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Condition:

(keyword ?kw)(isType 7kw Weapon)
(isType ?char NPC)(sell ?char 7kw)
Primary Keyword:

(isType ?kw Weapon)

Second Keyword:

who, sell

Description:

“?char is selling 7kw now.”

Ruie:

(keyword 7kw)(isType ?kw Weapon)

(isType ?char NPC)(sell ?char 7kw)

=> (add-dialog “?char is selling 7kw now.”)

Ex) “who” + “sell” + “sword”

& 2.

Condition:

(hasJob 7kw ?job)(hasPlaceln ?kw ?place)
(sex 7kw 7kw-sex)(not (eq ?opp 7kw))
Primary Keyword:

(isType ?kw NPC)

Second Keyword:

who

Description:

“?kw is ?job (personal_pronoun ?kw-sex) is
in ?place.”

Rule:

(keyword ?kw)(opposite ?0pp)

(isType ?kw NPC)(hasJob ?kw ?job)
{(hasPlaceln ?kw ?place)(sex ?kw 7kw-sex)
{not (eq ?opp 7kw))




20079 % F=AR 3] 7S FELFE=ER Vol 34, No. 2(0)

=> (add-dialog “?kw is ?job (personal_pronoun ?kw-
sex) is in ?place.”)

Ex) "who” + “Mia”
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