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[Abstract]
This paper presents the construction of StoryData, a specialized database to underpin the development of an Al-based story

generation model and creative support service using narratives from contemporary media such as films, dramas, web novels, and
comics. This database constructs and reconstitutes popular culture content at both the work and unit level - the smallest narrative
unit - incorporating detailed metadata that encompasses genres, themes, motifs, and narrative stages. A quantitative analysis reveals
motifs such as “Sudden Accident,” “Love Triangle,” and “Unrequited Love” are prevalent, indicating a trend in popular content
that gravitates toward drama and romance with a focus on love and human relationships. The research also enriches the database
with metadata focusing on emotional adjectives and action verbs during the analysis and re-creation of units, capturing the
vibrancy and emotional aspects of popular stories. In addition, this research quantifies the narrative and creative elements of
contemporary popular culture, offering a novel perspective and laying the groundwork for Al tools that aim to expedite and

enhance the storytelling process.
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Table 1. Example of StoryData

Title To go Home

Genre Drama

Theme Love

A tired office worker, CO01, who is exhausted from
daily life, meets the ever—joyful C002 and discovers
the joys of life

Structure | 15 Stage of Storyhelper

Concept

Motif Love at First Sight
Unit1,2, ...
Character | C002, C004, C005, C012
Stage Setting—up
Siofine C004 scolds the unemployed C002, after which

C002 reluctantly gets up and goes to look for a job.

Causality First Action

Location | Character | Act | Emotion Content

Angry, they go to C004’s
room and fling open the
door

How long are you going
to sleep!

Home C004 Go Angry

Home C004 Yell Angry

C002 ignores it and

Home ooz Sleep continues to sleep

Seeing C002’s calm
demeanor makes her
even angrier

Home C004 Angry
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Table 2. Motif items of StoryData

Category

Motif Items

Situation

Obsessive—Compulsive Disorder, Alternate History, Insomnia, Biological Catastrophe, Pact with the Devil,
Post—Traumatic Stress Disorder, Midlife Crisis, Reincarnation, Borderline Personality Disorder, Urban Disaster,
Asymmetric Warfare, Gender Identity Confusion, Alcoholism, Brave Encounter, Apocalypse, Dimensional Travel,
Panic Disorder, Apprenticeship, Possession, Terminal lliness Diagnosis, Loss of a Lover, Depression, Collective
Hysteria, Challenge of Old Age, Defamation of Honor, Accidental Death, Colonization, Prophecy, Artificial
Hibernation, Natural Catastrophe, False Accusation, Castaway on a Desert Island, Death of a Loved One, Child
Abuse, Alien Invasion, Outbreak of War, Juvenile Delinquency

Character

Matriarch of the Family, Arrival of a Savior, Seducer for Money, Womanizer, Elderly in Love, Mischievous Person,
Disabled Person, Exorcist, Sudden lliness, Summoning Spirits, Mutation, Half-human, Half-animal, Cyborg, Devil's
Child, Visitor from the Underworld, Bankruptcy, Robbery, Amnesia, Homosexual, Traitor, Psychopath, Diabolical
Artist, Prisoner of War, Pygmalion Effect, Giant Monster, Windfall, Intelligent Fool, Vampire, Contract Killer, Femme
Fatale, Zombie, Abusive Stepfather, Noble Prostitute, Eccentric Teacher, Unexpected Letter, Vampire Hunter,
Young Hero, Superior Subordinate, Disappearance of an Acquaintance, Pirate, Noble Maid, Multiple Personalities,
Sorcerer, Disguise, Martyr, Rebellion Against Fate, Prostitute, Homo Superior, Tormented Gangster, Thief, Drug
Dealer, Abandoned Child, Hidden Lover, Wanderer, Virgin Hero, Sacrificing Parent, Con Artist, Inept Hero, Decline
of Nobility, Clone, Marriage for Social Climbing, Righteous Outlaw, Angel, Sacrificing Child, Loan Shark,
Doppelganger, Unknown Guardian, Corrupt Police, Identity Disguise, Hostage, Careerism, Obsessive Stalker, Noble
Savage, Dictatorship, Zealous Evangelist, Unfortunate Genius, Outsider, Autism, Dementia, Northern Archduke

Action

Family Division, Accusation, Relocation to an Unfamiliar Place, Lolita Complex, Spousal Dispute, Wife Swapping,
Oedipus Complex, Electra Complex, Unrequited Love, Adultery, Conflict with Mother—in—law, Necrophilia,
Masochism, Unwelcome Guest, Stalking, Accidental Murder, Suicide, First Sexual Experience, Imprisonment,
Voyeurism, Major Combat, Rebellion, Sadism, Time Travel, One-Night Stand, Curse, Love at First Sight, Search for
Hidden Lineage, Mad Love, Massacre, Armed Uprising, Doll That Became Human, Cyrano Complex, Dangerous
Secret Marriage, Cursed Place, Pursuer, Sudden Accident, Marriage Proposal Challenge, Great Voyages and
Expeditions, Unsolved Murder Case, Pretense of Love, Wife Stealing, Ghost, Love with the Enemy, Rediscovery of
Preferences, Rape, Homecoming, Fugitive, Beautiful Simpleton, Love Triangle, Child Abduction, Othello Syndrome,
Friendship with the Enemy Army, Escape from Prison, Forced Task, Incest, Gambling, Treasure Hunt, Sexual
Dysfunction, Beautiful Affair, Instigation, Rescue of a Comrade, Terrorism, False Statement, Falling for the Bad
Guy, Friendship with Animals, Vendetta, Friendship Across Generations, Serial Murder, Visit to Another World,
Confession of Sin, Defrocking, Love Across Class Lines, Love Overcoming Age Difference, Joint Suicide, Unjust
Discrimination, Investigation Request, Appearance of an Ex—Lover, Bullying, Geographic Isolation, Strike, Isolated
Couple, Kidnapping, Sudden Superpowers, Search for Parents, Riddle/Enigma, Misunderstanding, Divorce,
Mocking the Ruler, Sibling Rivalry
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Fig. 1. Proportional representation of genres in StoryData
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