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Abstract. This paper describes the process for the development of an interactive
educational system for the children of the Siloé neighborhood of the Cali city,
Colombia. Starting from the purpose of mitigating negative influences within the
context of the neighborhood, this project seeks to encourage curiosity in children
by reading as a core competency for their future, through a technological solution
that sparks the interest of this community. In order to define the characteristics of
the system, an inquiry process was carried out to identify the needs and charac‐
teristics of the target audience, as well as their preferences about technological
devices and applications used by them. Once the main features were defined, the
process of prototyping began based on sketches that evolved into prototypes of
low and high fidelity. Then, those prototypes were evaluated with potential users,
applying usability evaluation methods in order to collect information about the
system and make the necessary adjustments to get an usable final product.

Keywords: Children · Technology · Reading · Prototyping · Usability ·
Interactive system

1 Introduction

Academic institutions are aimed at the integral education of children, instilling principles
and values, strengthening further than the cognitive skills and guide them towards a
better future. However, for educational institutions located in the Siloé neighborhood
of the Cali city, Colombia, this target represents a greater challenge due to the conditions
of the context surrounding them.

In the Siloé neighborhood, education has become an important factor for the forma‐
tion of children who in the future are the reference of change. The problem is not only
the level of education the children have access, but also the way in which the desire for
study is inculcated to them. According to a survey conducted by the Cali, Cómo vamos
program [1], by the year 2015 the number of children aged between 5 and 17 years old
who attend public institutions has decreased by 6% compared to the year 2014 with a
62%. On the other hand, it should be noted the interest of educational institutions to
develop reading skills. However, these have not had the expected results as evidenced
in the Cultural Consumption Survey [2] (ECC) published by the Departamento Admin‐
istrativo Nacional de Estadística (DANE) in December 2014. The survey reveals that
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51.6% of the population of 12 years and over did not read any books in 12 months and
the remaining 48.4% have read just one book in the same period of time. Moreover, it
was found that within the non-reading population, 55.9% does not read due to lack of
interest for reading.

Based on the above, it is intended to develop a solution through an interactive system
making use of resources that can have a positive impact on the child and to convert them
in “curious connoisseurs” of technology and to awake in them interest in reading.

Section 2 presents the problem. Section 3 describes the target audience needs and
the process for their identification. Section 4 includes the features of the proposed
system, which is assessed using a usability method evaluation that is documented in the
Sect. 5. Finally, Sect. 6 presents the conclusions and future work.

2 About the Problem

Currently the student drop-out rate is a relevant problem in Cali, this arises both in
schools of basic education and higher education. As for dropout in universities and other
higher education institutions, the reasons include the economic and academic. A signif‐
icant number of students cannot afford costs and others fail to meet the academic
requirements by its difficulty or poor election of academic programs, due to a weak
projection at the professional level. School desertion occurs primarily in the upper grades
and the main causes are: rebellion, economic limitations which entail those students
need to work, in addition to the lack of vision and professional projection [3].

One of the common reasons for desertion, both in higher education and the Basic
first, is the professional projection [3]. This is crucial because if a child sets its own goals
and choose a career according to his preferences and skills, he can draw a path in which
his training of high school will be essential, he will focus on having superior performance
and he will be acting in such a way that it may be increasingly close to his target, then
moving away from activities that hinder his progress.

Another barrier that prevents young people to continue with their training are
SABER tests [4] that are carried out at national level at the end of the cycle of secondary
education; the results of these are decisive at the time to initiate a process of admission
for a professional career and even the scores allow access to scholarships and State
benefits. A competition that is vital is reading comprehension [4], as this directly impacts
on the performance of children in other subjects, even in those that involve numbers.
Despite its importance, the level of this competition is just acceptable as evidenced by
the results of the SABER test made to students in grades third, fifth and ninth, i.e. children
between 8 and 14 years of public and private schools. Therefore, the educational insti‐
tutions have included in their academic program a reader plan. However, the effect was
not expected because according to the ECC [2] by DANE, 38% of the 12-year-old
reading population read by academic demands, not on their own initiative.

Given that the community of Siloé in the city of Cali, and especially children who
live in it, they are in a context demarcated by social and economic issues, they are
exposed to a whole set of activities that are risky for them. The lack of opportunities, as
well as other cultural factors make that crime, drugs and in some cases up to prostitution
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are common activities that day by day the kids of Siloé have to prove. Not intervening
in the children in time can result in them a distortion of reality and because of this poor
decision-making about their future. In that sense, the problem that has been identified
within this community is the vulnerability of children to the choice of illicit activities
as a project for their life. This is due to the high degree of influence that the neighborhood
exerts on them, as well as the lack of opportunities that these children have when they
finish their secondary studies by the poor orientation and of aid to continue forming
them academically.

Based on the defined problem, it is intended to develop a solution for children from
aged 8 to 13 years of the Siloé neighborhood, whose main characteristics are presented
below.

The target public are inhabitants of the commune 20 of Cali. Most of this commune
stretches over mountainous areas. Children between 8 and 13 years are enrolled between
4th and 6th grade in educational institutions in the area, mostly public, with an hourly
intensity of 6 h per day. They perform extracurricular activities such as playing in the
neighborhood, learning to play musical instruments, practicing soccer; somebody also
help in the work of their parents. They frequently visit the Vive Digital spaces [5], for
the facilities of access to technology that they do not have in their homes and to receive
advice on topics of interest.

In spite of the economic limitations of the community, in this population they possess
the basic technological knowledge. In most of their homes there is at least one computer
and a mobile touch device (Tablet or smartphone) and they handle them without diffi‐
culty. The computer is the tool they use most to make academic consultations and to
play; however, joining mobile phones and tablets it has a great use of mobile devices
for leisure.

3 Target Audience Needs

After determining the problem to be addressed and defining the target audience, we
proceeded to study the context and investigate the children and others involved in order
to know their needs, daily activities, skills, dynamics in which they participate in the
school environment, tastes and preferences regarding technology. For this, a series of
interviews were first applied and after their analysis a survey was designed to collect
specific data.

3.1 Interviews

The main objective of the interviews was to obtain comprehensive and detailed infor‐
mation on children’s tastes and preferences regarding technology and the use of elec‐
tronic devices. In addition to knowing the extracurricular activities in which they
perform best and also know about their favorite subjects in school and the reason for
this. In the interview, 11 objectives were established, which were related to 18 questions,
(see Table 1).
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Table 1. Interview´s objectives and questions.

Objectives Questions associated
1 To know the subjects of the greatest

interest in children to include themes of
them within the content to be developed

1 What is your favorite subject? Why?

2 To learn the practices carried out in the
classroom

2 What activities are carried out in your
classroom?

3 To extract good methodologies employed
in class to apply them in the context of the
solution

3 Which do you like? Why?

4 Establish how users may interact 4 Do you prefer to work alone or in groups?
5 Do you compete in games?
6 Do you like to pass the highest scores?
7 Do you join teams or do teammates to

advance or win?
5 To know what kind of technologies are

familiar to children
8 Do you have in your home devices such as

computer, console video games, tablet or
mobile phone?

9 What devices like these have you used?
6 To know which technology or device is

easier to use for children
10 Which of these appliances do you feel

most comfortable with? Why?
7 To know the most frequent activities that

children make in devices that use
generally

11 What do you use these electronic devices
for? Do you play, do you investigate…?

8 Determine the aptitudes of children to
continue working on them and ensure that
these are potentiated

12 Outside the school on what else you do
you consider yourself very good? Like
sport, music, art, among others.

9 Determine the didactics of play that the
child enjoys

13 What games do you like? Why? What are
they like?

14 Have you played in any electronic device
(such as Tablet, computer or cell phone)?

15 What of those games you like most? Why?
What are they like?

10 Determine the didactics with which the
child learns more easily

16 Have you ever used applications or games
in order to learn?

17 Which ones? Why did they interest you?
As they are?

11 Learn the techniques of interaction that are
more attractive to children

18 How do you prefer to play or use the
gadgets you play with?

The interviews were carried out at the Educational Institution Eustaquio Palacios,
Luis López de Mesa headquarter in the sector of Siloé. 11 children participated, 6 of
them in 4th grade and the rest in 5th grade. The teachers in charge helped with the
organization and choice of the children. Interviews were conducted in a directed and
individual way, with an average duration of 8 min each one.
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The analysis of the collected information was carried out in a qualitative way and
the following results were obtained. Children enjoy technology and mathematics classes
more. They argue that solving mathematical operations and problems helps them think
and develop cognitive abilities, while the technology class attracts them because they
have access to computers to play and search for interest information. Without leaving
aside that some of them voiced great passion for art, as they can express their feelings
and emotions.

About classroom activities, they enjoy being involved in the teaching of the topics,
having the possibility to make meaningful contributions and exchange opinions with
their classmates, so that they are recognized as active agents that help build a class more
dynamic.

As for the form of work, an equitable distribution was obtained. Those who prefer
to work individually argue that working with others strengthens their distraction and
loss of concentration, which, given the age of this public, is a risk factor that has an
impact on academic performance. On the other hand, those who defend the group work,
emphasize that it promotes collaborative learning, since among them they resolve their
doubts and practice what they have learned, reflecting their capacity to give and accept
help towards a goal.

It was identified that all children interviewed have at least two electronic devices,
mainly a computer and a smart phone or tablet. With those who feel more at ease are
the tactile devices and secondly with the desktop computer. The first option because the
touch screen does not require repeated actions to carry out a task. On the other hand, the
desktop computer was the first device they used before using a cell phone or tablet so
they dominate its handling. Another important fact is that for children it is easier to
handle the mouse than the trackpad of a laptop computer.

In general, the main function that children give to the devices they use most often is
oriented to the investigation of school tasks and information related to subjects seen in
class that generate interest. Finally, and to a lesser extent, they use the same to play.

Among his extracurricular activities are sports and cultural practices such as soccer
training, playing musical instruments, attending drawing and painting classes, in which
children in his personal opinion perform well.

Board games such as parquet, staircase and chess were most prominent by children
when asked about their favorites. These games entertain them and also they require that
children test their mathematical and strategic skills to defeat their rivals. An important
feature that was identified to a high degree is competitiveness, as the games mentioned
require more than one player and the goal is to win over others.

The video games genres preferred by children are adventure, action, and racing. The
characteristics in these that motivate the children are the competition, the confrontation
with rivals, the goal to reach first, obtain the best scores and the formation of alliances
to overcome stronger rivals, denoting a strong desire to be the best one in the games.

Applications and games are a great help to children when they learn about mathe‐
matics and English, because they argue that in a didactic way they can understand
subjects that are difficult for them. They also require a brief introduction to the appli‐
cation, which provides a quick explanation of the operation of the application and the
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steps to complete the interaction, so they can independently perform the proposed
activities.

Finally, most stated that their preferred form of interaction is through tangible inter‐
faces, because these are intuitive and easier to use when people interact with games and
applications. Others prefer the use of physical controls arguing that each button has a
unique function and therefore is easier to learn to handle and is universal for all appli‐
cations.

3.2 Surveys

The execution of the interviews and their subsequent analysis allowed extracting
patterns on the tastes and preferences of the children at the technological level, as well
as the dynamics and mechanical interaction they prefer. Then, a survey was conducted
to a set of children. With the patterns found in the interviews, 11 questions were formu‐
lated, using multiple-choice options with unique response, check boxes and Likert scale,
which are listed in Table 2.

The survey was carried out to 50 children studying grade 4th and 5th in the Eustaquio
Palacios School, Luis López de Mesa headquarter in the facilities of the informatics
classroom. There they accessed the survey through the platform of Google Forms. It
was with the accompaniment of the directors of the group and the time spent by each
student to answer questions was 6 min on average.

The first two questions are oriented to know the device in which children prefer to
play and how to control it. 42% of the respondents chose the computer while 28% and
26% chose tablet and cell phone, respectively. As for the way of interacting with games,
32% prefers tactile interfaces, 26% controls and 24% prefers the joining of these, there‐
fore 56% includes tactile interfaces and 50% controls.

Regarding the game mode, only 12% play against the computer, 40% prefer to play
individually and 34% and 28% involve more than one player, in multiplayer modes and
teams respectively. It is evident that they enjoy playing individually but also involving
other real players, since multiplayer mode and teams add up to 62%.

In terms of interaction with other users, 82% approve the exchange of gifts between
players; it shows the children’s interest in interacting with others and being able to help
each other.

88% of respondents enjoy music and sound effects in applications, suggesting that
the solution to be developed should include this as a fundamental part.

In terms of game genres, children could choose two, the favorites for them are
adventure with 68% and combat with 40%, and the least approved is the genre of trivia
with 10%. Therefore, the solution must have characteristics that involve exploration,
solving puzzles and problems, having a narrative, interacting with characters among
others.

With a Likert scale, between 1 and 5, the approval to save the process was 70%, 58%
rated 5 and 12% with 4. Therefore, the need to incorporate a user account to save scores
arises, as it is 60% agree to have a comparison of scores and highlight the best perform‐
ances, encouraging competitiveness and motivating children to play more.
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Table 2. Survey questions.

Question Type of answer Values
Which of these devices do you prefer to play? Only answer * Tablet

* Cell phone
* Computer
* Other

How do you prefer to control the games? Only answer * Touch
* Controls
* With the body
* Touch + control
* Other

Which game mode do you prefer? Check boxes
(Max 2
selections)

* 1 player
* Player vs. Computer
* Multiplayer
* Team

Would you like to be able to give and receive gifts
from other players?

Only answer * Yes
* Not
* Gives equal

Do you like the music and the effects of sound in a
game?

Only answer * Yes
* Not
* Gives equal

Choose your favorite game genres Check boxes
(maximum two
selections)

* Adventure
* Trivia/questions
* Combat
* Puzzle
* Strategy
* Simulation

How much you would like to have a user to save
your data and progress in the game?

Likert scale From 1 to 5

How much would you like to be able to compare
your scores with other players?

Likert scale From 1 to 5

Would you like to be finding parts throughout the
game?

Only answer * If
* Not
* Gives equal

How much would you the game to increase its
difficulty depending on your progress like?

Likert scale From 1 to 5

Would you like to receive rewards when you meet
some task?

Only answer * If
* Not
* Gives equal

On the increase of the difficulty, a Likert scale was used. 70% would like this, 54%
rated 5 (maximum) and 16% rated 4. Thus, within the solution the level of difficulty
must be increased progressively.

The search for parts is attractive for 94% of the respondents. Here is another way to
connect children in the different activities of the solution. Finally, another important
finding was that children like to receive rewards, 86% of respondents feel more excited
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knowing that they will be rewarded, this will also motivate them to play more often and
achieve success.

3.3 User’s Needs

Following interviews and surveys, important data were collected on how children
behave in their daily lives, how they learn and how they use technology devices. Given
the focus of the project, certain needs were determined to be met from the user’s
perspective and others that should characterize the type of system to be implemented.
The user needs identified are as follows.

Gamification. Children require motivation to continue with their tasks. Giving reward
for good actions and good performance is a simple and effective way of doing this.
Additionally, when there is competition, children want to win by being the best, so they
will be motivated to frequent use of the developing solution in order to improve perform‐
ance.

Collaborative work. The post-inquiry analysis reflects the importance of third-party
users or players when using an application. These generate influence against the percep‐
tion and opinion that is built of the interaction, helping to create a more enriching expe‐
rience. The possibility of giving and receiving help and assistance between users teaches
children the value of altruism and collaborative work in order to achieve the proposed
objectives.

Proactive learning. Children are developing cognitive skills all the time and building
knowledge. What they learn at this stage of their life will be critical to understanding
and acquiring information later. The way in which children are taught can be crucial,
thus determining whether they learn or not. Through a wide variety of applications chil‐
dren learn and exercise their mental capacities implicitly, this is a very productive way
and changes the paradigm of traditional education methodologies. Through the solution
that will be implemented, the aim is to motivate children to take part in reading through
technology, so they must acquire basic knowledge and learn to use tools. However, it is
important that the bases that they obtain serve to develop knowledge by themselves and
that they have the ability to see the reach and all the utilities of the reading and the tools
that will be shown to them.

3.4 Technical Requirements of the System

Background music. The investigation revealed that the music is an important element
of the applications and games that children use. The background music and sound effects
will be implemented in the solution in order to stimulate and generate positive emotions.

Score and reward system. The solution must include mechanics of gamification to
connect users and motivate them to terminate the interaction, incentives such as scores
and rewards that boost users will therefore be implemented.
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Multisensory and multimodal interaction. Aiming to offer interaction with non-
traditional devices and achieve a new experience, the solution should include multi‐
modal interfaces [6] that combine two or more input modes, and stimulating several
senses of the body: sight, hearing and touch.

Multi-user. In order to promote collaborative work it is necessary to have access to the
solution for users, equally, it must support at least 2 users for interaction.

4 Proposed Interactive System

Taking into account inquiry made to the target audience and others involved, as well as the
needs detected, an interactive system is proposed in which a story is told through the
display of multimedia content, including images, sound and 2D animation; posing a
conflict for the user to solve it. To do this, it is planned to establish the solution within the
facilities of the Departmental Library Jorge Garcés Borrero. It is the central library in Cali,
a place with a great supply of literary, cultural and artistic resources to encourage reading
and research. Specifically in Maker Lab [7], a space equipped with state-of-the-art tech‐
nology for exploration with the new Information and Communication Technologies. These
places offer an accompaniment for those who visit these spaces, to interact with electronic
equipment and devices such as: robotics kits, 3D printers, laser cutters, cameras, legos and
thus to build interactive experiences, audiovisual productions, games, applications, among
others, with the accompaniment of support and training staff.

The literary work chosen to shape into the system was the book “The Mystery of the
Russian Ruby” [8] because it offers an interesting narrative and a conflict that gives the
reader a new role of investigator to solve the mystery raised, integrating in this way
game mechanics.

4.1 Interactive System Components

Desktop application. The desktop application will be developed making use of the
Unity game engine, in order to take advantage of the tools that this engine provides, as
the animation engine in order to perform animations needed to generate interactive and
engaging content for the user, canvas to create the Head Up Display (HUD), through
which the users can view their scores, collected tracks and time elapsed since the begin‐
ning of the interaction, scripts to control the actions that the user will execute and respond
to them in the rendered content. In addition, media to be displayed by the user will be
created with the tool suite from Adobe Illustrator, which will be designed each of the
characters, scenes and objects that make up the interactive content in order to have total
control over it and realize interactions defined during the experience displayed by the
system.

Physical interface. The physical interface consists of a table which will represent each
of the scenarios that will be deployed in virtual form in the system, in order to generate
a relationship between actions that takes physical form and the feedback generated by
the virtual system on the user physically. In addition, physical objects will be used that
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will represent elements within each of the scenarios. With these you can interact directly
with the content, as they make use of RFID technology to be identified. In addition, a
micro-controller (Arduino UNO) is used in order to create a communication channel
between the “tagged” physical objects and the system (see Fig. 1).

Fig. 1. 3D Model of physic interface (own source).

4.2 Visual Definition of the System

As a result of research by experts in interface design for children’s sites and inquiry
methods such as the focus group, it has been standardized that children prefer bright
colors that immediately catch their attention [9], however in these studies there is no
common agreement on which colors to use. Therefore, a survey was carried out on 10
children belonging to the target public, between 8 and 13 years of age, 6 children, 4 girls
to know their preferences in terms of color; during the first phase they were asked to
select their favorite colors (maximum 3) and they were also asked to openly mention
colors that they definitely did not like, with the possibility of leaving the field empty in
case they did not have a marked dislike for some color.

Significant preferences were found towards red with 60%, light green with 40% and
yellow and light blue with 30% in both cases. The colors with little acceptance were the
purple with 40% and with 30% the coffee, black and gray.

Fig. 2. Proposed color palettes (own source). (Color figure online)

Fig. 3. Color palette chosen (own source). (Color figure online)
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Therefore, 5 color palettes were generated starting from the ones that the children
surveyed selected as their favorites, for this the Coolors platform [10] was used, which
allows to generate ideal combinations from the selection of one or several colors,
applying comparisons in terms of hue, saturation and brightness, without leaving aside
the concepts of complementary colors, analogues, monochromatic and color triad.

As an additional measure, 3 different pallets were generated (see Fig. 2) and were
evaluated by the same respondents. The winning option was number 3 with 60% of the
total votes (see Fig. 3).

4.3 Graphic User Interfaces

Application interfaces include startup, game mode selection, entry, game intro and
instructions, and the set of scenes in which the player looks for clues to solve the mystery.
Figure 4 presents the main interfaces.

Fig. 4. App interfaces (own source).
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4.4 Potential Benefits

Multimedia content that will be displayed in the interactive system falls within the
serious game category, as its ultimate goal is the implicit teaching of any specific topic
without the users perceive it; for the present case the child is immersed in literature
through tales and stories that are built with the help of the interventions he made in the
system.

The content is created based on stories that force the user to use his reading compre‐
hension skills. It also requires the user to make use of his memory, mental agility and
collaborative work for the successful resolution of the problem that arises with such
content.

The infrastructure of the system allows a quick access to the usage data, meaning
this to that information which the system captures when users interact and which serve
to generate statistics through which it is clear evidence the efficiency of the system.
These captured data are: tracks collected by each user, total score, duration time of the
interaction, user name. By storing this information, it will be able to know how many
users the system used on a specific day, how many times a user interacted with the
system, and system usage times.

On the other hand, the system is able to support interactive stories, each of them with
different interactions and interesting stories that awaken the user’s curiosity and implic‐
itly help him develop skills or abilities. This option allows a diversity of contents that
adapt to the particular tastes or preferences of each use that will interact with the system.

5 System’s Preliminary Evaluation

Constructive Interaction [11] was chosen to apply as a usability evaluation method
because it allows children to interact freely with the whole system while expressing their
impressions and perceptions as a conversation. Thus, a previous planning was carried
out in which informed consents, authorizations of use of images and permissions were
designed and filled by the children’s legal guardians, also the following criteria were
established to evaluate:

• Buttons recognition: Measuring time between the first occurrence of the interface
until the child presses the button in each case.

• Metaphors recognition: The identification of the “PLAY” button to start the game
and the “X” to close, in addition to the direction arrows to go back or forward de-
pending on the case.

• Color approval: The children’s perception to interface colors.
• Reading time of instructions and alerts: Measuring the time every child required to

read the game messages.
• Vocabulary: Evaluate if every used word is understandable for users.
• Time in each interface: Duration of interactions in each interface.
• Experience satisfaction: Qualitative measurement against the final comments of the

users.
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For the application of the evaluation, 3 pairs of children between 8 and 13 years old
were organized in the Usability Laboratory of the Universidad Autonóma de Oc-cidente.
Each one interacted freely with the system, with the unique condition of finishing de
game receiving basic instructions.

Then, the results were grouped and averaged to obtain the following information.
First of all, the buttons were immediately identified by all children, the Play button being
the fastest recognition for being in the first interface, only accompanied by the Close
button.

The colors were approved by the children and the majority manifested a particular
pleasantness for the blue color present in some interfaces, in addition they expressed
appreciation for the illustrations because for them these make history more striking.
However, some presented confusion in scene 2 where there is no text orientation.

On average, the reading time of the instructions was 41 s. In children near the age
of 13 the time was shorter, however it could be perceived in them eagerness to jump to
the game and displeasure to read instructions. Regarding the vocabulary used, none of
the children had difficulties with any word, saying that the graphs help the understanding
of the elements of the interface.

The average time for all the interaction was 5 min 23 s, the less time-invested inter‐
faces were the initial and the input while the instructions and the scenes of the story
required more time for the interaction with the physical objects.

Finally, positive comments were received about interaction in general, children were
motivated to engage in solving a mystery and enjoyed the way they tell the story while
they participate in it with non-traditional objects.

6 Conclusions and Future Work

Throughout the process, continuous approaches were required with the target audience
as well as with stakeholders to understand the needs and context. It was fundamental to
apply surveys and interviews in the process of inquiry to understand the preferences and
interests of children for being such a particular audience.

It was possible to obtain a solution that mediated by the technology innovates the
way of storytelling and allows to attract the attention of the children so that they interact
and they are involved in a non-traditional way.

The use of technological tools in the framework of teaching in children turns out to
be an alternative with great benefits. The implementation of such tools allows the
construction of solutions that increase children’s individual skills and abilities. In addi‐
tion, the creation of content based on books allows to bring the user to the reading, since
through the system is provided a short version of the full story narrated in the book. With
this, it is sought that the user wants to know more of the story and implicitly begin to
create regular reading habits increasing their reading comprehension skills necessary in
any work setting.

The use of a space such as MakerLab, equipped with high-level technological tools
and located inside the facilities of a library, generating unique experiences in the users.
Mainly, because this place separates spatially and temporally the user from their real
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context and its problems, allowing the children to know spaces that were created for
self-learning, knowledge, curiosity and personal growth. On the other hand, the children
will be able to participate in extracurricular activities that can be carried out during their
free time and that do not generate negative impacts, otherwise these activities contribute
in the personal and emotional development of the user.

The project will continue if new interactive content is created based on readings
according to the ages of the target audience. In this way, new experiences can be created,
so users can have a bigger offer and choose the content they prefer.

Another possibility is the incorporation of other technologies as virtual and
augmented reality generating a total immersion with the content and impacting other
senses, through which the user can be brought to a high satisfaction level, thanks to the
feedback that the system can provide them incorporating these technologies.

Finally, due to the software architecture that the system has, there is a long-term
possibility of being replicated in different libraries. This in order to create more learning
spaces in which children can interact with technology in a didactic way and implicitly
acquire skills and productive habits both personally and intellectually.
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