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The Grouchies  

Category: Social-Emotional & Fiction Applications 

Created by: Debbie Wagenbach and  American   Psychological 
Association (APA) 

What it does well:- beautiful illustration evident in it’s goals to apply tips 
and tools- though it works to disguise it’s goals of “what should i do 
when the grouches take hold” it firmly accomplishes what is sets out 
too (needs & goals) similarly, tools to turn around moods—but also 
teach kids to understand how their mood affects those around them: 
“What can you do when the grouchies take hold? How can you keep a 
bad mood at bay? With funny rhymes and a silly chant, The Grouchies 
shows kids simple and fun ways to turn around grouchy moods.”- 
Application Description 

Problems/Suggestions: -application isn't anything out of the ordinary, 
doesn't work hard to make engaging,  doesn't make it more engaging 
than reading a normal work of fiction, children are more-or-less likely 
using the application by the parents/teacher/aids request rather than 
by their own intrigue  

Relevance to work: Pairs fiction with social-emotional building  

Source: https://itunes.apple.com/us/app/grouchies-by-debbie-wagenbach/
id385919059?mt=8 



Howard B. Wigglebottom 

Category: Social-Emotional & Fiction Applications 

Created by: wedolisten.org  

What it does well:-free animated books, corresponding free lesson plans, 
includes: games, songs, color-and-print books, each book deals with 
specific lesson on problem solving, SUPER accessible (no cost to access 
books, lessons, animation when online) 

Problems/Suggestions: once again, most likely requires parent/teacher/
aid prompting, the approach for learning is via multiple choice 
assessment- what does that do for retention? 

Relevance to work: Pairs fiction with social-emotional building  

Source: wedolisten.org 



Second Step 

Category: Social-Emotional School-Based Curricula 

Created by: Committee for Children 

What it does well: Research based curriculum, which means it has a very 
thoughtful and through method for instruction-----K-8 Program, 
engaging songs and games, aim to teach: empathy, emotion-
management, problem solving skills, self-regulation skills, “Academic 
Integration activities" Music Videos for grades 4 & 5, Online resources 
for teachers and families- Research based curriculum 

Problems/Suggestions: designed for inclusion into school day (k-5), 
teachers are the primary facilitators, not focused on fun and 
engagement, as it is focused on results (trade off I suppose)-- would be 
more beneficial if it was designed to almost "augment" a "special" like 
art or gym class does, it engages the child by a change in 
environment, lesson plans, sensory, teacher. If Second Step 
approached teaching emotional development like that it might be 
more influential 

Relevance to work: Specifically designed curriculum which is employed 
within school systems across the US. Research based with clear goals 
and needs to address 

Source:http://www.cfchildren.org/second-step/research/character-
education.aspx  



R.U.L.E.R. 

Category: Social-Emotional School-Based Curricula 

Created by:  Yale Center for Emotional Intelligence 

What it does well: 3-year program for schools, heavily researched 
curriculum. includes regular training for teacher, ~500 schools 
use, emotional lessons are integrated into everyday 
conversations, e.g., “mood meter” children locate themselves by 
color (making emotion and feelings appear less abstract and 
more manageable)  

Problems/Suggestions: expensive- similar to Second Step in that 
teachers are primary facilitators, high teacher guidance, focused 
on results  

Relevance to work: Specifically designed curriculum which is 
employed within school systems across the US. Research based 
with clear goals and needs to address 

Source: http://www.beyondbullyingsummit.org/media/zb/
beyondbullying/B2S4_slides_Brackett_0.pdf                      http://
ei.yale.edu/ruler/  



Disgusting Science 

Category: Age Appropriate Toy- Low Technology 

Created by: Scientific Explorer; Poof - Slinky, Inc. 

What it does well: Interactive, science based game- Involves the child in 
the game since "samples" are collected from their bodies- aimed to 
teach the science behind bodily functions- make fake, mucus, blood- 
put germs from "toes, nose, home, or pets" into petri dishes for 
"cultivation"- child-focused (NOT teacher-directed, or parent-directed).. 
High rating on toy website (fatbraintoy) 

Problems/Suggestions: like with games without screens or microchips, 
they have the potential to run out of supplies. Thus, once supplies are 
exhausted, they will need to be replaced before additional activity/
learning can take place- however, would technology harm the affect of 
this game, the physical embodiment of the growing germs...probably.  

Relevance to work: Fun activity for boys and girls within the appropriate 
age group--education and interaction based  

Source: https://www.fatbraintoys.com/toy_companies/poof_slinky_inc/
scientific_explorer_disgusting_science.cfm  



Storyrobe 

Category: Interactive storytelling platform 

Created by: Storyrobe Inc.  

What it does well: Storyrobe is an application for that allows the user to 
digital stories. The stories can included both photos and narration, and 
can be sent to email or youtube. Users can also share their stories with 
other storyrobe users and add to existing stories. The app is intuitive to 
use and is free for the user to download. 

Problems/Suggestions: User cannot add music to videos. The app is only 
available on the Apple platform. It would reach many more users if it 
were also available for other devices.  

Relevance to work: Allows users to tell and share a story  

Source: http://storyrobe.wordpress.com 



Animoto 

Category: Interactive storytelling platform 

Created by: Animoto Inc. 

What it does well: Animoto is a digital storytelling application that allows 
the user to utilize pictures, sound, and video clips  to create a video 
story. Once created, the video can be easily shared with family and 
friends. The application is free to download.  

Problems/Suggestions: Application is only available on the Apple 
platform. Although the app is free to download, to access their 
premium services the user must purchase a subscription. 

Relevance to work: Allows users to tell and share a story  

Source: http://animoto.com 



Positive Penguins 

Category: Social-Emotional & Animation Application 

Created by: HR Inside Pty Ltd  

What it does well: Positive Penguins is an interactive, educational app that 
helps users (children) to understand why they experience a range of 
challenging emotions. In a fun way, it gives them practical ways to 
understand and cope with these emotions and, most importantly, 
change the way they think. Users are continuously asked to identify 
how they are feeling. The game does this through the use of cartoon 
penguins and lots of bright colors. The pp can be used both at home 
and in the classroom. 

Problems/Suggestions: The app description says that it's aimed at ages 
9-11, but the cartoon characters seem to indicate a much younger 
audience. The app is not free for use.  

Relevance to work: Pairs animation and interactivity with social emotional 
learning. 

Source: http://positivepenguins.com 



Emotionary 

Category: Social-Emotional Application 

Created by: Funny Feelings 

What it does well: The Emotionary app is designed to give users the tools 
and skills to express themselves well in the digital era. It is essentially 
a dictionary that can be used to help children develop an emotional 
vocabulary in a fun and interactive way. It includes over 70 expressive 
full-sized emoticons, and hundreds of feelings to choose from it can be 
used for social networking for older children or in a classroom setting 
for younger children. Emotionary's website also has teacher resources 
to assist teachers with using Emotionary in the classroom.  

Problems/Suggestions: The app is not free to download. Only available 
for Apple devices. dictionary is limited to 70 characters and I could see 
users tiring of the application after only a short period of time. This 
app could be improved if users could add their own emotions to the 
dictionary. This could actually assist users in identifying and expressing 
their emotions.   

Relevance to work: Emotion identification  

Source: http://www.funnyfeelings.com.au/emotionaryapp 



Avokiddo Emoitons 

Category: Social-Emotional & Fiction Applications 

Created by: Avokiddo E.E. 

What it does well: Avokiddo Emotions is an app that encourages playful 
learning. There are 3 main characters: zany zebra, shy sheep and jolly 
giraffe. Users (children) will discover emotions by dressing up, 
feeding, sharing toys and interacting with the 3 characters. There are 
over 100 themed props which allows for continuous play.  

Problems/Suggestions: The app is not free to download. It may also be 
limited in the emotions that children can connect with as there are 
only 3 main characters. Only available for Apple devices. 

Relevance to work: Pairs fiction with social emotional learning. 

Source: http://www.avokiddo.com/avokiddo-emotions.html 



Versu 

Category: Interactive storytelling platform 

Created by: Linden Lab  

What it does well: Versu looks to be a smart, workable next-step for 
interactive fiction storytelling. The interface looks simple without 
being boring. And the notion of taking on multiple perspectives (from 
the points of view of different characters) within a story, if/when done 
correctly, seems like a dream for some readers. 

Problems/Suggestions: Information on the app (which looks to be very 
new) is a bit spotty, and the platform may be untested. What 
information I could find on the first round of titles didn't impress me 
as terribly compelling stuff. 

Relevance to work: If done the way they say it will (the engine was 
apparently created by a relatively well-known AI guy), this could be an 
extremely effective way of getting readers to "see the other side" of 
any number of stories. And the idea that use of classic/established 
titles could be extremely useful, too. 

Source: http://emshort.wordpress.com/2013/02/14/introducing-versu/ 



Sensory Fiction 

Category: Digitally augmented book paired to wearable tech 

Created by: MIT Media Lab 

What it does well: Turning a book in to a "feelie" (a la _Brave New 
World_) is a really forward-thinking, intriguing idea and a rather 
impressive technical accomplishment. It seems terribly obvious to say, 
but, it must open up all sorts of new ways of experience a book/story. 

Problems/Suggestions: I think one reviewer's critique (http://
www.core77.com/blog/wearable/
literary_leaps_sensory_fiction_gives_us_a_reading_experience_we
_can_feel_and_hear_26327.asp) is very valid: in many ways, such a 
device setup dictates just one way of experiencing the book being 
read/felt. Also strikes me as having the potential for (with more 
difficult--physically and emotionally--stories) _A Clockwork Orange_-
like experiences.... 

Relevance to work: I can't help but imagine that there are few things 
more empathy-generating than being prompted to feel--as in directly 
experience the sensations of--what a character in a story feels. This 
pretty forward-thinking, relatively-outside-the-box idea is also 
compelling in that it brings in wearable tech into the reading 
experience, a fairly uncommon feat, I think. 

Source: http://scifi2scifab.media.mit.edu/2013/12/19/sensory-fiction/ 



The Wolf Among Us 

Category: Episodic graphic adventure video game 

Created by: Telltale Games  

What it does well: This game company's games are pretty much the 
leaders in interactive fiction games. The characters in _The Wolf 
Among Us_ are all based on fairy tales, and therefore familiar to a 
wide audience. Classic fiction--characters--are given some extremely 
interesting, timely spins. 

Problems/Suggestions: The storyline is a bit too old/mature for our 
intended audience, I think. It's pretty hard-boiled stuff. And these 
characters/stories are unlikely to engender all that much empathy with 
readers/players/users. 

Relevance to work: Quality games such as Telltale's provide a very 
compelling model for getting players/users to thoroughly engage with 
storytelling; and, so far, they've only done adaptations. 

Source: http://www.telltalegames.com/thewolfamongus/ 



Inkvite 

Category: Collaborative storytelling app 

Created by: Inkvite 

What it does well: Collaborative creation via fiction (through an easy-to-
access, easy-to-use means/tech) seems a truly social form of social 
media. Inkvite allows up to four users per story, which seems to me a 
decent number--not too large, not too small. The current/previous 
version (apparently Inkvite 2.0 is in the works) has a random story title 
generator, too. 

Problems/Suggestions: Seems geared much more for adults. Allows for 
an "anti-social" option, wherein users can simply use the app to write 
on their own. Interface (of the current/previous/1.0 version) doesn't 
look terribly appealing.  

Relevance to work: Collaborative creation in the realm of fiction sounds a 
great place for empathy generation, provided you can get users/
learners/students to start the process in the first place. 

Source: http://www.inkvite.me/ 



Crowded Fiction 

Category: E-book (fiction) app 

Created by: Crowded Fiction, Joe Booth 

What it does well: A very interesting take on making reading/fiction 
interactive. Looks like some really, really nice design. Looking to make 
the reading experience dynamic and relevant, but not seeming to take 
away the actual reading of text as the core act. Purports to be much 
more than just choose-your-own-adventure-style reading experience. 

Problems/Suggestions: Looks as though content can/will only be original, 
i.e. created for the app/platform. Experience looks to get so dynamic at 
times that I can't imagine any number of readers finding it a rather 
distracting experience. 

Relevance to work: A very compelling, dynamic, twenty-first century, and 
technologically infused take on the experience of reading fiction. 
Looks as though it has the potential to have readers (at the very least, 
kids) get thoroughly involved in their reading experiences. 

Source: crowdedfiction.com 



Toontastic 

Category: Interactive storytelling platform 

Created by: Launchpad Toys 

What it does well: Toontastic is an application for iPad that allows users to 
create their own animated stories. It's rich in the sense that it actually 
guides users through the process of developing a narrative, teaching 
concepts regarding the story arc such as Setting, Climax, Resolution... 

Problems/Suggestions:   

Relevance to work: Sets users as creators of narratives. 

Source: https://itunes.apple.com/us/app/toontastic/id404693282?mt=8 



Social Adventures 

Category: Social-skills application guidebook 

Created by: All4mychild 

What it does well: This is a guidebook with activities and lesson plan ideas 
to help parents and teachers improve children's social skills. The app 
offers an 8-week program that can be used with children who really 
lack general social skills, as well as provides some useful tips on how 
to improve specific social skills on particular cases. 

Problems/Suggestions: This app is aimed to be used by adults and not by 
the children themselves.  

Relevance to work: Can provide useful insights of which activities are 
currently done to develop social skills. 

Source: ww.graphite.org/app/social-adventures 



Inside the Haiti Earthquake 

Category: Interactive narrative  

Created by: PTV Productions Inc. 

What it does well: This is a multimedia documentary about the 
earthquake that hit Haiti in 2010. It features a documentary users can 
watch, a website with varied resources and an interactive experience. 
The latter allows users to experience different characters perspectives 
from inside the Red Cross relief operation. 

Problems/Suggestions 

Relevance to work: : It is an example of an interactive narrative that allows 
users to see the story from the perspective of different characters. 

Source: http://www.insidedisaster.com/experience/Main.html 



Story Realm 

Category: Interactive Storytelling Platform/Social-emotional platform 

Created by: Game Salute 

What it does well: Story Realms is a hybrid of a board game and 
storytelling.  It's an interactive board game that takes place in Storm 
Hollow (a magical land where every fairytale has taken place). From 
Alice in Wonderland to Jack and the Beanstalk, you the player become 
a heroic version of yourself and save the day just like your beloved 
fairytale characters. It's like reading a wondrous adventure, but you the 
player chooses what occurs. 

Problems/Suggestions: Although the game was suppose to released in 
2013, I believe it is still under development. The video proposal for the 
game was awesome, but when I found a video on game play it 
seemed a bit complicated.  I think children would have to play this 
game a couple times with supervision to get the true gist and feel for 
the game.  While it is suited for kids of all ages, kids need to have 
various schemata before engaging in the game to get a better 
understanding of what's going on. 

Relevance to work: The game is targeted towards a family audience, which 
allows children to use fiction to engage in social skills use characters to 
make decisions in the board/game and with their families). The 
creators claim it encourages teamwork, creativity, imagination, and a 
family fun atmosphere. 

Source: https://www.kickstarter.com/projects/gamesalute/story-realms 



Authorly 

Category: Interactive Storytelling Platform 

Created by: Authorly  

What it does well: Authorly is a self-publishing tool available on any web 
browser that allows parents to take their children's story books and 
turn them into interactive storybook apps. Your child's book can come 
to life through the following features: word by word highlight, 
narration, embedded videos, hot spots, animations, sound effects, etc. 

Problems/Suggestions: The site doesn't really claim if you can use 
already existing books or ones your child has created (although I 
assume you could do both).  There is a fee for publication of the app, 
which the company makes revenue from.  It aims towards parents 
creating the book for the child, however I believe the parent can 
collaborate with their child in creating the features of the book. One 
plus is the app can be used on all platforms (iPad, android, kindle). 

Relevance to work: It's an outlet that encourages parent and child to work 
together to make stories come alive. As a child, I would love to have 
any of my favorite books come alive through my own design. It would 
allow me to relate to the character and decide how they act/interact 
with the storybook world. 

Source: http://www.authorly.com 



Smiling Mind 

Category: Social Emotional Application 

Created by: Smiling Mind 

What it does well: Smiling Mind is an app targeted towards helping 
young people cope with stress.  Through mindfulness(awareness of 
our thoughts being separate from who we are/present moment 
living), young people can use meditation as a tool to bring calm and 
peace to their lives. 

Problems/Suggestions: To reap the benefits of the app, users would have 
to motivate themselves to make it a part of their everyday lives. 
Meditation is a life long daily habit that requires dedication. 

Relevance to work: One important social skill that's important for any 
child to master is stress management. Emotions are a powerful force 
and growing children need to learn how to cope with their emotions in 
a positive manner that will lead to peace and happiness.  It gives them 
a better understanding of life and how to relate with others.  It also 
allows young people to realize the importance of self reflection. 

Source: http://smilingmind.com.au 



Go Animate 

Category: Interactive Storytelling Platform 

Created by: Go Animate  

What it does well: Go animate is a website dedicated to the creation of 
professional animated videos.  Its quick/easy and the animations look 
amazing. Choose a theme, background, characters and add voice/
motion.  The animation and colors are rich, inviting, and alluring.  
Videos can be uploaded to social media. 

Problems/Suggestions: The website is targeted towards an older 
audience (most likely adults) but can probably be used by pre-teens 
and older, and it focuses on the creation of professional animated 
videos.  There is a monthly fee of $50. 

Relevance to work: The user interface for this website was very appealing. 
It's something that we should consider when thinking about a 
prototype. 

Source: http://goanimate.com 



Little Red Riding Hood 

Category: Interactive storytelling platform 

Created by: Nosy Crow  

What it does well: This app focuses on a story that children already 
know (Little Red Riding Hood) and allows them to put their own 
twist on the story. While the story is read to the user, the user 
gets to decides what happens next by choosing different paths a 
long the way. There are even games in the interactive world, 
which add to the story and its ability to immerse readers into the 
world.  With each path/choice, comes a different story/ending so 
users won't get easily bored. 

Problems/Suggestions: App is only available on apple platforms. 

Relevance to work: Allows users to use their character to make 
decisions. Allows user to re-imagine/re-tell stories based on their 
own choices.  Engages readers with interactive features and 
immerses them in a fictional world. 

Source: http://nosycrow.com/apps/little-red-riding-hood  


