Classics of Children's Literature in the It Medium
The classical work of Croatian children’s literature, Croatians Tales of Long Ago (1913), is praised for its specific way of narration, structuring of stories, expressions and vocabulary, qualities that are less and less appealing to today’s children.  Numerous archaic expressions, expressions related to a specific context and sentence rhythm which by far exceeds the talkative expression of modern prose, distance these stories from the literary sensibility of the today’s children, as opposed to the novel The Adventures of Apprentice Hlapić  (1916), by the same author but which language and stile still fulfils the modern child.  However, it would be a shame to take the easy way out and simply reject those stories, which on the other hand have other values (ideas, emotions, morals…), only because of the language barrier.  Transferring these stories into modern media is one way of keeping these beautiful stories as part of the literary heritage of today’s generations.  The tales were first transferred to the scene.  Numerous dramatizations of the tales also exist (Preisler, Čečuk, Rabadan, Mrduljaš).  Although there are many film scripts (Ugljen-Brajdić), not many films were actually produced (Brajković, Štalter).  A version for the comics was also written (Zimonić).

The newest version of Croatian Stories from Long Ago is presented by Bulaja publishing in a CD-Rom format.  The CD consists of four stories adapted for computer usage.  The animated film version of Stribor’s Forest, by the author Al Keddie from Scotland, does not contribute anything new.

The story How Quest Sought the Truth, by Nathan Jurevicius from Australia, is also regarded as an animated film; however, the film is broken up by computer games that fit into the story by motive.  /1.  game – the goblins want to hide the grandchild’s clothes.  The player has to put the brown goblin into the shirt collar, and the grey goblin into the jacket pocket.  While doing that, he must avoid the grandchild’s waving arm that is stopping the goblins from entering into the clothing.

2. game – Quest has to catch forty goblins under a waterfall and put them into a basket, without falling into the stream, 3. game – The Angry guy has to rescue his grandfather from the burning cabin while at the same time trying to avoid the burning posts which are falling down.

Jaglenac and Rutvica, Ellen McAuslan from Great Britain, as well as Lutonjica Toporko and his Nine Brothers by Katrin Rothe from Germany, were created as interactive stories.  An interactive story could be defined as the type of media that falls between literary work and film, but is still somewhat closer to the literary work.  What we see on the screen is a text that we can either read on our own, or we have the option of hearing actors read the text.  The text is supported with illustrations that can come alive with a mouse-click.  In simpler interactive stories the animations of these illustrations do not exceed the level of illustration, for example:  The text talks about an eagle that takes Rutvica away.  In the illustration we see Rutvica standing.  When we click on the picture, the eagle flies towards her and takes her away.  In more complex interactive stories, the reader can often choose the musical background to the story, can decide on the path the main character will follow and which parts of the character’s life he will explore in detail.  The reader can decide if he wants to go back into the main character’s past (which is usually briefly described at the beginning of a literary work).  An interactive story is often not linear, that is, there is no one constant line from beginning to end.  It is at the reader’s discretion to choose the paths and destination points, which means that the story line can be changed.  In that way, smaller or greater deviations from the original text are possible.   For example, in one well-known multimedia adaptation of Snow-white
, Snow-white finds herself in a glass case, and if we click on the case, she wakes up.  However, if we choose to click on the hat hanging from a branch of a nearby tree, the hat flies away, the prince starts running after it and forgets about Snow-white.  The Dwarfs are left to wait for another prince.  Playfulness is an important element in interactive stories, however, if that becomes the purpose it brings along kitsch and quite a lot of buttering up to children with the purpose of entertaining is evident.  Little literary value remains in this case.

Just as in the film industry, in multimedia adaptations the commercial aspect is not insignificant, so we must be careful that it does not become the crucial aspect.    

In Croatian Tales of Long Ago, by Bulaya Publishing, there are no possibilities of changing the storyline; therefore, the tales remain closer to the original literary work.  Although they received awards
, the tales in that form also got various markings, from the lowest to the highest.  Considering that in our country not one work of literature, except for these tales, had been adapted in multimedia form, they are very interesting as a means of observing how children react to these adaptations of a literary work in this new media.  


Since Croatian Tales of Long Ago are prescribed as obligatory reading in fourth grade of primary school, I have shown pupils in grade four
, after they had read the story, three versions:  Stribor’s Forest, How Quest Sought the Truth, and Jaglenac and Rutvica.  I asked the pupils whether they preferred reading these tales from books or following the storyline on the computer.  I asked them which adaptation of the tales they liked the most and why.  It is evident from their answers that the children understood, that is, that they felt the differences within the media itself in different tales.

All of these films
 have differences and similarities in relation to the book.  The difference between films is that” Stribor’s Forest” is a normal film, “Jaglenac and Rutvica” have a written text, and “How Quest Sought the Truth” has games and films.  (No signature)
I liked them all, but the third tale, the story “How Quest Sought the Truth” definitely has an advantage.  That is because this tale is different from others.  Games are added and I think that the music and colors are of better quality.  The characters are more interesting as well.  The tale “Jaglenac and Rutvica” is narrated and written, and the characters seem to be somewhat strange.  The music is mixed with noises and these noises muddle up the narration.  That is why I like this film the least.  “Stribor’s Forest” is a very good film as far as tone and color go.  The music follows the story line, and the coloring is appropriate, just as Quest’s tales are.  The only thing I don’t like are the motions. For example, the daughter- in- law, the adder, tells the old grandma to go and catch some fish at the lake.  The grandma does this so quickly and abruptly – movements that are not typical of grandmas.  But, overall, I liked the entire CD, although, I would prefer narration of all the tales, and not reading and I would want all the stories to have games between chapters. (Karla Pezelj).

Most of the pupils preferred the computer, except for two girls who preferred the book.  These are their reasons:

…I still liked reading the book better than watching an animated film (pupils refer to computer adaptations as cartoons) because I could imagine the characters in books differently and there was more description in the book that in the cartoon.  I always prefer the book because it is more vivid and sometimes even more interesting.  (Lucija Raffanelli) 


When comparing the book and the cartoon, I prefer the book because the characters are portrayed in a better way and the events and descriptions are more vivid.  The characters in the cartoon were not the same as I imagined them to be after reading the book, while the descriptions in the books very vividly describe the character and character traits. (Una Stalčar Furač)

Therefore, these two pupils were not satisfied with the artistic solutions on the computer, and they preferred bringing characters alive through their imagination and that makes the book more interesting and readable.

Three pupils did not give a clear answer as to whether they preferred reading the book or the computerized version; rather they selected the tales they preferred in one version and the tales that they preferred in the other medium.  It is interesting that all three pupils preferred the book to the interactive story Jaglenac and Rutvica, and preferred the interactive story Stribor’s Forest and How Quest Sought the Truth.  Obviously, the movement from the static text carried out in the interactive story was not satisfactory.  There are not enough playing options that capture pupils.  All the other pupils preferred the computerized versions. 

When asked which computerized version of the tales they liked the best, the majority of students chose the tale of How Quest Sought the Truth (as expected) because it has the greatest amount of games.  One of the most common answers was:  I liked the cartoon How Quest Sought the Truth the most because it has games.  (Lobel Strmedčki).  However, some gave more complex answers:  How Quest Sought the Truth was the best because we could participate in the film, because I liked the characters and because it was also somewhat comical.  (no name)

Only one pupil chose Stribor’s Forest as the most successful story, and two girls chose Jaglenac and Rutvica.  It is interesting that these two girls were the ones who preferred reading the book rather than following the computerized version.  That means that children who are more prone to reading prefer the computerized version in which there are fewer visual elements (effects), and more text.  Based on experience with film adaptations of literary works, it was easy to predict that children would prefer computer adaptations to books.  It was also expected that the best computer version would be the one that is most interactive (How Quest Sought the Truth). However, I was surprised that the interactive story got very few supporters.  My explanation for that is a primarily simple interactive story in which games did not overtake the text.  However, only when we get a more complex interactive story and research children’s reactions, will we be able to identify reasons for children’s better or worse reception.  

This classical work of our great writer which to date has had numerous interpretations in illustrations, comics, on stage, on the big screen, transferred into the world of multimedia, transfers well known contents into a new piece of work which brings it alive in a digital mode and therefore brings it closer to the modern child.  The positive side of that kind of presentation of the classics is overcoming the language barrier I have mentioned above, and which is evident from one pupil’s statement:  I liked the story “Stribor’s Forest” the most as a cartoon because I didn’t understand some words in the book, and in the cartoon I was shown what the word meant.  (Alma)


These adaptations show us that what we at first thought impossible is actually possible, that being, bringing together the world of fairy tales on one side and the world of globalization, modern communications, the Internet and digital revolution on the other.
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