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Resumen :El presente proyecto propone el disefio de un libro interactivo, inclusivo, y
multimedia que incluye realidad aumentada y animaciones, dirigido a nifios y nifias de
preescolar a basica primaria con un rango de edad entre los 5y 11 afios de Bogota
para visibilizar y ensefar sobre la importancia de la educacién en artes visuales y
plasticas. Esta iniciativa busca responder a la falta de formacion artistica en las
instituciones educativas de Bogota. Para ello se aplico la metodologia de Design
Thinking para conocer y profundizar acerca de las necesidades e intereses del
usuario. A partir de ello, se construyo el storytelling y el disefio de los personajes para
conectar y dar a entender el mensaje de una forma adecuada y atractiva, que
promueva el pensamiento divergente y la expresién creativa y que contenga
herramientas como el cc (close caption) y lengua de sefias para que sea accesible y
entendible a diversos publicos.
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Abstract: This project proposes the design of an interactive, inclusive, and multimedia
book that includes augmented reality and animations, aimed at children from pre-
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school to primary school aged between 5 and 11 years in Bogota to make visible and
teach about the importance of visual arts education. This initiative seeks to respond to
the lack of artistic training in educational institutions in Bogota. To this end, the Design
Thinking methodology was applied in order to learn more about the user’s needs and
interests. From this, the storytelling and character design was built to connect and
convey the message in an appropriate and attractive way that promotes divergent
thinking and creative expression and contains tools such as cc (close caption) and
sign language so that it is accessible and understandable to various audiences.

Keywords: Education, art, interactivity, inclusion, multimedia.

Introduction: Artistic education in childhood is undervalued in the educational system,
according to Perez. S (2011) in Colombia, this type of education is not given the
relevance it needs, losing value to not being an exact science. On the other hand, in
Bogota, the Institute for Educational Research and Pedagogical Development (IDEP)
highlights the importance of designing materials that handle hybrid interaction so that
they are much more versatile and adaptable. However, this article highlights that there
is a lack of educational materials in the city, leading to a shortage of interactive
resources. Therefore, the value proposition of this project is to offer an interactive and
inclusive experience that makes visible the importance of visual arts in children.

State of the art

The project is based on various references that highlight the importance of didactic
and interactive materials in children’s art education. Proposals such as those by
Serrano and Pugo (2021) and Peters Rada et al. (2024) demonstrate how elements
such as illustration, gamification and storytelling help generate emotional connections
and safe learning environments for children, Allowing them to reflect on their
experiences through art. Also, projects such as those of Rosas (2014), Cusco (2019)
and Torres and Alvarez (2015) show how interactivity, accessibility and the use of
analogue and digital formats encourage active participation, reading comprehension
and creative thinking in children.

Based on these references, four theoretical pillars for the development of the project
are identified: illustration and storytelling, gamification, multiplatform interactivity and
inclusive communication. Visual illustration and narratives allow ideas to be
represented in an attractive and understandable way, while gamification motivates
learning through challenges, rewards and playful dynamics. In turn, both digital and
physical interactivity contribute to the appropriation of knowledge and make children
feel an active part of the educational process. These elements are integrated into a
system that includes augmented reality, animations, games and sensory resources.

Finally, the inclusive approach is essential to ensure access for children with hearing
disabilities. It proposes the use of tools such as sign language on the understanding
that inclusion not only benefits people with disabilities, but enriches the educational



experience in general. In this way, the Cromalia project proposes more empathetic,
diverse and participatory educational material.

Objectives:

Overall objective: To design an interactive, inclusive and multimedia book composed
of augmented reality and animations, aimed at children from pre-school to primary
school aged between 5 and 11 years in Bogota to make visible and teach about the
importance of visual arts education.

Specific objectives:

1. Assess the main motivations or preferences of children between 5 and 11 years
of age when interacting with and observing a book or editorial materials.

2. Analyse the most appropriate, optimal and effective communication
methodologies targeted at children between 5 and 11 years in Bogota.

3. Establish the best eye-catching and attractive graphic resources when
designing the interactive, inclusive and cross-platform book for children aged 5
to 11.

Methodology.: This project focuses on the implementation of a User-Based Design
(DBU) methodological approach, in which the user will be a key participant during the
initial and final phases of product development, having their perceptions and needs in
mind for all design decisions. Therefore, we will apply the methods of Design Thinking,
because it drives collaborative work supported in empathizing and understanding the
factors that determine the context of the user from an integral, close and participatory
perspective.

As part of the next step in achieving the objectives set, four phases will be carried out
such as: data collection, data analysis, prototype development and finally testing and
delivery of projected results.

Results: An interactive, inclusive and multimedia, physical and digital book containing
augmented reality and animations for children from 5 to 11 years old in Bogota that
makes visible and teaches about the importance of visual arts education.
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