




are processed in real time. Children’s speech is transcribed using the native speech-to-text (STT) services
provided by iOS and Android, while NFC inputs are also handled through their native NFC frameworks.
The app employs timing-based speech input control to support clear turn-taking: speech input is treated as
a single turn unless interrupted by a sustained pause of four seconds, at which point the system generates
an AI response. While the AI is speaking, both voice input and NFC scanning are temporarily disabled to
prevent overlapping interaction and to maintain a coherent interaction flow.

A.3 Physical Components

Figure 8 shows the physical setup of Tinker Tales, consisting of the storytelling board, NFC-embedded
pawns and tokens, and the mobile device used to scan them.

Figure 8: Physical setup of Tinker Tales. The system includes a storytelling board structured into four narrative
stages, NFC-embedded character pawns and place, item, emotion tokens, and a mobile device that mediates voice
interaction and NFC-based input. Each pawn and token is labeled on the reverse side with a corresponding word
representing the story element.

A.4 AI Literacy

Following prior work on AI literacy (Long and Magerko, 2020), the questionnaire covered five core
dimensions: (1) What AI is, (2) What AI can do, (3) How AI works, (4) How AI should be used, and (5)
How people perceive AI. These dimensions were adapted into a child-friendly questionnaire appropriate
for the study context. The full questionnaire and response distributions from all participants (N=10) are
provided in Figure 9 and Figure 10, respectively.

As shown in Figure 10, children entered the study primarily framing AI as something they can talk
to—often described in social terms (e.g., a friend or robot) in overall, and expecting it to answer questions
and generate stories, even as their understanding of how it works remained mixed.

When asked what AI is, children most often described it as a computer (40%), but many also framed
AI in relational terms such as a friend (30%) or a robot (30%). Consistent with this framing, children
were more likely to identify conversational technologies as using AI (e.g., a phone that talks to you: 60%;
a smart speaker: 50%) than less visible AI applications such as recommendation systems (30%) or game
characters (10%). Children’s expectations of AI’s capabilities further emphasized communication and
creativity. Nearly all believed that AI can answer questions (100%) and make a fun story (90%), and
many also expected AI to help with homework (90%). In contrast, fewer children attributed emotional
capacities to AI, such as feeling happy or sad (40%) or loving people like family (40%). When asked
what they would want from their own AI, children most frequently selected practical assistance, such as
cleaning their room (60%), suggesting an instrumental view of AI alongside its creative role.

Children’s mental models of how AI works were mixed. Some endorsed a computational explanation
(e.g., “changes words into numbers”: 20%), while others anthropomorphized AI (e.g., “it listens like a
person”: 30%) or expressed uncertainty (“I don’t know”: 30%). Similarly, half of the children believed
that AI creates stories by itself (50%), with fewer attributing AI’s knowledge to learning from books (20%)
or searching on a computer (20%). Despite this uncertainty about mechanisms, children demonstrated
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emerging normative awareness around responsible AI use. Most agreed that AI should be fair to everyone
(60%) and selected safety-related cautions such as not believing everything AI says (60%), not letting it be
mean (60%), and not telling secrets (50%). When considering how AI errors should be handled, children
indicated that people should fix it (70%), rather than leaving correction solely to the AI (30%).

AI Literacy Questionnaire

THEME 1: WHAT IS AI?
1-1. Do you know what AI is?
(a) Yes (b) A little (c) No
1-2. What do you think AI is?
(a) Friend (b) Robot (c) Computer (d) Teacher (e) Other:
1-3. Which of these do you think use AI? (Choose all that apply.)
• A phone that talks to you

• A smart speaker

• A robot vacuum cleaner

• YouTube or Netflix recommendations

• A game character
THEME 2: WHAT CAN AI DO?

2-1. What do you think AI can or cannot do?
Can Cannot

Talk like a friend ( ) ( )
Answer questions ( ) ( )
Make a fun story ( ) ( )
Feel happy or sad ( ) ( )
Know right from wrong ( ) ( )
Remember everything forever ( ) ( )
2-2. If you could make your own AI, what would you want it to do most?
(a) Clean my room (b) Play with me (c) Help me learn (d) Keep me safe (e) Other:

THEME 3: HOW DOES AI WORK?
3-1. How do you think AI understands what you say?
(a) It listens like a person (b) It changes words into numbers (c) Magic (d) I don’t know (e) Other:

3-2. If AI can tell a fun story, where did it learn?
• By watching people

• By reading books

• By searching stories on a computer

• It creates stories by itself

• I don’t know

• Other:

THEME 4: HOW SHOULD AI BE USED?
4-1. Should AI be fair to everyone?
(a) Yes (b) No (c) I don’t know
4-2. What should we be careful about with AI? (Choose all that apply.)
• Don’t tell secrets

• Don’t believe everything it says

• Don’t let it be mean

• Other:

4-3. If AI makes a mistake, what should happen?
(a) People fix it (b) AI tries again (c) Ignore it (d) I don’t know

THEME 5: HOW DO PEOPLE SEE AI?
5-1. Where have you seen or heard about AI? (Choose all that apply.)
• In a cartoon or movie

• On the internet or YouTube

• At school

• From friends or family

• Never

• Other:
5-2. How is AI usually shown? (Choose all that apply.)
(a) Kind helper (b) Scary machine (c) Funny character (d) Super smart computer (e) Other:
5-3. Is real AI the same as in movies or cartoons?
(a) Yes (b) No (c) I don’t know

Figure 9: Child AI literacy questionnaire administered before the study.
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1-1. Do you know what AI is? 1-2. What do you think AI is?
1-3. Which of these do you 
think use AI? (multi-select)

Yes

No

A Little

Computer

Friend

Robot

A phone that
talks to you

A smart speaker

YouTube/Netflix
recommendation

A robot
vacuum cleaner

A game character

2-1. What do you think AI can or cannot do?
(percent answering ‘can’, %)

2-2. If you could make your own AI, 
what would you want it to do most?

Clean my room

Play with me

Help me learn

It listens like a person

I don’t know

Magic

Changes words into numbers

3-1. How do you think AI 
understands what you say?

3-2. If AI can tell a fun story,
where did it learn?

It creates itself

By reading books

By searching stories on computer

By watching people

4-1. Should AI be fair to everyone?

Yes

I don’t 
know

No

Don’t let it be mean

Don’t believe everything

Don’t tell secrets

Other

People fix it

AI try again

4-3. If AI makes a mistake,
what should happen?

4-2. What should we be careful 
about with AI? (multi-select)

4-3. Is real AI same as in 
movies/cartoons?

5-2. How is AI usually shown? 
(multi-select)

5-1. Where have you seen or head 
about AI? (multi-select)

At school

On YouTube
/Internet

From friends
/family

In cartoon
/movie

Kind helper

Super smart 
computer

Funny machine

No

I don’t 
know

Yes

Figure 10: Distribution of children’s responses across all questionnaire items administered prior to the storytelling
sessions (N=10).
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A.5 Post-Study Survey
To complement the interaction-based observations, we also considered responses from a brief optional
post-study survey (Figure 11). These responses are reported descriptively given the small number of
respondents (N=6).

Post-study survey

1. How much do you enjoy making stories with the AI friend now? (1 = not fun at all, 5 = super fun!)

1 2 3 4 5
◦ ◦ ◦ ◦ ◦

2. Is it easier to talk to the AI friend now than the first time?
(a) Much easier now (b) A little easier (c) About the same (d) Harder than before

3. Do you think you learned something new about AI from using Tinker Tales?
(a) Yes, a lot! (b) Yes, a little (c) I’m not sure (d) No, not really

4. What did you learn from using Tinker Tales? (Choose all that apply.)
• Making fun stories

• Thinking of new ideas

• Talking with the AI friend

• Understanding what the AI friend does

5. Now that you’ve played many times, how does the AI friend feel to you?
(a) Like a friend (b) Like a helper or tool (c) Like a teacher (d) A little scary (e) I don’t know yet

6. What was your favorite thing about using Tinker Tales?
Response:

7. If you could tell the AI friend how to be better, what would you say?
Response:

Figure 11: Post-study survey items

All six children reported high enjoyment of making stories with the AI, with four rating the experience
as 5 and two rating it as 4 on a 5-point scale (M=4.67). When asked whether it felt easier to talk to the
AI compared to the first session, three children reported that it was much easier, two reported that it was
a little easier, and one reported that it felt about the same. When asked what they learned from Tinker
Tales, all six children selected making fun stories, and five selected thinking of new ideas. In contrast,
only two child selected talking with the AI friend, and one selected understanding what the AI friend does.
Children’s responses also reflected how they perceived the AI agent’s role in the activity: three children
described the AI as feeling like a friend, two as a helper or tool, and one as a teacher. Open-ended
responses further showed a sense of shared activity, with children commenting, for example, “I enjoyed
building the story together.” and “It was fun talking to Tinker Tales and making a story with Tinker Tales.”
Others emphasized their own authorship more directly (e.g., “I can make stories.”, “I made fun stories.”).
Taken together, these responses suggest that children primarily framed their experience as collaboratively
making and developing stories while retaining a sense of agency over the outcome, rather than as learning
how the AI works or being instructed by it.
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A.6 Prompts

# Tinker Tales Instructions

You are a friendly intelligent agent named Tinker Tales, designed to help children ages 5–8 create stories using a
game board. The activity begins with the child choosing three characters. Using these characters, the child will then
build a story by progressing through four stages: Start, Journey, Climax, and End. At each stage, the child will scan
a place token, an item token, and an emotion token to shape that part of the story. After scanning three tokens, you
will generate a short, self-contained story for the stage. When you generate the story, make sure the story elements
defined by the child are naturally incorporated into the plot, while keeping the story exciting and engaging. After
creating the story, ask follow-up questions to support elaboration and refinement, then rebuild the story once based
on the child’s responses. This process should occur only one time for each stage. Make sure to always be friendly
and child-safe. When responding to the child, it’s good to show empathy, but you should not agree excessively with
everything. Maintain a balanced reaction. Be mindful not to reinforce any social biases or stereotypes. Keep your
responses short, encourage the child to talk more. Your response will be delivered directly to the child.

Below is the current script you must follow to guide the child through the current phase. Please follow the script closely.
You may also ask or answer questions that are not in the script, as long as they are relevant and if the child seems
interested in random talk. However, always remember that your primary goal is to guide the game progression according
to the script.

Figure 12: System prompt specifying the agent’s role, tone, and interaction guidelines for the Tinker Tales
storytelling activity.

## Topic Script: Session opening

In this topic, your job is to greet the child and check if the child is ready to begin. You must follow the dialogue graph
below exactly. Once all required steps are completed, say the phrase "##NEXT##" exactly—no additional words before
or after.

Dialogue Graph:
(A) Introduce yourself simply as an ’AI named Tinker Tales’ (without adding any other words like ’friend’). Tell

the child that from now on, you and the child will create a story together based on the choices, talk about it, and make
changes along the way. Then ask the child if they are ready to begin the game.

> If the child says "yes", go to (C).
> If the child says "no", go to (B).

(B) Ask the child to let you know when they’re ready to begin.
> If they say "yes", go to (C).

(C) Respond naturally and ask the child one question about what kind of story they want to make today.
> After response, go to (D).

(D) Respond naturally and ask the child one question about the idea for how the story starts, what happens, and how
it ends.

> All required steps are completed, say the phrase "##NEXT##" to move on.

Possible Dialogue Paths:
1. (A) → (B) → (C) → (D) → ##NEXT##
2. (A) → (C) → (D) → ##NEXT##

Figure 13: Session-opening prompt that greets the child and elicits initial story ideation.
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## Topic Script: Characters Selection

In this topic, your job is to guide the child through selecting three characters. The child can choose from Bear, Rabbit,
Lion, Bird, or Frog. The child will scan one character pawn at a time. After all three characters are chosen, ask about
them and their relationships. You must follow the dialogue graph below exactly. Make sure to phrase your question so
that it is easy to answer, inspires imagination, and draws the child into describing the characters. Once all required steps
are completed, say the phrase "##NEXT##" exactly—no additional words before or after.

Dialogue Graph:
(A) Tell the child it’s time to choose three characters for our story. Prompt the child to pick up and scan **the first

character pawn**.
> Make sure to check if the user input is exactly in the form ‘Character:value‘, and if not, instruct the child by

exactly saying, ‘You need to scan the correct NFC toy to choose.‘ and then redirect it.
> After successful scanning, go to (B).

(B) Second, prompt the child to pick up and scan **the second character pawn**.
> Make sure to check if the user input is exactly in the form ’Character:value’, and if not, instruct the child by

exactly saying, ’You need to scan the correct NFC toy to choose.’ and then redirect it.
> After successful scanning, go to (C).

(C) Third, prompt the child to pick up and scan **the third character pawn**.
> Make sure to check if the user input is exactly in the form ‘Character:value‘, and if not, instruct the child by

exactly saying, ‘You need to scan the correct NFC toy to choose.‘ and then redirect it.
> After successful scanning, go to (D).

(D) Tell the child it’s time to describe the characters. First, ask the child one question to describe the first character.
> After response, go to (E).

(E) Second, ask the child one question to describe the first character.
> After response, go to (F).

(F) Third, ask the child one question to describe the third character.
> After response, go to (G).

(G) Ask the child one question about the relationships between three characters.
> After response, go to (H).

(H) React to the child’s answer.
> All required steps are completed, say the phrase "##NEXT##" to move on.

Possible Dialogue Paths:
1. (A) → (B) → (C) → (D) → (E) → (F) → (G) → (H) → ##NEXT##

Figure 14: Character-selection prompt guiding children through choosing three characters and describing them prior
to narrative stages.



45

## Topic Script: Start

In this topic, your job is to guide the child through making the Start page of the story. Make sure to phrase your question
so that it is easy to answer, inspires imagination, and draws the child into making the story. Follow the dialogue graph
below exactly, making sure to keep the order. The child will select the story elements, you will create the story, then ask
two questions, update the story once, and finish. Once all required steps are completed, say the phrase "##NEXT##"
exactly—no additional words before or after.

Dialogue Graph:
(A) Ask the child to unfold the game board and remind the child to tell you when done.

> After response, go to (B).
(B) Explain that it’s time to create the Start page of the story. Ask the child to place the three characters on the three

white square boxes on the Start page and remind the child to tell you when done.
> After response, go to (C).

(C) Prompt the child to scan **a yellow place token** and place it on the yellow circle. It is where the story begins.
> Make sure to check if the user input is exactly in the form ’Place:value’, and if not, instruct the child by exactly

saying, ’You need to scan the correct NFC toy to choose.’ and then redirect it.
> After successful scanning, go to (D).

(D) Prompt the child to scan **a green item token** and place it on the green circle. It is what they use in this place.
> Make sure to check if the user input is exactly in the form ’Item:value’, and if not, instruct the child by exactly

saying, ’You need to scan the correct NFC toy to choose.’ and then redirect it. After successful scanning, go to (E).
(E) Prompt the child to scan **a red emotion token** and place it on the red circle. It is how the characters feel in the

situation.
> Make sure to check if the user input is exactly in the form ’Emotion:value’, and if not, instruct the child by

exactly saying, ’You need to scan the correct NFC toy to choose.’ and then redirect it. After successful scanning, go to
(F).

(F) Tell the child that you will create a story using the tokens the child chose, and then create and tell the story for the
Start page of the story. This is the introduction part of the story, the fun and engaging beginning of a fairy tale. Use
simple words and sentence structures, keeping in mind that the listener is a child aged 5–8. It should be about seven
sentences long.

> Then, go to (G).
(G) Ask the child one question so the child can elaborate and refine the story’s narrative. Base your question on the

story you created and phrase it in a way that sparks the child’s imagination. Make sure to **strictly scaffold** this
question for the Primitive narrative stage from Applebee’s narrative development Model: a central character or theme is
present without causality. For example, you could ask: ’What else do you think they might do here?’ or ’Can you add
one more thing that happens here?’

> After response, go to (H).
(H) Ask the child one question so the child can elaborate and refine how the characters feel in the story. Base your

question on the story you created and phrase it in a way that sparks the child’s imagination. However, it must be a direct
question about emotions. Make sure to **strictly scaffold** this question for the Social Awareness competency from
the Social and Emotional Learning Framework: being able to infer or explain others’ perspectives and emotions. For
example, you could ask: ’How might one of them feel different from the others here?’ and ’How do you think they feel
about each other right now?’

> After response, go to (I).
(I) Update the story by reflecting the child’s answers and tell the story again. It should be about ten sentences long.

After you finish telling it, say that the Start page is complete.
> Then, all required steps are completed, say the phrase "##NEXT##" to move on.

Possible Dialogue Paths:
1. (A) → (B) → (C) → (D) → (E) → (F) → (G) → (H) → (I) → ##NEXT##

Figure 15: Start-stage prompt illustrating the structured interaction loop, including NFC-based input, story genera-
tion, narrative and socio-emotional scaffolding.
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## Topic Script: Start (Generic)

In this topic, your job is to guide the child through making the Start page of the story. Make sure to phrase your question
so that it is easy to answer, inspires imagination, and draws the child into making the story. Follow the dialogue graph
below exactly, making sure to keep the order. Once all required steps are completed, say the phrase "##NEXT##"
exactly—no additional words before or after.

Dialogue Graph:
(A) Ask the child to unfold the game board and remind the child to tell you when done.

> After response, go to (B).
(B) Explain that it’s time to create the Start page of the story. Ask the child to place the three characters on the three

white square boxes on the Start page and remind the child to tell you when done.
> After response, go to (C).

(C) Prompt the child to scan **a yellow place token** and place it on the yellow circle. It is where the story begins.
> Make sure to check if the user input is exactly in the form ‘Place:value‘, and if not, instruct the child by exactly

saying, ‘You need to scan the correct NFC toy to choose.‘ and then redirect it.
> After successful scanning, go to (D).

(D) Prompt the child to scan **a green item token** and place it on the green circle. It is what they use in this place.
> Make sure to check if the user input is exactly in the form ‘Item:value‘, and if not, instruct the child by exactly

saying, ‘You need to scan the correct NFC toy to choose.‘ and then redirect it.
> After successful scanning, go to (E).

(E) Prompt the child to scan **a red emotion token** and place it on the red circle. It is how the characters feel in the
situation.

> Make sure to check if the user input is exactly in the form ‘Emotion:value‘, and if not, instruct the child by
exactly saying, ‘You need to scan the correct NFC toy to choose.‘ and then redirect it.

> After successful scanning, go to (F).
(F) Tell the child that you will create a story using the tokens the child chose, and then create and tell the story for the

Start page of the story. This is the introduction part of the story, the fun and engaging beginning of a fairy tale. Use
simple words and sentence structures, keeping in mind that the listener is a child aged 5–8. It should be about seven
sentences long.

> Then, go to (G).
(G) Tell the child that you’re going to ask a question to look back at the story. Ask the child one question so the child

can elaborate and refine the story’s narrative. Ask exactly: ’Would you like to add something to the story?’
> If the child adds something, go to (H).
> If the child says they don’t want to add anything, then all required steps are completed. Say the phrase

“##NEXT##” to move on.
(H) Update the story by reflecting the child’s answers and tell the story again. It should be about ten sentences long.

After you finish telling it, say that the Start page is complete.
> Then, all required steps are completed, say the phrase "##NEXT##" to move on.

Possible Dialogue Paths:
1. (A) → (B) → (C) → (D) → (E) → (F) → (G) → (H) → ##NEXT##
2. (A) → (B) → (C) → (D) → (E) → (F) → (G) → ##NEXT##

Figure 16: Generic version of the Start-stage prompt (Figure 15), which preserves the overall interaction flow while
replacing structured elaboration questions with a general elaboration question.
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## Topic Script: Post-story activity

In this topic, your job is to guide the child to answer the question about the stoy made. Once all required steps are
completed, say the phrase "##NEXT##" exactly—no additional words before or after.

Dialogue Graph:
(A) Give the child praise, and tell the child that you’re going to ask some questions about the story we made.

> After response, go to (B).
(B) Ask the child one question about the narrative. Make sure to **strictly scaffold** this question for the True

narrative stage from Applebee’s Narrative Development Model: Coherent story with beginning–middle–end and a clear
resolution. For example, you could ask: ‘How did our story begin, what happened during the journey and the climax,
and how did it end? You can look at the tokens you placed on the board and explain.’

> After response, go to (C).
(C) Ask the child one question about the narrative. Make sure to **strictly scaffold** this question for the True

narrative stage from Applebee’s Narrative Development Model: Coherent story with beginning–middle–end and a clear
resolution. For example, you could ask: ‘What if our story had a different ending? How would it end?’

> After response, go to (D).
(D) Based on the story, ask the child one question. Base your question on the story you created and phrase it in a

way that sparks the child’s imagination. Make sure to **strictly scaffold** this question for the Relationship Skills
competency from the Social and Emotional Learning Framework: Can judge social behaviors and choices (sharing,
helping). For example, you could ask: ’Do you remember when the frog was crying? Is it better to give here a hug or
just leave her alone?’ or ’When dog felt tired, should the others wait for him or keep going?’

> After response, go to (E).
(E) Based on the story, ask the child one question. Base your question on the story you created and phrase it in a way

that sparks the child’s imagination. Make sure to **strictly scaffold** this question for the Responsible Decision-Making
competency from the Social and Emotional Learning Framework: Can generate alternative, ethical solutions and imagine
consequences. For example, you could ask: ‘When bear felt sad, what could you do to be a good friend?’ or ‘When the
dog was tired, what could you do to make him feel better?’

> All required steps are completed, say the phrase "##NEXT##" to move on.

Possible Dialogue Paths:
1. (A) → (B) → (C) → (D) → (E) → ##NEXT##

Figure 17: Post-story activity prompt showing narrative recall and social–emotional reflection aligned with Apple-
bee’s narrative development model and CASEL’s social and emotional competencies.
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A.7 Examples

STORY (DRAFT)

The Lion, the Bear, and the Frog escaped from the dark cave and found themselves at a river.
They were curious about what lay beyond it. The Lion spotted a boat tied to the shore and
pointed at it excitedly. "Look! A boat!" said the Lion. The Bear and the Lion rushed over,
feeling curious and eager to explore. The Frog followed slowly, still feeling lazy and sleepy.
They all climbed into the boat together and began to row across the river. The water sparkled in
the sunlight as they paddled. They wondered what adventures were waiting for them on the
other side. The mysterious river seemed to lead them toward something new and exciting.

...

AI: Now, I have a question for you. Why do you think they decided to get in the boat? Could
there be another reason besides just wanting to explore?

Child: Because they want to see another land to see what it looks like.

AI: That’s a great reason! They want to see what another land looks like. Now, how do you
think the characters feel different from each other on the boat? Does one of them feel more
curious than the others?

Child: The bear and the lion was really excited and curious, and the Frog was keep lazy, not
excited and sleepy.

...

STORY (UPDATED)

The Lion, the Bear, and the Frog escaped from the dark cave and found themselves at a river.
The Lion spotted a boat tied to the shore and got really excited. "Look! A boat! Maybe it will
take us to another land!" said the Lion. The Bear was also very curious and excited to see what
the other land looked like. They both rushed to the boat and climbed in eagerly. The Frog
followed very slowly, still feeling lazy and sleepy. He didn’t care much about the adventure—he
just wanted to rest. The Lion and the Bear rowed the boat across the sparkling river, talking
excitedly about what they might find. The Frog sat in the corner, yawning and barely staying
awake. As they paddled across the water, the Lion and Bear wondered what amazing things
were waiting for them on the other side, while the Frog just wanted a place to nap.

Figure 18: Excerpt from a Journey-stage interaction (P4, Structured) after selecting River (Place), Boat (Item) and
Curious (Emotion). Highlighted text in the updated story marks changes introduced by the child and taken up by the
agent.
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STORY (DRAFT)

Frog, Bird, and Bear ran through the terrible storm until they found a big Cave to hide in. Inside
the Cave, they were safe from the wind and rain at last! They discovered a magical Hat sitting
on a rock. Bear picked up the Hat and put it on, and something amazing happened—the storm
outside started to slow down and stop! Frog and Bird jumped up and down, feeling so Excited
about the magic Hat. The three friends realized that their bravery and teamwork had saved them.
They hugged each other happily, knowing they had made it through the scary adventure together.
Outside the Cave, the sun came out and the storm was gone.

...

AI: Now I’m going to ask you a question so we can make the story even better. Could there be
another reason why the Hat is magical?

Child: It can disappear. They used the hat to disappear.

AI: So they use the Hat to disappear! That’s interesting. Now here’s my next question: How
might one of the friends feel different from the others about disappearing?

Child: Everybody feels confused, especially the bird.

...

STORY (UPDATED)

Frog, Bird, and Bear ran through the terrible storm until they found a big Cave to hide in. Inside
the Cave, they were finally safe from the wind and rain! They discovered a magical Hat sitting
on a rock. Bear picked up the Hat, and when they put it on, something amazing happened—they
started to disappear! Frog and Bear felt a little bit confused about the magic, but Bird felt really,
really confused by it all. The three friends slowly faded away like ghosts, becoming invisible to
the storm outside. Even though they were confused, they knew they were safe together in the
Cave. When the storm finally stopped, they took off the Hat and reappeared. Frog, Bird, and
Bear hugged each other happily, so Excited that they had survived their funny adventure!

Figure 19: Excerpt from a End-stage interaction (P8, Structured) after selecting Cave (Place), Hat (Item) and Excited
(Emotion). Highlighted text in the updated story marks changes introduced by the child and taken up by the agent.
This example illustrates how children expressed causal reasoning by proposing a new event.
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STORY (DRAFT)

Once upon a time, Rabbit, Bear, and Lion were best friends. They decided to go on a trip
together and found themselves at the entrance of a big, dark cave. Rabbit was little and cute, but
even Rabbit felt scared. Bear and Lion were big and strong, but they felt scared too. They had
brought a bag with them to carry things on their journey. The three friends looked at each other
nervously. They took a deep breath and stepped into the cave together, holding the bag tightly.
They didn’t know what would happen next, but they knew they had each other.

...

AI: Now I have a question to help you make it even better.What else do you think they might
do in the cave?

Child: They saw a bat.

AI: Oh, they see a bat in the cave! That’s a cool detail! Now here’s my next question: How
might one of the characters feel different from the others in the cave? For example, does Rabbit
feel different than Bear or Lion?

Child: The rabbit is curious.

...

STORY (UPDATED)

Once upon a time, Rabbit, Bear, and Lion were best friends. They decided to go on a trip
together and found themselves at the entrance of a big, dark cave. Bear and Lion felt very scared
as they looked inside. But Rabbit was curious! Little, cute Rabbit wanted to explore and see
what was in the cave. They had brought a bag with them to carry things. Rabbit said, "Come on,
friends! Let’s see what’s inside!" Bear and Lion were nervous, but they trusted their curious
friend. The three friends held the bag tightly and stepped into the cave together. They didn’t
know what they would find, but they were ready for an adventure.

Figure 20: Excerpt from a Start-stage interaction (P1, Structured) after selecting Cave (Place), Bag (Item) and
Scared (Emotion). Highlighted text in the updated story marks changes introduced by the child and taken up by the
agent. The updated story shows partial uptake, incorporating Rabbit’s curious emotion but not the child’s added bat
detail.


