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Introduction

Storytelling has always been a joint activity between parents and children. It provides many educational
benefits such as improving children's language fluency, communication skills, cultural and emotional
awareness and other aspects of cognitive development. As a result, many parents, due to their busy
schedules, express their desire to use an automatic storytelling system that can help their children to engage
in a beneficial way without any intervention when they need to focus on other tasks such as attending a
work meeting or household chores. The present study, by focusing on the interactive storytelling toy
"StoryTick", analyzed the structure of this game and the extent of the child's involvement in creating the
story, with a look at the theory of the reader within the text by Aidan Chambers, a theorist in the field of
children's literature studies.

Research Method, Review of Literature and Purpose

The purpose of this article is to analyze the process of an interactive storytelling based on artificial
intelligence in order to nurture a creative child who can discover hidden patterns and generate new ideas
while minimizing parental involvement. Introducing the possibilities of interactive smart toys to cultural-
artistic trustees, artists and researchers in the media field has also been considered. Also, this research,
which is in the field of children and adolescents and the capabilities of artificial intelligence, is qualitative
in nature and was carried out in a descriptive-analytical method with a developmental-applied nature. In
other words, the findings have the ability to grow and flourish community-oriented art technologies. For
this reason, the authors have studied the content analysis of an interactive intelligent storytelling based on
the theory of Aidan Chambers; therefore, the data used in the current research has been collected using
library and documentary sources. StoryTick, an interactive intelligent storytelling toy, is an artificial
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intelligence-based designed space that not only encourages story-telling activities, but also provides a
playing space for children to record and create their own stories. This child-oriented interactive game was
designed in 2013 by Kara and his colleagues in Japan for children aged four to six.

Discussion

In "StoryTick" interactive storytelling, according to Chambers' point of view, the child, as the audience of
the story, witnesses the change of the narrative and descriptive style towards a demonstrative and objective
style. In other words, the stuffed animals that are the main and simple characters of the stories (instead of
showing them on the computer) are present next to the child, in order to make the child feel natural about
providing a real environment by the creators of this smart toy, and provide reassurance to the child. Also,
the storyteller in StoryTick deals with the narratives with a childlike attitude. In other words, he/she looks
at the events from inside the story and provides the necessary grounds for the child's participation in creating
the story. For example, when the narrator asks the child to place the desired doll on the interface, in the
space of the Adobe Flash software, the story is told in the form of an animation according to the selected
doll. But it is not necessary that all the events in a story are explained by the narrator, but in the course of
the story, the child is asked to continue the story according to the options that have been defined for him/her
in advance. On the other hand, the child can create his/her own stories without any supervision. This means
that his/her parents and even the game's author and designers have confidence in the child's abilities.
Additionally, one of the challenging gaps in StoryTick's smart game is the final stage of the story. At this
stage, the child can place the desired doll as well as the background cards of his/her choice on the interface
and create his/her own story according to the available objects. In fact, the story begins with a short key
sentence and then the story designer draws the child's attention to the topic and encourages him/her to create
his/her favorite story. Therefore, the superficial and formal gaps in StoryTick are actually the stories that
have been consciously defined in advance. But in the meaning-making stage, the child tries to create his/her
desired stories freely and with maximum interaction. In this way, the field of thinking and dynamism is
provided for the child and it gives him/her the possibility to freely create his/her favorite story behind each
story, relying on personal and internal analysis.

Conclusion

Despite the many advantages of interactive platforms for children, especially smart computer toys, as well
as the widespread interest in these new media, due to their emerging nature in Iran, only a few researchers
have studied the important capabilities and benefits of using these media in order to teach the cultural values
of the society. Therefore, considering the importance of this issue and based on the impact that interactive
platforms have on factors such as creativity development and education of children, the need to study more
is felt. In this regard, the current research shows the role of storytelling in cultural formation and orientation
of children towards the development of creativity and individual skills. The content analysis of interactive
intelligent storytelling toy StoryTick was based on the perspective of Aidan Chambers, theoretician of
children's and adolescents’ literature and his four components. It includes style, perspective, favoritism and
expressive gaps. The purpose of choosing this society-oriented technology is to introduce such toys in order
to stimulate the child's imagination and creativity and his/her ability to face problems in life as well as to
introducethe capabilities of these interactive smart toys to art curators, artists and media researchers.
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