYSTEME DE SIMULATION META-SYMBOLIQUE (1)

1,0. INTRODUCTION

Nous présentons ici les résultats de la construction et de 1'exé-
cution d'un modéle automatisé du travail fait par Propp dans "la Morpho-
logie du Conte” en ce qui concerne les contes populaires fusses a un mou-
vement. Cette présentation comprend un listage complet du code corraspon-
dant au modéle comportant en zone commentaire des références & la deuxie-
me traduction anglaise de cet ouvrage (Propp, 1968), ainsi que le texte
imprimé de 60 récits de contes différents générés par le modd@le automati-
sé & la vitesse moyenne de 128 mots par seconde {ce temps comprenant le
calcul de 1'intrigue, de la structure profonde et de la structure en sur-

face des phrases), le temps étant calculé pour des passages faits sur un
Univac 1110.

Toutefols, afin d'introduire 3 la méthode, on présentera tout
d'abord un mod2le plus simple qui permet de produire les mythes 1, 2, 12,
124 et 125 de 1'ouvrage de Levi-Strauss "le cru et le cuit” (1969), A la
différence du modéle précédent, celui-ci ne permet de reconstituer que
ces cing intrigues et aucune autra. L'analyse de ce cas devrait rendre
la compréhension du modele de Propp plus aisée.

Dans une version précédente de cet article (Klein et al., 1974),
un premier modéle permettant la reconstitution des mythes cités par Levi-

Strauss était présenté. Pierre Maranda fit un commentaire critique de ce

(1) Le manuel d'utilisation de ce syst@me (MESSY x3) peut &tre consulté
en s'adressant a Monsieur Philippe RICHARD, Centre d'Ethnologie
Frangaise, 6 route du Mahatma Gandhi - 75116 PARIS.
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mod2le. Celuil qui est présenté ici est une tentative pour satisfaire
-1es contraintes minimales énoncées par lui comme nécessalres pour pou-
voir simuler la démarche de Levi-Strauss, en particulier la possibilité
de réaliser une transformation & double effet. Le modele de Propp a éga-

lement &té révisé et les B0 contes merVeilleux ainsl produits sont nou-
Veéux .

Ces deux modeles ont été programmés dans un langage spécifique
de simulation du comportement qui fait partie d'un systéme que nous
avons décidé d'appelsr un "syst@me de simulation méta-symboligue”. Ce
systéme est capable de reproduire divers moddles de comportement et per-

met de leur associer systdmes syntaxiques et sémantiques.

Les modiéles utilisés comme dannées dans le cadre de cette &tude
ne perméttent de tester qu'une partie des possibilités et du domaine
d’application du systéme de simulation méta-symbolique. Cette affirma-
tion mérite d’'étre reprise : les moddles de Levi-Strauss st de Propp
présentés ici sont des données qui permettent d'éprouver la validité
du systdme dans lequel 1ils sont formulés. Un mode@le permettant de pro-
duire des énigmes policidres a également servi de test et le domaine
d'application du systdme comprend des modeles démographiques et socio-
culturel de sociétés réelles.

L'idée d'utiliser des simulations du Folklore comme jeux d'es-
sals fut suggérée au premier des auteurs (Sh. Klein) durant une confé-
rence pluridisciplinaire tenue au Centre pour la recherche pluridisci-
plinaire, Bielefeld, Allemagne du 18 au 22 février 1974 ("The Role of
Grammar in Non-automised and Automised Text processing Systems” ; la
conférence était organisée par J.S. Petdfi et T.A. van Dijk qui sont

"parmi les principaux représentants des recherches nouvellass en matidre
de grammaireé de texte. Un groups de folkloristes participalt & cette
conférence, en particulier Heda Jason,. El1li K&ngls Maranda, Dimitri
Segal, Milaly ﬁoppal, et Michel de Virville. Jason, Segal et Kingis
Maranda nous persuadérent de travailler immédiatement & la construction
dgﬂmodéles dans 1le domaine du folklore. Nous dsvons une reconnaissance
‘pafticuliéfe au travail de Pierre Maranda et E11i K&ngds Maranda, "A
sketch of the dkénagan Myth Automaton” présenté par £111 Kdngds Maranda,
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ainsi qu'd une étude faite par Philippe Richard et Michel de Virvilla.

Plerre Maranda travaille par ailleurs & la construction d'un modéle au-

tomatisé de Propp.

Nous devons également citer Ed Kahn quil dans sa dissertation
de Ph D (Kahn, 1973} fit mention du mod&le d'énigmes policiéres (Klein
et al., 1973, Automatic novel writing : a status report) d'une fagon
telle que le modeéle utilisé comme test 6tait confondu avec le systéme
quil permettait de 1'implémenter. Les remarques faites par lui a cette
occasion ainsi que dans un débat publié par ailleurs suggéraient aussi
que le systeme étailt incapable de traiter la complexité des quantifica-
tions logiques devant &tre utilisées dans des modéles adaptés au folklo-
re. La présentation donnée ici, des moddles de Propp et Levi-Strauss
devrait régler ce différent. Il faut aussi noter que cet article devrait
, Trépondre aux critiques formulées contre le développement des grammaires
de texte par Dascal et Margalit (1974).

2.0. HISTORIQUE ET REFERENCE

Parmi les auteurs de cette étude, Lynne Price a produit le sché-
ma du modéle de Levi-Strauss et Aeschlimann a écrit les instructions
dans le programme de simulation correspondant, Applebaum et Kalish ont
écrit le programme du moddle de Propp et Kamin s'est occupé des questions
concernant le systdme. Aeschlimann, Appelbaum, Kamin et Lee sont les au-
teurs des principales additions au syst@me de simulation méta-symbolique
utilisées dans cette étude. Balsiger et Foster ont mis au point des mo-
dules qui générent le langage naturel et la rédaction des grammaires
utilisées. Klein, Curtis et Price travaillent au modeéle automatisé qui

permettra de reproduire 1l’ensemble des mythes du "ecru et le cuit”.

Ce travail est une extension du syst®me décrit dans 1'étude de
Klein st al. (1973), et Klein et al. (1971). Parmi les prédecesseurs di-
rects de celui-ci, on compte Klein et Simmons (1963) Klein (1965 a et b),
Klein et al. (1966). Une liste non-exhaustive de travaux en relation
avec celui-ci comporte (réseaux sémantiques automatisés) : Quillian
(1966), Schank (1969, 1972), Schank & Rieger (1873), Mel' Chuk %
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Zholkovskij (1970) ; (variantes du calcul de prédicats du ter ordre comme
partle de la base sémantique dans un systéme permettant la production de
langage naturel) : Mc Cawley (1968), Bach & Harms (1968), Lakoff (1969),
Green & Raphael (1868), Coles (1968), Petdfi (1973) ; (Passage du langage
naturel & des représentations sémantiques, systdmes de simulations et de
déductions) : Kellogg (1968), Heidorn (1872), Simmons (en préparation),
Green & Raphael (1968), et Coles (1968).

3.0, LE SYSTEME DE SIMULATION META-SYMBOLIQUE

On peut décomposer le systdme de simulation meta-symbolique en
trois‘parties ! un langage de simulation du comportement qui permet de
représenter, de produire et de manipuler des &vénements dans un systéme
de discours donné et cecl dans les termes fournis par la deuxidme partie :
un réseau sémantique composé d'objets et de relations abstraits. La troi-
siéme partie est un mécanisme de production qui va de la sémantique & une
représentation de la structure de surface et qui permet de décrire les
changements dans 1'état du réseau sémantique dans le langage pouf lequel
la grammaire a &té implémentée. Dans cet article, on ne considérera que
-les principales carabféfistiquas de\ce systéme. Une version plus détaillée
de cetts présentation se trouve dans Klein et al. (1973).

8.1, Langage de simulation, objets et relations

Chaciine des instructions du langage de simulation se compose ds

deux parties : une liste d'actions et une liste de conditions. Les actions
“peuvent consister en é&jbhcfiqns ou suppressions auy réseau sémantique,
ainsi que d'actions plus complexes qui seront décrites plus tard. Les con-
ditions sont des tests portant sur- la présence ou l'absence de structures
détefminées“dans le réseau sémantique. La réalisation de la liste d'action
peutzétfe uﬁg‘anction déterministe ou aléatoire de la valeur logique pri-
.se‘parilarliéte des conditlons.. En‘ce sens, la reiatidn:entre conditions

et actions ﬁgut\étfe rapprochée de la ”présupposition".'
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Un systéme de contrdle du "temps” gére l’enchainement de 1'ap-
plication des différentes rédgles ou des groupes de régles. Toutes les

régles d'un mé8me groupe sont évaluées au mé8me moment.

Les objets et les relations forment par leur combinaison des
*triplets sémantiques”; ceux-ci sont les unités fondamentales du systé-
me. A chagque objet sémantique (et & chaque relation) est attribué un
numéro unique. Il en est de méme pour les triplets sémantiques (qui se
composent de deux ou trois objets en relation dissymétrique). Les ré-
gles du langage de simulation permettent la création ou la suppression
du triplet. A chaque triplet est associé la "date” de sa création et
celle de sa suppression. Si le m8me triplet est répété plusieurs fois,

11 lui est associé la liste des dates correspondantes.

Les objets st les relations sont des entités sémantiques abstrai-
tes. Leur signification réside dans 1l'ensemble des informations qui
leur sont associées. Un objet sémantique est ainsi relié & plusieurs
types de structures; parmi ces liens, 11 faut compter la référence
lexicale qui consiste en une liste de renvois & un dictionnaire de ra-
cines appartenant au langage naturel retenu pour la représentation de
surface. Les entrées de ce dictionnaire peuvent consister en racines
de mots uniques ou de composés qui permettent 1'expression d'objets ou
de relations sémantiques. La liste de renvois de deux objets différents
peut désigner la m8me racine {homonymiel.

Un deuxiéme type de structure peut &tre associé & un objet ou
a une relation ; il s'agit du "triplet lexical”. La forme de celul-ci
est la m8me que celle du triplet sémantique ; toutefois, les triplets
lexicaux ne font pas partie du réseau sémantique (en particulier, ils
ne leur est pas assigné un numéro d'identification). Les triplets lexi-
caux peuvent servir diverses fonctions, parmi lesquelles la représenta-
tion d'une unité sémantique par une expression idiomatigque et plus géné-
ralement par une chalne de mots incluant un verbe. Les objets et les
relations dans les triplets lexicaux doivent &tre des unités déja iden-
tifiées dans le systéme et sont sux-m8mes rsliés & des listes d’'expres-
slons lexicales ou d'autres structures permettant leur représentation.
Ainsi, la représentation récursive est-elle possible.
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Un.objet sémantique peut-atre égaiament relié 3 ung liste de ren-
vois vers des triplets appartenant au réseau sémantique. On dira dans ce
cas. que 1'objet constitue un nosud prédicat multlple” du réseau {chaque
triplet ayant un nunﬁru unique, la liste de renvois est en falt une lis-
te de -numéros). De téls "prédicats mﬁltiples" peuvent Stre utiliszés com-
ma des variables du discours. Ainsi, dans le discours, un objet abstrait
peut étrg relié a 1'expression lexicale "that” et associé 3 1l'ensemble
des\trip]_.e_ts représentant 1'expression "what John knows” afin de permet-
tre la représentation d'une phrase du type "John knows that ...”. Ces
structures peuvent 8tre réflexives et récursives sans limitation de ni-
veau. Alnsi la liste de référencesd'un prédicat multiple qui apparait
dans un triplet psut comporter le numéro d’identification de ce méme tri-
plet. Ceci permet la représentation de structures de surface du type :

"he knows that he knows ...".

Le systéme permet &galement la définition de classes dont les
régles d'appartenance peuvent &tre modifiées sous 1l'effet des actions
inclues : les classes d'objets et les classes de relations. Chaque inti-
tulé de classe est un objet ou une relation sémantique. Des classes indi-
cées peuvent &tre également définies, las indices étant eux-mémes des ob-
Jets ou des relations sémantiques. Ce dispositif d'indexation des classes
est d'une importance majeure pour permettre la définition logigue de caté-
garies de textes. ' ' .

3.2. Le passage de la sémantique & la construction d'une surface.

A chaque entrés du dictionnaire, est associé 1'indication de tou-
tes les catégories, terminales ou non, de l’algorithme de construction de
phrases qul peuvent leur ét:é appliquées. Ainsi, on pourra indiguer pour

. une racine qu'elle'ﬁeutlsérvir comme substantif ou comme verbe mais non
comme. préposition. Ces 1nformatiqns,§ant contenues dans un vecteur binai-
re associé a la racihe. A chaque racine sont également associées les trans-
formations nécessaires péur lsur permettre de fonctionner comme représen-
tant ces catégories. Les variantes d'une méme racine apparaissent séparé-
ment et leur choix est déterminé par la transformation qui est appliquée
& la catégorie grammaticals.
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Le systéme est construit afin d'associer a une liste de triplets
sémantiques une structure de surface qui lui corresponde. Cette liste
appelée "pile des modifications” est créée par le programme de simula-
tion, et dans le cas des modeles décrits ici, elle correspond aux tri-
plets créés le plus récemment par 1'application des régles gue le pro-

gramms met en oeuvre.

Une régle pour la traduction d'un triplet sémantigque en langage
naturel se compose de deux parties : une dérivation grammaticale et une
forme canonique représentant le triplet cu la partie de triplet a tra-
duire. Chaque é€lément de la forme canonique peut étre associé & 1'un des

symboles de la partie de droite de la dérivation grammaticale. Par exem-

ple :
—

1] S-NP VP // 0 R Pile des modifications Dictionnaire
SRR

2) VP v N //R O 0 — R — D NP VP

7 o ~8 -b c
- eat |
fish I

man i

Le systéme recherche en premisr lieu une régle dont la forme
canonique s'applique'au triplet complet qui se trouve sur le scmmet de
la pile des changements. Il faut que les correspondances ainsi é&tablies
entre les objets du triplet et les symboles figurant dans la dérivation
grammaticale soient compatibles avec les indications figurant par ail-
leurs dans le dictionnaire. Si une adéquation compléte n'est pas possi-
ble, on cherche & 1'obtenir avec le doublet de gauche, puis avec le dou-
blet de droite du triplet. Ainsi dans 1l'esnsembkle, la régle 1 s'applique
3 la moitlé gauche du triplet qui se trouve dans la pile. Quand une ré-
gle de production est ainsi sélectionnée, l'unité lexicale associée &
1'objet ou 3 la relation concernée dans le triplet, est aussit6t sélection-
née. Cette mé&thode différs des systémes génératifs usuels qui proceédent
a la construction de 1l'arbre syntaxigue complet avant de sélectionner
les unités syntaxiques. Ici, les unités lexicales sont choisies dés qu'-

apparaissent de nouveaux symbolaes non-terminaux. Les références a ces
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unités lexicales associfes sont transmises au descendant de ces noeuds
non-terminaux et ainsi de suite jusqu'a lsur rattachement éventuel & un
symbole terminal. Lorsqu'il y a plusieurs triplets dans la pile de modi-
fications, des Informations da contrdle peuvent indiquer au programme
qu'il convient de poursuivre le processus afin de traduire plusieurs
triplets par la mdme structure de surface. Le travail exécuté par les
transformations est divisé en deux niveaux : supérieur et inférieur. lLes
transformations de niveau supérieur s'appliquent pendant la construction
de 1'arbre. L'environnement maximal sur lequel elles peuvent opérer
consiste en un symbole non-terminal et ses descendants immédiats. Elles
permettent d'insérer, de supprimer ou de permuter des symboles. Elles
permettent également de le marquer pour 1l'application ultérieure d'une
transtformation de niveau inférieur. Ces margues sont transmises aux
descendants appropriés st un symbole terminal pent-8tie essucié 3 plu-
sieurs marques qui sont apparues & des moments différents du processus
de production de la phrase.

On peut montrer que ce systéme est équivalent aux modéles plus
traditionnels qui n'appliquent les transformations qu'aprés construction
de l'arbre entier. C’est toutefois un avantage informatique majeur que
de pouvoir faire intervenir chaque transformation au moment optimal quand
les portions pertinehtea de la étructﬁre arborescente sont immédiatement
disponibles. Les programmes utilisant ces procédures usuelles nécessi-
tent des recherches complexes qui multipiient leur temps d'exécution par
un facteur 100 ou 1000 si on le compare aux performances du programme
présenté ici. Ceci résulte de ce gue les temps de recherche augmentent
exponentiellement avec la taille et la complexité des phrases ; alors

que dans notre systame, le temps de traitement est une fonction linéaire

de ce paramdtre.

3.3, Dispasgitifs compleweé.

Chagque groupe de régles posside un nom. Il peut &tre appelé dans
les mémes conditions gqu'un sous-prugramme:récursif. LLe nom d'un objet ou
d’une relation sémantique peut étre également le nom d'un groupe cde ré-

gles. Ainsi, un objet ou une relation peuvent &tre considérés dans cer-
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tains contextes comme des unités sémantiques, dans d'autres comme des

sous-programmes a exécuter.

Les reégles peuvent &tre formulées en utilisant les noms de clas-
ses. Ainsi, au lieu de dé&finir une régle pour "John Loves Mary", on pour-
ra 1'établir pour les phrases du type "Person Affection Person”. La mé-

me régle peut donc gouverner une grands variété de cas.

Une classe peut contenir des aobjets qui soient tous des noms de
groupes de reégles. On peut alors utiliser le contenu ordonné de cette
classe d'objets comne une suite ordonnée d'appels & des sous-programmes.
Ce dispositif permet d'établir une équivalence entre les objets et les
actions d'une méme classe. Ceci est particuliérement utile guand on cher-
che a reproduire des relations sémantiques complexes ou une séguence

d'actions et une personne ou un objet peuvent manifester tous deux la

m8me entité sémantigue profonde.

Certaines possibilités sont ouvertes par le systéme qui ne sont

pas utilisées ici, mais qui devraient 1'&tre dans la poursuite de notre
travail sur Propp.

Parmi celles-ci, il faut citer la capacité qu'a le systéme de
simulation d'"anticiper” sur le développement futur de 1'action et de
prendre des décisions dans le "présent” en fonction de leurs conséguen-
ces attendues. Un exemple de régle de ce type pourrait étre : "Si 1'évé-
nement A est réalisé maintenant, 1'événement B se produira-t-il & 1'ins-
tant T ?”. Une autre possibilité ouverte par le systdme consiste & repré-
senter la signification des régles du langage de simulation lui-méme
dans la notation du réseau sémantique gqui sert & enregistrer le sens du
langage naturel. Il est alors possible de consulter les régles de compor-
tement implicites qui gouvernent le modéle au méme titre que les autres
informations qu’il gdre. Ceci rend relativement facile, si 1l'on a déja
construit des mod2les génératifs automatisés, celle de systémes automa-
tigues d'analyse présuppositionnelle ou d'analyse structurale de contes

ou de mythes.
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4.0. UN NOUVEAU MODELE POUR CINQ MYTHES EXTRAITS DU "CRU ET LE CUIT".

Dans une version précédents de cette étude (Klein et Al., 1974),
~un modéle trés simple des mythes 1,2,12,124 et 125 a été présenté en gui-
se dg pédagogie 3 la formulation plus complexe du mod2le de Propp. A la
- suite des critiques exprimées par Pierrs Mbﬂandé dans son commentaire sur

la premiére version, le mod2le a &té corrigé et amendé pour satisfaire

a4 la plupart des contraintes exprimées. Plus précisément, 1‘'ambiguité
concernant le terme "water” a &té levée, 1'"alligator” a &té pris en
compte de m&ms que les contrastes entre les mythés 1 et 124 et on a in-
troduit la transformation & doublé effet, la totalité du schéma de la
page 217 du "Cru et le cuit” (1964) est prise en compte, Maranda indi-
quant qu’il s'agit d'dne propriété minimale que le moddle doit satisfai-
re. Par contre, on n'a pas tenté de prendre en compte celui de la page
202 (1964) comme 1’indiquait Maranda. Mais des projets qui vont au-del3d

de ce probléme sont présentés plué loin dans la section 8.

Le programme écrit pour reproduire ces mythas illustre plusieurs
dispositifs du systdme de simulation méta-symbolique. Parmi ceux-ci, on
peut noter : la quantification des fonctions en utilisant des classes
‘indicées st 1'utilisation des fonctions (ou scénarios exécutables), com-
me des éléments de telles classes. La combinaison de ces deux dispositifs
permet, en utilisant des indices doubles afin ue recr€senter ces irensforma
tions 3 double effet (11 convient de rappeler & cette occasion que si le
modéle de Propp permét de générer un ensemble potentiellement infini de

contes, le modéle de Levi-Strauss ne permet de reproduire que les mythes
1,2,12,124 et 125). '

Les numéros de mythes sont traités comme des indices de classes.
jTous les éléments ayant méme valeur d'indice appartiennent au méme mythe,
;'Les différentes classas sont données par ordre alphabétique. Les éléments

.en najuscules correspondent aux noms de groupes de régles dans le schéma
':représentant le programme. Les classes & double indices, dont le nom est
précédé d'une astérisque (" x"), voient leur premier indice déterminé par
lg numéro de mythe et le second par des_événements appartenant & 1'intri-
gue. Cette caractéristique est utilisée en particulier dans la transfor-

mation & double effet par le blais de la classe "x modify” gui ne con-
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tient que des noms de groupes de régles. Les éléments ADD et SUB de
cette classe sont des groupes de régles qui appellent eux-mémes d'au-
tres classes ("addition” et "substraction”), dont les contenus sont

également des noms d’autres groupes de régles.

Les pages qui suivent contiennent la liste des classes par ordre
alphabétique puis une présentation schématique du programme. Pour faci-
liter la lecture, on a reporté & la fin le programme réel et la gram-
maire permettant le passage de la représentation sémantique au langage
naturel. On trouve par contre les textes et la pile des modifications
correspondantes & chacun des mythes tels qu'ils sont générés par notra
programme, ainsi que 1'analyse de la production du texte du mythe 12
dans le terme du schéma de programme. Dans cette précision simplifiée,

le mécanisme de production du langage naturel est omis.
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Classes (rule names are caplitalized, double subscript classes are prefixed by '#.)

my th

|

2
12
124
125

my th

12
124
125

myth

12
124
125

myth

12
124
125

addition

e ——————

RAIN
LAKE
FIRE
SEA

RAIN

*animals

i
hummingbird

vul tures
woodpecker

assoc

disassociated

assoclated

defiled

defiled

stained

divide

-—an
L. 2]
-

hero

emot lon

ashamed

angry

almostfalls
SHOT

D IVULGE

2.
dove

little birds
partridge

bloodshed

NOBLOOD

- mes

BLOODY

defllement

excrement
Lol 1 2

o o

blood

eaten

vulture

expedition

palms
wildfruit
game
tapir

animal

vulture

Jaguar
alligator

3
grasshopper

- g

alligator
monkey

clan

Baitogogo

deprivaticn

mother

- - .

food

%element

| 2
water fire
water -
water ---
water ---
water ===

fault

flles slowly

Is talkative

collect

gathers
picking
hunting
hunting

deprived

son

o

sOon

findfamily

hero

- -
- on m



myth

12
124
125

myth

12
124
125

help
OBTAIN

COVER

intro

NEWCHIEF

STARS
SKY

lie

-
-ares
-

| *nod | fy

1 2
ADD sus
ADD -
sus WIFE
ADD -

ADD -

%object
]
great dance rattle

bark

namen

-

- ADORNMENTS

-

. WARPAINT

Asare
Bepkororti

*level

1 2
celestial
terrestrial =--
terrestrial ===
terrestrial ===
celestlal ——

lizards

FORFQOD

ALLIGATOR

REVEALS ADD

small rattle

straw

procurer

women of tribe
wife of Baltogogo
father

men of tribe

husband

Jaguar

terrestrial =---

1iz)
lizard

-
L
- -

mus ic

INSTRUMENTS

PIGS

pursuit

allligator

terrestrial

-

need

SOULNEST

-

HIDE

observer

-

son

Asare

raplst

hero
man from tapir clan

brothers
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QO VI B\ A

reason

ALERT

REFUSE

speed

slowly

quickly

vertical

BIRDNESTING
TREE
BIRDNESTING
FALCONS
MOUNTAIN

want

hungry

thirsty

- -
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' relation -

father

brother~in-law

subtraction

FIRECUT

CREEK

victim

mother
wife

mother

- - -

‘revenge

HELPERS
KILLSWIFE

- -

THRASH

-

tapir

revenge?

FATHER

- .

man from tapir clan ---

tapir

#awanderer

1
hero
Baltogogo
hero
Asare

-

slc_Order of Rule Groups Cajled by Master Control Group

fother rules are called, in turn by these)

GATHER

OBSERVE
DISCOVERY
REVENGE -

9. DIVIDE

10. DEPRIVE
tl. VERTICAL
12, DEFILE
13. WANT

4, LIZ)

15, EATEN
16, DOWN

17.
18,
19.
20,
21,
22,
23
24

2

Jaguar
brothers

REAR
HORIZONTAL
Lizz
FINDFAMILY
MODIFY
PURSUIT
REVENGE2
INTRO
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Version schématique du programme.

Pour en faciliter la lecture, on-associe 4 chaque régle ou
groupe de régles les numéros des mythes pour lesquels elles sont
pertinentes. Ces informations sont ignorées lors du traitement.
Les groupes sont donnés dams 1'ordre alphabétique.

GROUP ADD: CALL ADDITION(M)

1,2,12, LEVEL (M) ELEMENT (M,K) IS CREATED
124,125

GROUP ADORNMENT: THEY BRING ORNAMENTS FOR FUNERAL RITES
2

GROUP ALERT: IT WOULD ALERT SOULS

1 ANIMALS (M,K) DROPS OBJECT(M,K) INTO WATER WITH LOUD NOISE
SOULS ARE ALERTED
SOULS SHOOT ARROWS AT ANIMALS (M,K)

GROUP ALLIGATOR: ANIHAL(ﬂ) DEVELOPS FROM LI1ZARDS
124

GROUP BIRDNESTING: RELATION(M) FORCES HERO(M) CLIMB POLE TO CAPTURE MACAWS
1,12 HERO{M) SAYS NEST IS EMPTY
IF LIE(M) IS NOT NULL
RELATION (M) REMOVES POLE
HERO(M) STRANDED

GROUP BLOOD: CALL BLOODSHED(M) .
2,125 |F BLOODSHED (M) 15 NOT NULL

GROUP BLOODY: HERO(M) DISMEMBERS TAPIR(M)
125

GROUP CLAN: VILLAGE CHIEFS BELONGED TO TUGARE MOIETY IN OLDEN TIMES
2 BAITOGOGO 1S CHIEF
' IF CLAN(M) NOT NULL

GROUP COVER: ANIMAL(M,K) COVERS HERO(M) WITH OBJECT(M,K)
124

GROUP CREEK: FOR J=1,2,3
12 HERO(M) AND ANIMAL (M) COME TO A CREEK
HERO(M) WANTS TO DRINK
HERO(M) CANNOT DRINK BECAUSE ELEMENT(M,K) BELONGS TO ANIMALS (M, J)
HERO(M) DRINKS ELEMENT(M,K) AND DRAINS CREEK

GROUP CRlné: HERO(M) KILLS TAPIR(M) SPEED(M)
2,125 IF TAPIR(M) IS NOT NULL

GROUP DEFILE: [HERO(M) 1S DEFILED (M) WITH DEFILEMENT (M)
2,125 HERO(M) 15 EMOTION (M)
IF DEFILED(M) IS NOT NULL
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GROUP DEPRIVE: DEPRIVED(M) 15 DEPRIVED OF DEPRIVATION(M)
2,125 iF DEPRIVED(M) 1S NOT NULL

GROUP DISCOVERY: OBSERVER{(M) TELLS FATHER OF RAPE
1,2,124 {F OBSERVER(M) IS NOT NULL
FATHER DISCOVERS RAPE
IF OBSERVER(M) IS NULL AND RAPIST(M) IS NOT RULL

GROUP DIVIDE: | OTHER MEN DIVIDE FLESH

125 HERO(M) IS GIVEN ONLY TWO PAWS

HIS WIFE SHAVES HIS HEAD AND PAINTS HIM WITH GENIPA JUICE
IF DIVIDE(M) 1S NOT NULL

GROUP DIVULGE: A MONKEY ALMOST DIVULGES SECRET
124 ANOTHER MONKEY STRIKES IT ON LIPS

GROUP DOWN: ANIMAL (M) HELPS HERO(M) DOWN
1,12 {F VERTICAL(M) EQUALS BIRDNESTING

GROUP EATEN: [ANIMAL (M) EATS REST OF LI1ZARDS
1 ANIMAL (M) EATS HINDQUARTERS OF HERO({M)
SATIATED ANIMAL(M) WILLING TO HELP HERO({M)
IF EATEN(M) 1S NOT NULL

GROUP FALCONS: BROTHERS SET FIRE TO HOUSE OF PARENTS
124 PARENTS BECOME FALCONS TO ESCAPE

GROUP FATHER: HERO(M) GETS REVENGE ON FATHER AND FATHER'S WIVES
1

GROUP FINDFAMILY: [HERO(M) LOOKS FOR FAMILY
1 HERO (M) FINDS FAMILY
HERO(M) APPEARS AS LIZARD
CALL REVEALS
IF FINDFAMILY (M) 1S NOT NULL

GROUP FIRE: PEOPLE CAPTURE FIRE FROM ANIMAL (M)
12

GROUP FIREOUT: STORM PUTS OUT ALL FIRE EXCEPT THAT OF GRANDMOTHER
1

GROUP FORFOOD: HERO(M) EATS SOME OF LIZARDS
) REST OF LIZARDS ROT

GROUP GATHER: PROCURER (M) COLLECT (M) EXPEDITION(M)
1,2,124,125 |F PROCURER(M) IS NOT NULL

GROUP HELPERS: FOR K= 1,2,3

1,124 CALL NEED (M)

HERO(M) ASKS ANIMALS (M,K) FOR HELP

CALL HELP(M)

OBJECT (M,K) SHOULD NOT BE USED(M) BECAUSE
CALL REASON (M)

ANIMALS (M,3) FAULT(M)

CALL ALMOSTFAILS (M)
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GROUP HIDE: HERO{M) MUST HIDE FROM ANIMAL (M)
124
GROUP HORIZONTAL: FOR K= 1,2 ,
1,2,12,124 WANDERER (M,K) WANDERS THROUGH COUNTRY
IF WANDERER(M,K) IS NOT NULL

GROUP INSTRUMENT: BAITOGOGO AND OTHER CHIEF RETURN TO VILLAGE WITH OTHER HEROS

2 THEY BRING MUSICAL INSTRUMENTS

GROUP INTRO: CALL INTRO(M)

2,124,125 IF INTRO(M) 1S NOT NULL

GROUP KILL1: NEW CHIEF ASKS FOR ORNAMENTS .

2 NEW CHIEF KILLS HEROS WHO ONLY GAVE HIM A FEW
GROUP KILL2: BERKOROROT! CAUSES THUNDERBOLT TO FALL

125 MANY PEOPLE ARE KILLED -

GROUP KILLSWIFE: BAITOGOGO STRANGLES H!S WIFE

12

GROUP LAKE: LAKE APPEARS WHENEVER BAITOGOGO STOPS WALKING
2 TREE ON SHOULDER OF BAITOGOGO SHRINKS

GROUP L1ZARD: HERO(M) KILLS SOME LIZARDS

1,124 CALL LIZARDS (M)

GROUP LIZ1: CALL LIZARD

| IF L1Z1 (M) 1S NOT NULL

GROUP L1Z2: CALL LIZARD

124 IF L122 (M) IS NOT NULL

GROUP MODIFY: FOR K= 1,2,3,4

1,2,12, CALL MODIFY(M,K)

124,125 IF MODIFY (M,K) IS NOT NULL

GROUP MOUNTAIN: BERKOROROTI AND HIS SON ASCEND MOUNTAIN
125 BERKOROROT1 SMEARS CLUB WITH BLOOD

GROUP NEWCHIEF: BAITOGOGO AND OTHER CHIEF LEAVE VILLAGE
2 NEW CHIEF BELONGS TO CERA MOIETY

CALL ORNAMENTS
GROUP NOBLOOD: WIFE OF BAITOGOGO IS KILLED WITHOUT BLOODSHED
2

GROUP OBSERVE: OBSERVER(M) OBSERVES RAPE
2,124 yF OBSERVER (M) IS NOT NULL

GROUP OBTAIN: ANEIMALS (M,K) OBTAINS OBJECT(M,K) FOR HERO(M)
1
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GROUP ORNAMENTS: HERO(M) AND HIS SON ARE ASSOC (M)
2,125 CALL MUSIC (M)

CALL ORNAMENT (M)

CALL KiLL (M)

POPULATION 1S SCATTERED

GROUP PIGS: HERO(M) SHOUTS LIKE WILD PIGS
125

GROUP PURSUIT: | HERO(M) SWIMS IN SEA
124 ANEMAL (M) CHASES HERO(M) FROM WATER
CALL HELPERS
HERO(M) ASKS SKUNK WHO tS HIS UNCLE FOR HELP
SKUNK KILLS ANIMAL{M) WITH STENCH
IF PURSUIT(M) 1S NOT NULL

GROUP RAIN: THERE IS THUNDERSTORM
1,125

GROUP RAPE: RAPIST(M) RAPES VICTIM(M)
1,2,124 IF RAPIST(M) 1S NOT NULL

1 HERO{M) MAKES HINDQUARTERS WITH DOUGH
IF EATEN(M) IS NOT NULL

GROUP REFUSE: IT IS FOOD REFUSE
124

GROUP REAR: [HERO(M) HAS NO HINDQUARTERS

GROUP REVEALS: HERO(M) REVEALS HIMSELF TO HIS FAMILY
1,12

GROUP REVENGE: CALL REVENGE (M)
1,2,124 IF REVENGE (M) 1S NOT NULL

GROUP REVENGE2: CALL REVENGEZ2 (M)
1 IF REVENGE2 (M) 1S NOT NULL

GROUP SEA: ASARE IS THIRSTY

124 BROTHERS DIG WELL
ASARE CANNOT DRINK ALL OF WATER
WELL PRODUCES SEA

GROUP SHOT: ANIMALS (M,3) 1S HIT BY ARROWS
1 ANIMALS (M,3) IS NOT KILLED

GROUP SKY: CALL ORNAMENTS
125 HERO(M) AND HIS SON GO INTO SKY

GROUP SOULNEST: FATHER SENDS HERO(M) TO NEST OF SOULS FOR OBJECT(M,K)
1 HERO (M) ASKS HIS GRANDMOTHER TO HELP
HIS GRANDMOTHER ADVISES HIM TO ASK ANIMALS (M,K)
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GROUP STARS: BROTHERS BATHE IN SEA .
124 THEY BATHE TODAY DURING RAINY SEASON .
THEY APPEAR IN SKY AS PLEIADES WHEN CLEAN

GROUP SUB: CALL SUBTRACTION(M)
1,12 LEVEL (M,K) ELEMENT(M,K) 15 DESTROYED

GROUP THRASH: FATHER THRASHES BROTHERS
124

GROUF TREE: SON BECOMES BIRD

2 BIRD SEARCHES FOR MOTHER
BIRD DROPS EXCREMENT ON BAITOGOGO
EXCREMENT BECOMES TREE

GROUP VERTICAL: CALL VERTICAL (M)
1,2,12,124,125

GROUP WANT: HERO(M) 1S WANT (M)
1,12 IF WANT(M) IS NOT NULL

GROUP WARPAINT: WARPAINT AND WARCRYS ARE INTRODUCED
125

GROUP WIFE: WIFE OF HUSBAND (M) IS UNFRIENDLY
12 HERO(M) KILLS WIFE OF HUSBAND (M)
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fhE WOMEN OF THE TRIBE WERE GATHERING PALMS.

THE HERO RAPED HIS MOTHER.

THE FATHER DISCOVERED THE RAPE.

‘THE FATHER SENT THE HERO TO THE NEST OF SOULS FOR THE GREAT DANCE RATTLE.
THE HERO ASKED HIS GRANDMOTHER TO HELP. o

HIS GRANDMOTHER ADVISED THE HERO TO ASK THE HUMMINGBIRD.

THE HERO ASKED THE HUMMINGBIRD FOR HELP.

THE HUMMINGBIRD OBTAINED THE GREAT DANCE RATTLE FOR THE HERO.

THE GREAT DANCE RATTLE SHOULD NOT BE HEARD BECAUSE IT WOULD ALERT THE SOULS.

THE HUMMINGBIRD DROPPED THE GREAT DANCE RATTLE INTO THE WATER WITH A LOUD NOISE
THE SOULS WERE ALERTED.

THE SOULS SHOT ARROWS AT THE HUMMINGBIRD.

THE FATHER SENT THE HERO TO THE NEST OF SQULS FOR THE SMALL RATTLE.
THE HERO ASKED HIS GRANDMOTHER TO HELP.

HIS GRANDMOTHER ADVISED THE HERO TO ASK THE DOVE.

THE HERO ASKED THE DOVE FOR BELP.

THE DOVE OBTAINED THE SMALL RATTLE FOR THE HERO.

THE SMALL RATTLE SHOULD NOT BE HEARD BECAUSE IT WOULD ALERT THE SOULS.
THE DOVE DROPPED THE SMALL RATTLE INTO THE WATER WITH A LOUD NOISE,.
THE SOULS WERE ALERTED.

THE SOULS SHOT ARROWS AT THE DOVE.

THE FATHER SENT THE HERO TO THE NEST OF SOULS FOR THE BELLS.

THE HERO ASKED HIS GRANDMOTHER TO HELP.

HIS GRANDMOTHER ADVISED THE HERO TO ASK THE GRASSHOPPER.

THE HERO ASKED THE GRASSHOPPER FOR HELP.

THE GRASSHOPPER OBTAINED THE BELLS FOR THE HERO.

THE BELLS SHOULD NOT BE HEARD BECAUSE IT WOULD ALERT THE SOULS.

THE GRASSHOPPER DROPPED THE BELLS INTO THE WATER WITH A LOUD NOISE.
THE SOULS WERE ALERTED.

THE SOULS SHOT ARROWS AT THE GRASSHOPPER.
THE GRASSHOPPER FLEW SLOWLY.

THE GRASSHOPPER WAS HIT BY ARROWS.

THE GRASSHOPPER WAS NOT KILLED.

PHE FATHER FORCED THE HERO TO CLIMB A POLE TO CAPTURE MACAWS.
THE FATHER REMOVED THE POLE.

THE HERO WAS STRANDED.
THE HERO WAS HUNGRY.

THE HERO KILLED SOME LIZARDS.

THE HERO ATE SOME OF THE LIZARDS.

THE REST OF THE LIZARDS RETTED.

THE VULTURES ATE THE REST OF THE LIZARDS.

THE VULTURES ATE THE HINDQUARTERS OF THE HERO.
THE SATIATED VULTURES WERE WILLING TO HELP THE HERO.
'HE VULTURES HELPED THE HERO DOWN.

THE HERO HAD NO HINDQUARTERS.

HE HERO MADE MORE HINDQUARTERS WITH DOUGH.
'HE HERO WANDERED THROUGH THE COUNTRY.

PHE HERO LOOKED FOR HIS FAMILY.

THE HERO FOUND HIS FAMILY.

THE HERO APPEARED AS A LIZARD.

{HE HERO REVEALED HIMSELF TO HIS FAMILY.

'HERE WAS A THUNDERSTORM.

CELESTIAL WATER WAS CREATED.

"HE STORM PUT OUT ALL FIRE EXCEPT THAT OF THE GRANDMOTHER.
'ERRESTRIAL FIRE WAS DESTROYED.

HE HERO GOT REVENGE ON HIS FATHER AND THE WIVES OF THE FATHER.

MrTH |
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VILLAGE CHIEFS BELONGED TO THE TUGARE MOIETY IN OLDEN TIMES.
BAITOGOGO WAS A CHIEF.

THE WIFE OF BAITOGOGO WAS PICKING WILD FRUIT.

A MAN FROM THE TAPIR CLAN RAPED THE WIFE OF BAITOGOGO.

A SON OBSERVED THE RAPE.

THE SON TOLD THE FATHER OF THE RAPE.

BAITOGOGO STRANGLED HIS WIFE.

BAITOGOGO KILLED THE MAN FROM THE TAPIR CLAN SLOWLY.
THE WIFE OF BAITOGOGO WAS KILLED WITHOUT BLOODSHED.
THE SON WAS DEPRIVED OF RIS MOTHER.

THE SON BECAME A BIRD.

THE BIRD SEARCHED FOR THE MOTHER.

THE BIRD DROPPED EXCREMENT ON BAITOGOGO.

THE EXCREMENT BECAME A TREE.

BAITOGOGO WAS DEFILED WITH THE EXCREMENT.,

BAITOGOGO WAS ASHAMED.

BAITOGOGO WANDERED THROUGH THE COUNTRY.

A LAKE APPEARED WHENEVER BAITOGOGO STOPPED WALKING.

THE TREE ON THE SHOULDER OF BAITOGOGO SHRANK.
TERRESTRIAL WATER WAS CREATED.

BAITOGOGO AND THE OTHER CHIEF LEFT THE VILLAGE.

THE NEW CHIEF BELONGED TO THE CERA MOIETY.

-BAITOGOGO AND HIS SON WERE DISASSOCIATED. ‘
BAITOGOGO AND THE OTHER CHIEF RETURNED TO THE VILLAGE WITH SOME OTHER HERQES.
THEY BROUGHT MUSICAL INSTRUMENTS,

THEY BROUGHT ORNAMENTS FOR THE FUNERAL RITES.

THE NEW CHIEF ASKED FOR CRNAMENTS.

THE NEW CHIEF KILLED THE HEROES WHO ONLY GAVE HIM A FEW.
THE POPULATION WAS SCATTERED.

MYTH A
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ANALYSE DE LA PRODUCTION DU MYTHE 12

Le premier groupe de reégles appelé est CLAN, qui est le premier
dans la séquence primitive des groupes. L'entrée pour la classe CLAN (12)
ne contenant rien, ce groupe n'est pas exécuté. Il en est de méme pour
les neufs groupes suivants (GATHER, RAPE, OBSERVE, DISCOVERY, REVENGE,
CRIME, BLOOD, OIVIDE et DEPRIVE). Le groupe suivant, VERTICAL, appelle
vertical (m). Vertical (12) étant BIRDNESTING, BIRDNESTING est le premier

groupe a &tre exécuté. Ce groupe introduit plusieurs phrases. La premiére
provient de :

RELATION (M) FORCES HERO (M) CLIMB POLE TO CAPTURE MACAWS
Relation €12)
héro (12)

*brother in law”

"héro”

Ce groupe conduit & la production (aprés passage dans le méca-

nisme de génération du langage naturel) de la phrase :

"The brother-in-law forced the hero to climb the pole to capture
the macaws”, qui constitue le début du mythe 12 reconstitué. Puisque
lie (12) = "lie”, la partie suivante est exécutée. Elle conduit & la phra-
se "The herc said that the nest was empty". Les deux phrases suivantes

sont "The brother-in-law removed the pole", "The hero was stranded”.

BIRDNESTING &tant terminé, le contrdle revient au groupe sui-
vant dans la séquence primitive des groupes. C'est DEFILE qui est ignoré,
pusque DEFILE (12) est vide. Le groupe suivant est WANT. Puisque WANT(12) -
"thirsty” ; la phrase produite est "the hero was thirsty”. L121 et EATEN
les deux groupes suivants sont sautés. Le groupe suivant DOWN est exécuté
puisque Vertical (12) = BIRDNESTING et comme Animal (12) = "jaguar”, DAWN
produit "A jaguar helped the hero down”.

Le groupe suivant de la séquence primitive REAR est sauté. La
régle suivante HORIZONTAL est exécutée. Elle donne a 1'indice k 1la va-
leur 1 et teste si wanderer (m,k) est vide. Puisque Wanderer (12,1) =
"hero”, la phrase "the hero wandered through the country” est produite.
k est alors positionné & 2. Wanderer (12,2) étant égal & 2, la phrase

suivante est : "The jaguar wandered through the country”.
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Les groupes suivants L122 et FINDFAMILY gont omis.

Dans MODIFY, k est d'abord mis & 1 et Modify (m,k) est appelé
Modify (12,1) = SUB. Le groupe SUB appelle substraction (m). Substraction
(12) est CREEK. Dans ce groupe, un autre indice j voit sa valeur fixée 2

1. Deux phrases sont alors produites : "The hero and the jaguar came to

a creek. The hero wanted a drink”.

Puisque m = 12, k = 1, § = 1
element (m,k) = element (12,1
animals (m,j) = animals (12,1

} = "Water"”
} = "Vultures”.

C'est pourquoi la phrase suivante est :
"The hero could not drink because the water belonged to the vultures”.

CREEK positionne alors j & 2 et comme animals (12,2) = "Little
birds® produit : "The hero and the jaguar‘came to a cresk. The hero wan-
ted to drink. The hero could not drink because the water belonged to
little birds”. Puis j prend la valsur 3 et on trouve : "The herc and the
Jaguar came to a creek. The hero wanted to drink. The hero could not
drink becausé the water belonged to an alligator. Enfin, CREEK conclut
"The herc drank the water and drained the creek”.

Le groupe CREEK est ainsi terminé mais non le groupe SUB. Celui-ci
prodult "terreatrial water was destroyed” ce gui conclut SUB et renvoie
a3 MODIFY qui n'est pas terminé. MODIFY positionne maintenant k & 2 et
appelle Modify (12,2) qui est WIFE ; Pulsque husband (12} = "jaguar”,
WIFE produit : "The wife d&f the Jaguar was unfriendly. The hero killed
the wife of the jaguar”. De retour dans MODIFY,k prend la valeur 3.
Modi?y (12,3) = REVEALS qui est donc exécuté ; 11 génére : "The hero
revealed himself to his family". Puis MODIFY donne & k la valeur 4.
Modify (12,4) = ADD est appelé. ADD appelle addition (12) = FIRE. FIRE
engendre “The people captured fire from the jaguar”. De retour dans ADD,
la phrase ; 'Terrsstpiql fire was created” est ajoutée. Ce qui termine
. ADD et MGDIFY,_TouQ les autres groupes sont sautés ce qui termine la
productioﬁ du mytﬁe. -
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CHANGE STACK FOR TIME Z2H
CHANGE STACK FOR TIME 2HIM
1: {(BROTHERI MAKES HERO) SET AT 2H1M
2z {MAKES CAPTURE MACAWS) SET AT 2HIM
{MAKES CLIMB POLE) SET AT 2ZHI1M
(HERO SAYS THAT) SET AT 2HIM
(NEST EMPTY) SET AT 2HIM
{BROTHERI REMOVES POLE) SET AT ZHIM
{BERO STRANDED) SET AT 2H1IM
{HERC THIRSTY)} SET AT 2H1M

s 20 e

0~ Hh Wb

. e 0

CHANGE STACK FOR TIME 2H2M

l: (JAGUAR HELPS HERO) SET AT 2HZM
23 {(HELPS DOWN) SET AT 2H2M
3t (HERO WANDER}) SET AT 2H2ZM
4: (WANDER THROUGH COUNTRY) SET AT 2H2M
S: (JAGUAR WANDER) SET AT 2H2M
63 (WANDER THROUGH COUNTRY) SET AT Z2ZHIM
7 (HERQ RAND JAGUAR) SET AT 2H2M
8: {(JAGUAR COMETO CREEK) SET AT 2H2M
9: (HERO WANTS) SET AT 2H2M
1@: . (WANTS RNULL NDRINK]} SET AT 2HZM
‘1): {BERC DRINK PREASON) SET AT 2H2M
12: (WATER]1 BELONGST VULTURE) SET AT 2H2M
13: (DRINK CANNOT) SET AT 2H2M
14: {HERO RAND JAGUAR) SET AT 2H2M
15: (JAGUAR COMETO CREEK) SET AT 2H2M
16: : (HERO WANTS) SET AT 2H2M
17 (WANTS RNULL NDRINK) SET AT 2H2M
18: {(HERO DRINK PREASON) SET AT 2H2M
19: {WATER]1 BELONGST LITTLEBI) SET AT 2Z2HZIM
208: {(DRINK CANNOT) SET AT 2ZH2M
21: {BEERO RAND JAGUAR) SET AT 2H2M
22: {(JAGUAR COMETO CREEK) SET AT 2H2M
23: (HERO WANTS) SET AT 2HZM
24: {WANTS RNULL NDRINK) SET AT 2HZM
25: (HERO DRINK PREASON) SET AT 2H2ZM
26: {WATER1 BELONGST ALLIGATO) SET AT 2H2M
27 (DRINK CANNOT) SET AT 2HZM
282 {HERO DRINK WATER1l)" SET AT ZH2M
29: {DRINK RANDI]) SET AT ZH2M
30: (RAND1 DRAIN) SET AT 2H2M
31: (DRAIN RNULL CREEK1) SET AT 2HZIM
32: (CREEK OF ALLIGATO) SET AT 2H2M
33: (WATER1 DESTROYE) SET AT 2H2M
34: {WATER1 TERRESTI) SET AT 2H2M
35: {WIFE UNFRIEND) SET AT 2H2M
36: {WIFE OF JAGUAR) SET AT 2H2M
37: {HERO KILL WIFE) SET AT 2HZM
38: {WIFE OF JAGUAR) SET AT 2HZM
39: (HERO REVEALS HIMSELF) SET AT 2H2M
40: (REVEALS TO FAMILY) SET AT 2H2M
41: {(FAMILY HIS) SET AT 2H2M
42: (PEOPLE CAPTURES FIRE) SET AT 2H2M
43: (CAPTURES FROM JAGUAR) SET AT 2H2M
44: (FIRE CREATED) SET AT 2H2M

452 (FIRE TERRESTI) SET AT 2H2M
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«HE BROTHER IN LAW FORCED THE HERO TO CLIMB THE POLE TO CAPTURE THE MACAWS.
“THE HERO SAID THAT THE NEST WAS EMPTY.

THE BROTHER IN LAW REMOVED THE POLE.

THE HERO WAS STRANDED.

THE HERO WAS THIRSTY.

A JAGUAR HELPED THE HERO DOWN.

‘THE HERO WANDERED THROUGH THE COUNTRY.

THE JAGUAR WANDERED THROUGH THE COUNTRY.

“THE HERO AND THE JAGUAR CAME TO A CREEK.

THE HERO WANTED A DRINK.

THE HERO COULD NOT DRINK BECAUSE THE WATER BELONGED TO THE VULTURES.
THE HERO AND THE JAGUAR CAME TO A CREEK.

THE HERO WANTED A DRINK.

THE HERO COULD NOT DRINK BECAUSE THE WATER BELONGED TO LITTLE BIRDS.
THE HERO AND THE JAGUAR CAME TO A CREEK.

THE HERO WANTED A DRINK.

THE HERO COULD NOT DRINK BECAUSE THE WATER BELONGED TO AN ALLIGATCR.
THE HERQ DRANK THE WATER AND DRAINED THE CREEK. °~

TERRESTRIAL WATER WAS DESTROYED.

THE WIFE OF THE JAGUAR WAS UNFRIENDLY.

THE HERO KILLED THE WIFE OF THE JAGUAR.

THE HERO REVEALED HIMSELF TO HIS FAMILY.

THE PEOPLE CAPTURED FIRE FROM THE JAGUAR.

TERRESTRIAL FIRE WAS CREATED.

MITH 1A
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THE FATHER WAS HUNTING GAME.

THE BROTHERS RAPED THE MOTHER OF THE HERO.
ASARE OBSERVED THE RAPE.

ASARE TOLD THE FATHER OF THE RAPE.

THE FATHER THRASHED THE BROTHERS.

THE BROTHERS SET FIRE TO THE HOUSE OF THE PARENTS.
- THE PARENTS BECAME FALCONS TO ESCAPE.

ASARE WANDERED THROUGH THE COUNTRY.
THE BROTHERS WANDERED THROUGH THE COUNTRY.
ASARE KILLED SOME LIZARDS.

‘AN ALLIGATOR DEVELOPED FROM THE LIZARDS.
ASARE WAS THIRSTY.

THE BROTHERS DUG A WELL,

ASARE COULD NOT DRINK ALL OF THE WATER.

THE WELL PRODUCED A SEA.

TERRESTRIAL WATER WAS CREATED.

ASARE SWAM IN THE SEA.

‘THE ALLIGATOR CHASED ASARE FROM THE WATER.

ASARE HAD TO HIDE FROM THE ALLIGATOR.

ASARE ASKED THE WOODPECKERS FOR HELP.

THE WOODPECKERS COVERED ASARE WITH BARK.

BARK SHOULD NOT BE EATEN BECAUSE IT WAS FOOD REFUSE.
ASARE HAD TO HIDE FROM THE ALLIGATOR.

ASARE ASKED THE PARTRIDGES FOR HELP.

THE PARTRIDGES COVERED ASARE WITH STRAW.

STRAW SHOULD NOT BE EATEN BECAUSE IT WAS FOOD REFUSE.
ASARE HAD TO HIDE FROM THE ALLIGATOR,

ASARE ASKED THE MONKEYS FOR HELP.

THE MONKEYS COVERED ASARE WITH RIND.

RIND SHOULD NOT BE EATEN BECAUSE IT WAS FOOD REFUSE.
THE MONKEYS WERE TALKATIVE.

ONE MONKEY ALMOST DIVULGED THE SECRET.

ANOTHER MONKEY STRUCK IT ON THE LIPS,

ASARE ASKED THE SKUNK WHO WAS HIS UNCLE FOR HELP.
THE SKUNK KILLED THE ALLIGATOR WITH HIS STENCH.
THE BROTHERS BATHED IN THE SEA.

THEY BATHE TODAY DURING THE RAINY SEASON.

THEY APPEAR IN THE SKY AS THE PLEIADES WHEN CLEAN.

M 1xY
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THE MEN OF THE TRIBE WERE HUNTING A TAPIR.

BEPKOROROTI KILLED THE TAPIR QUICKLY.

BEPKOROROTI DISMEMBERED THE TAPIR.

THE OTHER MEN DIVIDED THE FLESH.

BEPKOROROTI WAS ONLY GIVEN TWO PAWS.

HIS WIFE SHAVED HIS BEAD AND PAINTED HIM WITH GENIPAJUICE.
HI5 SON WAS DEPRIVED OF FOOD. ,

BEPKOROROTI AND HIS SON ASCENDED THE MOUNTAIN.

BEPKOROROTI SMEARED A CLUB WITH BLOOD OF THE TAPIR.,
BEPKOROROTI WAS STAINED WITH BLOOD.

BEPKOROROTI WAS ANGRY.

THERE WAS A THUNDERSTORM.

CELESTIAL WATER WAS CREATED.

BEPKOROROTI AND HIS SON WERE ASSOCIATED.
BEPKOROROTI SHOUTED LIKE WILD PIGS.
WARPAINT AND WARCRIES WERE INTRODUCED.
BEPKOROROTI CAUSED A THUNDERBOLT TO FALL.
MANY PEOPLE WERE KILLED.

THE POPULATION WAS SCATTERED.

BEPKOROROTI AND HIS SON WENT INTO THE SKY.

MYTH 125



TYIS PROGRAM MAPS TIME AND MYTH SO THAT THE MYTHS
ALILL BE CUNERATED IN DISTLINCT TIME FRAMES
1E MYTH 1 AT TIMEQ ,MYTH 2 AT TIME {,ETC.

XODES

W

SNODES:
%

THAT 8= “THAT® ‘ .

MX 3 = R iR

LST @ = 3

ULST 8 = 3

)

1 * INDEXES

3

11 J=y

12 ¢ = - .
I3 8=y

*

L] MYTH INDENTIPIER/INDEXES

*

Ml Q=
M2 @ =
MI2Z 9 =y
M124 0=,
‘M12S 8=y
L ]

x SEMANTIC NODES
‘ A ———
ADD @=;

ADDRNMENTS Qg

ALERT (=}

AL 0= ALL":

ALLIGGATOR 8= "ALLIGATOR’)
AFFIRS 5= ARROW";

ASAFZ @n"ASARE";

BAITOCOGO B= anrococo's

EAFX @8 = BARK

BE PEORCROTI 8% ° aseraonorx )
BIXD 8= BIRD g

BIFONESTING #e;

EIFD23 1="BIRD ¢

BLOMDSH MeBLOODSHED §

BLOCDY @s;

BECTHERINLAW 2= BROTHER IR LAW®,
HERS J="BROTHER; .

OIETY 2= CERA MOIETY’)
CiHitF 8= "CHIEP )

CHIEFS 5= CHIEP";

CLUB  8="CLUB";

‘TRY 2=°COUNTRY’)

CNHVER E':

CRESK d="CREEK’}

CFEEK] 2="CREEK g

DIVULGE @=; .

DOUSH @s *DOUGH *

EXCREMENT 1l=’EXCREMENT '}

. - - - trmea
POPULATION 2= POPULATION’; ' .

PFEASON Oej

RATN 2 = "RAIN;

FLFUSE 0= REFUSE’;

REST 2="RESTg

RITES 3="RITE";

SEA 2+°SEA”;

SEASON 2~ "SEASON';

SZCPET 2% "SECRET g

SHOULDER 2=°SHOULDER')y

SKUNX 2= °SKUNK’s

sk 2= SRY°;

SMALLRATTLE 2=°SMALL RATTLE";

SOME @="SONE "}
SON B=°SON"g

SON1 0=y

SOULNEST @a=3
SOULS 3="S00t";
SCULS1 S="S0UL"j
STARS 8=y

STENCH @="STENCR p
STORN 2= "STORM'y
STEAW U= "STRAW'}
SUB fey

TAPIR @ ="TAPIR";
THPIPCLAN 2= “TAPIR CLAN g

THATZ 8= THAT'y

THERE @ THERE )

THEY 5= THEY'} :
TERASH Bwg i
THUNDERBOLT 8= "THUNDERBOLT') :
THUNSERSTORM 4= °THUNDERSTORM'y

. TIMES 1="TIME')

TPEE O TREE";
TRIEZ 2= "TRIBE’
TUSAPEMOIETY 2»° TUGARB HOIEBTY s
UNCLE 2= UNCLE'y
VULTURE 3= VULTURE")
WAFCEYS 5= “WARCRY g
WAEPAINT 0= WARPRINT®}
WATEPR D="WATER';
WhTERL 2= *1WATER'y
VELL 8= WELL s
WIFE 2+ WIFE ;.
WIFEGTBAITOGOGO 2ey
hILurHUIT 1 = WILD FRUIT':
VES 3= "WIFE"y
u“'" 3= "WOMAN";
WOMENOFTRIBE 3=;
foonpzcxan 3= "WOQDPECRER "}
3
kY
GWIFZ 8wy
GREVEALS 0wy
ADDL =3
.
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FALIONS 1= FALCON
FAMILY 0= FAMILY
FATHCR 2= FATHER ;
FEW O0="FEN:
FIRE fi='FIRE ;
FIREQUT 9= (TIRE OUT)y
FIRE}] 1="FIRE";
FLESH 7="FLESH
FOOD 1="FOOD";
FORFQOD 0 =
GAME 1= 'GAME :
GENIPAJUICE. @= "GENIPAJUICE ; -
GRANDMOTHER 2= GRANDMUTHER ¢
GREATDANCERATTLE 2% GREAT DANCE R
GSHOT Qm;
HEAD @ = "HEAD ;
HELPERS 1 a;
HELPN 0 =“HELP";
HERO 2 = ‘HERO';
HEROES 3 = "HERO';
RIDE @ = "HIDE 3
HIN @ = ‘HIM"y
HIMSELF B = HIMSELP'j
HINDQUART 3 = HINDQUARTER'j
HOUSE 2 » "HOUSE ;
HUMMINGBIRD 2 = Huuuchaznn',
rusrnunswrs 5= ' INSTRUMENT "y
IT 0="1T"
JAGUAR D= JAGUAR‘;
" KILLSWIFE @a;
KILL1 0=
KILL2 @=;
LAKE 8 = "LAKE";
LIE 0="LIE";
LIPS 3a"LIP’y
LISARD 4« LIZARD ;
LIZARD 1« "LI2ARD";
MACAWS 1= "MACAW y
MAN O="MAN";
MANFROMTAPIRCLAN Bap
MEN 3= MANy
MENOFTRIBE 3=,
MONKEY1 0="MONKEY 'y
MOTHER 24 "MOTHER'}
BOTHERL 0=)
MOTHEROPRERO 23}
RCUNTAIN 2="MOUNTAIN'jp
NDRINK 4= DRINR 3
NESCAPE 82 ESCAPE "y
MNEST 2="NEST ;
NEWCHIBF @ =)
NHELP c-'nzbr‘:
NOBLOOD B=¢
NOIBE 4w Noxs: '
NVILLAGE 2= "VILLAGE j
OBTAIN @=;
ORNAMENTS $="ORNAMENT "
PALMS 1= "PALN")
PARENTS 3=°PARENT 3
PAWS 1= PAW"y

.
ey
MONKEY 3=" MONKE! H
BELLS 3w’ BELL
ALLXGATOR 8=’ ALL!GATOR 1
RIND 8= "RIND"j

)

)

t

GCLAN @=;
GATHER 0=}
RAPE 2= RAPE")
OQBSERVE G+

DISCOVERY 0=;
REVENGE 9="REVENGE ")
CRINE #a;

BLOOD @="BLOOD 3
DIVIDE #=;

DEPRIVES @w=;
VERTICAL #~;

" DEFILE #=;

GMANT §=;

LIZIR]l fw; h
GEATEN #x=}

GDONN f=;

REAR @=;
BORIZONTAL f#=)
LITIR2 Q=;
GFINDPAMILY 8=;
MODIFICATIONR $=)
GPURSUIT #8~;
REVENGE2 @=~)
GINTRO Q=3

]

N RELATIONS

Y

SRELATIONS;

XX A 20 »;

ADVISES T 3.8 = ADVISE')
ALERTS I 3 & = ALERT'y
ALERTED A 2 @ ="ALERT )
ALMOST A 6 1 = ALMOST 3
ANGRY A 2 @ ="ANGRY
ANOTHER A 2 2 ="ANOTHER'}
APPEARS A 3 8= APPEAR”}
AS I 4 @ =°A8",

ASCEN 1 3 @ «"ASCEND";
ASHAMED™A 2 8= ASHAMED')
ASKFOR I ) @ =3

ASKS I 3 @ »’ASK";
ASSOCIATED A 2 @ = ASSOCIATED )
AT I 4 § ="AD’

BATHES A 3 n-'anrun':

BE A 3 #=«"BE"y

BECOMES I 3 8 = BECOME ;
BELONGSTO { 3 @ w;
BELONGS I 3 = BELONG
BRINGS I 3 # ~"BRING",

.
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BY I & § ="BY", HIT A 2 @2 HIT

< T A S IvTCOULD NOT; HUNERY X 2 0="HUNGRY ')

< £S 3 0= CAFTURE"} HUNTING T 2 0= HUNT 3

¢ 3= "CAPTURE "} IN T 4 0= [Ny

< » TCAUSE"; INTO A 4 P="INTO"y

cr 2 0= CELESTIAL" INTOL Y 4 Q0= INTO .
C = CHASZ '; INTRODUCED A 2 O='INTRODUCE
C = CLEAN",; IS T 3 0s"BE";

C d="CLINB ISTALKATIVE A 2 P="TALKATIVE )
o 227COME "3 KILL T 3 @="KILL ;

[stoh Q=3 KILLED A 2 8='KILL

[N 3 8«"COVER"; . ; LEAVES T 3 0="LEAVE";
CFEATED A 2.0« "CREATR e " LEAVING § ) @~ LEAVE';
CAFRIVED A 2 O0="DEFRIVE'; LIKE 1 4 Qa"LIKE;

CEFILES A 2 P DEFILED’, LITTLE A 2 @ 'LITTLE",
CEZSIVE I 3 Qa; LOOKFOR 1 3 @=;

o EnD A ) 0= "DESCEND®; LOOKS I 3 8a"LDOR";

[ ROYED A 2 0="DESTROY'j - LouD A 2 0="LOUD"y

c p

MAKE 1 3 0= MARE '}
MAKES I 3 @="FORCE";
MANY A 2 2 »~"HMANY g
MORE A 2 2 ="MORB"y
MUSICAL A 2 8= MUSICAL®;
MUST A 6 2« MUST";
MUSTNOT A 6 2= 'SHOULD NOT j
NEG A 6 2 NOT';
NEW A 2 0= NEW';
NO A 2 2 ="NO'y )
QBSERVES T ) 0= OBSERVE";
OBTAINS & ) 3= "OBTAIN';
OF I &4 g="Or",
OLDEN A 2 €= OLDEN';

H

DISASSSCIAT A 2 0="DISASSOCIATED';

CISCOVRS 1 3 0= DISCOVER'y

DISMCMIERS I 3 0= DISMEMBER®)

UIVICES T 3 @="DIVIDE ;

CIVULGES [ 3 2~ DIVULGE;

TCWH A 6 @a"DOWN;

DRXIN A 3 G« "DRAIN";

DEINR 1 3 Q= DRINK;

CROPS 1 3 @= DROP';

EURING I 4 0= "DURING'y

EAT I 3 9'EAT’;

EATEN 1 2 @ = EAT",;

EMFTY A 2 B «"EMPTY

ESCAFE 1 3 8 = ESCAPE® -
ESCAPEN A 3 0 = ESCAPE
EXCEPT 1 3 @="EXCEPT )
FAIL A 3 @u'FAIL';

FALL A 3 & « FALL",
FINDS 1 3 @ = FInn’,
FLIESLOWLY A 3 Qay

FLY 1 3 0w"FLY

FOODR A 2 (="FOOD"y

FCR I 4 @="FOR";

FOR1I A 4 @#="FOR’g

FROM I 4 O0='FROM g
FUNERAL A 2 @="FUNERAL'j
GFTHEPS I 2 O="GATHER 3
GETS T 3 6="GET";

GIVE 1 3 2 ='GIVE";
GIVEN T 2 9="GIVE"}
GIVES I 3 8="GIVE';

GO 1 3 0="G0";

GOINTO J 3 @m)

GOUP I 3 @,

HAS I 3 9="HAVE'}
HEAKD I 2 8% "HEAR")
HELPS I 3 #="HELP
HELPSA A 3 8= "HELP",
HIDES A ) 0~"HIDE ;
HIS A 2 2»"RIS'y

.

ON1 48 ="0N

ONE A 2 2="ONE’;

ONLYA A 6 L= ONLY'}

OTHER A 2 O« OTHER y

OUT A & 8="0UT";

PAINTS A 3 B="PAINT";
PICKING 1 2 @="PICK";
PRODUCES I 3 d="PRODUCE";
. PUTS I 3 -@="pUT")

PUTSOUT I 3 Bey

QUICKLY A 6§ 8= QUICK";
RAINY A 2 = RAINY";

RALL A 2 B="ALL";

RAND I 5 0="AND'}

RANDLl A S @="AND

RAPES I 3 D="RAPE';
REMOVES I 3 @="REMOVE’)
RETURNS A ) 8= RETURN")
REVEALS T 3 0= REVEAL®j
RNULL I 7 €=y

ROTS A 3 @="ROT"y

SATIATED A 2 2= SATIATED }
SAYS 1 3 0="GAY"; .
ECATTERED A 2 @= SCATTERED")
SEARCHFOR I 3 @=y

SEARCH Y 3 9='SEARCH";
SENDS I 3 @="SEND";

SET 1 3 9="8ET")

.
.

-
.

. )
SHAVES I 3 €="ShAVE®,
SHOOT X 3 8= SHOOT ;
SECT A 2 8="SROOT";
SHOUTS A 3 9= SHOUT ;
SHRINKS A 3 9= SHRINK";
SLCWLY A 6 8="SLOW";
SMEARS I 3 €=°SKEAR"}
SOMEL1 A 2 2 = SoME";
STAINED A 2 @="STAINED";

3 COLLECT (M1) =GATHERS ;

3 COLLECT(M2)=PICKING;

3 COLLECT(H124)=HUNTINGs
3 COLLECT(M125) "HUNTING:
2 DEFILED(M2)=DEFILES;

2 DEFILED(M125)=STAINED;
DEF JLEMENT (M2) *EXCREMENT)
DEFILEMENT (M125) =BLOOD;
DEPRIVATION (M2) «MOTHER] ¢

STOPS A 3 1= STOP'; DEPRIVATION (M125) sFOOD;

STRLNDED A 2 B= STRAND - DEPRIVED (M2) »SON;

STPANGLES I 3 0= STRANGLE '} DEPRIVED (M125) ~SON1;
STRIKES 1 3 @="STRIKE"; CDIVIDE {M125) ~HERO;
SWINS A 3 9= SWIM"; CEATEN(M1) =VULTURE;

TELLS I 3 8="TELL":
TERRESTIAL A 2 2="TERRESTRIAL®y; - -
THIRSTY A 2 Q= THIRSTY
TEPASBES I 2 @« THRASH')
THFOUGH 1 4 8= THROUGH")
TO 1 4 8="TO";
TODAY A 6 4="TODAY";
TAD A 2 2="TWO";
URFRIENDLY A 2 0= UNFRIENDLY'j .
UP A 4 é=‘ve”;
VILLAGE A 2 @="VILLAGE®;

WALKING A 3 @="WALK': -
WANDER A 3 9= WANDER';
WANTE A 3 @w WNANT®;
WHEN A 4 1=" ¥ i

ELEMENT] (M1) sWATER}
ELEMENT1 (M2) =WATER};
ELEMENT1({M12)=FIREs
ELEMENTI (M124)»WATER}
: ELEMENT1 (M125) =WATER;

- ELEMENTZ (M1) »FIRE;

. ELEMENT2 (M) 2} =WATERLy
2 EMOTION(M2) »ASHAMED;
2 EMOTION(M125)=ANGRYy
EXPEODITION{M1)=PALNMS;
EXPERITION (M2)«WILDFRUIT)
EXPEDITION (M124) =GAME;
EXPEDITIGN(M125)=TAPIR)
2 FAULT(M1)=FLIESLOWLYs
2 FAULT(M124)=ISTALEATIVE;

WHEWEVER 1 4 0= WHENEVER") :::27::;35;::};?5“0'
EZS“E : ;-g;H;qEnc ' HELP{M124)=COVER;

WILD A 2 P="WILD" : CHERO (M1 ) ~HERO;

WILLIKG A 2 0-‘HILLING') CBBRO:H:%;BAé:gGOGOI

v ‘ s CHEROQ (M -H ]
;§§305141°: :i?:x%nour‘ CHERO {M124) »ASARE;

WOULD A 6 2="WOULD; ' CHERO (M125) »BEPKOROROTL )
i RAUSBAND(M12) =JAGUAR;

(Y . . cxxnn«nz;-xtkbliz

) CRILL(M125)=RILL2;
% Shhoees, INTRO(MZ) =NEWCHIEF;
SCLASSESy xurnocnlzqi-srcas,

A INTRO(M125) «SKY;
A3§§¥§8§§?§}IER§Z: 2 LEVEL(M1}=CELESTIAL;
AGTITICN (X12) «FIRE; 2 LEVEL(M2)=TERRESTIAL}
ADDITICN (M124) =SEA} 2 LEVEL(M12)=TERRESTIAL;
ADDITION(R]125) ~RAIN; 2 LEVEL{M124) =TERRESTIAL}
ALMCSTFALILS (M1) wGSHOT 2 LEVEL(M125)«CELESTIAL;
ALVCSTFAILS n:zq)soxvancg 2 LEVEL2(M))=TERRESTIAL;
Awi;AL(Hl)-évbrunag * 2 LEVEL2(M12)»TERRESTIALj
AT onk (V1 ab)areonR oms LIZARDS (H1) < FOROODS
RLivALS CMAINGBIRD LIZARDS (M124) »ALLIGATOR;
IMALS {M1) =HUMMINGBIRD DOVE GRASSHOPPERj

ANIMALS (MiZ)=WLTUPE LITTLEBIRDS ALLIGATOR; Lzzx(nl)-bzzhﬁoab
ANIMALS IM124) = WOOGKFECKER PARTRIDGE MONKEY; LIZ2(M)124) LKZASU;

3 RaaocimgyeyiasootiaTy T

""FC e

anééééuéﬁfﬁii:383335332°' R e MODIFY(M12)»5UB GWIPE GREVEALS ADDI
BLOGLIHED (M125) =BLOODY; MOBIPY(M124) =ADD;

CLAN (H2) =BAITGS0GO; MODIFY(M125) =ADD}

e . .




FE OF BAITCGOGD) TO WIFEOFBAITOGOSC ;
"JTHER OF HERG) TO MOTHEROFHEKOj

EROM TAPISCLAN) TO MANFROMTAPIRCLAN 3

N CF TRIBE) TG WOMENOFTRIBES

RIMIN OF TRIBE) TO MENOFTRIBE;

*LENTRP(CATEIVED OF ) TO CEPRIVE 5 : ’ .
*LEXTKP(SEARCH FOR) TO SEARCHFOR § . : o '
*LEXTRP(FLY SLOWLY) TO FLIESLOWLYj

YLEXTRP(FUTS QJT)TO PUTSOUT:

FLEXTRP{LOCKS FOR)TO LOOKFOR;

SLEXTRP(EELONGS TO)TO BELONGSTOj

*LEXTRP{2JRDS LITTLE)TO LITTLEBIRDS;

PLEXNTRP(IOI#S TO)TO COMETO;

*LEXTRP(CD INTO)TO GOINTO;

*LEXTRP(MD1HER HIS) TO MOTHER];

CLEXTRP(SCN HIS) TO SONY
*LEXTRP(2SKS FOR) TO ASKFOR;
*LEXTRP (GO UP)TO GOUP;

[y BECYN PROGRAN :
S{IHE Fuil. WINS GROUPS ARE USED TO EXECUTE THE BASIC GROUP ORDER
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MUSIC (M2) = INSTRMENTS 1

MUSICIML25) =P1Ga

NEED (1) =SOULNEST:

NEED(ML24) =HIDE;

OBIECT (M]) *GRENTDANCERNTTLE SMALLRATTLE BELLS;
OBJECT (M124) =BARX STRAW RINDj
OBSERVER(M2)=SON; -
OBSERVE®R (M124) «ASARE:

OPNAMNT (¥2) =ALOR i
ORNAMNT {#125) ni\K
PROTURER {M]) =WOMEN
PROCURER (M2} «WIFEQFBAITOG} °

PROCURER {M124) =FATHER;
PROCURER (M125} = MENOFTRISE?
PURSUI'T(M124) =ALLIGGATIR s
RAPIST (M)} *HERO;

RAPIST (M2} =MANF #OMTAPIRCLAN
RAPIST {M124) =BROTHERS ;

REA DN {M1) »ALERT;

REASON (M124) wREFUSE
RELATION (M1) »FATHER;
RELATIOR (M12) »BROTHERIRLAW}
RELATION (M124) =4

RELATION (M125)=;
CREVENGE (M1} =HELPERS 1

£

¥

3

3

i GROUP MASTER

] THIS GROUP MAPS TIME ONTO RYTH SEQUENCE
: AND IS THE DRIVER OF THIS GENERATOR
SGROUP MASTER: 1H/ON;

3

SLOOP: X.MYTHSEQ;

%

SRULE: “DISABLE MASTER, %END;

18,-18 : NUM(MYTHSEQ) EQ @
SRULE: (SENDGROUP) *REMOVE X PROM WMYTHSEQ,
"MOIVE X TO MYTH,
TMIVE ANTMALS (X) TO TEMPANIMALS,
*MOVE OBJECT(X) TO TEMPOBJECTS,
"2VE CONTROLISEQ 10O CONT,
TENABLE MASTER2 1IN 1M,
“CALL CONTROLj

CREVENGE (M2) »KILLSWIFE;
CREVENGE (M124) sTHRASH
CREVENG2 (M1)*FATHER;

2 BPEED(M2)=SLOWLY;

2 SPEED(M125)=QUICKLY;
SUBTRACTION (M) =FIREOUT;
SURTRACTION (M1 2) «CREEK}
CTAPIR(M2) =MANFROMTAPIRCLANp
CTAPIR (M) 25)»TAPIR;

3 USED(M1) =HEARD;

3 USED(M124)=EATEN;
CVERTICAL (ML) »BIRDNESTING)
CVERTICAL (M2) =TREE ¢
CVERTICAL (M12) *BIRDNESTING;
CVERTICAL(M124) aFALCONS
CVERTICAL(M125) *MOUNTAIN;
VICTIM(M1)=MOTHER]L;
VICTIM(M2) «WIFEOFBAITOGOGO:
VICTIM(M124)a MOTHEROFHERO)
WANDERER (M1 ) «HERQ; -

SENDLOOP; WANDERER (M2) =BAITOGOGO §
SENDGROUP; - WANDERER (M12) «HERO JAGUAR;
1 WANDERER (M124) =ASARE BROTHERS)
v |crour masteR2 2 WANT (M1) *HUNGRY;
\ , . 2 WANT(M12) =THIPSTY;
SGROUP MASTER2: 100y ' CLASSES DSED POR_SEQUENCING MYTHS AND CONTROL
SRULE: *MOVE CONTROLASEQ TO CONT, M
*DISADBLE MASTER2, MYTHSEQ=M1 M2 M12 M124 M125;
*ENABLE MASTER3 IN 1M, CONTROL1SEQ=GCLAN GATHER RAPE OBSERVE OISCOVERY REVENGE)
*CALL CONTROL; CONTROLASEQ=CRIME BLOGC DIVIDE DEPRIVES VEKTICAL DEFILE GUAND)
SERDGROUP; CONTROL2SEQ » LIZRlL GEATEN GDOWN REAR HORIZONTAL L1ZR2
1 GFINDFANILY MODIPICATION GPURSUIT REVENGEZ GINTRO;
' . NYTH=)
) lcaoup MASTER) . CONT =,
. CNTRL =)
L] -
- .
X .. .
'y . . " -
SGROUP MASTERI: 1M/0N; ¢
SRULE 1 *MOVE CONTROL2SEQ TO CONT, *DISCLEAR PREASON, :
A oI, *DISCADD (1T ALERTS SOULS) TO PREASON;
SENDGROUD 4 $ENDLOOR; . .
4 Y z:nncnouv:
.
'
' GROUP CONTROL
N lrnrs GROUP CONTROLS THE SEQUENCING OF THE EVENTS 1 lerove AvcicaTor
: IN EACH MYTH WHICH ARE GIVEN IN CONTROLSEQ $GROUP ALLIGATOR: l.niopr,
$RULE: *INSERT (ANINMAL(M) DEVELGP
§GROUP CONTROL: 10/0rry (DEVELOP FROM LITARD)}
} j100P on controw sequewce $ENDGROUP)
sLooe ¢ Y.Conr; : !
: ‘o GROUP BIRDNESTING
SENDLoop, "OVE ¥ TO CNTRL,  SCALL CNTRL; $GROUP BIRDNESTING: 108/0PP)
: .
SRULE: $RETURN; —a
SENDGROUD. :noor: N.NYTH)
! $RULE: *INSERT(RELATION(M) MAKES CHERO(M}) (MAKES CAPTURE MACAWS)
- {(MAKES CLIMB POLE)}
3 IHE FOLLOWING GROUPS CORRESPOND TO THOSE IN THE STYLIIED PROGRAN  co.. ‘VILED CLLEB BOLEIL THAT) (HEST EWPTY) )
‘ 18,-18: NUM(CLIE(M)] GT 8y
v lorour avo T SRULE: RELATION(M) REMOVES POLE,
SGROUP ADDS \swsore senpuoSHERO () STRANDED)
SLOOP: M,MYTH;: SRULE: ';ETURHy
$RULE: *CALL ADDITION(M), ikt S
*INSERT (ELEMENT1(K) CREATED) (ELEMENTI(M) LEVEL{N))j :
SENDLOOP

SENDGROUR;
3

1
: |caoup ADDL
$GROUP ADOL; 1047008y
SLOOP : M.MYTH:

'$RULE: *CALL ADDITION(M),

*INSERT (ELEMENT] (M) CREATED) (ELEMERT1{M} LEVEL(M))}
SENDLOOPy '

"SENDGROUP;
’
! { erour AvoRrumENTS

SGROUP ADORNMENTS: © 10M/QFF)
SRULE: *INSERT(THEY BRINGS ORNAMENTS)
(BRINGS FOR RITES)
{RITES FUNERAL) ¢
:BHDGROUFI

: - | crour Averr
SGROUP  ALERT:

: 18M/0FF)
SLOOPs M.MYTH;
SRULEt ULST xx,
. *IRSERT (IT ALERTS SOULS) (ALERTS WOULD),
LST XX,

s

.

E‘ GROUP BLOOD

$GROUP BLOOD:

SLOOP: M,MYTHj

$SRULE: *CALL BLOODSHED{M);
SENDLOOP;

gENDGROUPI

\ | Grour BrooDY
’

$GROUP BLOODY 1@ 19M/0FP;
SLOOP: M.MYTH;

$RULE: CHERO(M) DISMEMBERS CTAPIR(M)g
SENDLOOP;

$ENDGROUP;

)
J srove ceran

. )
|
$GROUP GCLAN: 10M/0FP}
SLOOPt M. MYTH:
$RULE: *INSERT{CHIEPS BELONGSTO TUGAREMOIETY)
(BELONGSTO IN TIMES)
{CHRIEFS VILLAGE)
(TIMES OLDEW),
BAITOGOGO IS CHIEP)
19,~18: NUM(CLAN{M}) GT &)
SENDLOOPS
SENDGROUP;

1a8/0F 7y

~
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SGROUP CREEK:
SLOCPE M.MYTH;
SLOOP ¢ K.INDEXs T
$RULE: *CALL QUANTA, *REMOVE TEMPANIMAL FPROM
$RULE: *INSERT(CHERO(M) RAND JAGUAR)
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‘ GROVP COVER

COVER: 13M/0FFy
M oMYTH} '

*INSERT (TEMPANIMAL COVERS CHERO(M))
(COVERS WXITH TEMPOBJECT)y

lcsoup CREEK

10M/08F} ‘ R

ANTHALS (M) 3

- (JAGUAR COMETO CREEK),

*IHSERT LCHERO(M) WANTS)

(WANTS RNULL NDRINK),

*DISCLEAR PREASON, -
*DISCADD (ELEMENT2(M) BELONGSTO TEMPANIHAL) TO PREASON,
*INSERT {CHERQ(M) DRINK PREASON)

(DRINK CANNOT) .

SENDLOOF;
SRULE: ¥INSERT(CHERO(M) DRINK ELENENT2(M))

(DRINK RANDI1)
(RANDL DRAIN)
({DRAIN RNULL CREEK1)
(CREEK OF ALLIGATOR);

SENDLOOP; -
SENOGROUP)

3
M
1

$GROUP CRIME:
SLOOP: RM.MYTH;

\

SRULE Cl:T¢
10, -1
SRULE: *INSERT
13,~13:NUR{CTAPIR(M))
SENDLOOP;

{Group CRINE

18n/0rFs

SNEXT H) CHERO(M) KTIUL CTAPIR(M);
NUM(SPEED(M)) EQ & AND NUM{CTAPIR(M)) GT 0y
(CHERO (M) KILL CTAPIR(M)) (KILL SPEED(M))s
GT ® AND NUM(SPEED(M)) GT @3

SENDGROUPS

A
1
1

$GROUP
SLOOP:
SRULE:

| crour pEFILE

DEFILE: 18mM/0rp)

X.MYTH;

*INSERT{CHERO (M) DEFILED(M))

(CEFILED(M) WITH DEFILEMENT(M)), ’ .
CHERO({M) EMOTION{M);

18,-10: NUM(DEFILED(M)) GT #)

SENDLOCP;
SENDGROUPy

’
‘ .
3

SGROUP DEPRIVES:
:LOOP: H.AYTR)

J srove ozerives
101/0Pry

gGROUP
SLOOP:
SRULE:

GEATEN: 18n/0rP;

M.MYTH;

*INSERT(ANIMAL(M) EAT REST) (REST OP LIZARD),
*INSERT (ANIMAL(M) EAT HINDQUART)
(RINDTUART OF CHERO(M)),
®INSERT (ANIMAL (M) WILLING)
(ANIMAL (M) SATIATED)

© . {NILLING HELPS CHERO(M))}
19,-18: KUM(CEATEN(N)) GT 8)

SENDLOOP;

SENDGROUP:

:

1 | crour rarcons

1

SGROUP FALCONS: 10M/0FP;

$RULE: *INSERT(BROTHERS SET FIRE) (SET TO AQUSE) (ROUSE OF PARENTS),
S INSERT (PARENTS BECOMES FALCONS) (BECOMES . ESCAPER) )

SRULE: *RETURN;

SENDGROUR}

1

1 Jcroue eaTuER

3

SGROUP

$LOOP:

SRULE:

-

FATHER: 108/0PF)
R.MYTH:
*INSERT (CHERO (M) GETS REVENGE)
(REVENGE ON FATHER)
(FATHER BIS)
{FATHER RAND WIVES) B
{WIVES OF FATHER)p .
SENDLOOR)
SENDGROUP;
3
3 lGROUP FINDFAMILY
$GROUP GFINDFAMILY: 1en/0eP)
SLCOP: M. MYTH:
SRULE: *INSERT(CHERO(M) LOOKFOR FANILY)
(FAMILY HIS),
*INSERT (CHERG (M) PINDS PAMILY)
(FAMILY BXS),
*INSEPT (CHERQ (M) APPEARS)
(APPEARS AS LISARD),
*CALL GREVEALS;
{H,-ID: NUM(PINDFAMILY(M)) .GT.0;

SENDLOOP;

$ENDGROUP;
A
! forour rire

SGROUP PIRE: 18M/0FP;

~SPULE: *INSERT(PEOPLE CAPTURES FIRB)

(CAP?URES FROM JAGUAR} ¢

© SENDGROUP;
]
: ‘ ‘cnoup FIREOUT
SGROUP FIREOUT: 1aM/08P;
SHULE: *INSEPT(STORM PUTSOUT BLEMENTZ(M))

{ELEMENT2(M) RALL)
{FUTSOUT EXCEPT THAT2)

.

M EE———

.skULBt

§RULE: DEPRIVED(M) DEPRIVE DEPRIVATION(M);
10, =10 NUM(DERREVED (M) GT @

SENDLOOP;

$SULE 1 “RETURN:

SENDGROUP; &
' srove prscovery '

%

$GROUP DISCQOVERY: 18M/0F Py

SLOOP: M.MYTH;
)

‘ SRULE: T(SNEXT M) *INSERT{OBSERVER(M) TELLS FATHER) (TELLS OP RAP

10,-10:NUM{OBSERVER (M) GT 83
SRULE: FATHER DISCOVRS RAPEs
18,-10:NUM{GBSERVER (M) EQ ® AND ROM(RAPIST(M)) GI' 8;
SENDLOOP}
SRULE: *RETURN;
SENDGROUP 3
3
3
L ]
$SGROUP DIVIDE: 18mM/08 @)
SLOOPT M.MYTH;
SRULE: *INSERT(MEN DIVIDES FLESR)
(MEN OTHER),
FINSERT (CHERO (M) GIVEN PAWS)
(GIVEN ONLYA)
(PAWS TWO) ,
*INSERT(WIFE SHAVES HEAD)
[SHAVES RANDY) ,
[RANDL PAINTS)
{PAINTS WITH GENIPAJUICE)
[PAINTS RNULL HIM) (HEAD RIS) (WIFE HIS)y
18,-18: NUM(CDIVIDE {M})) GT 8;
SENDLOOP;
SENDGROUP;

'
v | crour prvuLce
)

$GROUP DIVULGE: 10M/07F)

$RULE:s *INSERT{MONKREY1 DIVULGES SECRET)
(DIVULGES ALMOST) -
{MONKEY1 ONE), .
*INSERT (MONKEYL STRIKES IT)
(STRIKES ON LLIPS)
(MONKEY1 ANOTHER)j

- | srour prvipe

$ENDGROUP)
.}
)
4

| crour coown

$GROUP GDOWN:

1en/oet,
SLOOP: M.MYTH;

T SRULE: "INSERT(ANIMAL(M) HELPS CHERO(M))

(HELPS DOWN)
18,-16: (CVERTICAL(M) EQL BIRDNESTING))
SENDLOOP; -
$ERDGROUP)

. $ENDGROUP:

L -

3 | srour rorroOD

2

$GROUP FORFOOD1 16M/0FF)

LOOP: M MYTH;

:RULB: *INSERT [CHERQ (M) EAT SOME) (SOME OF LIZARD},
*INSERT (REST ROTS) (REST OF LIZARD} 3

$ENOLOOP;

:zuncaoor:

. Yoroue GaTER
'

$GROUP GATHER: 19040073

LOOP: M.NYTH;

gaunss PROCURER (M) COLLECT{M) EXPEDITION(M))
19,-19: NUM(PROCURER{M}) GT 03

$ENDLOOP};

$RULE: *RETURMNp

$ENDGROUP)

1
Y fGrouP HELPERS
)

$GROUP
$LOOPY
L)

$LOOPY
SRULE:

$RULE:

AELPERS: 184/0PP;

M.MYTH; .

K.INDEX;

*CALL QUANTA, *REMOVE TEMPANIMAL FROM ANIMALS (M),

*CALL OQUANTQ, ¥REMOVE TEMPOBJECT FROM OBJECT(M)y

*CALL NEED (M)

-xnszkr(cusnoin) ASKS TEMPANIMAL) (ASKS POR HELPN),

SCALL BELP (M),

*CALL REASON(M))

*INSERT (TEMPOBJECT BE)

(BE MUSTNOT)

{BE USED(M) PREASON)j

*INSERT (TEMPANIMAL DROPS TEMPOBJIECT)

(DROPS WITH NOISE) (DROPS INTOL WATERL)

(NOISE ngoéé

SOULS ALERT!

*INSERT(SOULS SHOOT ARROWS) (SHOOT AT TEMPARIMAL))

10,-10: (M) EQL MYTH))

$ENDLOOP;

SRULEY TEMPANIMAL PAULT(M), .
*CALL ALMOSTFAILS(M); ) .

$ENDLOOP}

SENDGROUP}

1
3
s
$CROUP HIDE: ) 188/0PP; )
$LOOP: M. MYTH;
$RULE: *INSERT (CHERO(M) HIDES)

(HIDES FROM ANIMAL(M))

(HIDES MUST))

$SENDLOOP)
$ENDGROUPS

$RULES

Jcroue HIDE



t

) {e=our noryzoNTAL

SGATUP HORIZONTAL: 19n/0FE;
SLICT: M.MYTH;

)

SREULE: *INSERT{WANDERER(M) WANDER) {WANDER THROUGE COUNTKY);

19,«1v: NUM{WANDERER({M)) GT 8;
SENTLOOPR;

SRULE: *"RETURNg

S$ELCGROUP: ’

' Y crour nsTRUMENT )
'

SGROUP INSTRUMENT: . 198/0PF;
SRULE: *INSERT(BAITOGOGO RETURNS)
{RETURNS WITH HEROES)
{RETURNS TO NVILLAGE)
{BAITOGOGO RARD CRIEP)
(CHIEF OTHER)
(HEROES SOME)) -
{HEROES OTHER),
¢IRSERT(THEY BRINGS INSTRUNENTS)
{INSTRUMENTS MUSICAL) 3
SENDGROUR;
)

s {crour GinTRO
A

SGROUP GINTRO: 19M/0FP;
SLTOP: M.HYTH;

SRULE: *CALL INTRO(M);

13,-10: NUM{INTRO(M)) GT 8

SENDLOOP;

SENDGROUP;

1
s tsroup x1p1a
:

$GROUP KILLL: 10M/GPF)
SRULE: *TNSERT(CHIEF ASKFOR ORNAMENTS) {CRATEP NEW) .
*INSERT(CHIEF KILL HEROES)
(KEROES WHO}
(WHO GIVE FEW) (GIVE ONLYA)
{GIVE RNULL HIA)
(CHIEF NEW);
SENDGROUP,
A

1 Jsrour xaLL2 .
.

$GROUP KILL2: lan/o0rr;

SRULE: *INSERT(BEPROROROTI CAUSE TRUNOERDOLT)
(CAUSE FALL),
*INSERT(PECPLE KILLED)

{PEOPLE MANY);:
SENDGROUP;

: 'cnour KILLSWIPE

SGROUP KILLSWIPE: len/0re,

SLOOP: M.MYTM;

SRULE: *INSERT{BAITOGOGO STRANGLES WIFrE)
{WIFE B1S8);:

SENDLOOP;

. .
-

[ jorous wEWCHIEP .
1

$GROUP NEWCHIEF: 1M/OFPy

SRULE: *INSERT(BAITOGOCO LEAVES NVILLAGE)
{BATTOGOGO RAND CHIEP)
{CHIEF OTHER),
*INSERT{CHIEP BELONGSTO CERAMOIETY) .
({CHIEF NEW),
*CALL ORMARENTS;

SENDGROUP;

A { srour xosoop
]

SGROUP NOBLOOD: 148/0PP;

SRULE: *INSERT{MIPEOFBAITOGOGO EILLED)
(KILLED WITHOUT BLOODSE)j;

SENCGROUP

Y

v ‘cnoup OBSERVE

L ] ——

$GRCUP OBSERVE: 180/020;
FLOOP: M.MYTH;

SRULE: ORSERVER{M) OBSERVES RAPEj
18,<123: NUM({QBSERVER(M)) GT 4,
SENDLOOP; i
SRULE: *RETURN;

$SERDGROUP: i
1

) lt:noup OBTMIN
v

SGROUP OBTAIN: . 18N/078;

SLOOP: M, MYTH; : .

SRULE: *INSERT(TEMPANIMAL OBTAINS TEMPOBJECT)
{OBTAINS FOR CUERO(M));

SENDLOOP;

SENDGROUP)

'
! | srour omnanents

$GROUP ORNAMENTS1 . 148/0F2;
SLOGP: M, MYTH;
$RULE: *INSEAT(CHERO{M) RAND SON1) (SON1 ASSOC{(M)),
SCALL HUSIC(M),
*CALL ORNAMNT (M},
*CALL CKILL(M),
POPULATION SCAYTERED)
SENDLOOP;:
fwbcnuups

* { sroue pics :
1

SCROUP PIGS: 1ew/0re;
SLOOP: M.MYTH)
SRULE: *INSERT{CHERO(M) SHOUTS)
(SHOUTS LIKE PIGS)
-{PIGS WILOD)}
SENDLOOP)
:Enmmups

% Y sroor seumsurT
3

_95‘..

SRULE: *RETURN;
SENDGROUP;

1
' lcrour Laxe
N

SGROUP LAKE: 12H/OFE;

$RULE: *INSERT(LAXE APPEARS) (APPEARS WHENEVER BAITOGOGO)

(BAITUGIGO STOPS) {§7JP5 WALKING),

*INSERT (YREE SARINKS) (TREE ON SHOULDER) {SHOULDER OF BAITOGOGO)

$RULE: *RETURN:

/ SENDGROUP;

¢t |orour Lrxzaro
'

$GROUP LIZARD: ram/orr;

SLOOP: M.MYTH; : .

$RULE: *INSERT{CHERO{M) RILL LIZARD}) (LIZARD SOMEl},
*CALL LIZARDS{M);

10,-18: NUM(LIZARDS(M}) GT #y

SENDLOOP;

SENDGROUP?

: o
’ Jorour Lrzm
4
$GROUP LIZRIt 10M/0PF,
SLOOP: M.MYTH;

SRULE: *CALL LIZ1(M);

SENDLOOP;

$ENDGROUP;

b
v Jorour L1zr2
'

S$GROUP LIZRZ: ism/0Pr;
SLOOP: M.MYTH) .

SRULE: *CALL LI%2{M);

SENOLOOPy

FENDGROUD)

.

3 !GROUP KOOIFICATION
L
$GROUP BODIFICATION: 18N/0FF;
SLOOP: M.MYTH;

SRULE: *CALL MODIFY (M)

SENDLOOP;

SENDGROUP)

N
' J srour mounraIR
s

$GROUP MOUNTAIN: 18M/0FF;
$RULE:. *INSERT (BEPKOROROTI ASCENDS MOUNTAIN)
(BEPROROROTI RAND SON1),
*INSERT (BEPKOROROTI SMEARS CLUB)
{SMEARS WITH BLOOD)
(BLOOD OF TAPIR);
$RULE: *RETURN}
$ENDGROUF)

*INSERT (ANIMAL (M) CHASE CHERO(M))
(CHASE FROM WATERL),
*CALL HELPERS,
*INSERT [ASARE ASKS SKUNK)
{ASKS FOR HELPFN)
(SKUNK 15 UNCLE)
{UNCLE HIS),
*INSERT (SKUNK KILL ANIMAL(N)) -
{KILL WITH BTENCH)
. ISTENCH HIS)y
18,-)2: NUM{PURSUIT(M}) GT #,
$ENDGROUP;

M
v |croue marw
'

SGROUP RAIN: - 18M/0P7;
$LOOP: M.MYTH)

$RULE: THERE IS THUNDERSTORM;
$ERDLOOP;

SRULE: "RETURN:

$ENDGROUP;

\

v | crovr mare
'

SCROUP RAPS: 18u/08P)
$LOOP1 K. MYTH;

$RULE: RAPIST(M) RAPES VICTIM(M);
10,-18: NOR(RAPIST(M)) GT 8;
$ERDLOOP;

SRULE: *RETURN;

$ENDGROUP;

3
s Jomrour rear
.

SGROUP REAR: 1aM/0FF;

SLOOP: M. MYTH) .

SRULE: *INSERT{CHERO(M) HAS HINDQUART)
(HINDQUART NO), .
*INSERT (CHERO (M} MAKE HINDOQUART)
(MAKE WITH DOUGH) (HINDQUART MORE)j

10,-18: NUR{CEATEN(M)) CT @;

SENDLOOR;

$ENDGROUP;

1
T Jerour reruse
[
$GROUP REFUSE: 18M/07 1)
SLOOP: M, NYTH}
SRULE: ULST XX,

*INSERT(IT 13 REPUSE) .

[REFUSE FOOOR),

LST XX,

*DISCLEAR PREASON,
: *DISCADD(IT 1S REPUSE) TO PREASON;
SENDLOOP;
$BROGROUP)




TALS: 194/0FP;
! T(CHERO (M) REVEALS RIMSELF) .
(FEVEALS TO FAMILY)

(FAMILY HIS);
SENDLIOR;
SENDGROUF;

.
1 Yesour revence
)

SGROUP REVENGE: RULVS 3

SLOOPT M.MYTHy . . o
$RULE: *CALL CREVENGE (M)y Lot
108,-1%: NUM(CREVENGE (M)) GT 9

SENDLOOP;

SRULE: *FITURN3

SENDGROUP

\
' terour mevence2
'

$SGROUP REVENGE2:
SLOOP: M,MYTH;
SRULE: *CALL CREVENG2(M)j
18,-18: NUM(CREVENG2(M)) GT 03
SENDLGOP;

 $ENDGROUP3

1en/0rey

'
v |crour sEa
b3

$GROUP SEA:

SRULE: ASARE THIRSTY,
BFOTHERS DIG WELL,
*INSERT(ASARE DRINK
RELL PRODUCES SEAj

. SRULE: *REZTURN,

SENDGROUP;

108/08F;

'ALL) (DRINK CANNOT) {ALL OF WATER}),

Lcrour csnor

SGROUP GSHOT: . 1aM/0FR}
SRULE: *INSEPT(TENPANINAL HIT)
(KIT BY ARROWS),
*INSEFT(TEMPANIMAL KILLED)

3
.
13

{KILLED NEG) s
$ENDGROUP;

'

' lcroup skr

'

SGROUP SKY:

SLOOP: M.MYTH;

SRULE: *CALYL ORNAMENTS,
“INSERT(CHERO (M) GOINTO SKY)
(CHERD (M) RAND SON1)s

SENDLCOP;

SENDGROUP

' .
s.  Jorour souwnese
v

SGROUP SOULNESTS

l1om/0vey
SLOOP: WM. MYTA; ’ .
SRULE: *INSERT(PATHER SENDS CHERO(N))

.
.

lom/08r)

 crovr cuanr

SGROUP GWANT:
SLOYP: M.NYTA;
SRULE: CHERO(M) WANT(M);
19,~13: NUM(WANT(M)) GT 8;

. $ENDLOOP; :
zeuncaour:
: . |srour warearsr

+ SGROUP WARPAINT: 1en/0ry '
SRULEY *INSERT({WARPAINT RAND WARCRYS) !

(WARCRYS INTRODUCED))
:ENDGROUPS

s o

1a/ore;

: " Jerour Guire

SGROUP GWIPE: 18n/00F,
SLOCP: M.MYTH; .'
$RULE: *INSERT(WIFE UNFRIENDLY)
(WIFE OF HUSBAND(M)),
* INSERT(CHERO (M) KILL WIPE) k
(WIFE OF HUSBAND(M))j
19,-10: NOM(BUSBAND{M)) GT &)
SENBLOOPR}
SENDGROUP;

s
.
*

(cnom- QUANTA
SGROUP QUARTA: 10m/0PE;

SLOGP: M. MYTHj
ggggg: 0§AKIHAL8(H)3 :
: {SENDGROUP) *MOVE Q 10 TB

SENOLOOP; °. TENPRNIHALY

SENDLOOP;

SENDGROUP;

: | Grour quanTo

SGPOUP QUANTO:

SLOG2T M. MYTH;

::eopx ogoeaac'rmn .
JLE: (SENDGROUP) *MOVE Q TO TEMPOR

SEHDLOCP; @ FORIECTY

SENDLNOP;

:enpsmun

A
L]

18M/0PF,

l=wo oF PrOGRAN
SEND;

- 96 -

{SERDS FOR TEMPOBJIECT)
(SEXDS 10 NEST)

(NEST OF SOULS1),

*INSIRT(CHERO(M} ASKS GRANDMOTHER)
(ASYS HELESA) (GRANDMITHER HIS),

*INSTRT (GRANDMOTHER ADVISES CHERO(M))
(ADVISES ASKS TEMPANIMAL) (GRANDMOTHER HIS))

SENDLOOP:

$ENDGROUP;

. Yerour stars

.

$GROUP STARS: 10N/0FF; )
SRULEt *INSERT(RROTHERS BATHES) . :
(BATHES IN SEA), /
SINSERT ('THEY BATHES) .
{BATHES DURING SEASON)
(BATHES TODAY)
(SEAFON RAINY),
*INSERT{THEY APPEARS)
(APPEARS WHEN)
(WHEN CLEAN)
(APPEARS AS PLEIADES)
{APPEARS IN SKY);
SENDGROUP) :
[}

: ‘GROUP sus

SGROUP SUB: 18M/0rP;

SLOOP: M.MYTH:

SRULE: *CALL SUBTRACTION(M),

SINSERT (ELEMENT2(M) DESTROYED) (ELEMENT2(M) LEVELZ(M}}}
SENDLOOP 3
$ENDGROUP;
]

%
.

{crour Tumasa

$GROUP THRASA: 10M/0PP;
$RULE: FATHER THRASHES BROTHERS)
SRULE: *RETURN) .
SENDGROUP)

Y .
: { crour TRER

$GROUP TREE: C 198/0FF)
$RULE: SON BECOMES BIRD,
. BIRD SEARCHEOR MOTHER,
*INSERT(BIRD DROPS EXCREMENT) (DROPS ON BAITOGOGO) ,
EXCHEMENT BECOMES TREEj .
$RULE: *RETURN) )
SENDGROUPS

.
\ tcrour verTICAL

SGNOUP VERTICAL: 1en/0rm) :
SLOOP: N.MYTH; :
$RULE: *CALL CVERTICAL(N)j

SENDLOO®)

SRULE: “RETURW)

SENDGROUP)
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5.0. PROPP

5.1. Automatisation de la théorie de Propp concernant les contes Q
un_mouvement.

Le programme présenté ici est une version révisée de celle donnée
dans Klein et al. (1974). Les trente textes de contes produits sont
également nouveaux, 1'appendice comprend un listing complet du program-
me et de la grammaire. Pour deux contes, on a placé & c6té du texte pro-
duit la pile des modifications (liste des structures profondes succes-
sives), les commentaires quil les accompagnent font référence soit au
programme de simulation, soit au texte de Propp lui-méme. Les vingt-huit
contes restant sont rassemblés dans 1'appendice. Le programme produit
en fai’ deux piles de modifications pour chaque conte ; c’est & cette

divisjon que correspond la division en deux paragraphes du texte fourni
par la machine.

Le point le plus délicat dans 1'automatisation de Propp comme de
Levi-Strauss, concerne la quantification logique des fonctions, c'est-
d-dire la sélection cohérente au cours de 1'intrigue de personnages de
fonctions et d'objets qui soient compatibles entre eux. Propp suggere.
une liberté de composition qui ne parait pas logiquement cohérente, bien
qu'ailleurs {1968 : 112) il mentionne la nécessité pour le conteur de
s'astreindre & des contraintes logiques présidant aux combinailsons en
apparence arbitralres de 1'intrigue. Ce point est discuté dans le tra-
vail de pionnier d’El1li-K8ngas Maranda, "Individual and tradition”,
(1974). Dans le modele de Propp présenté ici, un souci majeur a consisté
a4 mettre en place une quantification logique contraignante. Comme dans
1'exemple concernant Levi-Strauss, les classes indicées ont été utili-
sées ainsi que d'’autres types de sélection logique (les indices permet-
tent ici de former des ensembles de persannages, d'objets et de fonctions
gui soient compatibles, plutft gque de conduire & des choix prédéterminés.
Ceci correspond & 1l'orientation générale des hypothéses faites par Propp
lui-méme (1868 : 47, figure 1). Des tirages aléatoires sont opérés dans

les classes en fonction de leurs indices).
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Heda Jason, Dimitri Segal, Pierre et El1li-K8ngas Maranda nous ont
déclaré par oral, que les contes produits bien que fidéles aux spécifi-
cations énoncées par Propp, n'en &taient pas moins différents des con-
tes russes réels. Jason et Segal ont plus particulidrement indiqués que
s1 la-syntaxe du modéle de Propp avait &té respectée, certaines régles
sémantiques d'ordre culturel avaient été violées. Toutes sortes de dé-
- fauts subtils de cet ordre génent un russe d'origine (Segal). Et de ce
point de vue, Jason note gue le modéle démontre utilement qu'il est né-
cessalrs en folklore de distinguer entre s&ntaxe et sémantique (dans ce
cas présent "sémantique” fait référence 3 des contraintes trés subtiles

partant sur la sélection d'unités en fonction de convsntions culturelles
obvies pour le_conteur indigéne). Jason estime que c'est précisément no-

tre ignorarice du matériau original (contes russes) gul nous a permis de
montrer en quoi les hypoth2ses de Propp, et de la plupart des théories
ethno-poétiques contemporaines sort inadéquates. Car le modéle gue nous
avons construit de Propp est fidéle et sl les contes ne sont pas acceptés
par le lecteur indigéne en raison de la violation de contraintes cultu-
‘relles plus subtiles, il faut porter au ¢rédit du modéle d’avoir mis en
évidence 1'existence de ces régles. (Elles sont par aillsurs aisées &
prendra en compte, chaque connection ne requiert pas plus qu'une entrée

- dans la déclaration d'une classe ou une ligne de code supplémentaire).

_ Dans cette version corrigée du programme, la quantificatbn logi-
que de chaque conte est calculée par un groupe de contrdle principal
avant de commencer 1'exécution des groupes de régles., Afin de provoguer
la production d'un conte, .un nombre quelconque est fourni au générateur
de nombres aléatoires. A partir de cette racine, ce mécanisme construit
une séquence de nombres pseudo-aléatoires qui sont utilisés au cours de
la construction du conte. Ainsi, il y a autant de contes possibles nue
de nombres {dans la pratique ce nombre ne peut dépasser les valeurs sto-
ckables dahs tin emplacément mémoire de la machine utilisée). Il est bien
sur possible gue plusieurs de ces contes solent des répliques exactes,
mais noué ne discuterons pas ce point qui‘ souléve des questions d'ordre
& la fois statistique et empirique. Les numéros donnés aux textes de
contes ne correspondent pas aux nombfés gui ont servi de base pour les

produire.
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On ne commentera pas ici en détail le programme de simulation.
Dans le texte de ce programme, des commentaires ont &té insérés (souli-
gnés par des lignes verticales). Ils renvoilent aux pages de la deuxidme
édition de Propp (en anglais, 1968) et utilisent exactement les mémes
termes que ceux choisis dans cette édition pour désigner les fonctions.
Ceci devrait permettre au lecteur de se convaincre gque la modélisation
faite de Propp est compl2te et pratiquement en correspondance bijective
avec l'original. Ainsi le texte de Propp, 1968, peut-il &tre utilisé &
1'6égard de notre programme comme l'exemple schématigue donné ci-dessus

de la production d'un mythe issu du livre de Lavi-Strauss.

3.2. La modélisation de contes d plusieurs mouvements.

L'utilisation de classes indicfes & des fins de quantification
est un procédé de quantification transformationnel dérivé de celul pro-
posé par Lakoff A propos de Propp dans "Structural complexity in Fairy
Tales” (1964, 1972) ; l'analogie faite par lui concernant 1'utilisation
de transformations pour la quantification de contes & plusieurs mouve-
ments nous parait par trop imprécise. Les mécanismes de quantification
requis sont beaucoup plus complexes que ne le laisse supposerla solution
vague qu'il propose sous ce vocable, les possibilités de combinalson des
mouvemants sont limitées par Propp lui-méme 3 des imbricetions d'intri-
gues beaucoup plus simples que celles g’une combinaison logique permst
de construire, la quantification d'un conte dont les parties sont forte-
ment connectées et imbriquées est une tache difficile mais qui doit &tre
entreprise et pour laquell une solution &légante doit Stre trouvée au-
déla de 1'application de simples recettes. Le probleme est similaire A

celuil posé par le contr6le de 1'exécution en paralldle de plusieurs pro-

grammes.

Une solution peu satisfaisante consisterait 4 générer les nom-

bres correspondant aux contes principaux et 3 ceux qui leurs sont inclus

avant le début de la production du texte. D'une facon plus élégante, on
peut amener le programme de simulation 3 s'appeler lui-méme récursivement
a3 1’instar des sous—programmes'et avec les paramétres appropriés, chaque

fols qu'il est nécessaire de générer un autre mouvement 3 1'intérisur
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~d'un mouvement déja en cours. Des difficultés apparaissent néanmoins si

- des événements du mouvement inclus sont nécessairesd la quantification
de fonctions du mouvement inclusif.

Le syst@me de simulation mé&ta-symbolique offra deux nossibilités
‘qui ne sont pas exploitées pour 1'instant ; la brémiére permet au systé-
me de se projeter dans le "futur" afin d'éQéluer son évolution. Cetts
évaluation anticipée pourrait fournir las dnnhéeé nécessaires & la guan-
tification de 1'appel fait au moment de la production d'un mouvement in-
clus, ou encore pourrait se produire & la sorties de ce mouvement pour
obtenir les paramétres qui bermettént de quantifisr le reste du mouvement
inclusif. Le second dispositif permet au programme de simulation de pro-
duire et d° exécuter d’ autres programmes de simulations (méta-compilation).
Si on suppose que lgs réples gouvernant un mouvement inclus sont plus
restrictives que celles qui s'appliguent a un conte, on peut imaginer
que les données fournies par une &valuation anticipéa soient utilisées
pour construire, compiler et exécuter un ensemble de régles plus contrai-
gnantes qui produisent le type de mouvement inclus gue nécessite le mou-
vement inclusif. Cette technique permettraitl’'imbrication de contes pos-
sédant des relations logiques avec ceux qui les incluent, bsaucoup plus

étroites que celles observées dans les contes russes réels.

6.0. L'ANALYSE AUTOMATIQUE DES CONTES

- Un analyseur sémantique complet adépté a ce systéme est en cours
de construction. Il permettra sn particulier de.déterminer quelles regles
d'un programme de simulation donné pourraisnt avoir produit une structu-
re profonde correspondant & un texte fourni en entrée. Das -références
pourraient alors étre &tablies entre les unités lexicales et les objets
ou les relations sémantiques qu'elles représentent. Les riégles elles-
mémes qui constituent le programme de simulation étant elles aussl repré-
sentées dans le m@me réseau sémantique, il serait alors possible de pas-
ser d'un texte & 1'ensemble des‘tripletS—qui lui sont associés, puis de
déterminer les régles qui pourraient avoir produit ceux-ci (et ceci méme

sl ces régles sont formulées en termes de classes d'objeta ou de rela-
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tions). Ainsi 1'origine d'un triplet comme "John loves Mary"” pourrait
8tre rattachée & une régle du type MEN LOVE WOMEN en constatant 1'ap-
partenance de 1'entité "John” & la classe MEN et celle de "Mary” a la
classe de WOMEN. Si une ambigulté se pfoduit, plusieurs régles é&tant
applicables, on peut inspecter les conditions qui leur sont associées,
afin de déterminer lesguels étaient satisfaites dans le contexte analy-
sé. On peut caractériser cette procédure comme une analyse présupposi-
tionnelle autdmatique, les regles étant assimilées aux événements et

1es conditions comme présuppositions du premier ordrs.

Ainsi, si les rigles constituent un modéle structurel permat-
tant de générer les contes d'un type donné, 1'analyseur sémantigue ren-
drait simple 1'analyse automatique de contes qui satisferaient aux exi-
gences du modéle. On peut envisager d'introduire de plus des possibili-
tés d'apprentissage : soit un conte dans lequel un &lément n'est pas
confarme au modéle, on peut alors assigner au modéle de déterminer un

changement des régles d'inclusion qui restitue la conformité. L'analysa

automatique produirait alors des conclusions du type : "ceci pourrait
résulter de 1'application de la régle B si l'objet X était ajoutd 3 1la
classe R".

7.0. VERS LA CREATION AUTOMATIQUE DE MYTHES ET DE REVES

Jusqu'd un certain point, les réves et les mythes peuvent &tre
considérés comme des probldmes de requantification de scénarios existant
deja dans d'autres domaines. On peut ainsi imaginer hon nombre d'expé-
riences utilisant le systéme de simulation méta-symboligque. L'article
de Kdngas-Maranda sur les énigmes relatives 4 la modernisation four-
nit un bon exemple pour présenter ce type de démarche. L'auteur décrit
les énigmes dans des formes et avec des termss provenant de la période
antérieure a8 ce contact. Supposons que 1'on construise un modele de
simulation des enigmes concernant les objets traditionnels dans leur
environnement originel. Supposons que de plus ces régles soient formu-

lées en termes de classes. La création d'une énigme consiste alors pour
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* 1'essentiel 3 inclure le nouvel objet culturel 3 une classe appropriée

sur la base desArégles préValant avant le contact et & formuler 1'énigme
en utilisant ni le nom de 1'item, ni le nom de sa classe, mais celui d'un
autrs élément appartenént originellement & cette classe afin de construi-
re la métaphore. Un programme qui construirait de telles énigmes ou un
programme qui y répondrait devrait procéder 3 des comparaisun entre'les
représentations sémantigues des deux types de régles et d'appartenance 2
des classes et rappellerait certaines des technigues utilisées par K&ngas-
Maranda dans "The lngid of riddles” (1971) et dans "theory and practice
 of analysis” (1971).

La création de réves peut également &tre considérée comme une
t8che visant A quantifier un scénario. Selon 1'hypothdse psychanalytique
suivant laquelle les réwaes tentent de résoudre des problémes et des con-
flits issus du monde réel, supposons construit un mod2le de simulation
dont les rdgles décrivent le comportement d'un individu au cours de sa
vis guotidienne. Résoudre un conflit consisterait & trouver un scénario
de réussite construit selon. les régles d'un individu et 3 procéder ensui-
te & la redifinition des classes qui intdgrent de fagon cohérente les
éléments de la situation qui poss un probléme, les régles ainsi modifiées
produiraient & 1’exécution de 1'objet recherché : un réve reconstruit.
Une approche plus complexe impliquerait la compilation d'un scénario
complétement neuf en suivant les indications fournies par des régles de
méta-compilation adaptées & la production de réves et qui opéreralent com-
me des transformations sur les scénarios existants. Ce type de production
fait peut &tre partie des processus impliqués dans 1'ontogénie des mythes

ou dans la dérivation de mythes & partir de mythes existants.
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8.0. UNE MODELISATION COMPLETE DE LEVI-STRAUSS/COMMENT LA REALISER.

Un des résultats de ce travail informatigue est, pensons-nous,
de fournir deux éclairages importants sur le contenu de 1'oeuvre de

Levi~Strauss :

1) Le premier a trait a lfaffirmatiun de Levi-5trauss gue 1les
structures mythiques peuvent Etre considérées comme des partitions
d'orchestre et que la structure séquéntielle des événements peut étre
comparée a la répétition d'un méme type qui doit &tre soumis & un re-
classement de type harmonique (Levi-Strauss, 1955). Cette affirmation
peut &tre reformulée dans les termes du systéme de simulation méta-
symbolique. Ces répétitians d'éléments similaires peuvent &tre assimi-
lées aux occurrences de fragments de scénarios produits par le méme
groupe de régles aprés requantifications successives. Une analyse har-
monique proche de l'orchestration est au préalable réellement nécessalre
a8 la construction d'un groupe de rédgles accompagné de la guantification
logique pertinents. Cette reformulation ne contredit pas la perspective
de Levi-Strauss. Elle manifeste plutdt la capacité du mod2le & repro-
dﬂire une partie significative de son oeuvre.

2) Le second est 1ié 3 la possibilité de suivre de fagon systé-
matique la pensée de Levi-Strauss elle-m8me. Notre travail actuel sur
1'apprentissage mécanisé et la méta-compilation de grammaires de textes
(Klein, 1975) fournit la méthode. Essentisllement, il est besoin de pro-
gramme possédant les capacités d'apprentissage nécessaires pour incor-
porer les caractéristiques d'un texte nouveau dans une grammaire de
texte déja sxistante ou pour créer une nouvelle grammaire ayant le méme
domaine que 1l'ancienne, plus le texte nouveau. S1 1'on se place dans
cette derniére hypothése, on suppose donec gque 1'on a un programme capa-+
ble de créer une nouvelle grammaire de texte & partir d'une premiére
grammaire guelconque st d’un texte guslcongue. On désirerait alors in-
troduire guelques contraintes sur cette opération (quels textes accepter,
guelles limites placer sur le processus de synthése ...) et c'est cette
spécification des contraintes qui constituerait le modéle de la pensée

de Levi-Strauss.
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Ainsi nous sommes éﬁ train d’essayer de construire un modale
pour -tous les mythes du "cru et le cuit” par une méthode plus puis-

. sante que celle que nous avons utilisée auparavanf.

Le principe consiste 3 construire non pas une grammaire de
texte, mals une arborescence hiérarchisée (voir un réseau) de telles
grammalres au moyen d'un programme automatique permsttant 1'apprentis-
sage de grammaires. On construit tout d'abord une seule grammaire pour
un groupe de mythes trés voisins (dans ce qui suit °*TG’ représente les
grammaires de texte et 'M’ les mythes) :

61

a Mb Me

Une copie séparée de cette grammaire est associée & chacun des
mythes utilisés pour sa création. Chacune de ces copies peut maintenant
servir de point de départ pour obtenir une nouvelle grammaire aprés

confrontation a un nouveau groupe de mythes :

///5?1
e
Ma Mb Me
’ i
!
61 TG1 TG1

762 7G3 TG4 B
N S
Md Me MNf Mh M1 Mj ML

Le méme processus est ensuite répété pour chacune des nouvel-

les branches de 1l'arbre et ainsi de suite, sulvant ce que les données
et les considérations heuristiques indiquent. Le résultat ne se présen-
te pas nécessairement sous la forme d'un arbre, les mémes mythes pou-

vant 8tre mis & contributions & plusieurs reprises :
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Le suivi du travail de ce programme d'epprentissage analytique
fournirait automatiquement la liste des transformations de type de

Levi~-Strauss.

Nous pensons savoir comment rendre automatique le processus de
base et y travaillons actuellsment. Ce que nous espérons toujours sai-
sir est la nature des heuristiques utilisées par Levi-Strauss pour choi-
sir 1les textesAé assocler pour créer de nouvelles grammaires de textes,
et choisir leur ordre de sucéassiun. Pour le moment, nous pensons pou-
voir reproduire le processus en acceptant comme dornnées les groupements
de mythes et l'ardre de sucéession de ceux-ci tels gu'ils sont fournis
par Levi-Strauss. Nous ne pouvons qu'espérer découvrir la méthode sous-
jacente au choix de cet ordre de succession par la creéation de program-
mes d'évaluation qui pourraient éventuellement reproduire ces choix en

matiére de sélection de mythes.

9.0. Appendice : MODELE DE LA GENERATION AUTOMATIQUE DE PROPP ET SORTIES DU
PROGRAMME,

Le fait gu'un item lexical et une relation soient inclus dans

le modeéle n'est pas inhérent au modéle.

Les codes numériques associés aux régles notées en 10.4 marquent
les liens entre les entités sémantiques et les structures de phrases et
indiquent les types de transformation. Tbutes les transformations ne
sont pas notées. On peut les déduire des textes engendrés par le pro-

gramme.

De méme, on n'a pas donné le lexique muni de ses codes gramma-

ticaux représentés par des vecteurs binaires.

Dans les histoires reproduites, on n'a porté que peu d'atten-
tion au traitement des pronoms. Ceci a été fait plus complétement dans

d'autres travaux (Klein, 1965b).
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(11 3 ARRIVALS e« FLYIKTO AFPEARIH SKREAKIRTO WALKINTO ) 675 3 GAMLEV(F1) = NOLEAVE 1
(V] BETAFURM ® . c;g 3 GAMLEV(FZ) = LEAVEL 3
[33] 2 BETARELIFY) = LEAVE 3 CENDER() = ;
12 2 BETAREL(FI) = DIE; 67¢ GEORM = 3
€13 2 BETARFL(F3) & LEAVE j 679 GRELFER = 1
614 BETRAYER » 688 GHELPLFS {#2) = HOPSE SHIP :
(3% SEORM = [1:33 GHELPES3(¥Y)] = BALLOTTIHRCAD FUX |
€16 BFORNS = F} F2 F3 F4 ¢ 52 GHELPEPS(t4) = HEDGEHOG BLGGAR 3
617 BFORKSLACK = F2 F) ; 83 GHELPEKS(F3) & ETAIRAAY TUBNEL LEATHERSTRAPS g
s BODPARTS v ARM LEG EYE REART 3 (10 GRFORYS (KI.CSTEED) = F1 F2 3
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MASTER GROUP. TNE DRAMATIS PERSONAE ARE PICKED. INITIALIZATION
15 PERFORMED FOR EACH FUNCTTUN (THAT 1S CHOSER 7O OCCUR) BEFORE
IT 1S EWTERED, ALL QUANTIFICATIONS ARE CHOSEN IN THIS GROUP, WITE
SPECIFIC QUTPUT BEING PROCUCED IN THE CALLED GROUPS REPRFSENYING
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Rt AR AN BRE G PRANEP PP "
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*HOVE PICK{PLACES) TO VLOC)
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(lm\k ON} TU WARDN;
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*LEXTRP (GO TO FOREST) TO GUTOFOREST;
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*LEXTRP (FREED FROM SPELL}] TO FREEDFKOMSFPELLY

*LENTRP
~ R LN

SLEXTRP ¢
SLEXTRP
*LEXTRP
*LEXTRP
*FLEXTPR
*LENTRP
SLENTRP
SLENTKP
*LEXTRP
*LEXTRP
SLEXTRY

S (SPOK GSCid ¢°Gl

T

N
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TRE FOLE TALES GIKERATED 8Y THIS PROGRAM FOLLOW TNE BTRUCTURE
OTSCRIBED BY VLADIMIR PRQPP IN HIS MORPHOLOGY OF THE FOLRTALE,
FORN WMAMES AND PAGE WUMBERS REFER TO PROPP, SECOND EDITION,

WRITTEN BY 5. DAVID KALISH AND MATTREW APP!LDAUR. BEPT, 1974,
REVISED BY RATTWEN APPELBAUR, MAY 197S.
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SRULE 1 . FOUTVILL) .
*HOVE HERO TO FAMILY)
1 .65 3

& | THE VILLAIN MAY BE IN THE PANILY ONLY FOR SOKE FORRS OF VILLAINY.
ALSO, A VILLAIN IN THE FAMILY MUST SOMETIMES BE K PARENT.

$RULE FIOUTVILL)
*MOVE PICK(CHARACTERS) TO VILLAIN,
*REMOVE VILLAIN FROM CHARACTERS,
*ADD VILLAIN TO FANILY;
=1%,.3 1 (AFORM TOL VILNCZLWRMPORMS) 3
$LOOP 3 X.CENDER({VILLALIN);
SRULE 3 {VILPICKED)
. *MOVE VILLAIN TO PARENTS{X}}
19,-18 1 (AFORM EQL PARENTVILLAIR);
SENDLOOP §
]

TRE VILLAIN I8 KOT IM THE FARILY, BUT PICKED FROM K CLASS OF
N J POSSIBLE VILLAINS.

]
SRULE OUTVILL 1 *MOVE PICK{POSVILS) TO VILLAIN;

& § THE VICTIM CAN BE IN THE FAMILY, THE MERO CAR BE THE VICTIN YF BE IS
S § IN THE PARILY, OR THE VICTIM MAY BE FROM OUTSIDE THE FAMILY.
1)
% § BASED OM THE HERO, VILLAIN, AND FORM OF VILLAINY, TiE VvICTIN X8
1§ CROSEN TO BE QUTSIDE THE FAMILY.
3
SRULE VILPICKED :T(¥ICPICKED)
*HMOVE PICR{CHARACTERS) TO VICTIN,

*REMOVE VICTIM FROM CHARACTERS,
*MOVE HERQO TO SEEKERy

-16,0 {VILLAIN ECL FAMILY)}j

-2,0 1 (HERQ EQL FAMILY)} AND (AFPORM EQL NVBPGRNZ)y
l,~;l ' (HERQ EQL FANMILY);

.5

L
i' THERE CAN BE A VICTIM-HERO FOR SOKE FORMS OF VILUAINY.
b

$RULE 3 T{VICPICKED)
*MOVE HERO 10O VICTIMp
8,-18 1 {HERO EQL FAMILY);
-18,8 1 {AFORM EQL NVHFORMS),
t .55 ¢ .

%
‘! THE VICTIN I8 IN THE PAMILY IP NEITHER OF THE ABOVE CASES OCCURS,
1

$RULE 1 *MOVE PICK{CRARACTERS) TO VICTIM,
*PEMOVE VICTIM FROM CHARACTERS,
*ADD VICTIM TO FAMILY,
*HOVE HERO TO SEERER:
0]
iy THE VICTIM IS THE OBJECT OF THE VILLAINY UNLESS TEE FOFM OF VILLAINY
V] REQUIRES AN OWNED OBJECT TOQ BE THE OBJECT OF THE VILLAIRY, IN WHICH
1§ CASE THE VICTIM 1S THE GWRER.
1
SRULE VICPICKED :*MOVE VICTIM TO VOBJECT)
SRULE T{OWNERPICKED)

*MOVE PICK(VOBTWP{AFORN)) YO VOBJECTY,
.
.



’
e

SMOVE VICTIM 7O OWNENf
i8,~19 3 {AFORM ECL AQBPORMS))
IP A PERSON IS THE OBJECT OF THE VILLAINY, ANUTHER PERSON 1§ PICKED
TO BE THE "OWNER." THE OWNER IS FROM THE FARILY LP THE VICTIN IS,
AND MAY BE A PARENT,

JLE % *MOVE PICX{CHARACTERS) TO OWNER,
: *REMOVE OWRER FROM CHARACTERS}
CLE 3 *ADD OWNER TO FAMILY:

1p.=18 3 CIVICTIN EQL FAMILY)
P CWNERPICKED & X.GENDER(UWNER} s
JLE 3 *MOVE OWNER TO PARERTE{R))

.85,-18 1 {OWNER EQL FAMILY),y
kLT 2 ] (VICTIN EQL OWNER)}

-19 NUM IPARENTS (X)) EQ 8
DLOOP 3

3
GROUP PICKPARENTS IS CALLED TO POSSIBLY PICK {AN) ADDITIONAL PARERT (8)

EOR THE FAMYLY.
SITUATION,

GROUP ALFHA IS CALLED TO DSSCRIBEZ THE INITIAL

*CALL PICKPARENTS,
*CALL ALPHA}

JLE 3y

INTERDICTION SEQUENCE == FUNCTIONS BETA, GARMA, AND DELTA
.41, I1, XI1, P. 26-27). THIS SEQUENCE CAN BE PERPORMED ONLY IF THE
HERO AND VICTIN ARE IN THE FAMILY, .

A1TCH ¢ P{VARTIV)}
=18 2 {BERQ ROL FAMILY) AND (VICYIR RQL PARILY);
28,05t {RERQ EQU VICTIM)y |

PICK INTERDICTOR~-ABSENTOR FROM THE PAMILY.

WPt X, FAMILY)
LB T(BETPIC)
*MOVE X TO ABSENTOR;
-1€,19 3 (X EQL WERO)} OR (X EQL VICTIM) OR (X POL VILLAIN)p
BLOCP )y

PICK FORM CP FONCTICN BETA DEPENDANT DPOR CURPOSITION Of PANILY.

JLE BETPIC @
T{INTERPIC)
*NOVE Fl 7O BETAFORM;

T,~10 2 (ABSENRTOR EQL PAREWTS (SEXES)))
XE 0 TLINTERPIC)

*MOVE F2 TO BETAFORM,

*HOVE ABSENTOR TO DEAD)
‘8,18 3 (ARSENTOR EQL PARENTS (SEXES)))
LE 1 F {RECON) >

*HOVE FJ TO BETAFORN}
#,=18 ¢ NUM(ABSENTOR) EQ 1y

RANDONMLY PICR fORM OF FUNCTION GAMMA, CONSTRUCT THE INTERDICTION,
AND _ASSIGN IT 70 A PREDICATE NODE, ASSUNEZ AN APPROPRIATE FORN
OF THE PAIRED ELEMENT, DELTA. ! :

*CALL THETAp
* .32

! VILLAINY -~ FUNCTION A (VIII, P. 30-3%),

; THE VILLAINY IS DESCRIDED BY CALLING GROUP A. CONCOMITANT FORMS OF
YILLAINY MAY BE CONSTRUCTED BY AGAIN CALLING A, IN THE PROPEN
CIRCUMSTANCES. THE SOUCHT AFTER OBJECT IS DETERMINED BY THE PORM
OF VILUMNY [AND IN ONE CASE 8Y THE RESPONSE 10 TuE VILLAINY) AND
18 ESTHER THE OBJECT OF THE VILLAINY OR THE VILLAIN.

:‘THR OWNER COULD BE RURDERED, THEW THE VICTIM ABDUCTED (Al4-Al}.

JLE CA 1

*MOVE OWNER TO VOBJECT;
~5.=10 ¢

{AFORM EQL F14} AND (OWNER NEQ DEAD)}

f GROUP A 15 CALLED TO DESCRIBE THE (POSSIBLY INITIAL) VILLAINY.
, TRE SQUGHT AFTER OBJECY IS DETERNINED.

ULE ¢ *CALL Ag
ULE,C 3 °  T{CONCOM)
*MOVE VOBJECT TO SOBJECT)
-1%,18@ » (AFOKM EQL VILSOUGHT) OR (OMNER REFUSE);
ULE 12 *MOVE VILLAIK TO SOBJRCT)

A MAGICAL AGENT COULD BE SEITED, THEW ITS OWMER NURDEZRED (A2-Al4).

JILE CONCOM ¢
T(DISPATCH)
*MOVE P14 TO AFORN,
"MOVE OWNER TO VOBJECT,
*ADD OWNER TO DEAD,
SCALL A,
*MOVE SOBJECT TO VOBJECT,
*MOVE F2 TO AFORM;:

8,-18 1 {FZ EQL AFORIN)}
-18,.3 1 (OWNER EQL DEAD);
JLE 3 . T (DISPATCH)
*MOVE Fl TO AFORM,
$MOVE VICTIN TO VOBJECT,
*ADD OWNER TO DEAD,
"CALL W,
#MOVE VOBJECT 70 SOBJECT)
19,-19 3 (AFORM EQL P14) AND (OWNER 8QL VOBJECT)

AN INJURY OR SPELL COULD BE FOLLOWED BY A REPLACEMENT (A6-Al2 OR
5 Al1-R12), GROUP REPLPICK I§ CALLED TO DETERMINE THE REPLACEMENT,
GLE 1 T{DISPATCH}
' PMOVE AFORM TO AFORMTHP,
*CALL REPLPICK, '
*MOVE F12 TO AFORM,
*CALL A, .
*MOVE AFORMTMP TO AFORM;
[AFORR EQL 76) OR (AFORM BOL f11)y

1A SPELL, I HOT INVOLVED ABOVE, WILL BE FOLLOVED BY AN EXPELLING
TYTTI

.3,~10 ¢

P R T R R Y]

- 112 -

SRULE INTERPIC ¢
ANOVE PICX{GAMFORMS) TO GAKFORM; .

SRULE 1 T (GAMCALL)
*DISCADD (HERQ GAMGO(GAMPORM) VLOC} TO INTERDICY,
SPOVE GOTQ  TO DELTARELy
18,-190 1 (MERO EQL VICTIN):
SRULE 1 *DISCADD (HERO GAMLEV(GAKFORM) VLOC) TO INTEPDICY,

*MOVE LEAVED TO DELTARELj
3 .
1 [CMJ. ROQUTIRES FOR FUNCTIONS GAMMA, BETA, AND DELTA.
¥ '

$RULE GAMGALL ¢
! SCALL GAMHA,

*CALL BETA,

*CALL DELTAf

3
A IINTRDDUC! THE VILUAIN, IF NECESSARY (P. 27).
‘

SRULE VARIV( *CALL VILLARIV ;
18,19 3 ROT (VILLAIN EOL FAX1LY);

RECONNAISSANCE SEQUENCE =~ FUNCTIONS €PSILOR AND PSI (IV, V¥,
P. 28-29), THL FORM CF EPSILON IS5 KANUOMLY PICKED, NECESSARY
ROLES ARE FILLED, AKD GROUPS DESCRIBING EPSILON ARD I7$
PAJRED ELEMENT, PSI, ARE CALLED.

LY L ]

$SHITCH RECON 1
e H

TITRICKERY) 5

$RULE YMOVE PICK{EPSFORKS) TO EPSFORMj

~10,18 ¢ (VILLAIN EQL FAMILY) 1 *NOVE Fl 10 EPSPONN;
$SHITCH 2 T(EPS2):

10,-18 @ (EPSFORM EQL F2))
SRULE T{EPSCALL)

*MOVE OWNER TO EPSOBJECT;

18,-19 1 (VOBUECT EQL BOLPARTS))

SRULE 1@ {EPSCALL)

*#OVE VORJECT TO EPSOBJECT)
*MOVE $ICX (VILPOSES) TO QOBJECT,
*MOVE PICK{VFOSLOCE} TQ SLOC)
(F2 EQL EPSFORM))

$RULE EP§2 ¢

10,-1¢ 3
SRULE EPSCALL 1

a

*CALL EPSYLON,
SCALL PST:

M .
s .

v} TRICKERY SEQUENCE -~ FUNCTIONS NU AND THETA (VI, vii, P. 29-18),
V} THE FORM OF NU 15 RARDCMLY PICKED, AND GROUPS TO DESCRIEE IT AND
4] ITS PAIRED ELETMENT, THETA, AKE CALLED. A DISGUISE I8 CHOSEN POR
$§ THE VILLAIN.

.

.

$

RULE TRICRERY 1
*WOVE PICK (NUFURMS) TO HUPORM,
*MOVE PICK(TRICZS (NUFORM)) TO TRICK,
‘ROVE RUFORM 1O THETAFORM,
YCALL VILDIEG,

*CALL WO,
%
. -
-
:
ShULe » (DISPATCH)
*ROVE FY TO .AFORA,
SCALL A,
HOVE P11 TO AFORN;
19,18 : (AFPORM EQL Fll)s
LACR -- FURCTION SMALL A (VIIIA, . 35-36). .
TP THERE IS NO VILLAINY, A LACK I§ RANDOMLY CHOSEN, ALONG WITH A
SEEXKER-HERQ PROM THE FAMILY (w0 MY BE A PARENT} AMD A SOUGHT
AFTER OBJECT (WHICH DEPENDS ON THE TYPE OF LACK}. GROUP SA
DESCRIBES THER LACK.

SRULE SMALLA 3 *HOVE PICR{SAFORMS} TO SAFORA)

$RULE 3 YMOVE WERO TO SEEKER,
THOVE HERD TO FAMILYy
BLOOP X.GENDER (HERO) 5
SRULE *HOVE HERO TO PARENTS{X});
=18,,3 2 (F) EQL SAFONM)y
$ENDLOOPy
$RULE 1 *CALL PICKPARENTS;
+8,19 @ (Pl EQL SAFORM)
SSWITCH F(PICKSO8I)
18,~18 1 {F1 EQL SAFORH)}
$RULE 1 T(PICKSOBJ)
*MOVE SRIDE TO SAORI(PI)y
18,-18 {HERQ EQL MALES)y
RULE *MCVE HUSBAND TO SAOB2(P1))
SRULE PICKSOBJ 1 *MOVE PICR(SAORJI(BAFORM)) TO BOBJECT)
SRULE 3 *CALL §A)
1Y

DISPATCH -- PONCTION B (IX, P,36~18).

THE PORM OF B THAT IS CHOSEN DEPENDS ON WHETIHER THE TALY BAZ A
VICTIH-HBERQ OR A SEEKER-HERO. GROUP B IS CALLED TO ULESCRINE THE
FUNCTION. -

L T

$SWRITCH DISPATCE ¢ P(VICTIN)}
19.-18 ¢ (NERO EQL SLEKER):

L]

U § THERE 1§ A STEEZR-NERO. BASED ON THE. HERO, OWNELR, AND THE VILLAIN
OR LACK, A FORN OFf 8 5 PICRED. IP NECESSARY, EXTHER THE OWNER
IS TRE DISPATCHER, OR A DISFATCHER I3 PICKED FROM THS FARILY. -

A
\)
.

3
% t!’UMTlOII ® WILL BE SKIPPED UNDER CERTAIN CIRCUASTANCES.
1

$SWITCH 2 T{FUNCTCY )
.2,8 ¢ (HERO EQL FAMILY) AND (VICTIM EQL PANILY}
. -AND NUM(AFORMTMP) EQ 8 OR NUN(SATORM) BQ 1y
19,8 @ RUM{SAFORM) EQ 1 AND NUM{FARILY)} EQ 1j
1
% ] IF NO PAMILY BEMBER IS AVAILABLE AS A DISPATCHER, AND ONE NILL BR
% § NEEDED, A VILLAGER 1§ USED.
3
SRULE & T{CALLB)

*MOVE P4 TO BFORA,
*NOVE VILLAGRZ TO DISPATCHERy



RUM{SAFORM) EQ 1
(OWNER EQL DEAR) AND ({OWNER EQL PARENTS (SEXES)) ARH

(RUM(PARENTS{SEXRSY) BQ | OR
(VILLATN EQL PARENTS(SEXES)))

CR NUM{PAKENTS (SEXES)) EQ B)p

~18,.1% {NERD EQL PANILY) AND {VICTIN EQL FAMILY))
i
« § THE FORM OF B IS OTHERWISE RANDONLY PICKED, DEPENDING OGN WHETHER
« § THERE WAS A VILLAINY CR A LACK.
1
SAULE BPICK s T(BPICKED)
*MOVE PICK(BFORNS) TO BFORM; . .
1410 3 NUM(AFORM) EQ 1¢
RULE *HOVE PICK{BFORMSLACK) TO BFORM;

% .
] l POAM B3 IS INVALLID IN SONE CASES AND A NEW PICK IS MADE,

3
SSWITCH BPICKED :T(BPICK),
18,-10 "2 {BFORM EQL ¥3) AND ((HERO EQL PARENTS (SEXES)} OR

ROT (HEKO EQL FAHILY});
ISWITEN ¢ T{CALLB);

13,~180 1 (BFORM EQL PJ)y
[
‘l l!' NEEDED, THE DISPATCHER IS EITHER THE OWNER OR AN APPROPRIATE
~ | FARENT,

1
SFPULT ¢ T{CALLB}
. *MOVE OWNER TO DISPATCHERs
13,-10 3 RUM{QWNER) EQ 1 AND NOT (MEI EOL DEAD);
SLOC? ¢ X, PARENTS (SEXES) 3
SFULE T(CALLB)
*MOVE X TO DISPATCHER;
-18,10 ¢ (X EQL DEAD) OR (X EQL VILLAIN) OR (X EQL HERO;
SEXDLOOP;
$RULE CALLB [FUNCTC)
*CALL B}

1
Y! THERE IS R VICTIM~HERO, THE FORM OF B DEPENDS DPON THE POAM OF A.
3

SRULE VICTA 1 T{SENDGROUP)
*MOVE F5 TO BPORN,

*CALL B
16,-18 1 {AFQRM EQL F8) OR {AFORR EOL P9} OR (AFORN EQL F18)p
SRULE = - T{FOKMARW)
SMOVE ﬂ TO BFORA,
*CALL B
18,.-19 3 (AFQRN !'.0!. rid)s
SRULE 4 (FORMARW)
s *HOVE Fé TO BFORR, N
*CALL By ’
12,-19 (AFORM EQL F13);
)
L]
t § BEGINNING COUNTERACTION -~ FUNCTION C (X, PF. 3B). .
" § IF APPROPRIATE, ACCORDING TO THE PORN OF B, GROUP T IS CALLED.
¥
4} TBE SOUGHT AETER OBJECY 18 SEARCEED FoR l:cxn IR ONE CASE, WHERS
% § "QELP" IS NERDED.
3
a»SHH‘C'! FUNCTC @ T(FORMARW);
.

AT,m18 (SAFORN EQL P2);
$RULE LPICKY & PHOVE PlCl(lOM.l.) TO RAGHELPS) .
SEWITCH 2 T{LPICK]L) ;
18,0 .2 CIVILLAIR EQL S508JECT) OR {VICTIN ROL UHERO})
AND {MAGHELPS £4L MAGLIQS) )
le,-10 1 FUM{SAFORM) £ 1 A¥D (MAGHELPS EQL MOKILLS)

CR (MAGHELPS BOL TRANSFORMABILITY)j

SSWITCH SHOUAL @ T{LOUAL),
18,18 ¢ (KAGHELPS EQL MAGQUALS)j

: !T}!! HA_G!CAL AGENT MAY CONE FRON ANOTHER MAGICAL AGENT.

$RULE : T(DPICX) P(SETORIC)

R *MOVE PICK(MAGCHANGS) TO RAGRELPORIG)
LI

)
t la MAGICAL QUALITY COMES PRON A POOD WMICH 18 ComSUNRD.,
A

$PULE LQUAL : (FORND) ===
*MOVE PICK{MAGFOOD) 7O MAGHELIORIG,
*HOVE P} TO DFORM,
*MOVE F7 TQ FFORM)

)
V] I¥ THE SINGLE AGENT DOESN'T COME FROM ANOTHER ACKNT THEM 1T 18
A | THE ORIGINAL AGENT. .

\
SKULE SETORIG : (DRICK)
*HMOVE MAGHELPS TO MAGHELPORIG)

THE HERO WILL RECEIVE THREE MAGICAL AGENTS, OF TYPES KILLING AND
TRANSPORTATION, AND EITHER LIQUIDATION OR RESCUE, DEPENDING Om

FOSSIBLE LATER USE. FOR A LACK, A RESCUE AGENT MPMI A
EILLING AGERT.

S s

SPULE LTRREE 1 *MOVE PICK(MAGRILLS ) 70 MAGHELPL,
*MOVE MAGHELPY ‘I‘O MAGHELPS)

18,~30¢ NUM{SAFORM) BQ @ .t
SFULE HOVE BICK (MAGTRANG ) TO MAGHELP2,
*ADD MAGRELP2 TO MAGNELPS

AREYOVE MAGHELPZ FROM MAGRESCS)
SRULE ¢ ‘T{DCHNG)

*HOVE PICK(MAGRESCS) TO HAGH‘LPJ.
*ADD MAGHELPI TO MAGHELPS

16,0 ¢ (VILLAIR EGL SOBJECT) 3
~14,.6% ¢ NUM (SAFQOPM) EQ 1
SPULE *MOVE PICK(MAGLIQS) TO MAGHELP3,
*ADD MAGHELP3 TO MAGHELPS)
$FULE » *HOVE PICK{MAGRESCS) TO MAGRELPI,
?ADD MAGHELP1 TO MAGHELPS;
19,~16 ¢ NUM(SAFORM) EQ 1)

:l AROTHER AGENT MAY CHANGE INTO THE THREE TC BE ACQUIRED.

SPULE DCM!;G H *HOVE PICK(MAGCHANGS) 1O MAGHBLPORIG;
1 . E

. .
\' THE PORM OF D IS RANDOMLY PICKED IN MOST CASES.

SRULE DPICK ¢ “REMOVE F1B FROM DFORNS)
8,190 3 {H.HAGHELPS £QL MQRILLS) 1 *MOVE N 70 PAGHELPKILLy

- -

«

PEPEEERN

19,.2 ¢ (F2 ECL BFORM} ¢
-18,3 1 NUMIBFCRM) EQ #1
SRULE T{CALL
tNOYY
18,-18 1 {SDEJELT EQL VILLMN) AND {VILININ EQL ’MTL'H;
$RULE 1 *MOVE SOBIECT TC COBJg

SRULE CALLL YCALL C3
Y .

' .
% 'DEPARTU&E -~ FUNCTION UP~ARROW (XI, P. 39},
i

3
FRULE FORMARMW 'CALL DEPART}
18..8 1 . (VICYIX EQL BERU} OR NUN{COBJ) ZQ &
$ENDGROUP 3
v

M .
t §THE FIRST SECTION OF THE MASTER GRUUP ENDS WITH THE DEPARTURE CF
THE HERO. THE REST OF THE TALE TAKES PLACE A DAY LATER.

SGROUP TAIL : 10M/0fF ;
$BULE t *DISABLE TAIL 3

BASICALLY, ANY FORM CF FUNCTION D CAM OCCUR, FOLLOWED BY 178
PAIRED ELEMENT, FUN
D ACCORDIRNG TO THE ECTICNS SHUWN IN THE CHART ON P, 47,

ASSUME, HOWEVER. THAT FOR THE SAKE OF CONTTNUITY, THE KAGICAL

THEREFORE, WZ GIVE

BERDO WHAT ME WILL OR BIGET MEFD, AND NE
USUALLY HAVE THE EKE

Pl I I LT e e

SWITCR » T{LTHREE) y

I IO ] NUMISAFORN) EQ 14
~10.8 3 (VICTIN EQL HEKO))

’

V [ THE HERO GETS ONLY CNE MAGICAL AGERT,
S |A VICTIR-BERO CETS A HAGICAL TRANSPORTATION ASENT.

SRULE . TISWUUAL)
*MOVE FICE(MQTRANS) TO ncucms,
16,-19 ¢ (VICT1M EQL HERQ)

"% JOTHERWISE, THE HERO CAN USUALLY GET ANY AAGICAL AGENT. POK EXAMPLE,
§ {FOR A LACK, A LIGUICATION AGENT OR THE SOUGHT AFTER OBJECT ITSBLE

§ IMAY BE GIVEN, WHILL A RILLING AGERT NOR'T BE GIVEN.
N

SSWITCH » TILPICRLY
18,~19 ¢ NUM{SAFORM) EO ¢ )
SRULE ¢ TISETORIG)
*MOVE PICK{MAGLIOS} TO KAGRELPBg
I N tSAmu EQL ri)y
SRULE v T(SETO

*HOVE SOK\JECT TO MAGHELPS;

18,~-18 3 (IAGHZLPOR!G EQL MAGCHANGS) )
SRULE T(FORXD)
*nGVE PICK (DFORAS) TO DFORN)

»
A 'l POROR 1§ RANDOANLY PICXED EXCEPT POR TNO PORAS OF D,
M L
SRULE PORND ¢ TIFILLCLASSES)

*MQVE PICK (DONORSY, TS PONOR)y
~18,19 2 (F1 EQL DFORMj ©& (FY EOL DI‘OM”

A [ FOR FORMS I AND 3 OF D.. THE DONOR I$ PICKED ACCORDING TO THE PORM.
L § THEN, A CALL I5 MADE ON THE NAME OF THE DONOR, WHICH CONSTRUCTH
AN APPROFRIATE TASK AND RESPONSE.
*
SRULE ¢ {CALLD)
*HOVE PICK (DOBJ{CFORM)) TG DONOR,
*CALL DONOR:
|
FOR ONE PORH OI’ D, A METHOD OF KILLIRG 18 RANDOMLY CUCSEN AHD
\ SAVED FOR GROUP l.

snuu FILLCLASSES » T{CALLD)
AMOVE PICK({KILLMETS) 'IO KILLRETH)

10,38 1 (DFORM EQL P8}
]
v ] POR FQRM 6, A DISPUTED OBJECT 1S EITHER RANDORLY CMCSEN (NON-
A | HAGICAL) OR A MAGICAL AJENT WHICH IS GOING T5 BE ACQUIRED BY THE
A | MERO {IY MAS BEEN PPEVIQUSLY PICKED) IS KADE THE QBJECT OF THE
§ § DISPUTE. TBE TYFL OF CSJCCT WILL DETERMINE WHICH SUBTYPE OF
N JFYORM 6 IS USED, AND WHICH FORM OF FUNCTION P 1§ USED.
]
$SUITCH PICALLD)
18,-18 2 (OFORM EQL P6);
SROLE ¢ T (CALLD)
*MOVE PICK{DISTYPES) 10 DISTYPE,
*HOVE Fi TO FFORN;
t .5
BRULE 3 T{SETP)
“ROVE PICK(MAGHELPS) TO DISITVEy
10,-10 @ NUM (MAGHELPORIG) EQ 8y
SRULE 1 *MOVE hAGHzx.Pom(: TO bls'n'Ph
SRULE SETP 3 ‘MOVE P8 TO FFORM
L]

) 'GRWP D IS CALLED TO DESCRIBE FUNCTION D.
M .

$RULE CALLD ¢ *CALL Dy

s

\

A} REACTION =~ PUNCTION €& (XIYY, P. 42-41),

3§ THIS IS A PAIRED ELLRENTY WITH PUNCTION B, EXCEPY THAT, POR SONB
\ § FORMS, TREBLING MAY OCCUR.

1

1)
$SWITCH o P(CALLE) §
«5,-18 ¢ (CPORN W\‘. DONPORNS) 3

§ JTHE PORM OF TREBLING DEFERDS UPON THE PORM UF O ARD SOMETINES
A\ }THE TYPE OF VONOR,

SRULE ¢ T(CALLE)

CONOR SEQUENCE «- FUNCTIONS D, £, AND F (X[1, XI11, XIV, P. 19-58).
THIS SEQUENCE IS FELATIVELY INDLELNDENT OF THE KEST OF THE TALE.

o8 E, FONCTION F THEN DFPEKDS UPON FURCTTON

AGENT{S) ACQUIRED BY THE HERQ WILL PROBABLY BE LSED, IF ISSYBLE,

USBE THE MAGITAL AGENT(S) HE HAS ACQUIRED,
RERQ RANDOMLY GETS EITHER ONE OR THREE MAGICAL AGENTS, IN NOST CASES.,




g1l

- 1718

. 1715

. 1716

HESD FAIL, :;{;

*IKSERT (BERO TRY) {TRY AGATSN), 1719

ST (HERD FAIL) (FAIL AGAING, 1726

NSPRT LHEKO TRY) {TRY TR TIE} (PIME THIRD) ) 1721

13,18 {Fl ¥QU DFORM) AKRD (DONOR EQL DTHYS): 1722

FRULE ¢ TCALLEY 1773

"!‘ RT (HERO DONIT) {DONDT RESPOND}, 1724

ERT (DONOR ASK) (ASK AGAIN), 1728

'lN‘EkT {HERU RESPIKD) {RESPOND RUDELY), 1724

RELRT (DONOR ASK) {ASK FOR TIME) {TIME THIRD); 1127

I8,~14 (rz £QL OFORM) 1728

SRULE 3 TICALLE) 1729
- ¥IRSERT {(RERO DONOT) (LONOI RESPOND), 1739 -

SINSERT (DONOR ASK) {ASK AGAIN}, 17

HBEFEQ REPUSE, 17

TINSERT (DONOR ASK) {ASK FOR TIME) (TIME THIRD): 1733

10,-19 ¢ {(F1 EOL DFORM} OF {(F3 EQL DFORM)) 1734

\ AND {DONOR £QL DRESPS) 1718

$RULE 1 VIKEYERT (TCOROR REPEL HERD) {REPEL TWICE 1736

*INSERT (THEY FIGHT) (rIGHT FOR TIME) (TIML THIRD) 3

1731
' 1738
\’ GROUP & IS CALLED TO DESCRIBE FUNCTION E. 1739
\
SRULE CALLE ¢ *CALL 2y };::
) 1742
M 1743
v | RECEIPT -- FPURCTION P (XIV, P. 43-50). 1748
3 | THE FORM OP P DEPENDS UPOR THE FORK OF D, ACCORDING TO THE CHART )75
A 118 PROPF, P. 47 {UNLESS THE FORM OF F HAS BEEN FORCED DUE TO 1746
s | THE TYPE OP RAGICAL AGENT). GROUP P I8 CALLED TO DESCRIBE 1747
%t | FORCTION P, X 1748
e 1749
: y 1738
$SWITCH o T(TRANSFER!NC!)I 175)
12,-10 3 (CPORN EQL P18 1752
SRULE ¢ *MIVE pxcxcrosu(urokn)p 70 PPORR) 1753
10,-18 ¢ NUM(FFORM) EQ @ 175¢
SRULE *CALL Fy 178%
: } 1756
157
t § TRANSFERENCE -~ FUNCTION G (XV, P. $8-81), i,g.
v] FUNCTION G IS SKIPPED IF NEUESSARY, 1T MAY BS SK1PPED IP 1739
A} TPANSFERENCE 1§ NOT REQUIRED FOR CONTINULITY. 1768
N 1761
: 1762
SSWITCH TRANSPERENCE : T{FORMRET)) {;:2
e,9 : (HERO EQL VICTIM) OR (RAGHELPS EQL SOWIECT); 176%
SSRITCH 1 T(YORMK) 2 1766
.6,~18 3 (VILLAIN NEQ SOBJECT) AND {NAGRELPS BQL MAGLIOS)) 767
LN (MAGHELPS EQL WQTRANS)) 1768
1
1P AN APPROPRIATE MAGICAL AGENT 1S AVAILABLE, IT IS USCO1 THE §7§=
N FORM OP G THEN DEFENDS UPON THE AGENT. TNE ACENT USED 1S NOTED, 1
IN SOME CASES, TO FORGE THE USE OF DIFPERENT AGEWTS LATER ON. 1772
1773
SPULE 1 2 (GNONRAG) 1774
*MOVE PICK{GMFPORMS (GRELFELR)}) TO GPORM; 177%
10,-10 4 {N.MAGUELPS TQL OTRANS): SMOVE ZICK(R) 1O GHELPEN, yj7g
8 M TO GTRANS; 1117
. 1718
. 1979
$RULE PORME TICALLK)
o *HOVE PS TO XPORNy
1€,~18 1 {M.MAGHELPS EOL MAGLIQS) 1 SMOVE M TO NAGHELILIQ
.
A ) OTHERWISE, THE FORM OF K 15 USUALLY RANDOMLY PICKED BASED DPOS
%} THE FORM OPF VILLAINY OR LACK., A DEVEATED VILLAIN REQUIRES PORK X4.
1
SRULE 3. TICALLK)
AMOVE F4 TO KPORMj;
16,-18 ; (SO3JECT EQL VILLAIK) AND Rum{zrolu) 80 1
$RULE 1 T(KFCHECK)
: *MOVE PICK (KPOR{S (APORN)} TO KPORM
16,-19 NUM (SAFORMY EQ 0
SRULE 3 “mOVE PICH!SPORHS(SI\POM)) TO KPORR)

\ ]

v ] 1% oNe casz, A FORs OF ¢ NAY BE USED AS THE PORR OF K,

1 ]

SRULE KPCHECK 1
10,-19 &

{CALLK)
*MavVE PICR(RFPORMS) 70 K¥FFORM)
(XFORM EQL Fl1))

\ GIOUP K I3 CALLED TO DESCRIBE PUNCT!ON Ke

$RULB CALLK O &
\
A § RETURN == PURCTION DOWM-ARROW (XX, P. 55-56).
: GROUP RETURN 13 CALLED TO DESCRIBE THE PUNCTION, WHICH USUALLY OCCURS
)
SRULE FORMRET 1 r(unocnouﬂ
*CALL RETU
\ ~10,10 ¢ IVILLAIN m BOBJECY) AND (VILLAIN BQL FAMILY))
t
¢} PURSUIT -~ PUNCTION PR (XX}, P. 36=$57),
v] THE FUNCTIONS PURSUIT AMD RESCUE AXg SRIPPED ONDER APPROPRIATE
s} CIRCUNSTANCES.
()
X
$SWITCH 3 T{CALLEND) 3
12,.% 1 RUM(VILLAIN) EQ @ Ok (VILLAIN QL PARILY) AND
(VILLAIN BQL DEAD);
18,0 ¢ (MAGRESCS EQL MAGHELPS) AND NUM(GFORN) I} #
OR {TRANSPORMABILITY £OL WAGHELPSE) s
At {VICTIM EQL RERO)y
-.3,0 NUN (HFORM) EQ €
=e3e0 1 NUM(GTRANS) GT 13

]
\' THE PORM OF PURSUIT I5 RANDOMLY PICKED.
A

$RULE ¢ MGVE PFORMSFAMVIL TO PFORAS)
18,~10 @ {VILLAIN EQL FAMILY}))
$RULE & *MOVE PICK{PPORMS)} TO PFORM}

4 .
\' THE PURSUER 1S EITHER THE VILLAIN OR H1S PRIEWDS, AB NECESSARY.
1

SRULE o TICALLPR)
*UOVE HCHPDSPURSUIV".MINH TO PURSUER;
19,-10 ¢ NUH{IPORN) EQ 1

SFULE « {CALIGY v -
*RIMUVE GHELPER FROR MAGHELPSy ®
10,=18 @ RUMIGTRANS) 6T i1
)

%3 THERE 1S KO APFLRIFRIATE MAGICAL AGENT, SO THE FOuM OF G I8 RAWDOELY
A{ PICRED, AND A WELFER 1S RANDOMLY PICKED BASED UPON THE POW OF
t§| G. THERE 18 ONE 3{ECIAL CASE.
L)
SRULE GNONKAG 1 T{(GFS)
- *eOVE PICR{GNMFORMS) TO GFORM,
*e.vE PICKR{GHELPERS [CFORM}) TO GHELPERy

5.1 ¢ (DFOSM EQL £9)
SRULE - - (CALLG) LANOVE FE 1O GRORM,
- RLOCDYTRACKS TO GHELPERY
$ROLE GFSy *moYE GREL2(GHELPER) TO GREL{F3))
14,-18 1 {GFORM EQL P5}y

3
\‘ GROUP G 18 CALLED TO DESCRIBE FUNCTION G.
L3

SRULE CALLSG ACALL Gy
3

|

\§ COMBAT SEQUENCE -« FUNCTIONS H, J, AND I (XVI, XVIY, xVIIE,

3§ P, 51~53), THIS SEQUENTE 1S SRIPPED IF THERE 15 NO VILLAIN ARD UNDER
CERTAIN OTHER CIRCUUMNSTANCES.

Al
*
FSUITCR F[FORMKY 5
1,-18% 2 NUM{VILLAIN) EQ
10,0 ¢ {MESHELYPS EQL HOKILLS) ARD (DFORM RNEQ rie}y
t,-.% {VILLAIN €QL SOBJECT):
-k, 2 (AEGRM EQL F3) OR (AFORM FQL F5)3
%
4§ EXCEPT FOR THE CASE WHERE A MAGICAL AGERT 1S YO BE USED, THE PORK
VE OF FURCTION § IS EANDOMLY FICKED AND A PALREDR FORM OF FUNCTION I
] 15 USED. PFUNCTITH J I8 ALLOWED ORLY FOR ONE TYPE OF M.
A\f ONE FORM OF FUNCTION I HAS NO CORRESPONDING FORM OF FURCTION A.
. .
SRULE TICALLI}
*MCVE FS TO IFORW,
*RZD VILLAIN T0 DEADy
5,03 8 (M.MAGHELPS EQL MQKILLS) : *NMOVE M TO MAGHELPKILLy
$RULE TICALLK}
*RCVE F1 TO HFPORM;
19,8 NUM (MAGHELPKILL) EQ 1y
SRULE ¢ “HCVE PICK{HFORMS) TO HPORN:

L
|' GROUPS R, J, AND I ARE CALLED TO DESCRIBE THEIR RESPECTIVE FPURCTIONS. '

SRULE CALLE t *CALL W,
- *MOVE HFORM TO IFORMy

SROLE 1 SCALL g

«S-10 3 (BFOM !QL [23F)
$RULE CALLI ¢ *CAL
s

| LIQUIDATION -- PUNCTION R (XIX, P. 53-53).
I? AR APPROPRIATE MAGICAL AGENT BX15TS, IT IS USED.

Tt e Oowo

1L

OR( (KPORM EQL F1) OR (KFORN EQL F1)) ARG
(SOBJECT EQL VILLALR) |

*ROVE VILLAIN TG PURSUER;

] ‘caour PR IS CALLED TO DESCRIGE FUNCTION PK.

tmu CALLIR ¢

SRULE 3

*CALL Py

‘ .
. lnzscue ~= PUNCTION RS (XXJT, P.37-38).

% §IF THERE IS AN APPROPRIATE MAGICAL AGENT AVAILABLE, ITS PROPER
USt 18 FORCED,

1 .

L]

$SHITCH ¢ T(HELP) y

33,-)8 ¢ {M.MAGHELPS EQL MQRESCS) t *KOVE PICK(M] TO RHELP)

A
3 'm‘uznu!s:. 4HE FORM OF RS DEPENDS UPONK THE FORA OF PR.

SRULE 1 (CALLRS} *MOVE PICK( RSFORMS(PFORM)) ‘1O RSFORM;

)

3 JIP A MAGICAL MSENT 18 TU BE USED. THE FORM OF RS DEP:NDS OPON TRE
V § TYPE OF AGENT.
SRULE heny 7 {CHNG)

*MOVE RHELP? TO RSHELPEZR{P1),
“MOVE F1 TO RSFORMj

18,-19 ¢ {RHELP QL MQTRARS) )
$RULE ¢ {CALLRS)
*KOVE USING TO RSRELItrll)
18,-18 1 {RHELP EQL NAGQUALS))
$RULE CHNG “MOVE PICK(THELP} TO RSPORM)

A
A 'GRWP RE IS CALLED TO DESCRIBE FUNCTIOR RS,
s

$RULE CALLRS “CALL RB)
M .

s

¢ J GROUP END DESCRIBES THE TALE'S HAPPY SND!W-
4 § TRIE CORPLEYES THE MASTER GROUP.

.

t

SRULE CALLEND 3
STHOGROUP)

s

N

P .

A § THE SEPARATE GROUPS NOW FOLLOW., EACH FUNCTION RAS A GROUP WHIGH

S § DESCRIBES IT. THE GROUP NAMES ARE GENERALLY THE SAME AS THE

1§ FUNCTION DESISNATIONS. THERE ARE SEVERAL EXTRA GROUPS WHICH PRRFORM
V8 GOME NRCESSARY INTERGROUP EXPLANATIONS. ALL GROUPS ARE CALLED

A § FRON THE MASTER GRQUP.

*CALL EZNDj

GROUP ALPMA —~ THE INITIAL SITUATION (P. 25426).
THE CHARACTERS ARE DESCRIBED AY PICRING TEEM ONB AT A TINE AND
FINDING THEZ ROLE THEY ARE PLAYING.

IR T T4

s



. I"ll
- 1978
N 1979
SGROUP ALPHA 1 i#M/CPey };::
SRULE : FAMNAM LIVEIR STORYLOC, 1022
YHOVE FAMILY TO FARNTMP; 1983
)
¥ | GET NEXT CHARACTER FROM THE FAMILY, AND WIS SEX. {3;;
()
SRULE NEXTMEMBER :F(FAMILYDONE) §§§§
*HOVE PICK(FANTNP) TO MEMBER, 1988
*REMOVE MEMBER FROM FAMTMP, 1989
*MOVE CENUER(MENBER) TO EEX: 1958
190,-18% 1 RUM (FANTMP) GT #) 1991
+ | CHARACTER 1S THE HERO. ig:g
)
SRULE 1 T{NEXTHEMBER) {::;
*INSERT {(MEMOER IS CHILD{SEX)) (CHILD{SEX) BRAVE)j 1996
i9,-19 5 (MEHBER EQL HERQ)3 . : 1997
v | cHaRnCTER 1S A NON-PARENT VICTIN. {:::
A ]
SRULE T (WIIATOWNED) §::{
“INSERT (MEMBER I8 CMILD(SEX)) (CHILD{BEX) UNLUCKY)y 2002
1,-1¢ ¢ (MEMUER EQL VICTIN}p 2003
~18,0 3 {MEMBER EQL PARENTS (SEXES))) 2004
|
V| CHARACTER 1S A PARENT ARD OWNER, 44
1
$RULE 1 F {NEXTROLE) 3333
PAFCNT (SEX) IS MEMBER) 28089
19,-19 ¢ (MEMRER EQL OWNER) AND (OWNER EQL PARENTS (SEXES))) 2018
|l DESCRIBE WHAT OBJECT TUE VICTIN-OWNER OWNS. §:}§
v
$RULE WHATOWNED 2 (NEXTMEMBER) 3:{2
MEMBER BAVE VOBJEZCT) 21s
18,19 1 (VICTIM EQL OWNER) AND NOT (VOBJECT EQL BODPARTS); a1
]
1] CHARACTER 15 A NON-PARENT OWNER, . §:§:
]
SRULE NEXTROLE 1 T(NEXTMEMBER} §:;:
*INSERT (MEMBER 1S CRILD({SEX)) (CHILD(SEX) OLDEST); 2021
19,-10 3 (MEMBER EQL OWNER); 2022
V| CHARACTER I5 A PARENT, BUT- HAS RO OTHER ROLE, 5222
]
SRULE 1 T (NEXTMEMNER) §:§2
REMBLR IS PARENT (SEX)) 2027
19,~30 {MCHUER EQL PARENTS (SEXES)) AND 2028
NUT (MEMBER EQL VILLAIN)) 2029
. -
v} CHARACTER 1S A PARENT AND VILLAIN, §:§{
1
SRULE ¢ T (NEXTMENBER) ::g;
SINSERT (MEMBER 1§ PARENT (SEX)) (PARENT(SEX) STEP); 2054
16,-16 @ (MEMBER EQL PARENTS (SEXES))) 2038
Y] CRARACTER 15 A NON-PARENT VILLAIN. ::;;
[}
$RULE [REXTHENRRER) ’:3:
“INSERT (NEMBER 1S CRILD(SEX)) (CRILD(SEX) WICKED), 2840
- . 2041
B 2042
.
: 2188
L. 211¢
‘. a1l
. : 2112
~18,19 ¢ (RERO EQL VICTIM}p 2113
SROLE ABSENTOR 5AY2 INTERDICT) ) 2114
SENDGROUP 2118
: . 2116
\! GROUP DELTA -- VIOLATION {X}1, P. 27). g}}:
: 2119
) 2128
SGROUP DELTA 1 l8M/0PP) 2121
SRULE 1 RERO DELTAREL VLOC 2122
SENDGROUP) 2123
: . 2124
3§ GROUP VILLARIV <= ARRIVAL OF THE VILLAIR {P. 27). . ::3:
L} THE FORM OF ARRIVAL IS RANDORLY PICKED. 2127
M 1220
M 2129
$GROUP VILLARIV*Y®Llem/orr; 2138
SRULE 1 VILLAIN PICK{ARRIVALS) STORYLOC) 1nn
$ENDGROUY ) 2132
: 2133
+] GROUP EPSILON -- RECONNAISSANCE (IV, 'P. 28). :}:;
t§ THE TWO FORMS REQUIRE SEPARATE RULES.: 2116
M . 2137
' : 2138
$SGROUP EPSILON : 1@n/Ore) ; 2139
SKULE 1 T(SENDGROUP) 2148
*INSERT (VILLAIN AGK)l VILLAGER) (ASK] WHEREIS EPSOBJECY); 2141
10,~19 3 (F1 EQL EPSFORM)} 2142
SRULE 1 *INSERT (VICTIM ASK1 VILLAIN) (AGEl WREREIS QOBJECT)j 2143
$ENUGROUP} ’ 2144
N 2145
) 2146
‘| GROUP PSI -~ DELIVERY (v, P. 28). 2147
] THE TWO FORMS REQUIRE SEFARATE RULES. 2148
M 2149
: 2158
SGROUP PSX + 10M/OFF; 2151
SRULE T {SENDGROUP} 215z
SINSERT (VILLAGER SA¥2 THAT) (EPSOBJECT IN VLOC)p 2153
19,-10 1 (P EQL EPSFORM) 2154
$RULE 3 “INSERT (VILLAIN SAY¥Z THAT) {QANS{QOBJECT] 1IN SLOC)3 2158
SENDGROUD) ) 2156
: 21517
t] GROUP VILDISG -~ VILLAIN DISGUISES RINSELP (P. 29). ;}::
s THE DISGUISE IS RANDOMLY PICKED. ' 2160
) 2161
) 2162
$GROUP VILDTEG 1 18M/OFF; 2163
SRULE ' “INSERT (VILLAIN DISGUIS PERPRON(VILLAIN)) 2164
{PISGUI3 A3 PICK{DISGUISES}); 2163
SENDZRONUPS 2166
] 2)67
* 2168
\} GROUP WU -~ TRICKERY (VI, P. 29}, 2169
$§ A TRICK IS RANDOMLY PICKED. THE TWO FORMS REQUIRE SEPARATE RULES. 2178
* 21
' 172
. 11

MUNMBER HATE VICTING

THE FAMILY HXS ZFEN UYSCRIBED, 50 NOW ANY OTHER CBAMACTERS W1LL

BE DESCRIBED: THE HERC, AND THE VICTIN AND THE CBJECT HE QWNS,
OR THE VICTIN AND HI3 PARLNT,

-

1T (SENDGROUP)
*INSEPT (IERO LIVEIN LAND| (LIVEIN ALS0) (LAND SAME}
*INSTRT (HERO OF BIRTH) (BIRTR MIRACULOUS)

SRULE FARILYDOXE

«18,18 (BERD FOL FAMILY),
FEWITCH 1 TSENUCROUP) 3 ’
19,-1¢ (VICTIM EQL FAMILY) i
SRULE 3 T (SENDGROUP) !
*INSUKT (OWNER LIVEIN LAND) (LIVEIN ALSO} {LAND SAME
*IKSERT (VICTIM IS CHILDIGDNUERIVICTIMY})
{CHILD(GLNDER(VICTI®N)) PGS OWNER);
-18,10 1 (AFORM EQL AOBFORMS))
SRULE 1 T {SLNOGROUP)
*INSERT (OWNER LIVEIR LANU) (LAND SAME) (LIVEIN ALSQ
{OWNER WHOOWR VOBJECT) ¢
~12,18 (VOBJECT EQL BODPARTS)
SRULE 1 “INSERT (OWNER LIVEIN LAND) (LARD SAME) {LIVKIN ALSQ
SENDGROUPj
1]
+
A § GROUP REPLPICK. THIS GROUP IS USED TO PICK (EXTRA} PARENTS POR
V{ THE FAMILY.
4
)

$GROUP PICRPARENTS: 18m/0FP;
SRULE NEXTTRY 1 *MOVE PICK(CHARACTERS) TO CHARTA®)

SLOOP ¢ X, GENDER(CHARTMT) §
SRULE SPEMUVE CHARTMP FROM CHARACTERS,
*MOVE CHAKTHP TG PARENTS(X),
*ADD CHARTMP 10 FAMILY;
16,-10 4 NUM{PARENTS (X)} EQ 0t
$ENDLOOP 3
FSWITCH ¢ T{NEXTTRY),
~18,.6 3 BURM(FARENTS (SEXES)) EQ 2;
SENDGROUP;
1]
\
A § GROUP BETA ~- ABSENTATION {I, P. 26).
V§ ONE GENERAL RULE IS USED POR THZ TMREE POSSIBLE FORNS, A MOTIVE
V§ FOR LEAVING IS RANDOMLY PICKED.
v "
Y .
SGROUP BETA 1 J8R/OFF;
FRULE 1 PINSERT (ABSENTOR BETAREL{BETAPCRRY)
{BETAREL (BETAFOKN) PICK(MGTIVE (BETAPORM) }) ¢
SENDGROUP !
.

A

Y | GROUP GAMMA -~ INTERDICTION {I1, P, 26},

3 § THE INTERDICTION HAS BEEN PREVIOUSLY CONSTRUCTED IN TBE HASTLR €
\

[}

$GROUP' GAMMA 1 w1SM/OFP|

$RULE o ®INSERT (ABSENTOR RAND VICTIK) {ABSENTOR RAND HERO)
(VICTIR I8 VIOC) g .

.
.
-

SCROUF MU 5 LEM/OFP)

$RULE ¢ T{SENDGROUP}
®INSERT (VILLAIN ATTEMPT) (ATTEMFY PERSUABE}
{PERSUADE TAKE TRICK) {FERSUADE RNULL V'
19,-10 ¢ {F1 EQL NUFORM)
SRULE *INSERT {VILLAIN USE TRICK){USE ON VICTIN};
SENDGROUP)
3

)

% J GROUFP THETA —-- COMPLICITY (VII, P. 14).
ONE PORM REQUIRES AN ADDITIONAL RULE,

1

L]
SGROUP THETA @ lEn/OFP;

$RULE 3 *INSERT. {VICTIR PRSUADED) (PRSUADED TAXE TRICK))
18,-10 1 (F1 EQL THETAPORK)

$RULE 1 VICTIN PALULASLEEP)

SENDGROGP;

.

2
Al 'GROBP REFLPICK-~- DETERMINATION OF REPLACEMENT.
3

3
§GROUP REPLPICK t 18M/OFF;

SRULE ¢ T(SERDGROUP)
*DISCADD {SON POS VILLAIN) TO REPLACUHERT;

18,18 (VICTIM EQL MALES))
SRULE 1 4DISCADD (DAUGHTER POS VILLAIN) TO REPLACEMEN'
$ENDGROUP)
)
1 3
VL § GROUP A -—- VILLAINY (VII1, P, )@).
V| MOST PORMS OF A ARE HANDLED IN A BINGLE RULS. YHRLE PORKS
% § DIPFERENT RULES, AND ANOTHER FORK RTQUIRES AN ADDLTIOMAL RU
3] (A RESPONSE).
s
1
$GROUP A : 1em/orr)
SRULE » T (AONE)

VILLAIN AREL{APORN) VOBJECT:
-18,10 « [AFOPM ECL ADIPP}}

$RULE : T(SENDGROU?) *INSLRT {VILLAIN AREL{AFORK) VORJECT}
(AKEL (AFQKM} AREL2{AFORM} AOBJ(APORM)}j

10,-10 ¢ {AFORM EQL F18) OR (AFORM EQL F1B8)3z
SRULE T(SENDCRCUP)
“INSEFT {VILLAIN INJUR(VOBJZCT} VOBJECT) (VOBIEC
VICTi®)
1#,-18 ¢ {F6 EQL AFORM};
$RULE AORE 3 T {SENDGROUP)

VICTIM GIVENTO VILLAIN)

«5,-1% 1 (€8 EQL AFORM})
SRULE 3 T{SENDGROUP)
OWNER REFUSEj
18,-18 {F8 EQL AFURM);
$RULE SINSERT (VICTIN REPLACED) (REPLACED WITH REPLA
d,~10 ¢ {¥12 CQL AFORM)j
SENDGROUP;
1]

1
|’ GROUP BMALL A -~ LACK (VIXIA, P. 1%).
.



A0

- 116

N .
\' THE INITIAL SITUATION AND LACKE ARE DESCRIBED.
L3

' .
SGROUE SA & LOR/OFF:

SRULE 1

1e,-10 1
$RULE ¢
SLCCP
$RULE 1
SKULE ¢

oo le,=18 3
$RULY ¢ |
SENDLOOPY
SRULE NEED 1,
SENDGROUP;

e s s

T{NEED)

PLACE 1§ BTORYLOC,
FAMILY ALONE;
NUM(FANILY) EQ )y
FAMNAM LIVEIN STORYLOC:
X.FAMILY;

PMOVE GLhDER(K) TO SEX}
TISNEXT X)

PARENT(SEX) I8 x.

(X £QL PARENTS (SEX)))
*INSERT (CHILD(SEX) IS X) {CHILD{SEX) Obntsﬂ'

- HERO NEED SOBJECT)

GROUP B ~- DISPATCH (IX, P. 36).
EACH FORM OF B REQUIRES A DIFFERENT RULE.
MAY USE ONE OF THREE RULES DEPENDING OX THE FORM OF A

4] RDDI‘HON. ONB NRK

:cgoup B 1 1AM/CFF)

:' IF A SUBSTITUTION GCCURRED, IT IS DISCOVERED.

SRULE ;|

18,+10 ¢
SRULE 3
18,-19

T{FIRSTBFORN)

DISPATCHER DISCOVER SUBSTITUTION)
NUMEAFORMIME) €0 )1 ARD NUN(DISPATCHER) EQ 1[
HERO DISCOVE. SUBSTITUTION)

NUM{AFCR®TMP) EQ 1y

$RULE FIRSTBFORM 1 T(SENDUROUP)

18,-10 1
SRULE 3

18.-10 1
SRULE 2

10,~19
$SWITCH 3

=18,1% 1t
S$RULE

\§ FOR FORM 4,
V § VILLAINX AS

SRULE Bf4

-l!.l. '
SRULE
.

;RDLt T

19,-19
$RULE ¢

18,.-10
$RULE

19,-10
$RULE ¢

-

1¥.-1¢ ¢
SRULE

19,-10 2
A
)
SRULE 1

18,-1#8 3
SRULE =

SENDGROUP)

P et

SGROLP E ¢
. $RULE 3

18,13
$RULE

18,18
$RULE

18,-1%
SRULE ¢ -

19.-18
SRULE ¢

16,-1¥
sswirci ;
~18,19 s

SINSERT (DISPATCHEN CALLPOR HELF) (RELP FRON SEERER})
(F1 EQL BFOKM)}
T(SENCCROUP) *
®IRSERT (DISPATCHER SEND SEEKER) (SERD SEARCH)) -
(SEARCHL FOR SOBJECY):
(F2 EQL BFORK);
T(SENDCROUP)
®INSERT (SEERLR ASX] PERM1ISSION) (PERMISSION TO1)
(TO1 LEAVE):
{F3 EOL BFORM)y
F{AF&)
{24 TQL BFORW)
TI(RF4)
OISPATCHER CALLFOR NEROp
(VILLAGR? EQL BISPATCHER)
RERO MEET DISPATCRERj

THE ANNCUNCEMERT REPEATS THE ORIGINAL STATEMENT OF THE
1% GROUP A, BUT IS PUT INTO THE PAST TENSE,

T(SENOGROUP)
CINSERT {DISPATCHER ANROUNC THAT)
{VILLAIN AREL(AFORM) VOBJECT))
4APORH I:&l; ADIPE) ¥
{SENDGROUP)

T(SERDGROVP)
DONOR IMPRISONED,
*INSERT (DONOR ASK) [ASK BZ) (BE FREED))
(DFORN EQL ¥4}y
T(SLNDGROUP)
¢ INSERT {DONOR THREATNCD) {THREATNED BY WERO),
*INSERT {UONOR REQUEST MERCY) (NEQUEST FROW EENO);
(DFORM EQL F5)¢ -
T($ENDGRQUP)
*INSERT (DONOR I‘XGHTINGWITH PRIEND]
. (FIGHTINGWITH OVER DISTYPE),

*INSERT (DONOR ASK1 HERO) (ASKR]1 DIVIDE olsr'rnh
(DFORM EQL F6)jy
T{SENCGROUP)
*INSERT (DONOR ATTEMPT} {ATTEMPT BY1}

{ATTEMPT KILL1 HERQ) (BY1 KILLMETH);
{DPOR® EQL FBY;
T(SENDGROUP)
®INSERT {DONOR BRAWL) (BRAWL WITH HERO)

(BRAWL IN FORLSTHUT);

(DFORN EQL F9))y .

V| EITHER ONE QR THREL AGEWTS ARE OPFERED POI EXCHARGE (AS
PREVIOUSLY OETERMINED) .,

T{SENDCROUP)
*INSERT (DONOR OFFER MAGMELPS).(OFFER YO BERO)
{OFFER FOR ncumsu
NUN (MAGHELPS) EQ 1y
*INSERT (DOHOR OFFER MAGRELP1) (RAGHELPY RAND
MAGHELP2) (RAGHELP) RAND RAGHELPY),

*1R3ERT (THEY CRFEREDTO BERO) zorrcum POR EXCHANGE) j

GROUP £ ~~ REACTION (XVII, P. 42).

EACH PORM, WHICH 1S PAIREC WITH TRE PORM OF D, REQUIRES A
DIFFERENT (SET OP) RULE(S),

RODE, TRESP, WHICH HAS DEEN PREVIOUSLY CORSTMU

FORMS 1 AND 3} USE A PREDICATE
CTED

1an/0re)

T(SENDGROUP)

HERO PRESPOND TRESP)
{DFORM EQL Fl)y

T ($ENDGROUP)

HERD ANSKER QUESTIONj
{DFORM EQL F2)g

T {SENDGROUP)

- HERO PRESPOND TRESPs
(DFORM EQL P}y
T(SENDGROUP)

KERO FREE DONORj

(DFONM KQL F4) 3

T(SENDGROUP)

*INSERT (HERO SHOW MERCY) {SHOW TOWARD DONOR)
(DFORM EQL P5))

T{EIUMP) y

{DFORH EQL F6)y

18,-19 3
SRULE 1

$RULE AFS 1 ..

10,419 &
SRULE 3

10,-10 ¢

SLRDUV [SIY L

SRULE ¢

SENDGROUP}
L)

A
$GROUP DEPART ¢t

SRULE 1 -

-18,10 ¢
$RULE 1
fmmmn

D == FIRST

CINSERT (DISPATCEER ANNOUNC TEAT) =
IVILLAIR AREL{AFURM) VICTIN})
{AFORM EQL F&) CR {AFORM EQL FI2},
{SENDGROUP)
®IRSERT {DIEPATCRER ANNOUNC THAT)
(VILLAIN AREL{AFOANM) VOBIECT)
(VOBJECT ARLLZ{AFORM) AQBI(AFORMY) 3
T tSENDGROUR)
FINSERT (HERD FRELD) (FREED SECRETLY)y
(F& COL BYORMYy
T{SENDGROUP)
SINSERT (LAMENT SURG) (SUNG FOR VICTIN)p
(F7 EQL BFORM) )
#INSERT (OWNER TAREAWAY VICTIM) [TAREAWAY FROM SOME} 3
(#5 EQL BFORM)y

. \'GROUP C ~- BEGINNING COUKTERACTION {X, P. “).

rore;
TINBERT (SEEKER DECIDE) (DCCIDE SEARCK!)
{SEARCH] FOR COBJ)3

A VICTIM-HEED 1S ALWAYS ASSUKED TO ALREADY BE Mﬂ\'( PROK BOH!, AND

‘N
% § GROUP DEPART -~ DEPARTURE (X1, P. 13%).
WANDERXRG IN AN ATTEMPT TO RETURN.

lHH/OFPl
T{SENDGROUP)
*INSERT (HERO LEAVE} {LYAVE ON SEARCR)y
{MERQ EQL VICTIN)3

"HERQ WANDERING)

FUNCTION OF THE DONOR (X1, P. 33).

\J
‘g GrROUP )
A AFTER AN INTRODUCTION, EACH POR® OF D REQUIKES A DIFFERENT (SET OF

RULE(S) .

13

$GROUP D ¢

SRULK 3

$RULE ¢ .
19,-19 3

L)

SOME FORMS WEED A DESCRIPTION OP THE DORGR.

18M/0FFy

*INSERT (HERO MEET DONOR ) (MEET ALONG WAY)Y
DONOR DY NGy

(DFORM EQL PR} ¥

t) THESE TWO FORMS USE THE PREDICATE WODE, TAGE; WRICH WAS BEEW
% § PREVIOUSLY CONSTRUCTED BY A CALL ON THL NAME CF THZ LOROR.

$RULE

10,+18 @
SRULE ¢

10,10 ¢

‘g'.v L]

$MULE

-16,19
-$RULE 1

SRULE EJUNF 1

10,~19 «
. SRULE »

10,19 o
t

T{SENDGROUP)

DONQOR DREL{DPORM} TASK}

-{DFORM EQL Fl) OR (DPORN EQL Fi);

T (SENDGROUR)

DOROR GREET WERG,

* INSERT {(DONOR ASK) SIBI(O) {ASR) ANSHER ODES‘!'IDN)'
(DFORM EQL ¥2})

THE SUBTYPE OF FORM § DLPENDS UPON THE TYFE OF THvE OBJECT OF TBE
DISPUTE (MAGICAL OR RON-MAGICAL).

T (SENDGROUPY )
*INSERT (WERD RECONCILE DISPUTE) {RECONCILE BY))
18Y) DIVIDE DISTYPE) (DIVIDE PALRLY) ¢
SYISTYPE EQL MOALL) OR (DISTYPE EQL MAGCHANGS)}
T{SERDGROUP)
4 INSEHT (WLRO TRICKV DISPUTANTS)
(TRICKY IRTOLEAVING DISTYPB}
{DISTYPE URPROTECTED))
T [SENDGROUP)
*INSERT (HERO XILL) DONOR} (KILLL1 BY¥1)
(8Y1 KILLMETH):
{DFORM EQL FB)3
T{SENDGROUP)}
HERQ DEFEAT OOWORy
{DFORM EQL F%)p

1§ THE NAC!CAL AGENT USED 1O KILL THE DONOR HAS ALREADY BEEN CHECKE
FOR FPOPER TYPE.

$RULE @
$ENDGROUP
A3

[}
l GROUP F -

*INSERT (BERO AGREE) (AGREE TO EXCRANGR), .
*INSERT (I!I:Rp USE MAGHELPK1LL) {USE KILL) DUNOR}j

R!CEIPT {XIV, P, 43).

THERE 1S ONE BASIC RULE, SUBSCRIFTED OB THR FORM OF ¥.

)
$GROUP 7 1t

1an/0rry

| TEST FOR THREE AGENTS.
¥

$SWITCH 4
18,18 2

T{THREE)
NOM (MAGHELPS) 20 3 AND RUM (MAGHELPORIG) RQ ll

'
' L arstc nora ror v,

um.: ]

MAGHELPORIG !‘N:L(?PORN) HEROY}

!' ADDITIONAL RULE FOR FORMS 2, 3, AND .

5!101.-! 1
1e,~18

HERO TAXE MAGHELPORIGt

(FFORM EQL ¥3) OR (FPORM EQL ¥3) OR {FFORM EQL F9)

. .
) “[’!_S'l FOR TUREZ AGENTS COMING FROM ANQTHER AGEINT.
\)

FSWITCH 3
16,-18 3

T(CHANG}))
NUM{MAGRELPS) EG 3y

%
' ‘ ADOITIGNAL RULE FOR FORN CEVER.

$RULE 1
18,-19

T {SERDGROUP)
BERQ OBTAIR MAGHELPS)
(F? EQL YPORR);

L l ADDITIONAL RULE FOR ONE AGENT COMING FRON ANOTRER AGENWT,
Y .

3
-



1t
15
1%
17
13
t13
i
21
2
23
r
5
%
2
22
23
33
31
3
33
34
33
36
3

T .

SRULE : (SENDGROUP)
. *INSCRT (MASHELPS COME) (COME FROM MAGHELPORIG) ;
18,~181 (MAGRELPORIG EQL MAGCHANGS)j

VB THREE MAGICAL AGENTS AcQUIRED. . o

$RULE THRER : PINSERT {HAGHELP) RAND MAGHELP3)

(MAGHELPY RAND MAGHELP2) {MAGHELP3 PREL(FFORN)} WERGQ);

SRULE 4 (SENDGROUP)
HERQ TAKE THEM:
16,-19 1 (FFORM EQL P2) OR (FFORN EQL F3) QR {FFORM EQL F9);

)
\}. THREE AGENTS ACQUIRED BY THEIR COMING FROM ANOTHER AGENT.
' .

$RULE C.illNC)w‘lNS_ER? (MAGHELFI RAND MAGHRLP3) {MAGHELP1 RAND MAGRELP?)
(MAGHELPJI COME){COME £ROM MAGHELPORIG):

$ENDGROUPS :

OHE. RULE HANDLES ALL rORMS OF (3, EXCEPT THAT A V!CTII‘B!.m RETURNS

' .
Y} GROUP G =-- TRANSFERENCE (XV, P. 508).
v
L]

HOME. THENM, THE TRANSPORTATION AGENT IS DESCRIBED,

3
$GROUP G 3 10M/CFF;
$RULE 3. © T{HETHOD)
*INSERT (RERO TRAVEL) ({TRAVEL TO LOCATIO)
(LOCATIO OF SOBJECT) (SORJECT IN KINGDOW)
{KINGDOM OTHER) -
-18,19 : (SOBIECT EGL VILLAIN) AND (VILLAIN EQL PAMILY) s
. SRULE = BERO RETURR HOME)
SRULE METHOD 1 HERO CREL{GPORM) GHELPER;
$ ERDGROUP Y .
\]
M .
T g GROUP B ~~ STRUGGLE (XV1, P. S1).
LACB OF THE THREE PORMS REQUIRES A SEPARATE RULE. .
* .
)
$SGROUP R 18M/OFFy .
SRULE 1 HERQ FIND VILLAIMp
SRULE T{SENCGROUP) .
. *IKSERT {THEY PIGBT) (PIGHT IN FLELD) {PIELD OFEN),
12,-18 3 ({HFORN "£QUL Fl)s .
SRULE 3 T{S$ENDGROUPR)
*INSERT (THEY ENGAGE) (ENGAGE IN COMPETITION)
18,-18 {HFCRM EQL F2)y
SRULE 1 THEY PLAY CARDS
$ENDGROUP;
+ .
\ . .
W GROUP 1 ~= VICTORY (XVIII, P. 53} . -
Vg EACH FORN REQUIRES A DIFFERENT (SET OF) RULE{S).
M .
)
SGROUP T 3 198/0F0;
$SWITCH 1 T{1SK1P)}; .
<16,18 & (I70RK QL F1); .

3 ’ R
\‘ FOR FORM ONE, YF APPROPAIATE, A NAGICAL AGENT IS usBD,
) X

.
: .
SRULE PORMEF §  T{SENDGRTP)

SOBJECT FRELIRFPORR) RERO)
N A
1‘ PUNCTION X USES A MAGICAL AGENT.
\)

$RULE FORMEMAG i T{SZNOGROUP)
“INSERT (SOBJECT APPEAR) (APPEAR PRON NAGHELPLIQ) 3

~18,19 1t {SAFOEM EQL PS))
$RULE = . *INSERT (GOLD FRODUCED) (PRODUCED BY MAGRELPLIQ) 3
SENDGROURY
L)

)
\l GROUP RETURN (XX, P. $S).
v

'
$GROUP RETURR s 16M/0FP;

$RULE ¢ T{SENDGROUP) .
“INSERT {(RERO START) (START BACK BOAE))
18,-19 : {HERO EQL VICTIM) OR (SOBJECT SOL VILLAIN) AWD
{XFORN NEQ £7);
$RULE “INSERT™{HERQ START) (START WITR SOBISCT)

(START BACK HOME)}
SENDGROUP;
3

| . .
GROUP PR - PURSUIT (XXI, P. 56). M
AYTER TWO SPECIAL CASES, THERE IS ONE BASIC. RULE.

13
SGROUP PR 13 ABM/0PF;
SHULE ¢ T{$ENDGROUP)
*INSERT (PURSUER TEMPFT HERO)
{TEMPT BY1) (BY]l CHANGEL)
{CHANGEL INTO OBJECT) (OBJECT ALLURING) 3
1e,-19 (PFORM EQL F4};
SRULE T{SENDGRUUP)
PURSUER PURSUE HERO,

CIRSERT (HERQO WIDE) (HIDE IN TREE), *

®INSERT (PURSUER ATTEMPT)} (ATTEMPT GNAW) {GRAW THROUGH

TREE) ;
19,-18 {PFORM EQL F7);
. \’ BASIC RULE, BUBSCRIPTED ON THE FORM Of P.
()
SRULE *INSERT (PURSUER PREL1{PFORM)) (PRELL (PPORN)
PRELZ(PFORK) RERD);
SENDGROUP;

A

3

1R GROUP RS ~» RESCUE (XXII, P. $7).

Y THERE 1S ONE SPECIAL CASE, ALL OTHERS BEING HANDLED IN ONE GENERAL
*§ RULE. A RANDOM HELPER 15 PICKED, EXCEPT THAT THE HELPER MAY HAVE
“§ ALREADY BEER CHOSLN 2Y THE MASTER GROUP (IN THE CASE OF A MAGICAL
*® HELPER).

L) A

A

$GROUP RS 16M/QFF;

$RULE 2 T{$ERDGROUP)

*INSERT {HERQO BSClPtl :
(ESCAPE BYL) (BYl RSRELI(RSPORM))

.
1]
SRULE 1 TISENDGROUP )
s T (VILLAIN OEFEATED) (DEFEATED BADLY)j
XB,-1% g . CHELPKILL) EQ B;
$RULE LGROUP)

*INSYRT (HERO DEFEAT VILLAINI {DEPBAT WITH AID) (ALD Ol
. MAGHELPKILL) ¢ /
SRULE ISKIPL 3 “M{SENDGROU®) ) /
YISSERT (WERD WIN}(WIN WITH RELP) (HELP OF CLEVERNESS)
F2}) : -

10,-10 EQL
SRULE 3 T(SENDGROUP)
- T (VILLAIN TROUNCED) (TROURCED AT CRADS)
12,-10 3 EQL £3);

3
A ' FOR FORM 5 A MAGICAL AGENT MAY BL U3ED,
Y .

$RULE HERD SURPRISE VILUAIN;
$RULE ¢ . T{SENDGROUP) . .
' SINJLRT (HURO KILLY VILLAIN} (RILLY WITHOUT NPIGHT)p.
i¥,-18 1 NUM (MAGHELFKILL)  €Q @)
$RULE *INSERT (BERY FILLY VILLAIR) (KILLY WiT8 AID) (RiD OP
) ) . . HAGHELPKILL) 3
SENDGROUPS
)
R}
VB GROUP J —- BRANDING (XVII, P. $2).
LJ ONLY ONE POSSIBLE FORM IS IMPLEMENTED.
3 .
Y
SGROUP J 1 19M/0FF)
SRULE = . HERD WOUNDED)
SENDGROUP§ .
M .
+
S GROUP R -~ LIQUIDATION (XIX, P, 53).
V] THERZ i3 ONE SASIC ROLE FUR PUNCTION X.
A
v .
$GROUP & 1 18M/08P)
)
t. TEST FOR FUNCTION R ACTING LIKE FUNCTION P,
. Tl
$SWITCH T(FOPMR¥) 3
10,38 ¢ {XFORM EQL ¥11)»

' .
s} TEST EOR PORK K USING A MAGICAL AGENT.
v

SENITCH T{FCRrKMAG) ¢
18,-18 1 (KFO&R EQL PS)

3§ BASIC RULE POR FUNCTION R, If TRE PREVIOUS ACTION IXILLING TRE
A% VILLAIN) BAS ALREADY LIQUIDATED THE MISFORTUNE (THE VILLAIN} THER
A} ROTRING 1§ DONE IN FUKNCTION K. -

3]

$RULE " {SENDCROUP)
PINSERT (SOBJECT KWEL{KFORH]) (KRELIKFORM) BY WERG)s
~18,19 (KPORA EQL #4) AND (SOBJECT EQL VILLAIN)§

\' FURCTION K ACTS LIKE FUNCTION ¥, AND-THE FORMS OF P ARE USED AGAIM.
) . .

.
.
.
{RSREL] (RSFORK) RSKEL2{RSFORKY
PICK (PSHELPER(RSFORM) )1y
-14,18 {RSFCGRN EQL F2)
SRULEY *INSERT (HERO ESCAPE)
(ESCAPE BY1) (8Yl RSREL){RSFORM))
{RSREL1(RSFORM} RSPELZ{RSFORM)
PICK{RSHELFER{RSFORM))
(RSRELI (RSPORM) ENULL PURASUER};
SENDGROUP
A
¥,
1§ GrouP EWD. :
A8 A HAPPFY EZNDING 15 ASSURED.
. ..
s
SGROUP END ¢ 18M/0F8;
SRULE » : T{$ENDGROUP)
HERO RETURN BOME; .
=18,18 {(SOBJECT EQL PEOPLE) OR {SAPORM EQL Fl)}
AND NOT [RERO EQL VICTIH);
SRULE ¢ THEY RETURN HOME;
' $ENDGROUP;
M
)
VF THE LAST PIVE GROUPS CORRESPOND TO THE FIVE DONORS WHO ARE CALLED
t§ AS GROUPS. EACH GRUUP SETS UP TWO PREDICATE KODES -~ ONE FOR THE
‘f TASK TO BE GIVEN BY THE DONOR TO THE HERO, THE GTUER FOR 8% PIRAL
(POSITIVE) RESPONSE OF THE HERO, THIS ALLOWS FOR SINPLE,
GENERAL RULES IN GROUPS D AND E POR FORMS 1 ARD 3.
N .
)
$GROUP COM 4 10H4/0FF;
$SRULE » ULST XX,
*TNSEPT (HERD EAT) (MCAT HER) {EAT NOTL) (EAT OF MEAT) ,
*INSERT (HERQ BEL) (BONES 1N GARDEN) (RAND1 BURY)
(GATHER KAND]) (BE GATHER BONES), - .
*INSERT (HERQ BEl) (FOPSLT NOTI) (BEL FORGET COW),
SINSEPT {HERO FOLLOW INSTRUCTIORS)
{INSTRUCTICONS QOF CON},
*DISCADD (HEFO EAT) TO TASK,
4DISCAOD (HERQ BEl} TO TASK,
*DISCADD (HERO BE) TQ TASK,
*DISCADD (MERG POLLOW INSTRUCTIONS) TO TRESP,
LST XX3 . .
SERDGRGUP)
SGROUP NAN 1 1sn/022;
$RULE 3 ULST XX,
*INSERT {(HERO SPEND NIGHTS){GRAVE RIS}
{EFERD BESIDE GRAVE) (NIGHTS THREE),
*INSERT (HERO SIT) (GRAVE HIS) (NIGHTS TEREE}
(SIT FOR NIGHTS) {S1T BY CRAVE),
*DISCADD (HERO SPEND NIGHTS) TO TASK,
*DISCADD (HERO SIT} TO TRESP,
. LST XX3
$ENDGROUP,
SGROWIP 3TOVE en/orrg
SRULE ULST XX,

®INSEXT (RERQ EATY MEAL) (BAVE]l PREPARD)
{IT HAVEL) {MEAL WHICR ITH,
*INSERT (RERQ PARTAKRE} (PARTAKE OF KEAL),

.
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*DISCAGD (HERO EATI HEAL) 10 TASK,
*DISCADD (HGRO PARTAKE) TO TRESP,

LST AX;
SENDGROUP )
SGROUP WITCE ¢ 10m/0rp,
SRULE » UVLST XX,
MINSERT (HWERO LISTEN) (WITUOUTI FALLASLEEP)
{LISTEN TO, CUSLA;{BISTEN WITROUTL) o !
“INBERT (NERO STAY) (LISTEN TQ GUSLA) {WRILEL LISTEN)
(STAY AWAKE) [STAY NHILE)Y,
*DISCADD (HERO LISTEN) TO TASK,
*DISCADD (HERQ STAY) 1O TRESP,

LST xx:
SENDGROUP)

$GROUP FORESTKN t 18m/0rP;
SRULE - ULST xx

*INSERT (WERO WORK) (WORK IN FOREST)
(YEARS THREE) {WORK FOR YEARS) ,
*INSERT (HERU SPEND YEARS) (TOYL POR PORESTEN)
ASPEND TOIL) (SPEND IN FOREST) (YEARS TRREZ),
*DISCAOD {HERO WORK) TO TASK,
*DISCADD (BEMO SPERD YEARB] TO TRESP,
LST 31y
SENDGROYP
SEND 3
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LOWTRANS

-
o
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——r
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>
1 ===
~.-d
———
———3
-—
———
>
-———y
——
ey
———>
-
-3
———y
PN
amas

_———

TRAUS
TRANS
TRANS
TRAES
TRANS
TRARS
TRANS
TRANS
BUFFIX

PREP

T vp

PREP NP

FREP NP

FREP noo

AND NPR

rUD vpP

AND1 NP

BY v

THAT 81

1oy ve

PREP

ADJ

ve

roD vP

®oD VP

MCcOD ve

MCo vp

HOD NP

ADJ  THAT2

MCD NP

ADV ADJ

MOoD vr2

uoo VP2
3 SETS FEATURE
3 CELETES FEATURE
4 SETS FEATURE
4 DELETES FEATURE
S CELETES FEATURE
S SETS FEATURE
& SETS FEATURE
7 SETS FEATURL

SUB~TYPE
0-RP o~
0-RV o~
O~RP 2-0
O~RP 0-0
O-RP 0-RV
8-0 Q-
CuRAND O~RV «
0-0 a-

0-0 O~RV
00 0~

0-0 9-RV
0-RP 0=~
O0~RA 0~
C-RV 0~
I-Rp 0~RV
2~-RP 0-av
1-RP o-av
Q-RP 0-RV
1-kp 0-0
0~RA 1-0
o-R 0-0
0-RA Q-RADV
0-RA 0-RY
0-RA o-RP

8 FOR SYMBOL 2
S FOR SYMBOL 2
7 FOR SYMBOL 2
3 FOR SYMBOL 2
5 FOR SYMBOL 2
6 FOR SYMBOL
2 YOR SYMBOL 2
O FOR SYMBOL 1
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CHANGE STACK FOR TIME ©OM

1: (PARANOVS LIVEIN DISTANTP) SET AT 0M
2: (VASILISA IS DAUGHTER) SET AT oM
3: (DAUGHTER UNLUCKY) SET AT 0M

4: (BALDAK IS FATHER) SET AT @M

5: (ELENA IS DAUGHTER) SET AT OM

6: (DAUGHTER BRAVE) SET AT OM

7: (VLADIMIR IS SON) SET AT BM

8: (SON WICKED) SET AT @M

9: (VLADIMIR HATE VASILISA) SET AT @M
18: (MOTHER IS MARTHA) SET AT OM

11: (BALDAK RAND VASILISA) SET AT @M
12: (BALDAK RAND ELENA) SET AT 6M

13: (VASILISA IN HOUSE) SET AT 6M

14: (BALDAK SAY2 INTERDIC) SET AT @M
15: " (ELENA LEAVEl HOUSE) SET AT oM

16: (BALDAK LEAVE) SET AT OM

17: (LEAVE GOTOWAR) SET AT &M

18: (ELENA LEAVE1l HOUSE) SET AT @M

19: {VLADIMIR ASK1l VILLAGER) SET AT @M
20: (ASK1 WHEREIS VASILISA) SET AT @M
21: (VILLAGER SAY2 THAT) SET AT OM

22; (VASILISA IN HOUSE) SET AT OM

23: (VLADIMIR THREATEA VASILISA) SET AT OM
24: (ELENA ASK1 PERMISSI) SET AT &M
253 (PERMISSI TO1) SET AT BM

262 (TO1 LEAVE) SET AT OM

27: (ELENA DECIDE) SET AT OM

28: (DECIDE SEARCH1) SET AT @M

29: (SEARCH1 FOR HELP) SET AT oM

30: (ELENA LEAVE) SET AT 2M *

31: (LEAVE ON SEARCH) SET AT &M

THE PARANOVS LIVE IN A DISTANT PROVINCE.
VASILISA IS THE UNLUCKY DAUGHTER.

BALDAK IS THE FATHER.

ELENA IS THE BRAVE DAUGHTER.

VLADIMIR IS THE WICKED SON.

VLADIMIR HATES VASILISA.

THE MOTHER IS MARTHA.

BALDAK , ELENA AND VASILISA ARE IN THE HOUSE.
BALDAK SAYS ELENA , LEAVE THE HOUSE.

BALDAK LEAVES TO GO TO WAR.

ELENA LEAVES THE HOUSE.

VLADIMIR ASKS A VILLAGER WHERE IS VASILISA.
THE VILLAGER SAYS THAT VASILISA IS IN THE HOUSE.
VLADIMIR THREATENS TO EAT VASILISA.

ELENA ASRS PERMISSION TO LEAVE.

ELENA DECIDES TO SEARCH FOR HELP.

ELENA LEAVES ON A SEARCH.

n ange Stack for OM

Before

11-15
16-17
18
Before

19-20
21-22
Before

23

Before
24-26
Before
27-29
30-31

]

Form 17 of function A Is chosen. Inltial classes fliled:
STORYLOC —DISTANTPROVINCE, FAMNAMZ PARANOVS,

VLOC = HOUSE (location of villalny), HEROZ= ELENA(in family),
VILLAINZ VLADIMIR(in family, allowable due to form of A, but
not a parent), VICTIMZ VASILISA(nust be in family,)}

VOBJECT (object of the villainy)}= VICTIMZVASILISA,

OWNER = BALDAK (father). GROUP PICKPARENTS called and MARTHA
picked as the mother.

GROUP ALPHA.

Interdliction will occur, BALDAK picked as ABSENTOR and form |
of BETA chosen, Form 2 of GAMMA chosen, and an inverted form
of interdiction is constructed In the predicate node INTERDICT.
GROUP GAMMA,

GROUP BETA,

GROUP DELTA.

GROUP VILLARIV will be skipped. Reconnalssance chosen to occur,
Form 1 of EPSILON will be used since the villain is in the famlly,
EPSOBJECT= VOBJECT ZVAS ILISA.

GROUP EPSILON, ~

GROUP PSI.

No concomitant forms of villainy are possible.
SOBJECT (sought after object)ZVILLAIN = VLADIMIR.

GROUP A,

Form 3 of B picked. MNo DISPATCHER is needed.

GROUP 8.

COBJZ HELP since villain is sought after and in family.
GROUP C.

GROUP DEPART.

THLE S



CHANGE STACK FOR TIME 1D

1: (ELENA MEET FORESTKN) SET AT 1D

2: (MEET ALONG WAY} SET AT 1D

3: (FORESTKN ATTEMPT)  SET AT 1D

4: {ATTEMPT BYl) SET AT 1D

5z (ATTEMPT KILL1 ELENA) SET AT 1D

6: (BY1 ROASTING) SET AT 1D

7 (ELENA KILL1 FORESTKN) SET AT 1D

8: (KILL1 BY1l) SET AT 1D

: {BY1 ROASTING) SET AT 1D

l19: (MAGFLINT FOUNDBY ELENA) SET AT 1D
11: {MAGBOW RAND MAGCARPE) SET AT 1D
12: {MAGBOW RAND MAGBIRD) SET AT 1D
13: (MAGCARPE COME) SET AT 1D
14: {COME FROM MAGFLINT) SET AT 1D
15: (ELENA RETURN HOME) SET AT 1D
16: (ELENA TRAVELBY MAGCARPE) SET AT 1D
17: (ELENA SURPRISE VLADIMIR) SET AT 1D
18: (ELENA KILL1 VLADIMIR) SET AT 1D
19: (KILL1 WITH AID} SET AT 1D
28: (AID OF MAGBOW) SET AT 1D

ELENA MEETS A FOREST KNIGHT ALONG THE WAY.

THE FOREST KNIGHT ATTEMPTS TO KILL ELENA BY ROASTING.
ELENA KILLS THE FOREST KNIGHT BY ROASTING.

A MAGIC FLINT IS FOUND BY ELENA.

A MAGIC BOW , A MAGIC BIRD AND A MAGIC CARPET COME FROM THE

ELENA RETURNS HOME.

ELENA TRAVELS BY THE MAGIC CARPET.

ELENA SURPRISES VLADIMIR.

ELENA KILLS VLADIMIR WITH THE AID OF THE MAGIC BOW.

Commentary on Change Stack for 1D

Bafore 1

1-6
Before 7
7-9
Before 10
10-14

Before 15

15-16

Bafore 17

17-20

Donor sequence. MAGICBOW, MAGICBIRD, AND MAGCARPET are chosen_
as the three magical agents (MAGHELPS) to be acquired, They will
come from MAGHELPORIG=MAGFLINT, Form 8 of D picked, and
FORESTKN chosen as DONOR.

GROUP D.

Trebling is chosen not to occur,

GROUP E

Based on form of D, form 5 of F is picked.

GROUP F,

There Is a magical agent for transference (GHELPER = MAGCARPET) .
Form 1 of G is chosen based on the magical agent.

GROUP G

There is a magical agent for compat (MAGHELPKILL= MAGBOW).
Form 5 of | is used, which doesn't use function H.

GROUP 1,
Form 4 of K is picked, since the villain is defeated, GROUP K is

called, but produces no output. There is no return, nor a pursuit,
since the villain was sought after and in the family.

MAGIC FLINT.

TE’LE_ 5/ (conl.)



CHANGE STACK FOR TIME @M

1: (POPOVICH LIVEIN CERTAINK) SET AT OM
2: (EREMA IS FATHER) SET AT 8M

3: (NICHOLAS IS SON) SET AT @M

4: (SON UNLUCKY) SET AT 0OM

St (NICHOLAS HAVE ANIMALS) SET AT @M

6: (IVAN IS SON) SET AT 0OM

7: (SON BRAVE) SET AT #M

8: (DRAGON APPEARIN CERTAINK) SET AT OM
9: (DRAGON PLUNDER ANIMALS) SET AT 2M
18: (NICHOLAS CALLFOR HELP) SET AT #M
11: (HELP FROM IVAN) SET AT @M

12: (IVAN DECIDE) SET AT @M

13: (DECIDE SEARCHI1) SET AT @M

14: (SEARCH1 FOR DRAGON) SET AT BM

15: (IVAN LEAVE) SET AT &M

16: (LEAVE ON SEARCH) SET AT @M

THE POPOVICHES LIVE IN A CERTAIN KINGDOM.
EREMA IS THE FATHER.

NICHOLAS 1S THE UNLUCKY SON.

NICHOLAS HAS THE ANIMALS.

IVAN IS THE BRAVE SON.

A DRAGON APPEARS IN THE CERTAIN KINGDOM.
THE DRAGON PLUNDERS THE ANIMALS,

NICHOLAS CALLS FOR HELP FROM IVAN.

IVAN DECIDES TO SEARCH FOR THE DRAGON.
IVAN LEAVES ON'A SEARCH.

Commentary on Change Stack for OM

Before |

1-7
Before 8
8

Before 9

9

Before i0
10-11
12-14
15-16

form 5 of functio A picked. Initial classes filled.

STORYLOCZ CERTAINKINGDOM, FAMNAK 2 POPOVICHES, HEROZ IVAN (in family),
VILLAINZ DRAGON, OWNER=Z VICTIM=NICHOLAS (in famlly),

VOBJECT {object of the villalny)Z ANIMALS. GROUP PICKPARENTS called
and EREMA is picked as the father,

GROUP ALPHA

Interdiction chosen not to occur.

GROUP VILLARIV.

Trickery chosen not to occur. MNo concomitant forms of villalny
are possible. SOBJECT(sought after object)= VILLAINS DRAGON.

GROUP A

form 1 of B chosen. DISPATCHER= OWNER =NICHOLAS,
GROUP B. '

GROUP C.

GROUP DEPART.

TALE 52 -



CHANGE STACK FOR TIME 1D

Commentary_on Change Stack for 1D

1l: (ULST XX) SET AT 1D
2: (IVAN EAT]1 MEAL)  SET AT 1D sefore 1 DONOR SEQUENCE. MAGSWORD, MAGBIRD, and MAGSTEED are chosen as the
3: (HAVE1l PREPARD) SET AT 1D three magical agents (MAGHELPS) to be acquired. They will come from
4: (IT HAVEL) SET AT 1D MAGFL INT (MAGHELPOR1G). Since form 1 of D is used, DONOR= STOVE is
5: (MEAL WHICH IT)} SET AT 1D picked based on that form. The GROUP STOVE is called to set up a task
6: (IVAN PARTAKE) SET AT 1D and a response.
7: (PARTAKE OF MEAL) SET AT 1D
8: (LST XX) SET AT 1D 1-8 GROUP STOVE, Two predicate nodes are constructed.
9: (IVAN MEET STOVE) SET AT 1D

108: (MEET ALONG WAY) SET AT 1D 9-15 GROUP D. TASK is a predicate node.

11: (STOVE PROPOSE TASK) SET AT 1D .

12: (IVAN EAT1 MEAL] SET AT 1D 16-23 Trebllng chosen to occur.

igz :TEAEA:}E{(}:H IggT A?.E?DAT 1D 24-26 GROUP E. TRESP is a predicate node.

ig; zgsxslr)gggg‘?m) SETS§$ }l\g 1D Before 27 Based on form of D, form &4 of F is chosen,

17: (DONOT RESPOND) SET AT 1D .

18: (STOVE ASK)  SET AT 1D 27-31 GROUP F.

;g :?3:}{“&2%3;“ SEgEgTA']I-‘D].D Before 32 There is a magical agent for transference (GHELPER=MAGSTEED).

21: (STOVE ASK) SET AT 1D Form 1 of G is chosen based on the magical agent.

22: (ASK FOR TIME) SET AT 1D 32-37 GROUP G.

23: {(TIME THIRD) SET AT 1D

24; {IVAN PRESPOND TRESP) SET AT 1D Before 38 There is a magical agent for combat. Form 5 of 1 chosen, which

25: (IVAN PARTAKE) SET AT 1D doesn't use function H, MAGHELPKILL=MAGSWORD,

26: (PARTAKE OF MEAL) SET AT 1D .

27: {MAGFLINT SOLDTO IVAN) SET AT 1D 38-41 GROUP |

28: {MAGSWORD RAND MAGBIRD) SET AT 1D

29: {MAGSWORD RAND MAGSTEED) SET AT 1D Bafore 42 Form 4 of K picked, since the villain is defeated

30: {MAGBIRD COME)} SET AT 1D GROUP K is called but produces no output.

31: {CCME FROM MAGFLINT) SET AT 1D

32: (IVAN TRAVEL) SET AT 1D b2-43 GROUP RETURN.

33: {TRAVEL TO LOCATIO) SET AT 1D .

34: (LOCATIO OF DRAGON) SET AT 1D Before 44 Form 5 of Pr chosen with PURSUER=DRAGONWIVES, since the dragon is dead.

35: (DRAGON IN KINGDOM) SET AT 1D

36: (KINGDOM OTHER)  SET AT 1D b=k GROUP PR,

gg; ggm ggﬁgg%gg g:ﬁggs;ﬂ)) SE?.E:.TAIDID Before 46 Ihere is a ma?ical agent for rescue (RHELP=MAGBIRD) so

39: (IVAN KILLl DRAGON)  SET AT 1D orm 1 of Rs is used.

4B: (KILL1L WITH AID) SET AT 1D -

41: (AID OF MAGSWORD) SET AT 1D 46-49 GROUP RS.

, 42: (IVAN START) SET AT 1D

43: (START BACK HOME) SET AT 1D 52 GROUP END.

44: (DRAGONWI ATTEMPT) SET AT 1D

45: (ATTEMPT DEVOUR IVAN) SET AT 1D IVAN MEETS A STOVE ALONG THE WAY.

46: (IVAN ESCAPE) SET AT 1D THE STOVE PROPOSES THAT IVAN EAT THE MEAL WHICH IT HAS PREPARED.

47: (ESCAPE BY1) SET AT 1D IVAN DOES NOT RESPOND.

48: (BYl FLY) SET AT 1D THE STOVE ASKS AGAIN.

49: (FLY ON MAGBIRD). SET AT 1D IVAN REFUSES.

58: (IVAN RETURN HOME) SET AT 1D THE STOVE ASKS FOR THE THIRD TIME.

IVAN RESPONDS BY PARTAKING OF THE MEAL.
A MAGIC FLINT IS SOLD TO IVAN.

’ A MAGIC SWORD , A MAGIC STEED AND A MAGIC BIRD COME FROM THE MAGIC FLINT.
i IVAN TRAVELS TC THE LOCATION OF THE DRAGON IN THE OTHER KINGDOM.
IVAN TRAVELS BY THE MAGIC STEED.

IVAN SURPRISES THE DRAGON.

IVAN KILLS THE DRAGON WITH THE AID OF THE MAGIC SWORD.
IVAN STARTS BACK HOME.

THE DRAGON'S WIVES ATTEMPT TO DEVOUR IVAN.

IVAN ESCAPES BY FLYING ON THE MAGIC BIRD.

IVAN RETURNS -  HOME.

| (co(:t.)
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THE MOREVHAS LIVE IN A DISTANT PROVINCE.
MARTHA IS THE UNLUCKY DAUGHTER.

THE MOTHER IS ELENA.

IVAN IS THE FATHER.

VLADIMIR IS THE BRAVE SON.

ELENA , VLADIMIR AND MARTHA ARE IN THE HUT.
ELENA SAYS VLADIMIR , DO NOT LEAVE THE HUT.
ELENA LEAVES TO GO TO WORK.

VLADIMIR LEAVES THE HUT.

A DRAGON SNEAKS INTO THE DISTANT PROVINCE.
THE DRAGON ABDUCTS MARTHA.

ELENA CALLS FOR HELP FRCM VLADIMIR.
VLADIMIR DECIDES TO SEARCH FOR MARTHA.
VLADIMIR LEAVES ON A SEARCH.

VLADIMIR MEETS A WITCH ALONG THE WAY.

THE WITCH BRAWLS IN A FOREST HUT WITH VLADIMIR.

THE WITCH TWICE REPELS VLADIMIR.

THEY FIGHT FOR THE THIRD TIME.

VLADIMIR DEFEATS THE WITCH.

A MAGIC FLINT IS PLACED AT THE DISPOSAL OF VLADIMIR.

VLADIMIR TAKES THE MAGIC FLINT.

A MAGIC BOW , A MAGIC STEED AND A MAGIC CARPET COME FRCM THE MAGIC FLINT.
VLADIMIR TRAVELS TO THE LOCATION OF MARTHA IN AN OTHER KINGDOM.
VLADIMIR TRAVELS BY THE MAGIC STEED.

VLADIMIR FINDS THE DRAGON.

THEY FIGHT IN AN OPEN FIELD.

VLADIMIR IS WOUNDED.

VLADIMIR DEFEATS THE DRAGON WITH THE AID OF THE MAGIC BOW.
MARTHA IS FREED BY VLADIMIR.

VLADIMIR STARTS BACK HOME WITH MARTHA.

THE DRAGON'S WIVES ATTEMPT TO KILL VLADIMIR.

VLADIMIR ESCAPES BY FLYING ON THE MAGIC CARPET.

THEY RETURN HOME.

171-

THE PARANOVS LIVE IN A CERTAIN KINGDOM.
ALIOSHA IS THE FATHER.

VASILISA IS THE MOTHER.

IVAN IS THE BRAVE SON.

ELENA ALSO LIVES IN THE SAME LAND.

MARIA IS ELENA'S DAUGHTER.

A BEAR WALKS INTO THE CERTAIN KINGDOM.
THE BEAR ASKS A VILLAGER WHERE IS MARIA.
THE VILLAGER SAYS THAT MARIA IS IN THE BARN.
THE BEAR THREATENS TO EAT MARIA.

ELENA SENDS IVAN TO SEARCH FOR THE BEAR.
IVAN LEAVES ON A SEARCH.

IVAN MEETS A WITCH ALONG THE WAY.
THE WITCH GREETS IVAN.
THE WITCH ASKS IVAN TC ANSWER A QUESTION.
IVAN DOES NOT RESPOND.
THE WITCH ASKS AGAIN.
IVAN RESPONDS RUDELY.
THE WITCH ASKS FOR THE THIRD TIME.
IVAN ANSWERS THE QUESTION.
A MAGIC SWORD , A MAGIC CARPET AND A MAGIC BIRD ARE GIVEN TO IVAN.
IVAN TRAVELS TO THE LOCATION OF THE BEAR IN THE OTHER KINGDOM.
IVAN TRAVELS BY THE MAGIC CARPET.
IVAN SURPRISES THE BEAR.
IVAN KILLS THE BEAR WITH THE AID OF THE MAGIC SWORD.
IVAN STARTS BACK HOME.
THE BEAR’S FATHER ATTEMPTS TO KILL IVAN.
IVAN ESCAPES BY FLYING ON THE MAGIC BIRD.
IVAN RETURNS HOME.
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THE PARANOVS LIVE IN A CERTAIN KINGDOM.
BALDAK IS THE FATHER.

IVAN IS THE BRAVE SON.

ELENA IS THE MOTHER.

KATRINA ALSO LIVES IN THE SAME LAND.
FOMA IS KATRINA'S SON.

A BEAR WALKS INTC THE CERTAIN KINGDOM.
THE BEAR DEMANDS FOMA.

KATRINA REFUSES.

IVAN MEETS A VILLAGER-

THE VILLAGER ANNOUNCES THAT THE BEAR DEMANDED FOMA.
IVAN DECIDES TO SEARCH FOR THE BEAR.
IVAN LEAVES ON A SEARCH.

IVAN MEETS A DEVIL ALONG THE WAY.

THE DEVIL BRAWLS IN A FOREST HUT WITH IVAN.
THE DEVIL TWICE REPELS IVAN.

THEY FIGHT FOR THE THIRD TIME.

IVAN DEFEATS THE DEVIL.

A MAGIC STEED IS SHOWN TO IVAN.

IVAN TAKES THE MAGIC STEED.

IVAN TRAVELS TO THE LOCATION OF THE BEAR IN THE OTHER KINGDOM.

IVAN TRAVELS ON THE MAGIC STEED.

IVAN FINDS THE BEAR.

THEY FIGHT IN AN OPEN FIELD.

IVAN IS WOUNDED.

THE BEAR 1S BADLY DEFEATED.

IVAN STARTS BACK HOME.

THE BEAR’S FATHER YELLS FOR IVAN.

IVAN ESCAPES BY FLYING ON THE MAGIC STEED.
IVAN RETURNS HOME.

THE PARANOVS LIVE IN A CERTAIN KINGDOM.
ELENA IS THE BRAVE DAUGHTER.

NICHOLAS IS THE WICKED SON.

NICHOLAS HATES DUNIA.

DUNIA IS THE UNLUCKY DAUGHTER.

THE FATHER IS BALDAK.

BALDAK , ELENA AND DUNIA ARE IN THE HUT.
BALDAK SAYS ELENA , DO NOT LEAVE THE HUT.
BALDAK LEAVES TO GO TO WAR.

ELENA LEAVES THE HUT.

NICHOLAS ASKS A VILLAGER WHERE IS DUNIA.
THE VILLAGER SAYS THAT DUNIA IS IN THE HUT.
NICHOLAS CAUSES THE DISAPPEARANCE OF DUNIA.
BALDAK CALLS FOR ELENA.

BALDAK ANNOUNCES THAT NICHOLAS CAUSED THE DISAPPEARANCE OF DUNIA.
ELENA DECIDES TO SEARCH FOR DUNIA.

ELENA MEETS A FOREST KNIGHT ALONG THE WAY.
THE FOREST KNIGHT IS THREATENED BY ELENA.
THE FOREST KNIGHT REQUESTS MERCY FROM ELENA.
ELENA SHOWS MERCY TOWARD THE FOREST KNIGHT.
A MAGIC BOW , A MAGIC STEED AND A MAGIC CARPET ARE GIVEN TO ELENA.
ELENA TRAVELS TO THE LOCATION OF DUNIA IN THE OTHER KINGDOM.
ELENA TRAVELS ON THE MAGIC STEED.

ELENA FINDS NICHOLAS.

THEY FIGHT IN AN OPEN FIELD.

ELENA IS WOUNDED.

ELENA DEFEATS NICHOLAS WITH THE AID OF THE MAGIC BOW.

DUNIA IS OBTAINED BY ELENA.

ELENA STARTS BACK HOME WITH DUNIA.

NICHOLAS CHASES AFTER ELENA.

ELENA ESCAPES BY FLYING ON THE MAGIC CARPET.

THEY RETURN HOME.
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BO ICHES E .
ESSIA ¥§S§ﬁ§ BRAVELéxucﬁgEQ_CERTAIN KINGDOM THE BERENNIKOVS LIVE IN A CERTAIN KINGDOM.
ALIOSHA IS THE FATHER. MARIA IS THE BRAVE DAUGHTER.
ALIOSHA IS THE FATHER.
KATRINA IS THE UNLUCKY DAUGHTER.
KATRINA HAS THE DAYLIGHT. KATRINA IS THE MOTHER.
EMELYA WHO OWNS A MAGIC HEN ALSO LIVES IN THE SAME LAND.
A WOLF WALKS INTO THE CERTAIN KINGDOM.
i A DRAGON WALKS INTO THE CERTAIN KINGDOM.
THE WOLF DISGUISES HIMSELF AS A BIRD.
THE WOLF USES A MAGIC PIN ON KATRINA. THE DRAGON DISGUISES HIMSELF AS A BIRD.
b THE DRAGON USES A SLEEPING POTION ON EMELYA.
KATRINA FALLS ASLEEP.
EMELYA FALLS ASLEEP.
THE WOLF SEIZES THE DAYLIGHT.
DUNIA ASKS PERMISSION TG LEAVE. THE DRAGON SEIZES THE MAGIC HEN.
DUNIA LEAVES ON A SEARCH. EMELYA SENDS MARIA TO SEARCH FOR THE MAGIC HEN.
MARIA LEAVES ON A SEARCH.

DUNIA MEETS A WITCH ALONG THE WAY.
THE WITCH IS IMPRISONED.

THE WITCH ASKS TO BE FREED. MARIA MEETS AN OLD MAN ALONG THE WAY.

DUNIA FREES THE WITCH. THE OLD MAN GREETS MARIA.

A MAGIC FLINT IS SHOWN TO DUNIA. THE OLD MAN ASKS MARIA TO ANSWER A QUESTION.

DUNIA TAKES THE MAGIC FLINT. MARIA ANSWERS THE QUESTION.

A MAGIC SWORD . A MAGIC CARPET AND A MAGIC BIRD COME FROM THE MAGIC PLINT. A MAGIC RING IS GIVEN TC MARIA. .

DUNIA TRAVELS TO THE LOCATION OF THE DAYLIGHT IN THE OTHER KINGDOM. A MAGIC SWORD , A MAGIC STEED AND A MAGIC BIRD COME FROM THE MAGIC RING.
DUNIA TRAVELS BY THE MAGIC CARPET. MARIA TRAVELS TO THE LOCATION OF THE MAGIC HEN IN THE OTHER KINGDOM.
DUNIA FINDS THE WOLF. MARIA TRAVELS ON THE MAGIC STEED.

THEY FIGHT IN AN OPEN FIELD. MARIA SURPRISES THE DRAGON.

DUNIA IS WOUNDED. MARIA KILLS THE DRAGON WITH THE AID OF THE MAGIC SWORD.

DUNIA DEFEATS THE WOLF WITH THE AID OF THE MAGIC SWORD. THE MAGIC HEN IS SHOWN TO MARIA.

THE DAYLIGHT IS SOLD TO DUNIA. MARIA STARTS BACK HOME WITH THE MAGIC HEN.

DUNIA STARTS BACK HOME WITH THE DAYLIGHT. THE DRAGON'S WIVES TEMPT MARIA BY CHANGING INTO AN ALLURING OBJECT.
DUNIA RETURNS HOME. : MARIA ESCAPES BY FLYING ON THE MAGIC BIRD.

MARIA RETURNS HOME.
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THE MOREVNAS LIVE IN A CERTAIN KINGDOM.
THE MOTHER IS ELENA.

NICHOLAS 1S THE FATHER.

BORIS IS THE UNLUCKY SON.

VASILISA ALSO LIVES IN THE SAME LAND.
VASILISA IS OF MIRACULOUS BIRTH.

A BEAR FLYS INTO THE CERTAIN KINGDOM.
THE BEAR DISGUISES HIMSELF AS A BIRD.
THE BEAR USES A MAGIC PIN ON BORIS.
BORIS FALLS ASLEEP-

THE BEAR DECLARES WAR ON BORIS.

ELENA CALLS FOR HELP FROM VASILISA.
VASILISA DECIDES TO SEARCH FOR THE BEAR.

VASILISA MEETS A DEVIL ALONG THE WAY.

THE DEVIL IS IMPRISONED.

THE DEVIL ASKS TO BE FREED.

VASILISA FREES THE DEVIL.

A MAGIC BIRD IS PLACED AT THE DISPOSAL OF VASILISA.
VASILISA TAKES THE MAGIC BIRD.

VASILISA TRAVELS TO THE LOCATION OF THE BEAR IN THE OTHER KINGDOM.
VASILISA TRAVELS BY THE MAGIC BIRD.

VASILISA SURPRISES THE BEAR.

VASILISA KILLS THE BEAR WITHOUT A FIGHT.

VASILISA STARTS BACK HOME.

THE BEAR’S FATHER FLYS AFTER VASILISA.

VASILISA ESCAPES BY FLYING ON THE MAGIC BIRD.
VASILISA RETURNS HOME.

0

THE MOREVNAS LIVE IN A DISTANT PROVINCE.

IVAN IS THE FATHER-.

MARTHA IS THE BRAVE DAUGHTER.

NICHOLAS ALSO LIVES IN THE SAME LAND.

MARIA IS NICHOLAS® DAUGHTER.

A DRAGON WALKS INTO THE DISTANT PROVINCE.

THE DRAGON MURDERS MARIA.

NICHOLAS CALLS FOR MARTHA.

NICHOLAS ANNOUNCES THAT THE DRAGON MURDERED MARIA.
MARTHA DECIDES TO SEARCH FOR MARIA.

MARTHA MEETS A FOREST KNIGHT ALONG THE WAY.
THE FOREST KNIGHT IS THREATENED BY MARTHA.
THE FOREST KNIGHT REQUESTS MERCY FROM MARTHA.
MARTHA SHOWS MERCY TOWARD THE FOREST KNIGHT.
A MAGIC FLINT IS SHOWN TC MARTHA.

MARTHA TAKES THE MAGIC FLINT.

A MAGIC SWORD , A MAGIC BIRD AND A MAGIC BOX COME FROM THE MAGIC FLINT.

MARTHA TRAVELS TO THE LOCATION OF MARIA IN AN OTHER KINGDOM.
MARTHA TRAVELS BY THE MAGIC BIRD.

MARTHA SURPRISES THE DRAGON.

MARTHA KILLS THE DRAGON WITH THE AID OF THE MAGIC SWORD.
MARIA APPEARS FROM THE MAGIC BOX.

MARTHA STARTS BACK HOME WITH MARIA.

THE DRAGON’S WIVES ATTEMPT TO DEVOUR MARTHA.

MARTHA ESCAPES BY FLYING ON THE MAGIC BIRD.

THEY RETURN HOME.
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THE BERENNIKOVS LIVE IN A DISTANT PROVINCE.

m w -
¢§gD?ﬁ?:"?;STﬁévgaiﬁEAsgé?TANT PROVINCE VASILISA IS THE MOTHER.
R ALIOSHA IS THE FATHER.
DUNIA IS THE MOTHER.
ALIOSHA IS THE FASHER. DUNIA IS THE BRAVE DAUGHTER.
ELENA ALSO LIVES IN THE SAME LAND. EREMA IS THE UNLUCKY SON.
MARIA IS ELENA'S DAUGHTER. EREMA HAS THE SHEEP.
ALIOSHA , DUNIA AND EREMA ARE IN THE WOODS.
A WOLF SNEAKS INTO THE DISTANT PROVINCE.
ALIOSHA SAYS DUNIA , LEAVE THE WOODS.
THE WOLF DISGUISES HIMSELF AS A BIRD. . ALIOSHA SAYS DUNIR o MoAVE T
THE WOLF ATTEMPTS TO PERSUADE MARIA TO TAKE A STEAMBATH. E.
MARIA IS PERSUADED TO TAKE A STEAMBATH. DUNIA LEAVES THE WOODS.
A DRAGON FLYS INTO THE DISTANT PROVINCE.
MARIA FALLS ASLEEP. E
THE DRAGON PLUNDERS THE SHEEP.
THE WOLF DEMANDS MARIA.
) EREMA CALLS FOR HELP FROM DUNIA.
MARIA IS GIVEN TO THE WOLF. DUNIA DECIDES TO SEARCH FOR THE DRAGON
ELENA SENDS VLADIMIR TO SEARCH FOR MARIA. D S o oot

VLADIMIR LEAVES ON A SEARCH.

DUNIA MEETS A WITCH ALONG THE WAY.

VLADIMIR MEETS A FOREST KNIGHT ALONG THE WAY.
YLD R KN 2GHT 15 BIGHTING WiTH A FRIEND OVER A MAGIC BOX. _ rﬁslzlgg?Lgnoposns THAT DUNIA LISTEN TO THE GUSLA WITHOUT FALLING ASLEEP.
THE FOREST KNIGHT ASKS VLADIMIR TO DIVIDE THE MAGIC BOX. DI b AGAIN
VLADIMIR TRICKS THE DISPUTANTS INTO LEAVING THE MAGIC BOX UNPROTECTED. IN.
DUNIA FAILS AGAIN.
THE MAGIC BOX IS SEIZED BY VLADIMIR.
MARIA APPEARS FROM THE MAGIC BOX. DUNIA TRIES FOR THE THIRD TIME.
DUNIA RESPONDS BY STAYING AWAKE WHILE LISTENING TO THE GUSLA.
VLADIMIR STARTS BACK HOME WITH MARIA.
A MAGIC RING IS SHOWN TO DUNIA.
THE WOLF ATTEMPTS TO DEVOUR VLADIMIR.
VLADIMIR ESCAPES BY AVOIDING BEING EATEN. DUNIA TAKES THE MAGIC RING.
THEY RETURN HOME- A MAGIC CARPET COMES FROM THE MAGIC RING.
DUNIA TRAVELS TO THE LOCATION OF THE DRAGON IN AN OTHER KINGDOM.

DUNIA TRAVELS BY THE MAGIC CARPET.

DUNIA SURPRISES THE DRAGON.

DUNIA KILLS THE DRAGON WITHOUT A FIGHT.

DUNIA STARTS BACK HOME.

THE DRAGON’S WIVES PURSUE DUNIA.

DUNIA HIDES IN A TREE.

THE DRAGON’S WIVES ATTEMPT TO GNAW THROUGH THE TREE.
DUNIA ESCAPES BY FLYING ON THE MAGIC CARPET.

DUNIA RETURNS HOME.
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T N O S i mornEn, S ANT PROVINCE- THE MCREVNAS LIVE IN A CERTAIN KINGDOM.
KATRINA 1S THE BRAVE DAUGHTER.
BALDAK IS THE UNLUCKY SON. VLADIMIR 1S THE FATHER.
THE FATHER IS VLADIMIR. DUNIA ALSO LIVES IN THE SAME LAND.
MARIA ALSO LIVES IN THE SAME LAND. ;
A S MY RACULOUS BIR . NICHOLAS 1S DUNIA’S SON.
A AR WALKS L aan A WOLF SNEAKS INTO THE CERTAIN KINGDOM.
R WALKS INTO THE DI PROVINCE. THE WOLF DISGUISES HIMSELF AS AN OLD LADY.
THE BEAR ASKS A VILLAGER WHERE IS BALDAK. THE WOLF USBES A MAGIC BIN ON NICHOLAS.
THE VILLAGER SAYS THAT BALDAK IS IN THE TOWN. HICHOLAS FALLS ASLEEP.
THE BEAR EXFELS BALDAXs THE WOLF ABDUCTS NICHOLAS.
VLADIMIR CALLS FOR HELP FROM MARIA. KATRINA MEETS A VILLAGER.
MARIA DECIDES TO SEARCH FOR BALDAK-. THE VILLAGER ANNOUNCES THAT THE WOLF ABDUCTED NICHOLAS.
MARIA LEAVES ON A SEARCH. KATRINA DECIDES TO SEARCH FOR NICHOLAS.

KATRIKA MEETS THE FOREST KNIGHT ALONG THE WAY.

MARIA MEETS A JUG ALONG THE WAY. THE FOREST KNIGHT PROPOSES KATRINA WORK IN THE FOREST FOR THREE YEARS.
THE JUG BRAWLS IN A FOREST HUT WITH MARIA. KATRINA DOES HOT RESDOND.
THE JUG TWICE REPELS MARIA.
THE FOREST KNIGHT ASKS AGAIN.
THEY FIGHT FOR THE THIRD TIME. KATRINA REFUSES.
MARIA DEFEATS THE JUG.
THE FOREST KNIGHT ASKS FOR THE THIRD TIME.
:AghglgAigg ;ﬁEP;:CEg Ang“E DISPOSAL OF MARIA.  KATRINA RESPONDS BY SPENDING THREE YEARS TOILING FOR THE FOREST KNIGHT IN THE FORES
i GIC BOX. A MAGIC POTION IS CONSUMED BY KATRINA.
MARIA TRAVELS TO THE LOCATION OF BALDAK IN AN OTHER KINGDOM.  yarnina OBTAINS THE ABILITY TO FLY.
::§1:KF0LLg:gSTHanLoooyM:gagxgé ' KATRINA TRAVELS TO THE LOCATION OF NICHOLAS IN THE OTHER KINGDOM.
DAK APP FROM THE 1 X. KATRINA TRAVELS BY THE ABILITY TO FLY.
MARIA STARTS BACK HOME WITH BALDAK. . EATRINA FINDS THE WOLP.
THE BEAR ATTEMPTS TO KILL MARIA. THEY PLAY CARDS.
MARIA ESCAPES BY AVOIDING BEING KILLED.
M ~ THE WOLF IS TROUNCED AT CARDS.
THEY RETURN HOME- NICHOLAS IS SOLD TO KATRINA.

KATRINA STARTS BACK HOME WITH NICHOLAS.
THEY RETURN HOME.
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THE MOREVNAS LIVE IN A DISTANT PROVINCE. THE POPOVICHES LIVE IN A CERTAIN KINGDOM.
VASILISA 1S THE OLDEST DAUGHTER-. FOMA IS THE OLDEST SON.

VLADIMIR IS THE FATHER. MARIA IS THE UNLUCKY DAUGHTER.

MARTHA IS THE BRAVE DAUGHTER. BALDAK IS THE FATHER.

VASILISA SAYS MARTHA , DO NOT GO TO THE HUT. EMELYA ALSO LIVES IN THE SAME LAND.
VASILISA LEAVES TO GO VISITING. EMELYA IS OF MIRACULOUS BIRTH.

MARTHA GOES TO THE HUT. BABAYAGA WALKS INTO THE CERTAIN KINGDOM.
A WOLF SNEAKS INTO THE DISTANT PROVINCE. BABAYAGA THREATENS TO MARRY MARIA.

THE WOLF ASKS A VILLAGER WHERE IS MARTHA. FOMA SENDS EMELYA TO SEARCH FOR BABAYAGA.
THE VILLAGER SAYS THAT MARTHA IS IN THE HUT. EMELYA LEAVES ON A SEARCH.

THE WOLF DEMANDS MARTHA.
VASILISA REFUSES.
VASILISA TAKES AWAY MARTHA FROM HOME.

EMELYA MEETS A WITCH ALONG THE WAY.
THE WITCH IS IMPRISONED.
THE WITCH ASKS TO BE FREED.

"ARTHA MEETS A WITCH ALONG THE WAY. EMELYA FREES THE WITCH.

THE WITCH PROPOSES THAT MARTHA LISTEN TO THE GUSLA WITHOUT FALLING ASLEEP. A MAGIC BIRD IS SHOWN TO EMELYA.

MARTHA FAILS. EMELYA TAKES THE MAGIC BIRD.

MARTHA TRIES AGAIN. EMELYA TRAVELS TO THE LOCATION OF BABAYAGA IN THE OTHER KINGDOM.
MARTHA FAILS AGAIN. EMELYA TRAVELS BY THE MAGIC BIRD.

MARTHA TRIES FOR THE THIRD TIME. EMELYA FINDS BABAYAGA.

MARTHA RESPONDS BY STAYING AWAKE WHILE LISTENING TO THE GUSLA. THEY ENGAGE IN A COMPETITION.

A MAGIC FLINT IS PLACED AT THE DISPOSAL OF MARTHA. EMELYA WINS WITH HELP OF CLEVERNESS.

MARTHA TAKES THE MAGIC FLINT. EMELYA STARTS BACK HOME.

A MAGIC BIRD COMES FROM THE MAGIC FLINT. BABAYAGA“S DAUGHTER TEMPTS EMELYA BY CHANGING INTO AN ALLURIRG OBJECT
MARTHA STARTS BACK HOME. EMELYA ESCAPES BY FLYING ON THE MAGIC BIRD.

THE WOLF ATTEMPTS TO KILL MARTHA. EMELYA RETURNS HOME.

MARTHA ESCAPES BY FLYING ON THE MAGIC BIRD.
MARTHA RETURNS HOME.



68

THE MOREVNAS LIVE IN A DISTANT PROVINCE.

THE MOTHER IS DUNIA. THE PLACE IS A DISTANT PROVINCE.

THE OLDEST DAUGHTER IS MARIA. MARIA IS ALONE.

THE FATHER 1S NICHOLAS. MARIA NEEDS A HUSBAND.

MARIA NEEDS A FIREBIRD. MARIA DECIDES TO SEARCH FOR A HUSBAND.
MARIA LEAVES ON A SEARCH.

MARIA ASKS PERMISSION TO LEAVE.
MARIA DECIDES TO SEARCH FOR THE FIREBIRD.
MARIA LEAVES ON A SEARCH.
MARIA MEETS A MAN ALONG THE WAY.
THE MAN IS DYING.
THE MAN ASKS THAT MARIA SPEND THREE NIGHTS BESIDE HIS GRAVE.

::ﬁIalgggTisAlgégggoggg?G THE WAY. MARIA RESPONDS BY SITTING FOR THREE NIGHTS BY HIS GRAVE.
THE WITCH ASKS TO BE FREED. A MAGIC BOX APPEARS TO MARIA. .
MARIA FREES THE WITCH. MARIA TRAVELS TO THE LOCATION OF A HUSBAND IN AN OTHER KINGDOM.
A MAGIC CARPET , A MAGIC BIRD AND A MAGIC BOX ARE PLACED AT THE DISPOSAL OF MARIA. MARIA IS DIRECTED BY A BEGGAR.
MARIA TAKES THEM. A HUSBAND APPEARS FROM THE MAGIC BOX.
MARIA STARTS BACK HOME WITH A HUSBAND.

MARIA TRAVELS TO THE LOCATION OF THE FIREBIRD IN AN OTHER KINGDOM.
MARIA TRAVELS BY THE MAGIC BIRD. ~ THEY RETURN HOME.
THE FIREBIRD APPEARS FROM THE MAGIC BOX.

MARIA STARTS BACK HOME WITH THE PIREBIRD.

MARIA RETURNS HOME.
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THE PARANOVS LIVE IN A CERTAIN KINGDOM.
MARIA IS THE UNLUCKY DAUGHTER.

MARCO IS THE BRAVE SON.

DUNIA IS THE MOTHER.

THE FATHER IS IVAN.

DUNIA , MARCO AND MARIA ARE IN THE TOWN.
DUNIA SAYS MARCO , DO NOT LEAVE THE TOWN.
DUNIA DIES.

MARCO LEAVES THE TOWN.

A WOLF SNEAKS INTOC THE CERTAIN KINGDOM.
THE WOLF TORMENTS MARIA AT NIGHT.

IVAN SENDS MARCQ TO SEARCH FOR THE WOLF.
MARCO LEAVES ON A SEARCH.

MARCO MEETS A COW ALONG THE WAY.

THE COW IS FIGHTING WITH A FRIFND OVER BONES.

THE COW ASKS MARCO TO DIVIDE THE BONES.

MARCO RECONCILES THE DISPUTE BY FAIRLY DIVIDING THE BONES.
A MAGIC FLINT IS GIVEN TO MARCO.

A MAGIC SWORD , A MAGIC CARPET AND A MAGIC BIRD COME FROM THE MAGIC FLINT.

MARCO TRAVELS TO THE LOCATION OF THE WOLF IN THE OTHER KINGDOM.
MARCO TRAVELS BY THE MAGIC BIRD.

MARCC SURPRISES THE WOLF.

MARCO KILLS THE WOLF WITH THE AID OF THE MAGIC SWORD.

MARCO STARTS BACK HOME.

THE WOLF PACK TEMPTS MARCO BY CHANGING INTO AN ALLURING OBJECT.
MARCO ESCAPES BY FLYING ON THE MAGIC CARPET.

MARCO RETURNS HOME.
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THE PLACE IS A DISTANT PROVINCE.

EREMA IS ALONE.

EREMA NEEDS A MAGIC COW.

EREMA DECIDES TO SEARCH FOR THE MAGIC COW.

EREMA MEETS A DEVIL ALONG THE WAY.

THE DEVIL ATTEMPTS TO KILL EREMA BY DROWNING.
EREMA KILLS THE DEVIL BY DROWNING. '
THE MAGIC COW IS SEIZED BY EREMA.

EREMA STARTS BACK HOME WITH THE MAGIC COW.
EREMA RETURNS HOME.
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THE PLACE IS A CERTAIN KINGDOM.
MARCO IS ALONE.
MARCO NEEDS A MAGIC HEN.

MARCO DECIDES TO SEARCH FOR THE MAGIC HEN.

MARCO LEAVES ON A SEARCH.

MARCO MEETS A FOREST KNIGHT ALONG THE WAY.
THE FOREST KNIGHT BRAWLS IN A FOREST HUT WITH MARCO.

THE FOREST KNIGHT TWICE REPELS MARCO.
THEY FIGHT FOR THE THIRD TIME.

MARCO DEFEATS THE FOREST KNIGHT.

A MAGIC RING IS SHOWN TO MARCO.
MARCO TAKES THE MAGIC RING.

A MAGIC BIRD , A MAGIC STEED AND A MAGIC BOX COME FROM THE MAGIC RING.
MARCO TRAVELS TO THE LOCATION OF THE MAGIC HEN IN THE OTHER KINGDOM.

MARCO TRAVELS BY THE MAGIC STEED.

THE MAGIC HEN APPEARS FROM THE MAGIC BOX.
MARCO STARTS BACK HOME WITH THE MAGIC HEN.

MARCO RETURNS. HOME.

74

THE PARANOVS LIVE IN A DISTANT PROVINCE.
EMELYA IS THE UNLUCKY SON.

THE FATHER IS MARCO.

EREMA ALSO LIVES IN THE SAME LAND.

EREMA IS OF MIRACULOUS BIRTH.

A WOLF WALKS INTO THE DISTANT PROVINCE.
THE WOLF ASKS A VILLAGER WHERE IS EMELYA.
THE VILLAGER SAYS THAT EMELYA IS IN THE TOMWN.
THE WOLF DEMANDS EMELYA.

EMELYA IS GIVEN TO THE WOLF.

MARCO CALLS FOR HELP FROM EREMA.

EREMA DECIDES TO SEARCH FOR EMELYA.

EREMA MEETS A DEVIL ALONG THE WAY.

THE DEVIL 1S THREATENED BY EREMA.

THE DEVIL REQUESTS MERCY FROM EREMA.

EREMA SHOWS MERCY TOWARD THE DEVIL.

A MAGIC BOX IS PLACED AT THE DISPOSAL OF EREMA.
EREMA TAKES THE MAGIC BOX.

EMELYA APPEARS FROM THE MAGIC BOX.

EREMA STARTS BACK HOME WITH EMELYA.

THE WOLF PURSUES EREMA.

EREMA HIDES IN A TREE.

THE WOLF ATTEMPTS TO GNAW THROUGH THE TREE.
EREMA ESCAPES BY JUMPING TO THE OTHER TREE.
THEY RETURN HOME.
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THE PARANOVS LIVE IN A CERTAIN KINGDOM.
MARCO IS THE FATHER.

NICHOLAS IS THE BRAVE SOMN.

EMELYA ALSO LIVES IN THE SAME LAND.
FOMA IS EMELYA'S SON.

A WOLF SNEAKS INTO THE CERTAIN KINGDOM.
THE WOLF CASTS A SPELL ON FOMA.

THE WOLF EXPELS FOMA.

NICHOLAS ASKS PERMISSION TO LEAVE.
NICHOLAS DECIDES TO SEARCH FOR FOMA.
NICHOLAS LEAVES OH A SEARCH.

NICHOLAS MEETS A FOREST KNIGHT ALONG THE WAY.

THE FOREST KNIGHT GREETS NICHOLAS.

THE FOREST KNIGHT ASKS NICHOLAS TO ANSWER A QUESTION.

NICHOLAS ANSWERS THE QUESTION.

A MAGIC RING IS SOLD TO NICHOLAS.

A MAGIC SWORD , A MAGIC STEED AND A MAGIC CARPET COME FROM THE MAGIC RING.
NICHOLAS TRAVELS TO THE LOCATION OF FOMA IN THE OTHER KINGDOM.
NICHOLAS TRAVELS BY THE MAGIC STEED.

NICHOLAS FINDS THE WOLF.

THEY FIGHT IN AN OPEN FIELD.

NICHOLAS DEFEATS THE WOLF WITH THE AID OF THE MAGIC SWORD.
FOMA IS FREED FROM THE SPELL BY NICHOLAS.

NICHOLAS STARTS BACK HOME WITH FOMA.

THE WOLF PACK YELLS FOR NICHOLAS.

NICHOLAS ESCAPES BY FLYING ON THE MAGIC CARPET.

THEY RETURN HOME.

74

THE POPOVICHES LIVE IN A DISTANT PROVINCE.
THE FATHER IS IVAN.

THE MOTHER IS KATRINA.

THE OLDEST DAUGHTER IS MARIA.

MARIA NEEDS A HUSBAND.

MARIA ASKS PERMISSION TO LEAVE.

MARIA DECIDES TO SEARCH FOR A HUSBAND.
MARIA LEAVES ON A SEARCH.

MARIA MEETS THE COW ALONG THE WAY.

THE COW IS DYING.

THE COW ASKS THAT MARIA EAT NOT OF HER MEAT.

MARIA IS TO GATHER AND BURY THE BONES IN THE GARDEN.
MARIA IS TC FORGET NOT THE COW.

MARIA RESPONDS BY FOLLOWING THE INSTRUCTIONS OF THE COW.
A MAGIC HEN APPEARS TO MARIA.

MARIA TRAVELS TO THE LOCATION OF A HUSBAND IN AN OTHER KIRGDOM.
MARIA 1S DIRECTED BY A BEGGAR.

A HUSBAND APPEARS FROM THE MAGIC HEN.

MARIA STARTS BACK HOME WITH A HUSBAND.

THEY RETURN HOME.
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THE BORISIEVICHES LIVE IN A CERTAIN KINGDOM.
DUNIA IS THE MOTHER.

IVAN IS THE FATHER.

BORIS 1S THE BRAVE SON.

FOMA IS THE UNLUCKY SON.

FOMA HAS THE DAYLIGHT.

DUNIA , BORIS AND FOMA ARE IN THE RUT.
DUNIA SAYS BORIS , LEAVE THE HUT.

DUNIA LEAVES TO GO TO THE FOREST.

BORIS LEAVES THE HUT.

A DRAGON SNEAKS INTO THE CERTAIN KINGDOM.
FOMA ASKS THE DRAGON WHERE 1S YOUR DEATH.
THE DRAGON SAYS THAT MY DEATH IS IN A MAGIC EGG.
THE DRAGON SEIZES THE DAYLIGHT.

FOMA SENDS BORIS TO SEARCH FOR THE DAYLIGHT.
BORIS LEAVES ON A SEARCH.

BORIS MEETS A FOREST KNIGHT ALONG THE WAY.

THE FOREST KNIGHT IS FIGHTING WITH A FRIEND OVER A MAGIC RING.

THE FOREST KNIGHT ASKS BCORIS TO DIVIDE THE MAGIC RING.

BCRIS TRICKS THE DISPUTANTS INTO LEAVING THE MAGIC RING UNPROTECTED.
THE MAGIC RING IS SEIZED BY BORIS.

A MAGIC SWORD , A MAGIC STEED AND A MAGIC CARPET COME FROM THE MAGIC
BORIS TRAVELS TO THE LOCATION OF THE DAYLIGHT IN THE OTHER KINGDOM.

BORIS TRAVELS BY THE MAGIC STEED.

BORIS SURPRISES THE DRAGON.

BORIS KILLS THE DRAGON WITH THE AID OF THE MAGIC SWORD.

THE DAYLIGHT IS OBTAINED BY BORIS.

BORIS STARTS BACK HOME WITH THE DAYLIGHT.

THE DRAGON’S WIVES ATTEMPT TO KILL BORIS.

BORIS ESCAPES BY FLYING ON THE MAGIC CARPET.

BORIS RETURNS HOME.

RING-
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THE BORISIEVICHES LIVE IN A CERTAIN KINGDOM.
THE FATHER IS BORIS.

THE OLDEST SON 1S FOMA.

THE MOTHER 1S5 MARIA.

FOMA NEEDS WEALTH.

FOMA LEAVES ON A SEARCH.

FOMA MEETS A MAN ALONG THE WAY.

THE MAN IS DYING.

THE MAN ASKS THAT FOMA SPEND THREE NIGHTS BESIDE HIS GRAVE.
FOMA RESPONDS BY SITTING FOR THREE NIGHTS BY HIS GRAVE.

A MAGIC BOX APPEARS TO FOMA.

FOMA TRAVELS TO THE LOCATION OF WEALTH IN THE OTHER KINGDOM.
FOMA DESCENDS BY LEATHER STRAPS.

GOLD IS PRCDUCED BY THE MAGIC BOX.

FOMA STARTS BACK HOME WITH WEALTH.

FOMA RETURNS HOME.



THE BORISIEVICHES LIVE IN A CERTAIN KINGDOM.
DUNIA IS THE MOTHER.

MARCO 1S THE UNLUCKY SOHN.

MARCO HAS THE ANIMALS.

BORIS ALSO LIVES IN THE SAME LAND.
BORIS IS OF MIRACULOUS BIRTH.

A WOLF APPEARS IN THE CERTAIN KINGDOM.
THE WOLF PLUNDERS THE ANIMALS.

MARCO CALLS FOR HELP FROM BORIS.

BORIS DECIDES TO SEARCH FOR THE WOLF.
BORIS LEAVES ON A SEARCH.

BORIS MEETS A GIANT ALONG THE WAY.
THE GIANT IS THREATENED BY BORIS.
THE GIANT REQUESTS MERCY FROM BORIS.
BORIS SHOWS MERCY TOWARD THE GIANT.
A MAGIC RING IS GIVEN TO BORIS.

A MAGIC BOW , A MAGIC STEED AND A MAGIC BIRD COME FROM THE MAGIC RING.
BORIS TRAVELS TO THE LOCATION OF THE WOLF IN THE OTHER

BORIS TRAVELS BY THE MAGIC STEED.
BORIS FINDS THE WOLF.
THEY FIGHT IN AN OPEN FIELD.

BORIS DEFEATS THE WOLF WITH THE AID OF THE MAGIC

BORIS STARTS BACK HOME.

THE WOLF PACK ATTEMPTS TO DEVOUR BORIS.
BORIS ESCAPES BY FLYING ON THE MAGIC BIRD.
BORIS RETURNS HOME.

KINGDOM.
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THE MOREVNAS LIVE IN A DISTANT PROVINCE.

THE FATHER IS FOMA.

MARCO IS THE UNLUCKY SON.

ELENA IS THE MOTHER.

KATRINA IS THE BRAVE DAUGHTER.

ELENA , KATRINA AND MARCO ARE IN THE TOWN.
ELENA SAYS KATRINA , DO NOT LEAVE THE TOWN.
ELENA LEAVES TC GO TO THE FOREST.

KATRINA LEAVES THE TOWN.

A BEAR SNEAKS INTO THE DISTANT PROVINCE.

MARCO ASKS THE BEAR WHERE IS YOUR DEATH.

THE BEAR SAYS THAT MY DEATH IS IN A MAGIC EGG.
THE BEAR DECLARES WAR ON MARCO.

FOMA CALLS FOR KATRINA.

FOMA ANNOUNCES THAT THE BEAR DECLARED WAR ON MARCO.
KATRINA DECIDES TO SEARCH FOR THE BEAR.
KATRINA LEAVES ON A SEARCH.

KATRINA MEETS A BULL ALONG THE WAY.

THE BULL IS FIGHTING WITH A FRIEND OVER THE SHEEP.

THE BULL ASKS KATRINA TOC DIVIDE THE SHEEP.

KATRINA RECONCILES THE DISPUTE BY FAIRLY DIVIDING THE SHEEP.
A MAGIC SWORD IS GIVEN TO KATRINA.

KATRINA TRAVELS TO THE LOCATION OF THE BEAR IN AN OTHER KINGDON.
KATRINA TRAVELS ON A SHIP.

KATRINA FINDS THE BEAR.

THEY FIGHT IN AN OPEN FIELD.

KATRINA IS WOUNDED.

KATRINA DEFEATS THE BEAR WITH THE AID OF THE MAGIC SWORD.
KATRINA STARTS BACK HOME.

THE BEAR’S FATHER ATTEMPTS TO KILL KATRINA.

KATRINA ESCAPES BY AVOIDING BEING KILLED.

KATRINA RETURNS HOME.
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THE PARANOVS LIVE IN A DISTANT PROVIRCE.
ELENA IS THE MOTHER.

THE FATHER IS NICHOLAS.

DUNIA IS THE UNLUCKY DAUGHTER.

EMELYA ALSO LIVES IN THE SAME LAND.
EMELYA IS OF MIRACULOUS BIRTH.

BABAYAGA WALKS INTO THE DISTANT PROVINCE.
DUNIA ASKS BABAYAGA WHERE IS YOUR DEATH.
BABAYAGA SAYS THAT MY DEATH IS IN A MAGIC EGG.
BABAYAGA MURDERS DUNIA.

NICHOLAS CALLS FOR HELP FROM EMELYA.
EMELYA LEAVES ON A SEARCH.

EMELYA MEETS A JUG ALONG THE WAY.
THE JUG IS IMPRISONED.

THE JUG ASKS TO BE FREED.

EMELYA FREES THE JUG.

A MAGIC RING IS FOUND BY EMELYA.

A MAGIC SWORD , A MAGIC BIRD AND A MAGIC STEED COME FROM THE MAGIC RING.

EMELYA TRAVELS TO THE LOCATION OF DUNIA IN AN OTHER KINGDOM.
EMELYA TRAVELS ON THE MAGIC STEED.

EMELYA FINDS BABAYAGA.

THEY FIGHT IN AN OPEN FIELD.

EMELYA DEFEATS BABAYAGA WITH THE AID OF THE MAGIC SWORD.
EMELYA STARTS BACK HOME WITH DUNIA.

BABAYAGA'S DAUGHTER PURSUES EMELYA.

EMELYA HIDES IN A TREE.

BABAYAGA'S DAUGHTER ATTEMPTS TO GNAW THROUGH THE TREE.
EMELYA ESCAPES BY FLYING ON THE MAGIC BIRD.

THEY RETURN HOME.

0

THE POPOVICHES LIVE IN A CERTAIN KINGDOM.
IVAN IS THE FATHER.

MARIA IS THE BRAVE DAUGHTER.

VASILISA ALSC LIVES IN THE SAME LAND.
BORIS IS VASILISA’S SON.

A BEAR SNEAKS INTO THE CERTAIN KINGDOM.
THE BEAR DISGUISES HIMSELF AS A YOUNG MAN.
THE BEAR ATTEMPTS TO PERSUADE BORIS TO TAKE A MAGIC RING.
BORIS IS PERSUADED TO TAKE THE MAGIC RING.
BORIS FALLS ASLEEP.

THE BEAR ABDUCTS BORIS.

VASILISA CALLS FOR HELP FROM MARIA.

MARIA LEAVES ON A SEARCH.

MARIA MEETS A DEVIL ALONG THE WAY.

THE DEVIL ATTEMPTS TO KILL MARIA BY ROASTING.

MARIA KILLS THE DEVIL BY ROASTING.

A MAGIC SWORD , A MAGIC STEED AND A MAGIC BIRD ARE FOUND BY MARIA.
MARIA TRAVELS TO THE LOCATION OF BORIS IN THE OTHER KINGDOM.
MARIA TRAVELS BY THE MAGIC STEED.

MARIA SURPRISES THE BEAR.

MARIA KILLS THE BEAR WITH THE AID OF THE MAGIC SWORD.

BORIS IS SEIZED BY MARIA.

MARIA STARTS BACK HOME WITH BORIS.

THEY RETURN HOME.
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THE BORISIEVICHES LIVE IN A CERTAIN KINGDOM.
EMELYA IS THE UNLUCKY SON.

THE FATHER IS EREMA.

MARCO ALSO LIVES IN THE SAME LAND.

MARCO IS OF MIRACULOUS BIRTH.

BABAYAGA APPEARS IN THE CERTAIN KINGDOM.
BABAYAGA ASKS A VILLAGER WHERE IS EMELYA.

THE VILLAGER SAYS THAT EMELYA IS IN THE FIELDS.
BABAYAGA THREATENS TO EAT EMELYA.

MARCO MEETS A VILLAGER.

THE VILLAGER ANNOUNCES THAT BABAYAGA THREATENED TO EAT EMELYA.
MARCO DECIDES TO SEARCH FOR BABAYAGA.

MARCO LEAVES ON A SEARCH.

MARCO MEETS A WITCH ALONG THE WAY.

THE WITCH GREETS MARCO.

THE WITCH ASKS MARCO TO ANSWER A QUESTION.

MARCO DOES NOT RESPOND.

THE WITCH ASKS AGAIN.

MARCO RESPONDS RUDELY.

THE WITCH ASKS FOR THE THIRD TIME.

MARCO ANSWERS THE QUESTION.

A MAGIC RING IS SOLD TO MARCO.

A MAGIC BOW , A MAGIC BIRD AND A MAGIC STEED COME FROM THE MAGIC RING.
MARCO TRAVELS TO THE LOCATION OF BABAYAGA IN THE OTHER KINGDOM.
MARCO TRAVELS BY THE MAGIC BIRD.

MARCO FINDS BABAYAGA.

THEY FIGHT IN AN OPEN FIELD.

MARCO DEFEATS BABAYAGA WITH THE AID OF THE MAGIC BOW.

MARCO STARTS BACK HOME.

MARCO RETURNS HOME.
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THE BORISIEVICHES LIVE IN A DISTANT PROVINCE.
EMELYA 1S THE FATHER.

KATRINA IS THE BRAVE DAUGHTER.

BORIS WHO OWNS CROPS ALSO LIVES IN THE SAME LAND.
A BEAR APPEARS IN THE DISTANT PROVINCE.

THE BEAR PILLAGES THE CROPS.

BORIS CALLS FOR KATRINA.

BORIS ANNOUNCES THAT THE BEAR PILLAGED THE CROPS.
KATRINA DECIDES TO SEARCH FOR THE BEAR.

KATRINA MEETS AN OLD MAN ALONG THE WAY.

THE OLD MAN OFFERS A MAGIC BOW , A MAGIC STEED AND A MAGIC CARPET.
THEY ARE OFFERED TO KATRINA FOR EXCHBANGE. i
KATRINA AGREES TQO EXCHANGE.

KATRINA USES THE MAGIC BOW TO KILL THE OLD MAN.

KATRINA TRAVELS TO THE LOCATION OF THE BEAR IN AN OTHER KINGDOM.
KATRINA TRAVELS BY THE MAGIC STEED.

KATRINA FINDS THE BEAR.

THEY FIGHT IN AN OPEN FIELD.

KATRINA IS WOUNDED.

KATRINA DEFEATS THE BEAR WITH THE AID OF THE MAGIC BOW.

KATRINA STARTS BACK HOME.

KATRINA RETURNS HOME.
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THE BORISIEVICHES LIVE IN A CERTAIN KINGDOM.
ALIOSHA IS THE BRAVE SON.

ELEMA IS THE MOTHER.

EREMA IS THE FATHER.

BALDAK ALSO LIVES IN THE SAME LAND.

A WOLF SNEAKS INTO THE CERTAIN KINGDOM.

THE WOLF ASKS A VILLAGER WHERE IS BALDAK.
THE VILLAGER SAYS THAT BALDAK IS IN THE HUT.
THE WOLF PLUCKS OUT BALDAK’S EYE.

BALDAK CALLS FOR HELP FROM ALIOSHA.

ALIOSHA LEAVES ON A SEARCH.

ALIOSHA MEETS A STOVE ALONG THE WAY.

THE STOVE PROPOSES THAT ALIOSHA EAT THE MEAL WHICH IT HAS PREPARED.

ALIOSHA DOES NOT RESPOND.

THE STOVE ASKS AGAIN.

ALIOSHA REFUSES.

THE STOVE ASKS FOR THE THIRD TIME.
ALIOSHA RESPONDS BY PARTAKING OF THE MEAL.
A MAGIC POTION IS CONSUMED BY ALIOSHA.
ALIOSHA OBTAINS THE ABILITY TO FLY.

ALIOSHA TRAVELS TO THE LOCATION OF THE EYE IN THE OTHER KINGDOM.

ALIOSHA TRAVELS BY THE ABILITY TO FLY.
THE EYE IS SEIZED BY ALIOSHA.

ALIOSHA STARTS BACK HOME WITH THE EYE.
THE WOLF ATTEMPTS TO DEVOUR ALIOSHA.

ALIOSHA ESCAPES BY FLYING USING THE ABILITY TO FLY.

ALIOSHA RETURNS HOME.

17l.

THE MOREVNAS LIVE IN A DISTANT PROVINCE.
THE FATHER IS FEMELYA.

MARIA IS THE MOTHER.

ELENA 1S THE UNLUCKY DAUGHTER.

EREMA ALSO LIVES IN THE SAME LAND.

EREMA IS OF MIRACULOUS BIRTH.

A BEAR SNEAKS INTO THE DISTANT PROVINCE.
THE BEAR DISGUISES HIMSELF AS A YOUNG MAN.
THE BEAR USES A SLEEPING POTION ON ELENA.
ELENA FALLS ASLEEP.

THE BEAR DEMANDS ELENA.

EMELYA REFUSES.

EMELYA CALLS FOR EREMA.

EMELYA ANNOUNCES THAT THE BEAR DEMANDED ELENA.
EREMA DECIDES TO SEARCH FOR THE BEAR.
EREMA LEAVES ON A SEARCH.

EREMA MEETS A BULL ALONG THE WAY.

THE BULL OFFERS A MAGIC SWORD , A MAGIC BIRD AND A MAGIC CARPET.
THEY ARE OFFERED TO EREMA FOR EXCHANGE.

EREMA AGREES TO EXCHANGE.

EREMA USES THE MAGIC SWORD TO KILL THE BULL.

EREMA TRAVELS TO THE LOCATION OF THE BEAR IN AN OTHER KINGDOM.
EREMA TRAVELS BY THE MAGIC BIRD.

EREMA SURPRISES THE BEAR.

EREMA KILLS THE BEAR WITH THE AID OF THE MAGIC SWORD.

EREMA STARTS BACK HOME.

THE BEAR’S FATHER ATTEMPTS TO DEVOUR EREMA.

EREMA ESCAPES BY FLYING ON THE MAGIC CARPET.

EREMA RETURNS HOME.
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THE PARANOVS LIVE IN A CERTAIN KINGDOM.
MARTHA IS THE BRAVE DAUGHTER.

ALIOSHA IS THE FATHER.

BALDAK WHO OWNS CROPS ALSO LIVES IN THE SAME LAND.
A BEAR SNEAKS INTO THE CERTAIN KINGDOM.

THE BEAR DISGUISES HIMSELF AS AN OLD LADY.
THE BEAR USES A SLEEPING POTION ON BALDAK.
BALDAK FALLS ASLEEP.

THE BEAR PILLAGES THE CROPS.

BALDAK SENDS MARTHA TO SEARCH FOR THE BEAR.
MARTHA LEAVES ON A SEARCH.

MARTHA MEETS A FOREST KNIGHT ALONG THE WAY.

THE FOREST KWIGHT ATTEMPTS TO KILL MARTHA BY BEHEADING.
MARTHA KILLS THE FOREST KNIGHT BY BEHEADING.

A MAGIC BOW IS SEIZED BY MARTHA.

MARTHA TRAVELS TO THE LOCATION OF THE BEAR IN THE OTHER KINGDOM.
MARTHA IS DIRECTED BY A BEGGAR.

MARTHA SURPRISES THE BEAR.

MARTHA KILLS THE BEAR WITH THE AID OF THE MAGIC BOW.
MARTHA STARTS BACK HOME.

THE BEAR’S FATHER FLYS AFTER MARTHA.

MARTHA ESCAPES BY FLYING ON A GOOSE.

MARTHA RETURNS HOME.
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THE BERENNIKOVS LIVE IN A CERTAIN KINGDOM.
THE MOTHER IS MARIA.

THE OLDEST DAUGHTER IS MARTHA.

MARTHA NEEDS WEALTH.

MARTHA DECIDES TO SEARCH FOR WEALTH.
MARTHA LEAVES ON A SEARCH.

MARTHA MEETS A BULL ALONG THE WAY.

THE BULL IS FIGHTING WITH A FRIEND OVER BONES.

THE BULL ASKS MARTHA TO DIVIDE THE BONES.

MARTHA RECONCILES THE DISPUTE BY FAIRLY DIVIDING THE BONES -

A MAGIC CARPET , A MAGIC BIRD AND A MAGIC BOX ARE GIVEN TO MARTHA.
MARTHA TRAVELS TO THE LOCATION OF WEALTH IN THE OTHER KINGDOM.
MARTHA TRAVELS BY THE MAGIC CARPET.

GOLD IS PRODUCED BY THE MAGIC BOX.

MARTHA STARTS BACK HOME WITH WEALTH.

MARTHA RETURNS HOME.
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THE POPOVICHES LIVE IN A DISTANT PROVINCE.
THE FATHER 1S BORIS.

MARTHA IS THE MOTHER.

NICHOLAS IS THE UNLUCKY SON.

KATRINA ALSO LIVES IN THE SAME LAND.
KATRINA IS OF MIRACULOUS BIRTH.

A WOLF FLYS INTO THE DISTANT PROVINCE.
THE WOLF CASTS A SPELL ON NICHCLAS.
NICHOLAS 1S REPLACED WITH THE WOLF’S SON.
BORIS DISCOVERS THE SUBSTITUTION.

BORIS CALLS FOR HELP FROM KATRINA.
KATRINA DECIDES TO SEARCH FOR NICHOLAS.
KATRINA LEAVES ON A SEARCH.

KATRINA MEETS A WITCH ALONG THE WAY.

THE WITCH PROPOSES THAT KATRINA LISTEN TO THE GUSLA WITHOUT FALLING ASLEEP.
KATRINA FAILS.

KATRINA TRIES AGAIN.

KATRINA FAILS AGAIN.

KATRINA TRIES FOR THE THIRD TIME.

KATRINA RESPONDS BY STAYING AWAKE WHILE LISTENING TO THE GUSLA.
A MAGIC POTION IS CONSUMED BY KATRINA.

KATRINA OBTAINS INCREDIBLE SPEED.

KATRINA TRAVELS TO THE LOCATION OF NICHOLAS IN AN OTHER KINGDOM.
KATRINA TRAVELS ON INCREDIBLE SPEED.

NICHOLAS IS FREED FROM THE SPELL BY KATRINA.

KATRINA STARTS BACK HOME WITH NICHOLAS.

THE WOLF TEMPTS KATRINA BY CHANGING INTO AN ALLURING OBJ!CT-
KATRINA ESCAPES BY FLYING USING INCREDIBLE SPEED.

THEY RETURN HOME.
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THE BORISIEVICHES LIVE IN A CEATAIN KINGDOM.
ALIOSHA IS THE BRAVE SON.

BORIS IS THE FATHER.

VASILISA IS THE MOTHER.

KATRINA ALSO LIVES IN THE SAME LAND.

DUNIA IS KATRINA’S DAUGHTER.

A WOLF WALKS INTO THE CERTAIN KINGDOM.

THE WOLF ABDUCTS DUNIA.

KATRINA SENDS ALIOSHA TO SEARCH FOR DUNIA.
ALIOSHA LEAVES ON A SEARCH.

ALIOSHA MEETS A FOREST KNIGHT ALONG THE WAY.

THE FOREST KNIGHT BRAWLS IN A FOREST HUT WITH ALIOSHA.

ALIOSHA DEFEATS THE FOREST KNIGHT.

A MAGIC BOW , A MAGIC CARPET AND A MAGIC STEED ARE SHOWN TO ALIOSHA.
ALIOSHA TAKES THEM.

ALIOSHA TRAVELS TO THE LOCATION OF DUNIA IN THE OTHER KINGDOM.
ALIOSHA TRAVELS BY THE MAGIC CARPET.

ALIOSHA FINDS THE WOLF.

THEY FIGHT IN AN OPEN FIELD.

ALIOSHA DEFEATS THE WOLF WITH THE AID OF THE MAGIC BOW.

DUNIA APPEARS TO ALIOSHA.

ALIOSHA STARTS BACK HOME WITH DUNIA.

THEY RETURN HOME.
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THE MOREVNAS LIVE IN A CERTAIN KINGDCM.

EREMA IS THE FATHER.

MARTHA IS THE BRAVE DAUGHTER.

VASILISA WHO OWNS CROPS ALSO LIVES IN THE SAME LAND.
BABAYAGA SHEAKS INTO THE CERTAIN KINGDOM.

BABAYAGA PILLAGES THE CROPS.

MARTHA ASKS PERMISSION TO LEAVE.

MARTHA DECIDES TO SEARCH FOR BABAYAGA.

MARTHA LEAVES ON A SEARCH.

MARTHA MEETS A GIANT ALONG THE WAY.

THE GIANT IS THREATENED BY MARTHA.

THE GIANT REQUESTS MERCY FROM MARTHA.

MARTHA SHOWS MERCY TOWARD THE GIANT.

A MAGIC FLINT IS GIVEN TO MARTHA.

A MAGIC BOW COMES FROM THE MAGIC FLINT.

MARTHA TRAVELS TO THE LOCATION OF BABAYAGA IN THE OTHER KINGDOM.
MARTHA TRAVELS ON A SHIP.

MARTHA FINDS BABAYAGA.

THEY FIGHT IN AN OPEN FIELD.

MARTHA IS WOUNDED.

MARTHA DEFEATS BABAYAGA WITH THE AID OF THE MAGIC BOW.
MARTHA STARTS BACK HOME.

MARTHA RETURNS HOME.
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THE BORISIEVICHES LIVE IN A DISTANT PROVINCE.
THE OLDEST SON IS ALIOSHA.

THE MOTHER 1S ELENA.

THE FATHER IS VLADIMIR.

ALIOSHA NEEDS A GOLD DUCK.

ALIOSHA
ALIOSHA

ALIOSHA
THE COW
ALIOSHA
A MAGIC
A MAGIC
ALIOSHA
ALIOSHA

DECIDES TO SEARCH FOR THE GOLD DUCK.
LEAVES ON A SEARCH.

MEETS A COW ALONG THE WAY.

ATTEMPTS TO KILL ALIOSHA BY ROASTING.

KILLS THE COW BY ROASTING.

FLINT IS FOUND BY ALIOSHA.

BIRD , A MAGIC CARPET AND A MAGIC HEN COME FROM THE MAGIC FLIRT.
TRAVELS TO THE LOCATION OF THE GOLD DUCK IN AR OTHER KINGDOM.
TRAVELS BY THE MAGIC CARPET.

THE GOLD DUCK APPEARS FROM THE MAGIC HEN.

ALIOSHA
ALIOSHA

STARTS BACK HOME WITH THE GOLD DUCK.
RETURNS HOME.
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THE POPOVICHES LIVE IN A CERTAIN KINGDOM.
THE MOTHER IS ELENA.

THE FATHER IS FOMA. THE BORISIEVICHES LIVE IN A CERTAIN KINGDOM.
FOMA NEEDS THE EGG OF DEATH. VLADIMIR IS THE OLDEST SON.

ELENA SENDS FOMA TO SEARCH FOR THE EGG OF DEATH. BORIS 1S THE FATHER.

FOMA LEAVES ON A SEARCH. KATRINA IS THE MOTHER.

MARIA IS THE UNLUCKY DAUGHTER.
NICHOLAS ALSO LIVES IN THE SAME LAND.
NICHOLAS IS OF MIRACULOUS BIRTH-.
BABAYAGA APPEARS IN THE CERTAIN KINGDOM.
FOMA MEETS THE COW ALONG THE WAY. BABAYAGA ASKS A VILLAGER WHERE IS MARIA.
THE COW IS DYING. THE VILLAGER SAYS THAT MARIA IS IN THE TOWN.

THE COW ASKS THAT FOMA EAT NOT OF HER MEAT. BABAYAGA ORDERS MARIA INTO THE SEA.

FOMA IS TO GATHER AND BURY THE BONES IN THE GARDEN. VLADIMIR CALLS FOR HELP FROM NICHOLAS.
FOMA IS TO FORGET NOT THE COW. NICHOLAS DECIDES TO SEARCH FOR MARIA.

FOMA DOES NOT RESPOND. NICHOLAS LEAVES ON A SEARCH.

THE COW ASKS AGAIN.
FOMA REFUSES.

THE COW ASKS FOR THE THIRD TIME. NICHOLAS MEETS A GIANT ALONG THE WAY.

FOMA RESPONDS BY FOLLOWING THE INSTRUCTIONS OF THE COW. THE GIANT BRAWLS IN A FOREST HUT WITH NICHOLAS.

A MAGIC BOX IS GIVEN TO FOMA. THE GIANT TWICE REPELS NICHOLAS.

FOMA TRAVELS TO THE LOCATION OF THE EGG OF DEATH IN THE OTHER KINGDOM. THEY FIGHT FOR THE THIRD TIME.

FOMA CLIMBS A STAIRWAY. NICHOLAS DEFEATS THE GIANT.

THE EGG OF DEATH APPEARS FROM THE MAGIC BOX. A MAGIC BOW , A MAGIC BIRD AND A MAGIC HEN ARE SHOWN TO NICHOLAS.
FOMA STARTS BACK HOME WITH THE EGG OF DEATH. NICHOLAS TAKES THEM.

FOMA RETURNS HOME. MARIA APPEARS FROM THE MAGIC HEN.

NICHOLAS STARTS BACK HOME WITH MARIA.
BABAYAGA ATTEMPTS TO DEVOUR NICHOLAS.
NICHOLAS ESCAPES BY FLYING ON THE MAGIC BIRD.
THEY RETURN HOME.
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THE MOREVNAS LIVE "IN A DISTANT PROVINCE.

MARCO IS THE FATHER.

EREMA IS THE BRAVE SON.

FOMA ALSO LIVES IN THE SAME LAND.

ALIOSHA IS FOMA'S SON.

BABAYAGA SNEAKS INTO THE DISTANT PROVINCE.

BABAYAGA CAUSES THE DISAPPEARANCE OF ALIOSHA.

FOMA CALLS FOR EREMA.

FOMA ANNOUNCES THAT BABAYAGA CAUSED THE DISAPPEARANCE OF ALIOSHA.
EREMA LEAVES CN A SEARCH.

EREMA MEETS A FOREST KNIGHT ALONG THE WAY.
THE FOREST KNIGHT IS IMPRISONED.

THE FOREST KNIGHT ASKS TO BE FREED.
EREMA FREES THE FOREST KWIGHT.

A MAGIC FLINT IS SEIZED BY EREMA.

A MAGIC BOX COMES FROM THE MAGIC FLINT.
ALIOSHA APPEARS FROM THE MAGIC BOX.
EREMA STARTS BACK HOME WITH ALIOSHA.
BABAYAGA CHASES AFTER EREMA.

EREMA ESCAPES BY FLYING ON A FALCON.
THEY RETURN HOME.
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THE POPOVICHES LIVE IN A CERTAIN KINGDOM.
DUNIA IS THE MOTHER.

THE FATHER IS BORIS.

ALIOSHA IS THE UNLUCKY SON.

BALDAK IS THE BRAVE SON.

EREMA IS THE WICKED SON.

EREMA HATES ALIOSHA.

EREMA ASKS A VILLAGER WHERE IS ALIOSHA.
THE VILLAGER SAYS THAT ALIOSHA IS IN THE TOWN.
EREMA THREATENS TO EAT ALIOSHA.

BORIS CALLS FOR HELP FROM BALDAK.

BALDAK DECIDES TO SEARCH FOR HELP.

BALDAK LEAVES ON A SEARCH.

BALDAK MEETS A WITCH ALONG THE WAY.

THE WITCH PROPOSES BALDAK LISTEN TO THE GUSLA WITHOUT FALLING ASLEEP.
BALDAK FAILS.

BALDAK TRIES AGAIN.

BALDAK FAILS AGAIN.

BALDAK TRIES FOR THE THIRD TIME.

BALDAK RESPONDS BY STAYING AWAKE WHILE LISTENING TO THE GUSLA.

A MAGIC BOW , A MAGIC BIRD AND A MAGIC STEED ARE GIVEN TO BALDAK.
BALDAK RETURNS HOME.

BALDAK TRAVELS BY THE MAGIC STEED.

BALDAK FINDS EREMA.

THEY FIGHT IN AN OPEN FIELD.

BALDAK IS WOUNDED.

BALDAK DEFEATS EREMA WITH THE AID OF THE MAGIC BOW.
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THE BORISIEVICHES LIVE IN A DISTANT PROVINCE.
THE FATHER IS ALIOSHA.

EREMA IS THE UNLUCKY SON.

BORIS ALSO LIVES IN THE SAME LAND.

BORIS 1S OF MIRACULOUS BIRTH.

BABAYAGA APPEARS IN THE DISTANT PROVINCE.
BABAYAGA DISGUISES HERSELF AS A YOUNG MAN.
BABAYAGA USES A SLEEPING POTION ON EREMA.
EREMA FALLS ASLEEP.

BABAYAGA IMPRISONS EREMA.

ALIOSHA CALLS FOR BORIS.

ALIOSHA ANNOUNCES THAT BABAYAGA IMPRISONED EREMA.
BORIS DECIDES TO SEARCH FOR EREMA.

BCRIS LEAVES ON A SEARCH.

BORIS MEETS AN OLD MAN ALONG THE WAY.

THE OLD MAN IS FIGHTING WITH A FRIEND OVER BONES.

THE OLD MAN ASKS BORIS TO DIVIDE THE BONES.

BORIS RECONCILES THE DISPUTE BY FAIRLY DIVIDING THE BONES.
A MAGIC RING IS GIVEN TO BORIS.

A MAGIC SWORD COMES FROM THE MAGIC RING.

BORIS TRAVELS TO THE LOCATION OF EREMA IN AN OTHER KINGDOM.
BORIS IS LED BY A FOX.

BORIS FINDS BABAYAGA.

THEY FIGHT IN AN OPEN FIELD.

BORIS DEFEATS BABAYAGA WITH THE AID OF THE MAGIC SWORD.
EREMA IS OBTAINED BY BORIS.

BORIS STARTS BACK HOME WITH EREMA.

THEY RETURN HOME.
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THE BERENNIKOVS LIVE IN A DISTANT PROVINCE.
VASILISA IS THE UNLUCKY DAUGHTER.

ALIOSHA IS THE FATHER.

THE MOTHER 1S DUNIA.

KATRINA ALSO LIVES IN THE SAME LAND.
KATRINA IS OF MIRACULOUS BIRTH.

A DRAGON SNEAKS INTO THE DISTANT PROVINCE.
THE DRAGON THREATENS TO MARRY VASILISA.
KATRINA MEETS A VILLAGER.

THE VILLAGER ANNOUNCES THAT THE DRAGON THREATENED TO MARRY VASILISA.
RATRINA LEAVES ON A SEARCH.

KATRINA MEETS A DEVIL ALONG THE WAY.

THE DEVIL GREETS KATRINA.

THE DEVIL ASKS KATRINA TO ANSWER A QUESTION.
KATRINA ANSWERS THE QUESTION.

A MAGIC FLINT IS SOLD TO KATRINA.

A MAGIC BIRD COMES FROM THE MAGIC FLINT.
KATRINA TRAVELS TO THE LOCATION OF THE DRAGON IN AN OTHER KINGDOM.
KATRINA TRAVELS BY THE MAGIC BIRD.

KATRINA FINDS THE DRAGON.

THEY ENGAGE IN A COMPETITION.

KATRINA WINS WITH HELP OF CLEVERNESS.
KATRINA STARTS BACK HOME.

KATRINA RETURNS HOME.
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THE MOREVNAS LIVE IN A CERTAIN KINGDOM.
ALIOSHA IS THE FATHER.

VASTILISA IS THE MOTHER.

BORIS IS THE UNLUCKY SON.

BORIS HAS CROPS.

EMELYA
EMELYA

ALSO LIVES IN THE SAME LAND.
IS OF MIRACULOUS BIRTH.

BABAYAGA FLYS INTC THE CERTAIN KINGDCM.

BABAYAGA ASKS A VILLAGER WHERE ARE THE CROPS.

THE VILLAGER SAYS THAT THE CROPS ARE IN THE HUT.
BABAYAGA PILLAGES THE CROPS.

BORIS CALLS FCR EMELYA.

BORIS ANNOUNCES THAT BABAYAGA PILLAGED THE CROPS.

EMELYA
EMELYA

EMELYA

DECIDES TO SEARCH FOR BABAYAGA.
LEAVES ON A SEARCH.

MEETS A FOREST KNIGHT ALONG THE WAY.

THE FOREST KNIGHT GREETS EMELYA.
THE FOREST KNIGHT ASKS EMELYA TO ANSWER A QUESTION.

EMELYA

DOES NOT RESPOND.

THE FOREST KNIGHT ASKS AGAIN.

EMELYA

RESPONDS RUDELY-.

THE FOREST KNIGHT ASKS FOR THE THIRD TIME.

EMELYA

ANSWERS THE QUESTION.

A MAGIC SWORD IS GIVEN TO EMELYA.

EMELYA
EMELYA
EMELYA
EMELYA
EMELYA
EMELYA

TRAVELS TO THE LOCATION OF BABAYAGA IN THE OTHER KINGDOM.

IS DIRECTED BY A HEDGEHOG.

SURPRISES BABAYAGA.

KILLS BABAYAGA WITH THE AID OF THE MAGIC SWORD.
STARTS BACK HOME.

RETURNS HOME.
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THE BCRISIEVICHES LIVE IN A CERTAIN KINGDOM.
THE FATHER IS EREMA.

THE OLDEST DAUGHTER IS MARIA.

MARIA NEEDS A HUSBAND.

MARIA LEAVES ON A SEARCH.

MARIA MEETS A DEVIL ALONG THE WAY.

THE DEVIL IS THREATENED BY MARIA.

THE DEVIL REQUESTS MERCY FROM MARIA.

MARIA SHOWS MERCY TOWARD THE DEVIL.

A MAGIC BIRD , A MAGIC STEED AND A MAGIC BOX ARE SEIZED BY MARIA.
MARIA TRAVELS TO THE LOCATION OF A HUSBAND IN THE OTHER KINGDOM.
MARIA TRAVELS BY THE MAGIC STEED.

A HUSBAND APPEARS FROM THE MAGIC BOX.

MARIA STARTS BACK HOME WITH A HUSBAND.

THEY RETURN HOME.
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THE BORISIEVICHES LIVE IN A DISTANT PROVINCE.
VLADIMIR IS THE BRAVE SON.

KATRINA 1S THE MOTHER.

EREMA 1S THE FATHER.

DUNIA ALS0 LIVES IN THE SAME LAND.

VASILISA IS DUNIA"S DAUGHTER.

A BEAR APPEARS IN THE DISTANT PROVINCE.

THE BEAR TORMENTS VASILISA AT NIGHT.

DUNIA CALLS FOR VLADIMIR.

DUNIA ANNOUNCES THAT THE BEAR TORMENTED VASILISA.
VLADIMIR DECIDES TO SEARCH FOR THE BEAR.
VLADIMIR LEAVES ON A SEARCH.

VLADIMIR MEETS A GIANT ALONG THE WAY.

THE GIANT ATTEMPTS TO KILL VLADIMIR BY FEEDING TO RATS.
VLADIMIR KILLS THE GIANT BY FEEDING TO RATS.

A MAGIC RING IS FOUND BY VLADIMIR.

A MAGIC SWORD , A MAGIC STEED AND A MAGIC BIRD COME FROM THE MAGIC RING.

VLADIMIR TRAVELS TO THE LOCATION OF THE BEAR IN AN OTHER KINGDOM.
VLADIMIR TRAVELS BY THE MAGIC STEED.

VLADIMIR SURPRISES THE BEAR.

VLADIMIR KILLS THE BEAR WITH THE AID OF THE MAGIC SWORD.

VLADIMIR STARTS BACK HOME. .

THE BEAR'S FATHER ATTEMPTS TO KILL VLADIMIR.

VLADIMIR ESCAPES BY FLYING ON THE MAGIC BIRD.

VLADIMIR RETURNS HOME.
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THE MOREVNAS LIVE IN A CERTAIN KINGDOM.

THE FATHER IS IVAN.

THE MOTHER IS VASILISA.

VASILISA NEEDS A GOLD DUCK-

IVAN SENDS VASILISA TO SEARCH FOR THE GOLD DUCK.
VASILISA LEAVES ON A SEARCH.

VASILISA MEETS A COW ALONG THE WAY.
THE COW IS THREATENED BY VASILISA.
THE COW REQUESTS MERCY FROM VASILISA.
VASILISA SHOWS MERCY TOWARD THE COW.
A MAGIC HEN IS GIVEN TO VASILISA.

VASILISA TRAVELS TO THE LOCATION OF THE GOLD DUCK IN THE OTHER KINGDOM.

VASILISA IS DIRECTED BY A HEDGEHOG.

THE GOLD DUCK APPEARS FROM THE MAGIC HEN.
VASILISA STARTS BACK HOME WITH THE GOLD DUCK.
VASILISA RETURNS HOME.
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THE BERENNIKOVS LIVE IN A DISTANT PROVINCE.
EREMA IS THE UNLUCKY SON.

THE FATHER IS NICHOLAS.

BORIS ALSO LIVES IN THE SAME LAND.

BORIS IS OF MIRACULOUS BIRTH.

BABAYAGA APPEARS IN THE DISTANT PROVINCE.
BABAYAGA DISGHISES HERSELF AS A BIRD.
BABAYAGA ATTEMPTS TO PERSUADE EREMA TO TAKE A SWIM.
EREMA IS PERSUADED TO TAKE A SWIM.

EREMA FALLS ASLEEP.

BABAYAGA THREATENS TO EAT EREMA.

NICHOLAS SENDS BORIS TO SEARCH FOR BABAYAGA.
BORIS LEAVES ON A SEARCH.

BORIS MEETS A BULL ALONG THE WAY.

THE BULL GREETS BORIS.

THE BULL ASKS BORIS TO ANSWER A QUESTION.

BORIS DOES NOT RESPOND.

THE BULL ASKS AGAIN.

BCRIS RESPONDS RUDELY.

THE BULL ASKS FOR THE THIRD TIME.

BORIS ANSWERS THE QUESTION.

A MAGIC SWORD , A MAGIC CARPET AND A MAGIC STEED ARE SHOWN TO BORIS.
BORIS TAKES THEM.

BORIS TRAVELS TO THE LOCATION OF BABAYAGA IN AN O.HER KINGDOM.
BORIS TRAVELS ON THE MAGIC STEED.

BORIS FINDS BABAYAGA.

THEY FIGHT IN AN OPEN FIELD.

BORIS DEFEATS BABAYAGA WITH THE AID OF THE MAGIC SWORD.

BORIS STARTS BACK HOME.

BORIS RETURNS HOME.
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THE BERENNIKOVS LIVE IN A DISTANT PROVINCE.
THE OLDEST SON IS FOMA.

THE MOTHER IS5 KATRINA.

THE FATHER IS NICHOLAS.

FOMA NEEDS A BRIDE.

FOMA ASKS PERMISSION TO LEAVE.

FOMA LEAVES ON A SEARCH.

FOMA MEETS A GIANT ALONG THE WAY.

THE GIANT IS FIGHTING WITH A FRIEND OVER THE SHEEP.

THE GIANT ASKS FOMA TO DIVIDE THE SHEEP.

FOMA RECONCILES THE DISPUTE BY FAIRLY DIVIDING THE SHEEP.

A MAGIC CARPET , A MAGIC BIRD AND A MAGIC BOX ARE GIVEN TO FOMA.
FOMA TRAVELS TO THE LOCATION OF A BRIDE IN AN OTHER KINGDOM.
FOMA TRAVELS BY THE MAGIC BIRD.

A BRIDE APPEARS FROM THE MAGIC BOX.

FOMA STARTS BACK HOME WITH A BRIDE.

THEY RETURN HOME.
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THE BERENNIKOVS LIVE IN A CERTAIN KINGDOM.
BORIS IS THE FATHER.
KATRINA IS THE MOTHER.

Tyg POPOVICHES LIVE IN A CERTAIN KINGDOM. EREMA IS THE BRAVE SON.

FOMA IS THE FATHER. IVAN ALSO LIVES IN THE SAME LAND.

THE MOTHER IS ELENA. MARIA IS IVAN'S DAUGHTER.

MARTHA IS THE UNLUCKY DAUGHTER. A BEAR SNEAKS INTO THE CERTAIN KINGDOM.

EREMA ALSO LIVES IN THE SAME LAND. MARIA ASKS THE BEAR WHERE IS YOUR DEATH.

EREMA 1S OF MIRACULOUS BIRTH. THE BEAR SAYS THAT MY DEATH IS IN A MAGIC EGG.
A DRAGON APPEARS IN THE CERTAIN KINGDOM. THE BEAR ABDUCTS MARIA.

THE DRAGON DISGUISES HIMSELF AS AN OLD LADY. IVAN CALLS FOR HELP FROM EREMA.

THE DRAGON USES A SLEEPING POTION ON MARTHA. EREMA DECIDES TO SEARCH FOR MARIA.

MARTHA FALLS ASLEEP. EREMA LEAVES ON A SEARCH.

THE DRAGON THREATENS TO MARRY MARTHA.
ELENA SENDS EREMA TO SEARCH FOR THE DRAGON.

EREMA LEAVES ON A SEARCH.
EREMA MEETS A GIANT ALONG THE WAY.

THE GIANT IS IMPRISONED.
THE GIANT ASKS TO BE FREED.
EREMA FREES THE GIANT.

h ALONG WAY.
i P ThE A MAGIC RING IS PLACED AT THE DISPOSAL OF EREMA.

THE BULL ATTEMPTS TO KILL EREMA BY ROASTING.

EREMA KILLS THE BULL BY ROASTING. EREMA TAKES THE MAGIC RING.
A MAGIC FLINT IS SEIZED BY EREMA. A MAGIC SWORD , A MAGIC STEED AND A MAGIC CARPET COME FROM THE MAGIC RING.

A MAGIC SWORD , A MAGIC BIRD AND A MAGIC CARPET COME FROM THE MAGIC FLINT. EREMA TRAVELS TO THE LOCATION OF MARIA IN THE OTHER KINGDOM.
EREMA TRAVELS TO THE LOCATION OF THE DRAGON IN THE OTHER KINGDOM. EREMA TRAVELS BY THE MAGIC STEED.

EREMA TRAVELS BY THE MAGIC CARPET. EREMA SURPRISES THE BEAR.

EREMA SURPRISES THE DRAGON. EREMA KILLS THE BEAR WITH THE AID OF THE MAGIC SWORD.

EREMA KILLS THE DRAGON WITH THE AID OF THE MAGIC SWORD. MARIA IS OBTAINED BY EREMA.

EREMA STARTS BACK HOME. EREMA ST§RTS BACK HOME WITH MARIA.

THE DRAGON’S WIVES CHASE AFTER EREMA. THE BEAR’S FATHER CHASES AFTER EREMA.

EREMA ESCAPES BY FLYING ON THE MAGIC BIRD. EREMA ESCAPES BY FLYING ON THE MAGIC CARPET.

EREMA RETURNS HOME. THEY RETURN HOME.
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THE BERENNIKOVS LIVE IN A CERTAIN KINGDOM.
BORIS 1S THE UNLUCKY SON.

BORIS HAS THE CATTLE.

KATRINA IS THE MOTHER.

VLADIMIR IS THE FATHER.

FOMA ALSO LIVES IN THE SAME LAND.

FOMA 1S OF MIRACULOUS BIRTH.

A WOLF WALKS INTO THE CERTAIN KINGDOM.

THE WOLF PLUNDERS THE CATTLE.

BORIS CALLS FOR FOMA.

BORIS ANNOUNCES THAT THE WOLF PLUNDERED THE CATTLE.
FOMA DECIDES TO SEARCH FOR THE WOLF.

FOMA MEETS A JUG ALONG THE WAY.

THE JUG IS FIGHTING WITH A FRIEND OVER A MAGIC FLINT.

THE JUG ASKS FOMA TO DIVIDE THE MAGIC FLINT.

FOMA TRICKS THE DISPUTANTS INTO LEAVING THE MAGIC FLINT UNPROTECTED.
THE MAGIC FLINT IS SEIZED BY FOMA.

A MAGIC CARPET COMES FROM THE MAGIC FLINT.

FOMA TRAVELS TO THE LOCATION OF THE WOLF IN THE OTHER KINGDOM.
FOMA TRAVELS BY THE MAGIC CARPET.

FOMA FINDS THE WOLF.

THEY ENGAGE IN A COMPETITION.

FOMA WINS WITH HELP OF CLEVERNESS.

FOMA STARTS BACK HOME.

FOMA RETURNS HOME.

S
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THE POPOVICHES LIVE IN A CERTAIN KINGDOM.

DUNIA IS THE MOTHER.

MARCO IS THE UNLUCKY SON.

VASILISA ALSO LIVES IN THE SAME LAND.

VASILISA IS OF MIRACULOUS BIRTH.

A BFAR APPEARS IN THE CERTAIN KINGDOM.

THE BEAR CUTS OFF MARCO’S LEG.

VASILISA MEETS A VILLAGER.

THE VILLAGER ANNOUNCES THAT THE BEAR INJURED MARCO.
VASILISA LEAVES ON A SEARCH.

VASILISA MEETS A FOREST KNIGHT ALONG THE WAY.
THE FOREST KNIGHT IS THREATENED BY VASILISA.
THE FOREST KHIGHT REQUESTS MERCY FROM VASILISA.
VASILISA SHOWS MERCY TOWARD THE FOREST KNIGHT.
A MAGIC FLINT IS FOUND BY VASILISA.

A MAGIC STEED COMES FROM THE MAGIC FLINT.
VASILISA TRAVELS TO THE LOCATION OF THE LEG IN THE OTHER KINGDOM.
VASILISA TRAVELS BY THE MAGIC STEED.

THE LEG IS SEIZED BY VASILISA.

VASILISA STARTS BACK HOME WITH THE LEG.

THE BEAR ATTEMPTS TO KILL VASILISA.

VASILISA ESCAPES BY FLYING ON THE MAGIC STEED.
VASILISA RETURNS HOME.
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THE BERENNIKOVS LIVE IN A CERTAIN KINGDOM.
DUNIA IS THE MOTHER.

VLADIMIR IS THE BRAVE SON.

ELENA ALSO LIVES IN THE SAME LAND.

ALIOSHA IS ELENA’S SON.

A BEAR SNEAKS INTO THE CERTAIN KINGDOM.

ALIOSHA ASKS THE BEAR WHERE IS YOUR WISDOM.

THE BEAR SAYS THAT MY WISDOM IS IN A MAGIC EGG.
THE BEAR ABDUCTS ALIOSHA.

VLADIMIR MEETS A VILLAGER.

THE VILLAGER ANNOUNCES THAT THE BEAR ABDUCTED ALIOSHA.
VLADIMIR DECIDES TO SEARCH FOR ALIOSHA.
VLADIMIR LEAVES ON A SEARCH.

VLADIMIR MEETS A JUG ALONG THE WAY.

THE JUG BRAWLS IN A FOREST HUT WITH VLADIMIR.

THE JUG TWICE REPELS VLADIMIR.

THEY FIGHT FOR THE THIRD TIME.

VLADIMIR DEFEATS THE JUG.

A MAGIC SWORD IS PLACED AT THE DISPOSAL OF VLADIMIR.
VLADIMIR TAKES THE MAGIC SWORD.

VLADIMIR TRAVELS TO THE LOCATION OF ALIOSHA IN THE OTHER KINGDOM.

VLADIMIR FOLLOWS THE BLOODY TRACKS.

VLADIMIR SURPRISES THE BEAR.

VLADIMIR KILLS THE BEAR WITH THE AID OF THE MAGIC SWORD.
ALIOSHA IS SEIZED BY VLADIMIR.

VLADIMIR STARTS BACK HOME WITH ALIOSHA.

THE BEAR’S FATHER FLYS AFTER VLADIMIR.

VLADIMIR ESCAPES BY BEING HIDDEN BY BLACKSMITHS.

THEY RETURN HOME.
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THE PARANOVS LIVE IN A DISTANT PROVINCE.

EREMA IS THE BRAVE SON.

VASILISA IS THE UNLUCKY DAUGHTER.

MARIA IS THE MOTHER.

THE FATHER IS BALDAK.

BALDAK , EREMA AND VASILISA ARE IN THE FIELDS.
BALDAK SAYS EREMA , LEAVE THE FIELDS.

BALDAK LEAVES TO GO TO WORK.

EREMA LEAVES THE FIELDS.

A DRAGON SNEAKS INTO THE DISTANT PROVINCE.

THE DRAGON ASKS A VILLAGER WHERE IS VASILISA.
THE VILLAGER SAYS THAT VASILISA IS IN THE FIELDS.
THE DRAGON THREATENS TO MARRY VASILISA.

BALDAK CALLS FOR EREMA.

BALDAK ANNOUNCES THAT THE DRAGON THREATENED TO MARRY VASILISA.

EREMA DECIDES TO SEARCH FOR THE DRAGON.
EREMA LEAVES ON A SEARCH.

EREMA MEETS A COW ALONG THE WAY.

THE COW GREETS EREMA.

THE COW ASKS EREMA TO ANSWER A QUESTION.
EREMA ANSWERS THE QUESTION.

A MAGIC RING IS SHOWN TO EREMA.

EREMA TAKES THE MAGIC RING.

A MAGIC BOW COMES FROM THE MAGIC RING.

EREMA TRAVELS TO THE LOCATION OF THE DRAGON IN AN OTHER KINGDOM.

EREMA TRAVELS ON A HORSE.

EREMA SURPRISES THE DRAGON.

EREMA KILLS THE DRAGON WITH THE AID OF THE MAGIC BOW.
EREMA STARTS BACK HOME.

THE DRAGON’S WIVES PURSUE EREMA.

EREMA HIDES IN A TREE.

THE DRAGON'S WIVES ATTEMPT TO GNAW THROUGH THE TREE.
EREMA ESCAPES BY JUMPING TO THE OTHER TREE.

EREMA RETURNS HOME.
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THE PARANOVS LIVE IN A DISTANT PROVINCE.
KATRINA IS THE MOTHER.

BORIS IS THE UNLUCKY SON.

BORIS HAS CROPS.

MARIA ALSO LIVES IN THE SAME LAND.
MARIA IS OF MIRACULOUS BIRTH.

A BEAR WALKS INTO THE DISTANT PROVINCE.

THE BEAR ASKS A VILLAGER WHERE ARE THE CROPS.
THE VILLAGER SAYS THAT THE CROPS ARE IN THE HUT.

THE BEAR PILLAGES THE CROPS.
MARIA MEETS A VILLAGER.

THE VILLAGER ANNOUNCES THAT THE BEAR PILLAGED THE CROPS.

MARIA LEAVES ON A SEARCH.

MARIA MEETS A JUG ALONG THE WAY.

THE JUG GREETS MARIA.

THE JUG ASKS MARIA TO ANSWER A QUESTION.
MARIA ANSWERS THE QUESTION.

A MAGIC FLINT IS SHOWN TO MARIA.

MARIA TAKES THE MAGIC FLINT.

A MAGIC BIRD CCMES FROM THE MAGIC FLINT.
MARIA TRAVELS TO THE LOCATION OF THE BEAR
MARIA TRAVELS BY THE MAGIC BIRD.

MARIA SURPRISES THE BEAR.

MARIA KILLS THE BEAR WITHOUT A FIGHT.
MARIA STARTS BACK HOME.

THE BEAR’S FATHER ATTEMPTS TO KILL MARIA.
MARIA ESCAPES BY FLYING ON THE MAGIC BIRD.
MARIA RETURNS HOME.

IN AN OTHER KINGDOM.

/

THE MOREVNAS LIVE IN A DISTANT PROVINCE.
THE MOTHER IS KATRINA.

IVAN 1S5 THE UNLUCKY SON.

FOMA 1S THE BRAVE SON.

VLADIMIR IS THE FATHER.

A DRAGON FLYS INTO THE DISTANT PROVINCE.
IVAN ASKS THE DRAGON WHERE IS YOUR WISDOM.
THE DRAGON SAYS THAT MY WISDOM IS IN A MAGIC EGG.
THE DRAGON CASTS A SPELL ON IVAN.

THE DRAGON EXPELS IVAN.

FOMA DECIDES TO SEARCH FOR IVAN.

FOMA LEAVES ON A SEARCH.

FOMA MEETS A WITCH ALONG THE WAY.

THE WITCH PROPOSES FOMA LISTEN TO THE GUSLA WITHOUT FALLING ASLEEP.
FOMA RESPONDS BY STAYING AWAKE WHILE LISTENING TO THE GUSLA.
A MAGIC BOW IS GIVEN TO FOMA.

FOMA TRAVELS TO THE LOCATION OF IVAN IN AN OTHER KINGDOM.
FOMA CLIMBS A STAIRWAY.

FOMA FINDS THE DRAGON.

THEY FIGHT IN AN OPEN FIELD.

FOMA IS WOUNDED.

FOMA DEFEATS THE DRAGON WITH THE AID OF THE MAGIC BOW.

IVAN IS FREED FROM THE SPELL BY FOMA.

FOMA STARTS BACK HOME WITH IVAN.

THE DRAGON’S WIVES YELL FOR FOMA.

FOMA ESCAPES BY BEING HIDDEN BY BLACKSMITHS.

THEY RETURN HOME.
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