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Fig. 1. PageCraft supports storytelling activities with tangible
narrative objects and ambient background media.

B StoryToy the Interactive Storytelling Toy

Fitzmaurice, G.W.,, Ishii, H., and Buxton, W. Bricks: Laying the Foundations for Graspable User Interfaces. in
CHI 1995. 1995: ACM Press.
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Figure 1: User Interface of the storytelling farm StoryToy.

B StoryRoom
Alborzi, H., et al. Designing StoryRooms: Interactive Storytelling Spaces for Children. in DIS 'O0. 2000.
Brooklyn, New York: ACM Press.
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Figure 1. The Sneetches room and its props. (a) star-on | —
machine (b) star-off machine (¢) toybox. Figure 7. Children building props.




B Classroom Collaboration Storytelling

Stanton, D, et al. Classroom Collaboration in the Designh of Tangible Interfaces for Storytelling.
in CHI 2001. 2001: ACM Press.
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Pressure pad module
(contains 2 pads)

Figure 1: layout of the second prototype ( 8 sensor pads)

Figure 6: video-tracked props used to control vertical
movement when enacting a story (see color plate on
page 00)

P
Figure 2: second prototype magic carpet with rectangles o 15
to show positions of sensor pads (see color plate on page Figure 7: Navigation using barcoded pictures

00) (foreground) and barcode reader (background) (see
color plate on page 00)

B KidPad

Hourcade, J., Bederson, B, Druin, A. (2003) Building KidPad: An Application for. Children’s Collaborative

Storytelling Software: Practice & Experience, 34(9),, 895-914. HCIL-2003-18, CS-TR-4474,
UMIACS-TR-2003-44.
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Application

ors. initilizes

broadcasts
events

descrbes itself
9 generates events \ (one per device type)

delegates event coalescing

Java + native code
(if data from devices
unavailable through Java)

100% Java
(if data from devices available
through Java)

Figure 1: KidPad with all its tools visible
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