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ABSTRACT


The project is an artificially intelligent plush toy that can retract its mechanical legs and become similar to a regular plush toy that a child could sleep with without worry of any kind of damage. The plush toy will be able to “learn” and grow from its environment and how its user handles it. The toy could either grow to be mean, or nice among other personalities. The plush toy will also have a computer game that goes with the toy. The computer game will allow the user to transfer their plush’s personality into the game and play with a virtual representation of the plush toy. The user and their plush toy will go on many adventures, allowing the user to interact with the plush toy in ways impossible in reality. 

The plush toy is made to look like a Siberian husky puppy and is meant to imitate the characteristics of one. The toy will be the same dimensions of a 4 week old Siberian husky puppy and will be able to walk around and interact with various things in its environment, including people. 

The project is relevant to current technology due to the fact that artificial intelligence is a new and growing type of technology. Artificial intelligence is still young, therefore this project is a fresh new look at something that is currently just starting out. Other projects similar to this one include Pero, Pleo and even Asimo. These artificially intelligent “robots” are part of a vast and new technology that is currently impacting the world in an astonishing way; by allowing humans to interact with something that is not organic and gain attachment to it or see it as a friend or pet of some kind. 
The research was done through online searches through the internet, book research at the writer’s local library, talks with artificial life major students at the writer’s college campus, and firsthand interaction with artificially intelligent robots in Japan. The writer was able to actually interact with Pero, a plush baby seal that is meant to calm and relax it users, along with Asimo, an artificially intelligent robot that has many different capabilities and functions. 
The writer was able to learn about how an artificially intelligent plush toy should respond and react to various actions. The ability to understand very basic programming was also learned in order to get the general idea of what would be going on inside the plush toy’s artificial intelligence. Through researching online, various failed and successful robotic plush toys were found and looked into further to find their points of failure or success. This proved very useful, as some of the failures were not very obvious and could have been implemented easily into this plush toy project, such as unintentionally loud mechanics. In addition, the trip to Japan was able to give the writer firsthand interaction with a robotic plush toy that was able to teach the various emotions that can be achieved through robotic eyes and movements. 
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ABOUT THE INNOVATION
Introduction to the Innovation

Plush toys that children play with in this current age haven’t really grown with current, rising technology. For example, Barbie dolls are made in basically the same style and shape as when they were first made in 1959 and so are most plush animals. Some have chips that allow for voice recognition with predetermined responses, such as the Furby, and some have even have a limited level of artificial intelligence, such as Pleo. Even with these most current toys, most lack the capabilities to be played with as roughly as a plush toy should be able to be played with. The artificially intelligent toy that this project is based one would be able to “learn” different commands, such as a Furby, be able to grow, such as Pleo, and be able to be safely played with without worry of damage, to a reasonable extent, just as a teddy bear would be.  

The writer wants this innovation to be something that will give children a chance to further interact with their plush toys. Most children consider their first plush toy a close friend and even feel that they have emotions and feelings. Allowing the plush toy to have a personality that can change and grow based on how the child interacts with the plush toy will give a sense of realism to the whole situation. Also, allowing the plush toy to be downloaded into a computer game to allow for further interaction will allow the child to play with their new plush toy in places that would be impossible currently. Examples are on different planets, fantasy worlds, scary jungles, and during different periods of time. 
The writer also wants to plush toy to be able to retract its robotic legs so that the plush legs would be like a regular plush toy’s legs. This would allow a child to sleep with the plush toy just like they would any other plush toy. It seems to be a very important part of a child’s growth to have someone or something comforting near them as they sleep. In a sense, the plush toy would be there to give the child a feeling of safety. 
Today’s Situation about the innovation


The writer feels that there is little technology that deals with this innovation since it is relatively new and little has been done with it on this scale. The closest innovation would be the previously discussed Pleo and Pero robotic plush toys and have a certain amount of AI programming. The Pleo toy is a baby dinosaur that interacts with the user, but does not really develop much of its own personality. The toy is able to go through different stages of life, such as a baby, adolescence and eventually adulthood.  

Pero is a robotic baby seal that is used to comfort elderly people in Japan or to simple give people someone to look after or pet. It is sued mostly as a means to get people to attach feelings to something once they feel that they no longer have the ability to do so. It is a great tool for this and is highly praised by all who use it. The writer was able to interact with a Pero while in Japan. The writer was able to see firsthand how Pero causes the user to grow attached. The children that were also playing with Pero showed signs of attachment and often seemed to want to get a Pero of their own. In fact, it seemed that Pero was a kind of puppy to a lot of people. 

There are other similar toys that show emotions that are pre set into the toy. Many examples include robotics toys that may bark, open and close its mouth, walk a short ways, or even jump. These toys do not have any AI programming though and therefore appear to be an empty shell that is hard to get attached to. The writer hopes to avoid this with the innovation that this paper represents, and hopes to be able to give the user a plush toy that can be considered as a friend or simply as a pet. 

Currently, there are no known AI plush toys such as the writers out on the market. There could currently be some in production that is being hidden from the consumers until a set time, such as during the Christmas rush. 

Innovation Timeline
The Planning Phase:

Goal Statements:
· Identify elements of successful artificially intelligent plush toys

· Identify elements of successful pet oriented games

· Identify how most 8 year old children treat their plush toys

Tasks:

· Research artificially intelligent plush toys statistics and functions
· Research artificial intelligence (How it works and interacts)
· Research the behaviors of most 8 year old children

The Design Phase:


Goal Statements:

· Design AI plush body

· Design the different AI plush personalities (Happy, angry, sleepy, etc.)
· Design AI plush computer game
Tasks:

· Write out a complete game document for the artificially intelligent plush toy’s game

· Draw and give dimensions to the artificially intelligent plush toy

· Design and write out the different personalities types that the plush toy will be able to have 

The Testing Phase: 


Goal Statements:

· Design a marketing plan

· Design a survey on the artificially intelligent plush toy

Tasks:

· Create a survey to hand out to people to see if they believe the project would be a success.
· Create a marketing plan that would allow the general public to view and understand the plush toy.
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In reference to the above chart, the game document is the details of the game that goes along with the artificially intelligent plush toy. The components of the game document include the game play of the game, how it is incorporated with the artificially intelligent plush and other such important information. The game that goes along with the plush toy will be interactive with the plush’s growing personality. The user will be able to transfer the plush’s personality from the real world into the game via a USB port. From there the user will interact with their plush toy virtually and then will be able to transfer the plush’s personality and the changes it may have undergone while in the game back to the plush’s “body” in real life. 

To further illustrate on the content of the game document, the specifics are an overview of the game, a list of rules, enemies and player characters, save functions, basic level designs, controls, gameplay flow, tutorial level, and menu flow. The game document describes each of these in detail so that the reader can completely understand the contents and can image what the game looks like. 


The plush toy design deals with the various details that go with the plush toy, such as the type of animal it is, the dimensions, the functions it will have and where the USB drive will be, among other things. 
The writer had first planned on learning more about current AI robots from her trip to Japan at the National Museum of Immerging Science and Innovation in Tokyo. When she arrived there she saw Asimo and Paro, a robotic baby harp seal designed for people needing physical and mental therapy. The writer learned mostly from Paro how she could create an AI plush toy that could show emotions and bring an attachment between the plush and the child playing with him. 


Next the writer will research more into Paro and other creations such as him, like Pleo, Furbys, Asimo, Toyota’s musical robots and Sony’s dancing robots. Each has a key feature to offer towards her research. Asimo adds a little bit of everything, Paro brings emotions, Pleo gives the ability to learn, Furbys bring the ability to remember commands, Toyota’s musical robots display creativity with function and Sony’s dancing robots show fluent motions.  The combined outcome of all of this information on current robotics and Artificial Intelligence is her goal with the Artificially Intelligent plush toy.  


 She will next dive into research on mechanics for a collapsing ability in the limbs that will allow the plush toy to be both stiff for movement and flexible for rough play. This will involve thorough investigation on the skeleton of current robots and how robotic creations handle movement. The writer will also use the videos she took in Japan of robotic arms and how they function as well as the video of Asimo. From here she will be able to design the mechanics as best she can of the skeleton of the plush toy.  


Following this is the AI of the plush toy. The writer will use the many AI books and websites that she cited to look into how AI actually works. She will try to recruit a student with an AI major to help with this part of the project. The writer will not be able to write the code for the plush by herself, and even with another member, she may turn this into a type of game project and recruit many people. If she is unable to do this, she will write out the concept of what the plush will and will not be able to do through its programming. The writer will try her best to write out as much code as she is able if she has to do it alone. 


With all of this gathered information, the writer will be able to design the whole of the plush, inside and out. Actually building it may take too much time and cost too much money. If time allows for it and she is able to perhaps find a company interested in funding it, then she will try to actually build it. 


From here, again if the writer still has time she would like to have the plush be able to connect to a computer and be downloaded into it for a type of computer game, enhancing the ability to interact with the plush toy virtually. Downloading would involve transferring the plush’s current personality that it has gained through its interaction with the child who plays with him. The user would do this by attaching a USB cable from the plush toy to a USB port in his or her PC. The user when then open up the game for the plush and proceed to download their plush toy’s personality into a avatar that looks like their plush toy in real life. This would definitely involve forming a team since it is almost a completely stand alone project. 


The marketing part of the time line illustrates the planning and the actions that go into organizing a marketing plan for the sale of the plush toy. This will include marketing ideas for ads, campaigns and the like that will attract both the children the plush toy is meant for and the parents that would have to buy the toy for their child. This is an essential part of the project due to the fact that if the general public does not understand or even know about the product, then the project would be a failure.  
The testing phase will involves various surveys that some people will take to find out if they feel this kind of toy is a good idea and whether or not it would work out. People of various ages will be asked and these different age groups will be spilt to get more distinct results from these different age groups. 

Innovation Inquiry


The writer hopes to accomplish the creation of a plush toy that can be considered a close friend or a pet of the family. To be able to create a plush toy that can interact on new and interesting levels with a child, but also be able to be something that can be snuggled with during sleep is another goal of the writer. Overall, the main goal is to create something new and interested that a child can learn to love and remember fondly for the rest of their life. 
How can an artificially intelligent plush toy be created so that it can both interact with a 7 year old child through its AI programming and still be able to handle the roughness that most children at this age use on their plush toys?
Definition of Key Terms

1. Artificial Intelligent (AI). The capacity of a computer to perform operations analogous to learning and decision making in humans.

2. Asimo. A humanoid robot created by Honda.

3. Barbie dolls. A fashion doll manufactured by Mattel, Inc. and launched in March 1959.

4. Computer. A machine that manipulates data according to a list of instructions.

5. Download. To receive data to a local system from a remote system. 

6. Furby. An electronic toy, more specifically, a robot, made by Tiger Electronics which went through a period of being a "must-have" toy following its launch in the holiday season of 1998, with continual sales until 2000.

7. Honda. Honda is the 6th largest automobile manufacturer in the world as well as the largest engine-maker in the world, producing more than 14 million internal combustion engines each year.

8. Paro. A therapeutic robot baby harp seal, intended to have a calming effect on and elicit emotional responses in patients of hospitals and nursing homes, similar to Animal-Assisted Therapy, but without its negative aspects.

9. Pleo. An animatronic dinosaur toy designed to emulate the appearance and (imagined) behavior of a week-old baby Camarasaurus.

10. Robot. A virtual or mechanical artificial agent.

11. Toyota. A multinational corporation headquartered in Japan, and currently the world's largest automaker.
REVIEW OF RELATED WORKS

Introduction


The writer’s project topic allows her to gain a vast amount of information from an also large amount of sources. Most of the resources are books, but the most valuable information is gained from online resources and hands on experiences from actual, current AI plush toys. Therefore, the best source for this project is personal experience from viewing Asimo and Pero during her trip to Japan in spring of ’09. Asimo showed the current capablilit4es of robotics as well as artificial intelligence while Pero was able to demonstrate emotional attachment to artificially intelligent creations as well as acceptance as living creatures from the eyes of small children. This proves to be important, because a theory is not as easy to ride on as solid proof. 

Interactive Toys


The trip to the National Museum of Emerging Science and Innovation allowed the writer to view first hand Honda’s Asimo robot, ASIMO Featuring Intelligence Technology. (2009). Honda. She was able to view the many the different points of articulation, motions, speed and agility that Asimo exhibits. In the same exhibit hall there was a Pero seal that was open for interaction. The writer was able to feel the seal purr under her petting strokes and fell actual attachment towards the robotic plush. This is by far the most valuable resource for this project since she can now connect with the idea of emotional attachment to a robotic, AI plush toy. It really is a new idea since before these new AI robots children had to give personalities to their toys, but now they will come equip with them. 


Other hands-on-experience comes from using a Tamagotchi as a child, Tamagotchi History: In an Egg Shell. (2004). Tamagotchi connection, and also experiencing the pains of sleeping next to a Furby, Toy News. (2005). Kids Turn Central, during the night (Furbies often “wake in the middle of the night to speak to you in “furbish”, which is the special language in which the Furby toys use to speak). These two sources are important since the writer experienced them as a child and therefore understands the reason as to why a child enjoys them. The reason is mostly due to the fact that most young children feel the want to care for something that needs caring for, which at a young age isn’t very much. Some children receive puppies, or other small animals, while most receive a virtual pet to quench this need to care for something needier than them. 


To elaborate a little on the pervious two interactive toys, a Tamagotchi is a small egg shaped electronic device that gets its name from the Japanese word for friend: Tomadachi. The device has a screen to display a pet, which was usually a cat or a dog, and around 4 buttons on towards the bottom to select various activities to do with the pet. The writer’s Tamagotchi was a cat that would grow through three stages: A kitten, to a teenaged cat to an adult cat. Depending on how well the cat was raised, it could either have a good adulthood or a bad one. To determine this, the writer had to make sure to “feed” the pet by pressing the food and water selection, allow the pet to go to the bathroom, and even play little mini-games with the pet. The cat would meow at anytime that it needed food, water or a bathroom break, but the cat would mostly sleep at night and so would rarely annoy the writer during sleeping hours. 


When the writer had raised her cat to adulthood, the game would have to be reset if the writer wanted to continue having interactions with her Tamagotchi. This is because once the cat was grown up; it no longer needed someone to care for it and would never allow the writer to interact with it again. It was a sad part of the device and is something that the writer does not want to include in the artificially intelligent plush toy that this paper details. 


The Furby toy was a small furry creature that has no real life comparison. The device was not mobile and would simply sit in one place unless it was being carried around. To “feed” a Furby, the user had to press the tongue of the Furby and listen as the Furby said “yum” or something else in the special “Furbish” language that the Furby toys spoke in. They were extremely popular when they came out because they were a very good way to avoid having to get a real pet and were not messy. The only problem was the lack of an internal clock. The Furby toys would often wake up in the middle of the night or during a quiet event and annoy the people nearby. The only choice was to turn the device off, but this would restart the Furby and all of the things that the Furby had “learned” would be erased. Newer models allowed a standby mode that would allow the Furby to retain its leanings and be in a seemingly off mode. 


The need for interactive toys comes from the need for people to develop bonds with other people or objects. Not to mention the fact that interactive toys are easier to handle that most real pets. People who have developed a sense of detachment from social interactions have shown great progresses in recovery thanks to interactive toys. A live dog may pass away and leave the patient in a worse state, but an interactive toy is predictable and easy to understand. Due to this need, interactive toys should be further advanced in order to deepen the attachment that people feel towards these kinds of artificially intelligent toys. People should be able to convince themselves that the interactive toy really does need them for something, even if they are made from mechanical parts and fused with technology.  

Online Interactions

The writer also participated in Neopets, an online game much like the one she has planned for the AI plush toy she is creating. The online creature is completely dependant on the user and therefore gives a user a feeling of “motherly affection” towards the virtual pet. These basic essential experiences allow her to fully understand attachment with technology and bring in a basic idea of what she should be shooting for.  

To further explain the online game Neopets, the online game features the user as a player. The user is allowed to pick a type of pet based on fantasy creatures. From here the user must feed and take car of the pet, but the pet can also battle other pets in order to win money that will allow the user to buy different things for their pet. Over time the user can gets more pets and further their experience. The overall goal of the game is to interact and play with the pets that the user has raised and cared for. It is easy to get deeply attached to the pet that one is raising in this game, which is why it is an excellent example of interactivity with a virtual pet. 

Over time the user is able to play different kinds of games with their pet and even travel to different worlds to further the interaction. Fighting in competitions or trying to find a rare item with the aid of your Neopets is a very common attraction and leaves players feeling that they have accomplished something with a good friend. 

The many books that the writer came across were either very basic, Ward, M. (2000). Virtual Organisms, only defining basic information for those who are new to the whole idea of AI, or were far too complex, Adami, C. (1998). Introduction to Artificial Life, requiring an already deep understanding of the main mechanics of AI in artificially created organisms. This leaves the writer with the basic understanding of Artificial Intelligence and then a far gap to the next level of books. These higher levels books are meant for people who already have a vast understanding of artificial intelligence and are expected to understand even the most difficult sections of the book. The writer will use the online resources that she has come across to try to fill in this gap and allow her to continue with research. The writer will also be sure to talk to artificial intelligence majors at her college to try to get a better understanding of what the technology actual it and how it works. 
Safety


The better understand the mechanics of the plush toy she will use mainly online resources and a few books. The writer hopes to add a Carbon Monoxide detector, a walkie talkie, a USB connection port, voice recognition, a voice box with pre-programmed noises that correspond with the plush’s surroundings, and many other features. These would be features that would be made to encourage parents that the purchase of the toy is a wise choice, since otherwise it would simply be an expensive entertainment device. Also, with these added features, parents may buy this toy for their child at an early age and let their child grow alongside the plush toy. In order to be able to design something with all of this, she will need resources such as Universal Serial Bus (USB). (2008). Technology, Pretty, T. (2008, March 10). Walkie Talkies; Integral To Society, Breveon. (2007, September 12). History of Speech Recognition Technology, PLACEMENT OF CARBON MONOXIDE DETECTORS IMPORTANT. (2009). Carbon Monoxide, among others that she will locate in the near future such as a possible smoke detector. 

All of these additions are added features that parents could possibly have added on or removed when they see fit. This would allow the parents to know exactly what the device contains and whether or not they view it as a necessary addition to the plush toy. Certain components, such as the walkie-talkie- could even be removed and placed somewhere else to perform its function. This would again be the choice of the parents or the user, if the user is old enough to understand how the plush toy functions.  
Conclusion


Overall, the writer feels that there are many sources out there in the world to take advantage of in the form of books, actual people who has mastered this form of electronic device and online research. Finding current information is rather difficult though since most of it is still in production or under research itself. Also, many industries are not going to want to give out information on their AI toys, such as Pleo, since it is still on the market and could cause copies to be made at a cheaper price. In order to get information on these current artificially intelligent creations, the writer uses her personal experience from Japan, where she was actually able to view these creations in person and interact with them. Even with hindrances that new technology seems to bring when it comes to sharing information, this artificially intelligent robotic technology is still “ripe for the picking” and definitely an interesting and exciting field of technology to research into and participate in.

LEARNING PROCESS

The writer planned out the process for creating the plush toy conceptually. The plush toy would require the following:

· Design AI plush body

· Design the different AI plush personalities (Happy, angry, sleepy, etc.)
· Design AI plush computer game
· Write out a complete game document for the artificially intelligent plush toy’s game

· Draw and give dimensions to the artificially intelligent plush toy

· Design and write out the different personalities types that the plush toy will be able to have 

· Design a marketing plan

· Design a survey on the artificially intelligent plush toy

· Create a survey to hand out to people to see if they believe the project would be a success.

· Create a marketing plan that would allow the general public to view and understand the plush toy.


The writer first planned out the basic necessities for the project, such as the plush toy’s appearance and what it would be able and unable to do. Once the writer decided that the plush toy would be in the image of a 4 week old Siberian husky puppy, she was able to plan out what the plush toy would be able to do. 

First, the plush toy would be able to retract the mechanical components that are its legs in order to give the plush the feeling of only being a plush toy, allowing the user to sleep with it without worry of damage. Also, since the plush toy is catered to a younger generation, the toy would have certain safety features, such as a walkie-talkie device that would allow parents to hear their child while they slept. Also, the addition of a carbon monoxide detector or a smoke detector would appeal greatly to worried parents. Then the artificial intelligence component was added, allowing the plush toy to “learn” from its environment and from that develop its own personality. 

The plush toy would be very complicated to design and build. The writer does not have the necessary skills to actually build the toy, so the project has to remain conceptual. A very basic way of building it is as follows. First, the robotic skeleton of the plush toy would need to be created. The dimensions would be equal to that of a Siberian Husky puppy of around 2 months old. The robotics would include the ability to have legs that would be collapsible, meaning that when the plush toy “goes to sleep” the legs would change from stiff allowing to the plush toy to walk, and then become loose, allowing the plush toy to be slept with or carried around as a regular plush toy. 


The collapsible legs would work conceptually in the following manner. The leg would be made up of a series of links, much like that of a zipper, that would be able to join together to stiffen certain areas of the leg and then break apart to make other areas loose. This would allow for realistic walking motions as well accomplish the goal of allowing the plush toy be to slept with. 


The AI programming portion of the plush toy is next. The writer would either has to spend a large amount of time learning how to program or would have to recruit others that know how to work on the programming. The basics of the program would include the behaviors of the plush toy, its walking cycles and other such motions. 

Next, the programming would have to be downloaded into the plush toy so that it can function as an artificially intelligent robotic toy. This component of the toy would be housed in the head area and surrounded by a hard skeleton-like skull. The outer part of the skull would be surrounded by cotton flush in order to make it softer for the user. After this, the actual plush part of the toy would have to be added, such as the “fur” and the cotton fluff to give it the feeling of being a plush toy. 

Once the writer completed the above components to the plush toy, the game document of the computer game that went along with the plush toy was created. This process involves designing the game by breaking it up into specific sections, such as the different game levels, character descriptions and game play descriptions. The plush’s personality would be uploaded to the computer game through a USB connection. This would be accomplished by saving the data that is the plush’s “personality” into a special USB drive that comes with the plush toy.  The USB port would be hidden under an ear of the plush toy and would be retractable. The user would simply need to lift the plush toy’s ear and pull the USB port out and plug it into a computer. Then a virtual representation would be shown on the screen of the plush toy and it would act according to its real-life personality. The actual plush toy would remain dormant until its personality was transferred back to its plush toy body.  The plush toy’s personality would not be solely residing in the flash drive, but would only act as a link from the plush toy to the computer game. This would be part of the programming, making the plush toy appear to be asleep as its virtual representation interacts with the user in the computer game. 

In the game the user would be able to interact with the plush toy on the many different planets in our solar system, attempting to save the different planets from various threats. The user would also be able to play simple games with their plush toy in order to grow the plush toy’s personality while in the game world. Completing these simple games would be the goal on the planets and how the user would be able to save the planet. The game would include playing fetch or tag through items that were gained while playing the main portion of the game. The learn more about the game, please read the game document. 

Once the user was done playing the computer game, the plush toy’s personality would have to be return to the plush toy’s real body. That way the experiences that it gained in the game would be transferred to the plush toy in reality. That is to say, whatever the plush toy “learned” while it was in the computer game will be transferred into the plush toy’s body. The user can then interact with the plush toy on new levels. 


Once this process of completed, the plush toy as a whole was finally coming together. In order to continue working on the project, the author sought out new sources and materials that could further explain artificial intelligence and the programming involved in it.  Since the author was not an artificial intelligence or programming major, completing this portion of the process would have been difficult. Instead, this portion would be strictly concept, allowing the author to work in an unconstrained fashion and leaving creative ideas and concepts open. The concept would be done without programming, but with a description of what the program should do. 

The program should be able to allow the plush toy its various movements and personality functions. This includes the walking cycle, eating cycle, interactive games, such as fetch and other such functions. 

RESULTS

This project is conceptual, so actual results on how the public viewed the finish product are based on discussions with the writer’s peers, co workers and students at her campus. The writer was able to accomplish her set objective and tasks at a set pace and with a good conceptual project outcome. If the project could have been done with a large team that had a decent budget, then the project could have actually been built, but with the writer’s current situation, this was not possible. 

The product of this project would be an artificially intelligent plush toy that would come with a variety of different personality opportunities. Interaction could be done through physically interacting with the plush toy or through the PC game that the plush toy’s personality could be downloaded into. 


Once the project is completed and all bugs have been removed through testing, such as programming errors and mechanical problems, the artificially intelligent plush toy would go out on the market in both the video game and plush toy section of stores.  At this point, the writer feels that the project would be a success, because the rest depends on how well the product is marketed and distributed, but if one child is able to get the toy and enjoy it, then it was all worth it. 

Immediate results would be the small scale purchase and use of the plush toy by the consumers. From there feedback would be gathered and fixes would be made for the plush toy, if there are any missed errors. This means the consumers will play an active role in the plush toy’s future development or enhancements. A few years into the future the plush toy should either gain in popularity or therefore bring about more advanced versions and new accessories. If the plush toy is not a success, however, then it will become one of the many mechanical plush toys that are quickly forgotten about or were simply never really discovered. 

Years into the future, the plush toy may be used as a basis for more advanced plush toys that are similar in style and contain their own computer game of some kind to further the interaction between the user and the plush toy. 

The plush toy’s unique mechanics could also be used as an example to create more advanced and “rough” artificially intelligent plush toys for children.
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