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Abstract:

MagicTales is an interactive educational storytelling device that supports early childhood
learning through play, imagination, and hands-on experiences. The idea emerged from
the need to offer screen-free learning tools that engage children in a healthy, creative
way. By combining physical storytelling, music, and educational games, the system
encourages independent learning, develops sensory and language skills, and promotes a
love of reading. It is especially suited for use in kindergartens or at home for children
aged 6 to 8.

The system consists of a smart storytelling box equipped with interactive components
such as an RFID card reader, speaker, buttons, a servo motor for physical book ejection,
and an LCD screen. It operates in two main modes:

e Story Mode: Children select a story using RFID cards or buttons. The system
responds by narrating the selected story, displaying related visuals or messages on
the LCD, and ejecting the corresponding physical book using a servo motor.

e Educational Mode: This mode provides interactive learning activities focused on
helping children practice word ordering and basic arithmetic operations. children
can arrange words into correct sequences and solve simple math problems. Feedback is
delivered through lights, sounds, and screen prompts, making the learning process both
engaging and enjoyable.

The system is built around an Arduino Mega microcontroller, interfacing with
components such as an RFID card reader, buttons, speaker, RGB LEDs, servo
motors, temperature and light sensors, and an LCD display. Interaction logic is
programmed in C/C++ using the Arduino IDE. The physical design includes a
custom-built child-friendly box that houses books, electronics, and input controls.
The LCD plays a key role by guiding the child through menus, displaying questions,
and reinforcing learning visually. The project emphasizes safety, usability, and
immersive interaction to ensure a positive learning experience for young users.
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