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Interactive Digital Storytelling Based on Interests
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Abstract In Interactive Storytelling, storyline is developed according to the user's interaction,
Diffrerent from linear, fixed storytelling, users may select an event or make decisions which affect
on the story plotting, Therefore user's feeling of immersion and interest may be greatly enhanced,
In this paper, we used markers and multi—touch pad for user's interaction for interactive
storytelling, Users could present his/her level of interest and provide feedback through markers and
multi—touch pad, through which storyline was differently developed,
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