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Abstract

Traditional crafts embody the cultural identity, history, and artistic legacy of communities, yet many
face the threat of extinction in our rapidly evolving, digital-focused era. This research introduces the
Traditional Craft Challenge, a mobile gamified learning app aimed at preserving and promoting
traditional crafts through engaging and interactive digital experiences. The application allows users,
particularly younger generations, to discover, learn, and recreate various traditional crafts like Warli
painting, Origami, African beadwork, and traditional pottery through step-by-step guides, gesture-based
tools, and creative challenges. By accumulating points, badges, and rewards for precision, creativity,
and task completion, users are motivated to strengthen their connection to cultural traditions while
enjoying a game-like experience. The app enhances cultural appreciation, creativity, and global
awareness through immersive digital storytelling and skill-building activities.By showcasing digital
exhibitions, offering genuine crafts for sale, and linking users to in-person workshops, it also opens up
avenues for local artisans. This initiative not only helps in preserving traditions that are at risk of
disappearing but also transforms cultural education into a modern and easily accessible experience. In
essence, this study demonstrates how gamified learning can be an innovative and sustainable method for
protecting cultural heritage and motivating future cultural guardians.

Keywords: - Traditional crafts, Cultural identity, Gamified learning, Mobile app, Digital storytelling,
Cultural preservation, Artisan empowerment.

Introduction

Traditional crafts represent more than just stunning art; they embody cultural identity, historical
significance, and collective wisdom handed down through the ages. However, in our rapidly evolving
digital era, these valuable traditions are at risk of disappearing, particularly as younger generations
become disconnected from their cultural heritage. To tackle this issue, we introduce the Traditional Craft
Challenge, a mobile app that gamifies learning to rejuvenate and preserve traditional crafts by merging
education, technology, and cultural conservation. This app encourages users, especially young learners,
to delve into, comprehend, and recreate crafts such as Warli painting, Origami, African beadwork, and
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traditional pottery through interactive, step- by-step digital experiences. By utilizing innovative gesture-
based tools and creative challenges, the app turns cultural education into an enjoyable, game-like
adventure. Users accumulate points, badges, and rewards that promote mastery, creativity, and
commitment, making the learning process both engaging and motivating. This gamified approach not
only imparts valuable artistic skills but also enhances cultural appreciation and global awareness.

In addition to digital education, the app plays a significant role in community engagement by linking
users with genuine artisans and cultural hubs. It includes virtual exhibitions that display authentic crafts,
facilitates the purchase of handmade items directly from the artisans, and offers access to local
workshops. This approach not only creates valuable economic opportunities for artisans but also aids in
the sustainable preservation of their traditions. By integrating technology with cultural heritage, the
Traditional Craft Challenge establishes a dynamic, interactive environment where education intersects
with preservation and community empowerment. It encourages young individuals to become future
custodians of culture, bridging generational divides and ensuring these cherished crafts continue to
flourish in the contemporary world.

Ultimately, this initiative demonstrates how gamified learning can serve as a potent means of
safeguarding intangible cultural heritage, enhancing education, and nurturing enduring community bonds
in the digital age.

Review of literature

Overview of Traditional Craft Preservation Efforts Globally

Traditional crafts are a vital component of intangible cultural heritage, embodying the artistic, social, and
historical essence of communities around the globe. Numerous international efforts, such as UNESCO’s
Intangible Cultural Heritage Lists, stress the need to protect these crafts, highlighting practices like Warli
painting, pottery, beadwork, and Origami (UNESCO, 2003). Despite these initiatives, traditional crafts
are experiencing a decline in practitioners due to urban migration, industrialization, and a disconnect
between generations (Smith & Akagawa, 2009).

Historically, strategies like community-driven preservation, knowledge transfer through apprenticeships,
and incorporation into formal education have been employed, but these often fail to engage today’s
digitally savvy youth (Kurin, 2004).

The Role of Educational Apps and Gamification in Cultural Learning

With the advent of mobile technology, educational apps have gained popularity as interactive tools for
engaging users with cultural content. Apps such as Duolingo for language acquisition or Google Arts &
Culture for art exploration illustrate the potential of digital platforms in cultural education. Gamification,
which involves integrating game elements like points, badges, and challenges into non-game settings, has
been shown to boost motivation and retention (Deterding et al., 2011). Several cultural learning apps
utilize gamification to teach traditional crafts and cultural practices; for instance, Craftsy provides craft
tutorials, while Pokémon GO exemplifies location-based cultural engagement (Hamari et al., 2014).
Nonetheless, many apps lack a comprehensive approach that combines gamification with cultural
authenticity and community participation, which is essential for effective cultural preservation
(Robertson, 2018).

Research on Gamified Learning and Mobile Game Applications in Education

The study of gamified learning through mobile applications highlights its advantages in enhancing
learner engagement, encouraging active involvement, and boosting knowledge retention (Subhash &
Cudney, 2018). Evidence suggests that game elements such as instant feedback, escalating challenges,
and reward systems support both intrinsic and extrinsic motivation, which are crucial for educational
achievement (Hamari et al., 2016). Specifically in cultural education, gamified applications have been
employed to teach subjects like history, languages, and art techniques, facilitating experiential learning
that extends beyond conventional classroom settings (Gee, 2003). The accessibility and portability of
mobile games make them particularly suitable for reaching a wide range of demographics, including
younger audiences who play a key role in preserving cultural heritage (Papastergiou, 2009).
Technologies Employed for Interactive Learning: Gesture-Based Tools, AR, Digital Storytelling
Recent developments in mobile technology have introduced innovative interaction methods that enhance
the immersive and engaging nature of educational apps. Gesture-based interfaces enable users to
intuitively manipulate virtual objects, replicating real-world craft techniques such as Origami folding or
pottery molding (Yildirim & Kara, 2020). Augmented Reality (AR) superimposes digital content onto the
physical world, providing enriched learning experiences through interactive 3D models and tutorials

IJCRTBI02023 ‘ International Journal of Creative Research Thoughts (IJCRT) www.ijcrt.org ‘ 140


http://www.ijcrt.org/

www.ijcrt.org © 2025 IJCRT | Volume 13, Issue 12 December 2025 | ISSN: 2320-2882

(Billinghurst et al., 2015). Furthermore, digital storytelling combines narrative elements with multimedia,
fostering emotional connections and a deeper understanding of cultural contexts (Robin, 2008).
Collectively, these technologies create multisensory learning environments that enhance skill acquisition
and cultural appreciation (Johnson et al., 2016).

Community Impact and Economic Empowerment through Digital Platforms

Digital platforms focused on traditional crafts have demonstrated the ability to empower communities by
offering new economic prospects and enhancing the visibility of artisans. Online marketplaces like Etsy
and Ten Thousand Villages link local craftsmen with international buyers, boosting sales and promoting
cultural exchange (Norris et al., 2015). Furthermore, applications that connect users to in-person
workshops and cultural centers enable direct interactions between learners and artisans, thereby
reinforcing cultural continuity (Zhao & Yuen, 2017). By merging educational engagement with economic
benefits, digital platforms foster sustainable livelihoods and encourage communities to maintain and
innovate their cultural traditions (UNDP, 2019). The Traditional Craft Challenge app builds upon this
approach by incorporating gamified learning with artisan support and marketplace features, aiming to
achieve both cultural preservation and socio-economic impact.

Theoretical Framework

The Traditional Craft Challenge app is built on foundational theories that support user motivation,
cultural preservation, and effective mobile learning.

Gamification Theories:

The app incorporates Self-Determination Theory (SDT) by addressing users’ desires for autonomy
(allowing craft choices), competence (skill development and rewards), and relatedness (community
engagement), which encourages intrinsic motivation. It also applies Flow Theory by designing challenges
that match users’ skill levels to keep them engaged and immersed.

Cultural Transmission and Heritage Preservation:

Using the Enculturation Model, the app recreates traditional learning through social participation and
interaction. It follows UNESCO’s framework by integrating cultural narratives with craft skills. The app
fosters participatory preservation by actively involving artisans and communities in content creation and
economic opportunities, promoting lasting cultural preservation.

Educational Technology Frameworks:

Guided by Mobile Learning Theory, the app provides flexible, hands-on craft learning accessible anytime
via mobile devices, using gesture controls for an interactive experience. It supports Constructivist
Learning by encouraging users to create, explore, and share. Additionally, it considers the Technology
Acceptance Model (TAM) by emphasizing user-friendly design and cultural relevance to enhance
adoption and sustained us

Methodology

Design Approach: User-Focused and Culturally Respectful

The development of the Traditional Craft Challenge app adopts a user-focused design methodology,
emphasizing the needs, preferences, and cultural backgrounds of its primary audience—mainly younger
individuals interested in traditional crafts. This process involves ongoing collaboration with cultural
experts, local artisans, and prospective users to ensure authenticity and respect for cultural nuances. The
design carefully integrates cultural sensitivity by accurately representing the history, symbolism, and
traditional methods associated with each craft, steering clear of cultural appropriation or simplification.
By incorporating feedback from the community and expert advice throughout development, the app
maintains accurate, meaningful, and engaging content.

Overview of App Features

The app offers interactive step-by-step tutorials that simplify complex traditional crafts, such as Warli
painting or Origami, into easy-to-follow tasks. Users engage through clear instructions complemented by
gesture-based controls that simulate real crafting movements, promoting hands-on learning in a digital
format. The app also includes creative challenges that encourage users to design their own creations,
fostering artistic expression while reinforcing acquired skills. Additionally, virtual exhibitions highlight
both user artworks and artisan pieces, cultivating a dynamic cultural community within the platform.

[JCRTBI02023 ‘ International Journal of Creative Research Thoughts (IJCRT) www.ijcrt.org ‘ 141


http://www.ijcrt.org/

www.ijcrt.org © 2025 IJCRT | Volume 13, Issue 12 December 2025 | ISSN: 2320-2882

User Engagement Strategies

To encourage ongoing learning and skill development, the app incorporates gamification techniques like
points, badges, and rewards. Users earn points by completing tutorials and challenges accurately and
creatively, while badges recognize accomplishments such as mastering skills or participating in
community activities. These rewards offer immediate feedback, boost confidence, and nurture a sense of
achievement. Features like leaderboards and options to share on social media further enhance
engagement by promoting friendly competition and collaboration.

Methods of Data Collection
Assessing the app’s performance and user experience relies on a combination of quantitative and
qualitative methods:

Surveys collect measurable data on usability, engagement, and cultural appreciation before and after app
use.

Usability testing sessions observe user interaction to identify design strengths and areas for improvement.
In-depth user interviews gather qualitative feedback on motivations, challenges, and personal impacts,
providing insights into cultural connection and creativity.

Together, these approaches provide a thorough understanding of both practical outcomes and emotional
engagement with the app.

Target Audience and Demographics

The primary audience consists of youth and young adults aged 12 to 30, who are digital natives and
potential future guardians of cultural heritage. This group is specifically targeted due to their risk of
losing touch with traditional crafts and their openness to digital learning. Secondary users include
educators, cultural organizations, and artisans aiming to reach broader audiences. The app is designed for
inclusivity and accessibility, accommodating diverse cultural backgrounds, education levels, and
locations, with localized content where applicable.

User Characteristics and Prior Craft Exposure in Traditional Craft Challenge Evaluation

Participant Information

Participant ID | Age | Gender Location Prior Experience with Traditional Crafts
001 16 |Female | Andheri, Mumbai [No
002 24 |Male Andheri, Mumbai |Yes
003 19 |Female |Andheri, Mumbai [No
004 28 |Male Andheri, Mumbai |Yes
005 21 Female |Andheri, Mumbai |No
Objectives

To create a mobile app that is both user-focused and culturally respectful, aimed primarily at young
people, to help them explore and learn traditional crafts through engaging, interactive, and gamified
activities.

To design clear, stepwise tutorials combined with gesture-based controls and creative challenges that
support users in developing skills and expressing creativity in crafts such as Warli painting, Origami,
African beadwork, and pottery.

To encourage ongoing participation and learning by incorporating gamification features like points,
badges, and rewards that foster motivation and promote skill mastery.

To assess the app’s ease of use, effectiveness in teaching craft techniques, and its

influence on users’ cultural awareness and creativity using surveys, usability evaluations, and interviews.
To support cultural heritage preservation and empower artisans economically by linking users with
genuine craftspersons, virtual exhibitions, and community workshops.

To investigate how mobile-based gamified learning can serve as an innovative and lasting method for
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protecting intangible cultural traditions.

Challenges and Limitations

Maintaining Cultural Sensitivity and Authenticity

Representing traditional crafts accurately and with respect presents a major challenge. Simplifying
intricate cultural traditions into digital tutorials runs the risk of oversimplifying or misrepresenting them.
Striking the right balance between making content accessible and preserving cultural integrity demands
ongoing collaboration with artisans and cultural specialists, which can be both time-consuming and
resource-heavy.

Access to Technology

Although mobile applications have wide reach, not all potential users have equal access to the necessary
technology. People living in remote or economically disadvantaged areas may face difficulties due to the
lack of smartphones, unreliable internet connections, or limited digital skills. This digital divide may
prevent some key cultural communities— often the custodians of traditional crafts—from fully benefiting
from the app.

Sustaining User Interest Over Time

Maintaining long-term user engagement with educational apps is difficult. While gamification features
such as points and badges can provide initial motivation, their impact may diminish without continual
content updates and active community involvement. Encouraging users to transition from digital learning
to hands-on craft practice remains a significant challenge.

Transferring Skills from Virtual to Physical

Though gesture-based interactions help simulate crafting techniques, actual mastery requires physical
practice and tactile experience. The app alone may not be sufficient for users to develop full proficiency,
highlighting the importance of in-person instruction or workshops to complement digital learning.

. Addressing Cultural Diversity and Localization Needs

Since traditional crafts vary greatly by region, creating a globally applicable app requires careful
localization. Producing versions that reflect local languages, symbols, and customs is complex and
resource-intensive. Without proper localization, the app risks losing relevance and acceptance among
diverse cultural groups.

Integrating Artisans and Ethical Economic Practices

Connecting users with authentic artisans and fair marketplaces involves logistical and ethical
complexities. Protecting artisan rights, ensuring fair pay, and maintaining product quality require strong
systems. Without these safeguards, there is a risk of exploiting communities or reducing rich cultural
traditions to commercialized products.

Protecting User Privacy and Data Security

Collecting user information for analytics and social features raises important privacy issues, especially
concerning minors. Compliance with data protection regulations and obtaining clear user consent are
critical, but these measures increase the complexity of managing the app.

Research Analysis
User Engagement and Motivation Evaluation

Quantitative Analysis (Surveys & App Data):

Examine survey results alongside app usage metrics such as duration of use, frequency of access, points
accumulated, badges earned, and rates of challenge completion. Identify patterns in how gamification
elements influence user motivation. Investigate relationships between engagement levels and factors like
age or previous experience with traditional crafts. Employ descriptive statistics (e.g., averages, medians,
variability measures) and inferential tests (such as t-tests and ANOVA) to detect meaningful differences
in motivation and engagement among user groups.

Qualitative Insights (User Interviews):

Conduct thematic analysis on interview data to uncover underlying motivations, satisfaction drivers, and
obstacles faced by users. Extract key themes such as emotional connections to culture, difficulties with
gesture-based controls, and the attraction of creative opportunities.
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Assessment of Learning Outcomes and Skill Development

Gather self-assessed confidence levels regarding craft skills before and after app usage through pre- and
post-intervention surveys. Measure skill improvement objectively by analyzing accuracy in completing
craft tasks, as recorded by the app’s gesture recognition features. Evaluate creativity by reviewing user-
submitted designs and challenge results, using assessment criteria developed in consultation with cultural
experts. Cross-reference these quantitative findings with user reflections gathered qualitatively to validate
skill acquisition outcomes.

Cultural Awareness and Appreciation

Compare survey data collected before and after app interaction to gauge changes in users’ cultural
knowledge and attitudes. Perform content analysis on user-generated materials such as stories, comments,
and shared creations to assess depth of cultural understanding and narrative engagement. Investigate how
digital storytelling elements contribute to fostering empathy and pride related to cultural heritage.
Community Engagement and Economic Outcomes

Monitor user participation in artisan marketplace features and workshop enrollments to evaluate how
effectively the app links users with local artisans. Analyze feedback from artisans and sales figures to
determine economic impacts. Explore the role of digital exhibitions and social sharing in building a
connected community around traditional crafts.

Usability and User Experience Evaluation

Review usability testing results focusing on ease of navigation, responsiveness of gesture controls, and
accessibility of app features. Identify common usability challenges and gather user suggestions from
interviews and surveys. Utilize heuristic evaluations to recommend design improvements for enhancing
the overall user experience.

Conclusion and Future Scope

The app effectively engages youth in learning traditional crafts through user-centered design and cultural
respect.

Interactive tutorials, gesture controls, and gamification promote skill-building and creativity.
Collaboration with experts ensures cultural authenticity and relevance.

Challenges include limited tech access and need for better localization.

Artisan marketplaces and virtual exhibits support community connection and economic benefits.

Future improvements: expand craft variety, enhance gesture recognition, improve localization.

Potential to add AR features and link digital learning with real-world workshops.

Ongoing user feedback analysis is key to refining and evolving the app.

Overall, the app offers an innovative way to preserve cultural heritage using mobile technology.
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