























































https://gitlab.com/maned_wolf/charnetto
https://gitlab.com/nlp_tools/character_network







































































































































https://gamefaqs.gamespot.com/ds/925589-phoenix-wright-ace-attorney/faqs/42767
https://gamefaqs.gamespot.com/ds/925589-phoenix-wright-ace-attorney/faqs/42767
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https://life-is-strange.fandom.com/wiki/Life_is_Strange_Wiki
































































































































































































https://imsdb.com/




































































































































https://github.com/explosion/spacy-models/releases/tag/en_core_web_trf-3.7.3
https://github.com/explosion/spacy-models/releases/tag/en_core_web_trf-3.7.3



https://github.com/explosion/spacy-models/releases/tag/fr_core_news_lg-3.7.0
https://github.com/explosion/spacy-models/releases/tag/fr_core_news_lg-3.7.0
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https://www.gutenberg.org/
https://github.com/dpicca/imsdb

























































https://github.com/booknlp/booknlp.
https://github.com/booknlp/booknlp.



http://d3js.org/.
http://d3js.org/.






https://spacy.io/.
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