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Fiction Case Study: Nosy CrowKATE WILSON, Managing Director of Nosy Crow, is a passionatechampion for reading, and the role that reading can play toempower a child.  Her enthusiasm was baked into every aspect ofher talk; and she started by reminding the group “there are noexperts, only explorers.”  Nosy Crow is a 15 person company thathas published 100 print books and 12 apps that have inspired thefield of children’s appmakers with their uncompromising quality.Some main points: • Fairy tales are extraordinarily robust, which is why we like toturn them into apps. You can bend them and you can twistthem, whether it’s in a book, film or app -- and they don’t break.There’s a good reason they’ve been going for 100’s of years. • Today’s children come to an iPad with an expectation aboutscreens, and reading must not be the most boring option forthem.  We’re trying to create new kinds of reading experiencesthat present different types of reading opportunities in a non-linear way. • Making our apps is not like a relay race, where one personhands off a job to another. The process is fluid and dynamic,and requires a lot of give-take and revision.  •  When I design, I try to empower the child. How scary should wemake it? That type of decision affects the level of complexityand the interaction, and it must be just right for the intendedaudience.  • Nosy Crow apps start with original source material. Little RedRiding Hood began with a close look at ways the story has beentold and retold over the years. The idea of giving the girl achoice in the path she takes to get to Grandma’s house came

from came from one of theclassic early versions of thestory. Finding these thingstakes research.   • Nosy Crow infuses fictionwith real elements. Theclouds in Jack and theBeanstalk come fromphotographs of realclouds; and a wellwhere Jack finds a key ismade from stones that were photographed ata castle in North Wales. • An iPad screen is roughly the size of one page of a board book.That’s not very big, and can feel very limiting to a publisherwho is used to a large format printed page. That’s why NosyCrow has implemented several page expanding features, suchas the ability to scroll or zoom. We also use motion driven 3Deffects to help to make a child feel welcome. • We have two levels of writing. One has the main story, with abeginning, middle and an end. On top of that, we float non-lin-ear writing which consists of conversations between the char-acters that, if we’re doing itright, increase your under-standing of the characters,but won’t interfere with thestory. • Imaginative engagementalready exists in a book. Ourapp design invites them fur-ther into the experience. • Like Touch Press, we preferto use native tools toincrease our control overthe medium. It’s harder, butwe’ve been able to create abox of code with each appthat gets better and better.  • It is so important to testwith children. We keep listsof the bugs to fix on a collaborative list. We’ve learned that leftand right handed children touch the screen differently, andwe’ve had to adjust such things as which direction charactersenter a scene. • Making an app is a collaborative and collective process, ratherthan based on a single individual’s talents (Wilson frequentlyseconded Cromie’s message about the need for creative teamsworking together).  The work is anonymous in a lot of ways,and that’s quite an interesting concept. 




