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Tangibles can be used to created novel learning environments, 

which have the potential to make learning playful and 

pleasurable through engaging children.  
(S.Price, 2003)  



Traditional learning has emphasized the input and outputs of learning 

environments: how the instruction of content is structured and what was 

learned.  
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Active involvement in learning, in the sense of being engaged, interacting and 

taking part, is central to its effectiveness . 

 

Tangibles have the potential for providing innovative ways for children to play 

and learn, through novel forms of interacting and discovering . 
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The goal of our research is to investigate whether children can better 

memorize and engage with learning on tangible interfaces as opposed to 

traditional books.  

Also, this paper explores the differences in knowledge acquisition when 

using tangibles individually or collaboratively . 
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Experimental  3 different conditions  

 (1) Individual Book  

 (2) Individual Tangible Blocks  

 (3) Collaborative Tangible Blocks  

We designed a longitudinal user study to assess differences in 

information learning when using two different platforms.  

We collected and analyzed  

(1) the accuracy for newly acquired knowledge.  

(2) engagement with the content.  

(3) comparing how children interact with tangibles when alone or in team.  
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