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ABSTRACT

Exploring and studying becomes an integral part of a kid’s life while growing up. Building an innovative
 future needs young men with sound thinking and creativity abilities. The creativity level of a child starts 
fading away as he grows up to be a rational young man.The recent scenario shows a shift from a capitalistic 
viewpoint towards a more sustainable viewpoint and sharing forms a big part of it. People now share cabs, 
apartments, food, books, information and what not. What if we could share our ideas/thoughts with others? 
What if we could enhance the creative ability of a person and also make his English better? 
This project aims to look at the above questions based on idea sharing and collaborative techniques. 
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1 THE PROBLEM

In today’s world, people tend to spend a lot of time in the internet. Often we end up wasting more time getting 
lost in the web instead of doing something worthwhile. How can we use our time in a better way? Can we share
time with others? We often share ideas with others and talk about it in passing but nothing happens to all those
brilliant thoughts. Can we document our thoughts or use them in some productive way? Often children are
burdened by the education system and as a result they often come out of that system as mechanical robots
instead of the smart innovative person he/she could have been. Can we do something to help these children 
retain some of their creativity?

2 METHOD 

We started by figuring out the different meanings of sharing. Its a very context specific term. One can share 
objects and tangible things. One can also share intangible things like feelings and ideas. This led us to thinking 
what domain should we focus on. We analysed what we share, why we share, the returns and interactions 
involved in a sharing process. The initial brainstorming session led us to some important insights revealing the 
pros and cons of sharing. We looked at existing shared based services to try and understand the current scenario.
 We then tried to figure out which direction we can go, what else can be done and came up with a few ideas. 
We took some time for each of the ideas and tried to find out why it could or couldn’t work before reaching our 
final conclusion. After having that final idea we built the concepts around it.

3 DISCUSSION

We came up with a realtime idea sharing platform where users can collaborate and tell uniques stories. 
It explores the various aspects of user generated media and collaborative storytelling. 

We made a game. This is inspired from ‘ The Exquisite Corpse ‘ a surrealist parlour game in which painters 
used to create small images and make a final image from all the contributions of the participating painters.
It has been used time and again in various forms. We thought what if instead of paintings people could make 
their own stories. Its user flow consists of a person starting a story and other people contributing to it, a line at 
a time. Its a fun game for everybody in general. Literary enthusiasts might be thrilled for the outcome of this 
game is a complete short story. So it is a fun collaborative idea sharing platform. 

Now what’s a game without challenges right? And its supposed to be a user controlled platform as the story is 
whatever the users want it to be. The challenges that came up during conceptualising this service involved 
controlling media content and volume. How to determine when a story is going to end? Moreover, how to 
partially control the flow of the story so that it is refined over time. Can we make it more impactful rather than

 just creating a fun game?

This led us to think about the different aspects revolving around our simple idea. Since its a game it could have 
a kind of economy or reward/punishment system. What parameters is the reward system going to depend on? 
We tried to improve its functionality by adding an additional feature that would help users to get better at english 
with time. Moreover, there were other aspects like is it local or global or both. We tried to keep it both since often 
people would want to play with his friends when he is with someone and in a global level when alone. 

The objective is to complete the story and create better surreal stories. Its also a kind of documentative 
experiment in which users partake for fun and we can look at the finer underlying details of creative collaboration 
and its effects under different constraints.

4 CONCLUSIONt

We have almost everything we wish for. Life is moving so fast. Technological developments have been
increasing everyday in an exponential scale. ‘Chronicles’ has yet to face its trials in the field to really understand
whether it is going to work or not. But it can certainly solve a few issues like boredom, creativity loss and better
English grades, with the added motivation of having a collaborative story to one’s name that he/she can share 
on social media. People can just browse through the collection of user generated stories, add new or contribute
to on-going stories. One can look at curated content or content based on likes and contributors list. 
This service is designed for children and young people with a love for the literary works or as a fun app to 
keep their creative juices flowing.   
tttt
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