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Abstract

This research is part of a Master project that consists of developing animations for a Tangible User
Interface (TUI) for playful exploration and story creation. The main objective of this work is to
analyse if the introduction of animated elements has an impact in the way children use the TUI and
how they create stories.
In interactive animations the character is controlled by the player, so the animator’s role is to create
a behavioral repertoire and the rules that will establish the occurrence of each behavior.
Programming these complex behavioral patterns is difficult, and requires that the interactive
characters have a limited behavioral repertoire. So, one of the first tasks was to create an
interaction tree to define the behaviors for the different elements and the relations between them.
From this, we defined the basic animations. Additionally this research aims at investigating if the
limitation of those repertoires affects the creation of narratives, and if so, in which way.
The project follows a user-centered design approach involving several iterations with different focus
groups. The first tests were carried out with a paper prototype. A second session took place with an
animated version with the basic animation and interaction repertoire. This research is a work in



progress and the data collected in the tests indicate that animation is a resource that helps children
to create different stories and engage with the Tangible User Interface.
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