l Table 10.2: Example of a Story Grammar

Rule Number Rule
() STORY — SETTING + THEME + PLOT + RESOLUTION
@) SETTING — CHARACTERS -+ LOCATION + TIME
@) THEME — (EVENT)* + GOAL
@ PLOT — EPISODE*
) EPISODE — SUBGOAL + ATTEMPT* + OUTCOME
EVENT*
: {
() ATTEMPT = § Eoicnpg
EVENT*
7
(7) OUTCOME — STATE
EVENT
: {
(8) RESOLUTION — STATE
SUBGOAL
©) GOAL — DESIRED STATE
CHARACTERS
(10) LOCATIONTIME § — STATE

Source: Thorndyke, P. W. (1977). Cognitive structures in comprehension and memory of narrative discourse. Cognitive Psychology, 9, p. 79.



