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StoryCraft. Automatic Generation of Interactive Storytelling Scenes
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Abstract  With significant and rapid advancements in interactive digital environments in recent
years, modern technology now offers users the ability to fully immerse themselves in interactive
narrative scenarios and gaming experiences. Although existing literature can successfully create
static 3D scenes, there is a growing demand for more dynamic features that can support storytelling. In
this paper, we propose an approach to incorporate the individual events which make up the plot,
or “story points”, into scenes, thus generating storytelling scenes. Our approach leverages an
optimization-based method to create a dynamic interaction scene from these story points, while
taking into account the timing of events, as well as the spatial distribution and visual saliency of
the story points. This enables users to explore and engage with the generated narrative and story-
telling scene effectively. By seamlessly integrating individual story points into dynamic scenes and
optimizing their spatial and temporal arrangement, our approach enhances immersive storytelling

experiences, offering users engaging and compelling virtual environments.
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