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Professional Certificate in Interactive Storytelling for Toddlers

Engaging Senses Through Multimedia

Audio Cue — Related terms: sound effect, auditory signal. A brief, distinct sound used to draw attention to a
specific element in a story. Example: a soft chime when a character appears. Practical application: reinforces
narrative pacing for toddlers. Challenge: ensuring volume is appropriate for young ears and does not startle.

Auditory Discrimination — Related terms: phonemic awareness, listening skills. The ability to distinguish
between different sounds. Example: toddlers recognizing the difference between a “moo” and a "baa.”
Practical application: interactive games that require matching animal sounds. Challenge: varied linguistic
backgrounds may affect perception.

Background Music — Related terms: ambient sound, soundtrack. Continuous music that supports mood
without dominating dialogue. Example: a gentle harp loop during a bedtime story. Practical application: sets
emotional tone and promotes calmness. Challenge: balancing volume to avoid masking narration.

Brightness — Related terms: luminance, visual intensity. The perceived lightness of colors on screen. Example:
high brightness for daytime scenes, lower for night. Practical application: helps toddlers differentiate time of
day. Challenge: excessive brightness can cause visual fatigue on small devices.

Color Contrast — Related terms: hue difference, visual accessibility. The degree of difference between
foreground and background colors. Example: dark text on a light background. Practical application:
improves readability for developing vision. Challenge: maintaining contrast while preserving aesthetic
harmony.

Coherence — Related terms: narrative flow, logical sequence. The logical connection between story elements.
Example: a sequence where a child’s toy disappears, prompting a search. Practical application: helps
toddlers follow cause-and-effect. Challenge: avoiding disjointed transitions that confuse young listeners.

Contextual Cue — Related terms: situational hint, environmental clue. Information embedded in the scene
that guides interpretation. Example: a raincoat appearing before a storm scene. Practical application:
supports inferencing skills. Challenge: overloading with cues can dilute focus.

Cross-modal Integration — Related terms: multisensory processing, sensory synergy. The brain’s ability to
combine information from different senses. Example: a visual of a bubbling pot paired with a sizzling sound.
Practical application: reinforces concept learning. Challenge: mismatched cues can cause confusion.

Cue-Response Loop — Related terms: feedback cycle, interactive reinforcement. A design pattern where a
stimulus prompts an action, and the system provides feedback. Example: tapping a picture makes it animate
and emit a sound. Practical application: encourages active participation. Challenge: timing must be
immediate to maintain engagement.

Digital Storyboard — Related terms: visual script, planning template. A series of frames outlining multimedia
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elements before production. Example: sketches showing where sound icons will appear. Practical
application: organizes assets for developers. Challenge: ensuring flexibility for iterative design.

Dynamic Text — Related terms: animated typography, kinetic text. Text that moves or changes in response to
user interaction. Example: letters that bounce when touched. Practical application: makes reading
interactive. Challenge: excessive motion can distract from comprehension.

Ecological Validity — Related terms: real-world relevance, authenticity. The extent to which a story reflects
everyday experiences. Example: using familiar household items as story props. Practical application:
enhances transfer of learning. Challenge: balancing realism with imaginative elements.

Embodied Interaction — Related terms: gesture control, physical engagement. Interaction that involves body
movement. Example: a toddler swaying to make a tree sway. Practical application: promotes motor
development. Challenge: ensuring safety and sensor accuracy.

Engagement Metric — Related terms: participation rate, dwell time. A measure of how long and actively a
toddler interacts with content. Example: tracking how many times a sound button is pressed. Practical
application: informs iterative improvements. Challenge: interpreting data without over-reliance on
quantitative scores.

Feedback Loop — Related terms: response mechanism, reinforcement cycle. The system’s reaction to a user's
action, reinforcing behavior. Example: a visual sparkle after a correct answer. Practical application:
strengthens learning through positive reinforcement. Challenge: avoiding overly repetitive feedback that
loses impact.

Foreground Elements — Related terms: primary objects, focal points. Visual items that appear closest to the
viewer. Example: a smiling character in the center of the screen. Practical application: directs attention to key
narrative points. Challenge: ensuring foreground does not obscure important background cues.

Gestural Input — Related terms: touch gesture, motion detection. User actions captured through swipes,
taps, or device movements. Example: swiping left to turn a page. Practical application: intuitive navigation
for non-readers. Challenge: calibrating sensitivity to accommodate varied motor skills.

Guided Exploration — Related terms: scaffolded discovery, open-ended play. Structured yet flexible
interaction where toddlers discover story elements with subtle prompts. Example: a glowing path that leads
to hidden objects. Practical application: fosters curiosity while maintaining safety. Challenge: providing
enough guidance without limiting imagination.

Haptic Feedback — Related terms: tactile response, vibration cue. Physical sensations generated by the
device to accompany actions. Example: a gentle buzz when a puzzle piece snaps. Practical application:
reinforces correct actions through touch. Challenge: ensuring vibrations are gentle enough for young users.

Iconography — Related terms: visual symbols, pictograms. Graphic representations that convey meaning
without text. Example: a heart icon indicating “love” in a story. Practical application: supports non-verbal
comprehension. Challenge: cultural variations may affect interpretation.
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[llumination — Related terms: lighting design, scene brightness. Use of light to create mood and focus.
Example: a soft glow around a bedtime character. Practical application: signals emotional tone. Challenge:
maintaining consistent lighting across devices.

Immersive Audio — Related terms: spatial sound, 3-D audio. Sound that surrounds the listener, creating
depth. Example: rain sounds that pan from left to right as a scene moves. Practical application: deepens
environmental awareness. Challenge: limited hardware capabilities on low-cost tablets.

Incidental Learning — Related terms: passive acquisition, informal education. Learning that occurs
unintentionally while engaging with media. Example: toddlers picking up new vocabulary from repeated
story narration. Practical application: leverages entertainment for education. Challenge: measuring the
extent of unplanned learning outcomes.

Interactive Layer — Related terms: overlay, touch zone. A digital stratum that captures user input without
altering the underlying visual. Example: invisible buttons placed over characters. Practical application: adds
interactivity without clutter. Challenge: ensuring touch zones are large enough for toddler fingers.

Intermodal Transfer — Related terms: cross-sensory learning, sensory bridging. The ability to apply
knowledge gained through one sense to another. Example: recognizing a dog's bark after seeing its picture.
Practical application: strengthens concept generalization. Challenge: designing cues that align across
modalities.

Latency — Related terms: response delay, lag time. The interval between a user's action and system response.
Example: a 200-millisecond pause before a character reacts. Practical application: keeps interaction feeling
responsive. Challenge: network constraints can increase latency, disrupting flow.

Learning Objective — Related terms: educational goal, outcome statement. The specific skill or knowledge
the story aims to develop. Example: identifying animal sounds. Practical application: guides content creation
and assessment. Challenge: aligning multimedia elements tightly with the objective.

Lightweight Asset — Related terms: optimized file, low-resolution media. Media files designed for minimal
storage and bandwidth. Example: a 50-KB PNG icon. Practical application: ensures smooth playback on
limited devices. Challenge: balancing quality with file size.

Linear Narrative — Related terms: sequential story, straightforward plot. A story that progresses in a single
direction without branching. Example: a start-middle-end tale of a picnic. Practical application: easier for
toddlers to follow. Challenge: may limit interactivity if not complemented with sensory elements.

Multimodal Cue — Related terms: combined signal, hybrid hint. Simultaneous use of two or more sensory
cues. Example: a flashing star accompanied by a “ding” sound. Practical application: reinforces concept
through redundancy. Challenge: avoiding sensory overload.

Multisensory Integration — Related terms: sensory synthesis, cross-modal processing. The brain’s process of
merging information from sight, sound, and touch. Example: a visual of a drum and the accompanying beat.
Practical application: deepens memory encoding. Challenge: mismatched timing can disrupt integration.
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Navigation Schema — Related terms: menu structure, flowchart. The organized system that defines how
users move through content. Example: a simple “next” arrow at the bottom of each page. Practical
application: provides predictable pathways. Challenge: keeping the schema simple yet flexible for
exploration.

Neuroplasticity — Related terms: brain adaptability, developmental change. The brain’s capacity to
reorganize pathways based on experience. Example: repeated exposure to rhythmic patterns enhancing
auditory processing. Practical application: designing repeated sensory experiences to strengthen neural
connections. Challenge: ensuring variety to prevent habituation.

On-screen Prompt — Related terms: visual cue, directive icon. A visual element that invites interaction.
Example: a glowing hand icon indicating where to tap. Practical application: guides toddlers without textual
instructions. Challenge: prompts must be clear but not overly intrusive.

Parental Overlay — Related terms: caregiver mode, adult interface. A hidden layer that provides guidance for
adults overseeing the experience. Example: a toggle to adjust sound levels. Practical application: allows
customization without disrupting child flow. Challenge: ensuring the overlay is truly hidden from the child.

Patronymic Naming — Related terms: character naming, cultural reference. Using names that reflect family or
cultural ties. Example: “Mama Bear” versus “Papa Bear.” Practical application: fosters familiarity and relational
understanding. Challenge: selecting universally relatable names.

Perceptual Threshold — Related terms: detection limit, sensory margin. The minimum intensity at which a
stimulus is recognized. Example: the softest volume at which a toddler can hear a bell. Practical application:
calibrating audio levels for optimal detection. Challenge: individual variability among children.

Pixel Density — Related terms: resolution, screen sharpness. Number of pixels per inch on a display. Example:
300 ppi on a tablet screen. Practical application: ensures crisp visuals for tiny details. Challenge: high-density
assets increase file size.

Playful Redundancy — Related terms: purposeful repetition, reinforcement. Repeating key elements across
senses to aid learning. Example: showing a red apple while saying “red” and playing a crunch sound.
Practical application: solidifies concept through multiple channels. Challenge: avoiding monotony that
reduces engagement.

Pre-load Buffer — Related terms: caching, asset prefetch. Storing media ahead of time to prevent
interruptions. Example: loading the next scene’s audio while the current one plays. Practical application:
smooth transitions for toddlers with short attention spans. Challenge: limited device memory.

Progressive Disclosure — Related terms: staged reveal, incremental information. Introducing story elements
gradually. Example: revealing a hidden character only after a certain action. Practical application: maintains
curiosity. Challenge: timing the reveal to match developmental readiness.

Prototype Iteration — Related terms: design cycle, refinement loop. Repeatedly testing and improving a story
prototype. Example: adjusting sound timing after a user test. Practical application: ensures usability for
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toddlers. Challenge: balancing iteration speed with resource constraints.

Qualitative Feedback — Related terms: observational data, narrative comments. Non-numeric insights from
caregivers or children. Example: noting that a child smiles when a character giggles. Practical application:
informs design tweaks beyond metrics. Challenge: subjectivity may require triangulation.

Responsive Layout — Related terms: adaptive design, fluid grid. Visual arrangement that adjusts to screen
size. Example: icons rearranging from a single column on a phone to a grid on a tablet. Practical application:
maintains usability across devices. Challenge: preserving touch target size for small fingers.

Rhythmic Pattern — Related terms: beat structure, temporal cadence. Repeating sequence of sounds or
movements. Example: a four-beat drum accompanying a marching character. Practical application: supports
memory through rhythm. Challenge: ensuring patterns are not too complex for toddlers.

Scaffolded Interaction — Related terms: guided play, support structure. Providing just enough assistance to
enable successful completion. Example: highlighting the next object to touch. Practical application: builds
confidence and skill. Challenge: calibrating support to avoid over-guidance.

Screen Time Management — Related terms: usage limit, digital wellbeing. Strategies to control duration of
interaction. Example: a built-in timer that signals the end of a session. Practical application: aligns with
pediatric recommendations. Challenge: balancing educational benefits with screen exposure concerns.

Sense-Making — Related terms: comprehension, interpretation. The process by which a child constructs
meaning from media. Example: linking a visual of rain with the sound of droplets. Practical application:
designing coherent sensory pairings. Challenge: individual differences in prior knowledge.

Semantic Consistency — Related terms: meaning alignment, conceptual coherence. Maintaining the same
meaning across modalities. Example: a “laugh” sound matching a smiling face. Practical application:
prevents confusion. Challenge: translating abstract concepts into sensory cues.

Sensory Overload — Related terms: overstimulation, cognitive fatigue. Excessive sensory input that
overwhelms processing capacity. Example: rapid flashing lights with loud noises. Practical application: limit
simultaneous cues to two at most. Challenge: finding the sweet spot between engaging and overwhelming.

Shadow Mapping — Related terms: depth cue, visual shading. Technique to create realistic shadows for
depth perception. Example: a character casting a soft shadow on the ground. Practical application: aids
spatial awareness. Challenge: computational cost on low-end devices.

Story Arc — Related terms: narrative structure, plot progression. The overall shape of a story from beginning
to climax to resolution. Example: a simple problem-solution arc where a lost toy is found. Practical
application: provides a familiar framework for toddlers. Challenge: integrating interactive branches without
breaking the arc.

Storyboard Annotation — Related terms: note-taking, design comment. Adding explanatory notes to a
storyboard. Example: indicating “play sound on tap” beside a character sketch. Practical application: clarifies
intent for developers. Challenge: ensuring annotations are concise and actionable.
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Synesthetic Design — Related terms: cross-sensory mapping, sensory metaphor. Using one sense to evoke
another (e.g., "bright” sound). Example: a high-pitched chime representing a sparkling star. Practical
application: enriches imaginative experience. Challenge: may be confusing if not intuitively mapped for
toddlers.

Texture Mapping — Related terms: surface detail, visual material. Applying a pattern to a 3-D object to
suggest feel. Example: a fuzzy texture on a teddy bear. Practical application: conveys tactile qualities visually.
Challenge: limited resolution may obscure fine texture.

Touch Target — Related terms: interactive area, hit box. The minimum size for a tappable element. Example: a
24 px square button. Practical application: accommodates developing motor precision. Challenge: balancing
target size with on-screen space constraints.

Transmedia Storytelling — Related terms: cross-platform narrative, extended universe. Extending a story
across multiple media formats. Example: a printed book that references the same characters as the app.
Practical application: reinforces learning through varied contexts. Challenge: ensuring consistency across
mediums.

Usability Testing — Related terms: user research, playtesting. Evaluating how easily toddlers can interact with
the story. Example: observing how long it takes a child to locate a sound button. Practical application:
identifies friction points. Challenge: ethical considerations and parental consent.

Visual Hierarchy — Related terms: focal order, layout priority. Arrangement of visual elements to guide
attention. Example: larger, brighter characters appear above smaller background items. Practical application:
directs toddlers to key narrative points. Challenge: avoiding clutter that obscures hierarchy.

Voice-Over Narration — Related terms: audio narration, spoken guide. A recorded voice that tells the story.
Example: a warm female voice describing each scene. Practical application: supports language development
for pre-readers. Challenge: matching pacing with interactive elements.

Wobble Effect — Related terms: subtle animation, attention cue. A gentle oscillation applied to an object to
attract interaction. Example: a floating balloon that slightly sways. Practical application: invites tapping
without being distracting. Challenge: calibrating amplitude to avoid motion sickness.

Ambient Soundscape — Related terms: background ambience, environmental audio. Continuous sounds that
create a sense of place. Example: distant birds chirping in a forest scene. Practical application: immerses
toddlers in the setting. Challenge: ensuring it does not compete with focal sound cues.

Audio Normalization — Related terms: volume leveling, sound balancing. Adjusting audio files to a
consistent loudness. Example: ensuring the rain sound is not louder than dialogue. Practical application:
provides a comfortable listening experience. Challenge: varied source material may require manual
tweaking.

Behavioural Cue — Related terms: action prompt, response trigger. A visual or auditory indicator that
suggests a specific action. Example: a sparkle indicating a draggable object. Practical application: guides
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toddlers toward desired interactions. Challenge: overuse can reduce novelty.

Calibration Routine — Related terms: sensor setup, device adjustment. Process to align hardware sensors for
accurate input. Example: a short “shake to calibrate” sequence before play. Practical application: ensures
reliable gesture detection. Challenge: keeping the routine brief and child-friendly.

Color Palette — Related terms: hue set, visual scheme. The collection of colors used throughout a story.
Example: soft pastels for a calming bedtime tale. Practical application: creates mood consistency. Challenge:
selecting colors that are distinguishable for color-blind toddlers.

Contextual Audio — Related terms: situational sound, adaptive music. Sound that changes based on the
story’s context. Example: a gentle lullaby that softens as the character falls asleep. Practical application:
reinforces narrative transitions. Challenge: programming dynamic audio without latency.

Dynamic Scaling — Related terms: responsive resizing, adaptive graphics. Adjusting the size of assets based
on device resolution. Example: enlarging icons on a small phone screen. Practical application: maintains
touchability. Challenge: preserving aspect ratios and visual fidelity.

Emotion Mapping — Related terms: affective design, feeling association. Linking specific sensory cues to
emotional states. Example: warm orange light for happiness, cool blue for calm. Practical application: helps
toddlers recognize emotions. Challenge: cultural differences in color-emotion associations.

Feedback Tone — Related terms: auditory reinforcement, success sound. The specific sound used to
acknowledge a correct action. Example: a short “ding” after a puzzle piece fits. Practical application: provides
immediate positive reinforcement. Challenge: avoiding repetitive tones that become annoying.

Gestural Vocabulary — Related terms: motion lexicon, gesture set. The set of gestures recognized by the
system. Example: tap, swipe, pinch. Practical application: defines the interaction possibilities for toddlers.
Challenge: limiting gestures to those within toddlers” motor capabilities.

Guided Navigation — Related terms: assisted movement, path highlighting. Visual cues that direct the child
through the story flow. Example: a dotted line that leads from one scene to the next. Practical application:
reduces confusion in multi-step interactions. Challenge: keeping guidance subtle to encourage autonomy.

Haptic Pattern — Related terms: vibration sequence, tactile cue. A series of vibrations that convey
information. Example: two short buzzes to indicate a correct match. Practical application: adds a non-visual
layer of feedback. Challenge: limited haptic resolution on many devices.

Icon Size — Related terms: visual proportion, touch area. The dimensions of icons relative to screen space.
Example: 48 px square icons for easy tapping. Practical application: accommodates developing fine motor
skills. Challenge: larger icons reduce space for other content.

Immersive Narrative — Related terms: deep storytelling, experiential plot. A story that fully engages multiple
senses to create a sense of presence. Example: a forest adventure where leaves rustle, birds chirp, and the
screen gently shakes as wind blows. Practical application: enhances memory retention. Challenge: balancing
immersion with cognitive load.
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Input Latency — Related terms: response time, interaction delay. The delay between a user’s action and the
system’s response. Example: a 150 ms lag before a character jumps. Practical application: ensures smooth,
responsive interaction. Challenge: network or hardware limitations can increase latency.

Interactive Narrative — Related terms: branching story, player-driven plot. A story where the child’s choices
affect outcomes. Example: selecting which animal helps the main character. Practical application: promotes
decision-making skills. Challenge: maintaining a clear narrative thread for very young audiences.

Layered Audio — Related terms: audio tracks, sound mixing. Multiple audio streams combined to create a
richer soundscape. Example: background music, ambient sounds, and character voices all playing
simultaneously. Practical application: adds depth without overwhelming. Challenge: mixing levels
appropriately for toddler ears.

Learning Reinforcement — Related terms: skill consolidation, practice loop. Repeating a concept in varied
contexts to strengthen retention. Example: presenting the same color word in different scenes. Practical
application: solidifies concept mastery. Challenge: ensuring variety to keep interest.

Lightweight Ul — Related terms: minimal interface, streamlined design. A user interface that uses few
resources and is simple to navigate. Example: a single large “play” button on the home screen. Practical
application: reduces cognitive load. Challenge: providing enough functionality without clutter.

Multimodal Feedback — Related terms: combined response, sensory reinforcement. Using more than one
sense to acknowledge an action. Example: a visual sparkle plus a soft chime when a puzzle is completed.
Practical application: strengthens learning through redundancy. Challenge: synchronizing cues precisely.

Navigation Cue — Related terms: directional hint, movement indicator. Visual or auditory signals that
indicate where to go next. Example: an arrow that glows when it's time to proceed. Practical application:
guides toddlers through the story flow. Challenge: avoiding over-guidance that reduces exploration.

Onboarding Sequence — Related terms: introductory tutorial, first-time guide. The initial set of interactions
that teach the child how to use the app. Example: a short animation showing how to tap icons. Practical
application: speeds up skill acquisition. Challenge: keeping it brief to match limited attention spans.

Perceptual Cue — Related terms: sensory hint, detection prompt. Any stimulus that helps a toddler notice an
element. Example: a subtle glow around a hidden object. Practical application: aids in object discovery.
Challenge: ensuring cues are not too subtle for young eyes.

Physical Metaphor — Related terms: tangible analogy, real-world mapping. Using a physical action to
represent a concept. Example: shaking the device to "rattle” a virtual bottle. Practical application: connects
digital actions to real-world experiences. Challenge: ensuring safety and feasibility.

Pixel Art — Related terms: low-resolution graphics, retro style. Graphics created with visible pixels for a
stylized look. Example: a simple, blocky tree. Practical application: reduces file size while retaining charm.
Challenge: maintaining clarity at larger screen sizes.

Progress Indicator — Related terms: completion bar, status cue. Visual representation of how far a child has
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progressed. Example: a series of stars lighting up as tasks are completed. Practical application: motivates
continued interaction. Challenge: preventing pressure on toddlers who may progress slowly.

Prototype Playback — Related terms: demo run, test session. Running a preliminary version of the story to
evaluate flow. Example: a quick run-through with a small group of children. Practical application: reveals
timing and sensory alignment issues. Challenge: limited time to iterate between sessions.

Quiality Assurance — Related terms: testing, bug fixing. Systematic process to ensure the story functions
correctly. Example: checking that all audio files play on different devices. Practical application: delivers a
polished experience. Challenge: replicating diverse toddler interactions in tests.

Responsive Audio — Related terms: adaptive sound, dynamic volume. Audio that changes based on user
interaction. Example: a louder drumbeat when a child taps faster. Practical application: reinforces
cause-and-effect learning. Challenge: preventing abrupt volume shifts that startle.

Scalable Vector Graphics — Related terms: SVG, resolution-independent image. Graphics defined by
mathematical paths rather than pixels. Example: a scalable star icon. Practical application: maintains
crispness on any screen size. Challenge: some devices may not support full SVG features.

Scene Transition — Related terms: cut, fade, changeover. The visual or auditory effect used to move from one
scene to another. Example: a gentle fade to a night sky. Practical application: signals narrative progression.
Challenge: timing must be smooth to avoid disorienting toddlers.

Semantic Audio — Related terms: meaning-driven sound, narrative audio. Sound that conveys specific
meaning rather than ambience. Example: a “pop” when a balloon bursts. Practical application: clarifies story
events. Challenge: ensuring sounds are culturally appropriate.

Sensor Fusion — Related terms: data integration, multimodal sensing. Combining data from multiple device
sensors for richer interaction. Example: using accelerometer and touch input to detect a “shake-and-tap”
gesture. Practical application: expands interaction possibilities. Challenge: processing overhead on
low-power devices.

Storyboard Flow — Related terms: narrative diagram, sequence map. Visual representation of story
progression and interactive points. Example: a flowchart showing where sound buttons appear. Practical
application: assists developers in understanding interaction pathways. Challenge: keeping the flow clear as
complexity grows.

Texture Cue — Related terms: visual feel, surface hint. Visual representation that suggests a tactile quality.
Example: a glossy finish on a fruit icon. Practical application: helps toddlers infer how objects might feel.
Challenge: limited resolution may reduce cue effectiveness.

Touch Sensitivity — Related terms: pressure detection, tap threshold. The degree to which the screen
registers a touch. Example: adjusting the minimum force required to register a tap. Practical application:
accommodates varied finger strengths. Challenge: preventing accidental activations.

Visual Rhythm — Related terms: timing of visuals, animation pacing. The pattern of visual changes that
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creates a sense of flow. Example: characters moving in a steady beat with background music. Practical
application: aids predictability for toddlers. Challenge: ensuring rhythm does not become monotonous.

Voice Modulation — Related terms: pitch variation, expressive speech. Adjusting the narrator’s voice to
convey emotion. Example: a higher pitch when a character is excited. Practical application: enhances
emotional comprehension. Challenge: maintaining naturalness while emphasizing cues.

Waveform Visualization — Related terms: audio graphic, sound display. Visual representation of an audio
signal. Example: a simple waveform that rises when a sound plays. Practical application: introduces basic
sound concepts. Challenge: keeping the visualization simple enough for toddlers.

Weighted Interaction — Related terms: priority input, dominant cue. Assigning importance to certain
interactions over others. Example: a sound cue taking precedence over visual animation when both occur.
Practical application: guides attention to the most critical element. Challenge: balancing multiple cues
without conflict.

Yield Delay — Related terms: pause, waiting period. A brief pause before proceeding to the next action.
Example: a half-second pause after a child taps a button before the next scene loads. Practical application:
gives toddlers time to process feedback. Challenge: too long a delay can reduce engagement.
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