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

IJCRT.ORG ISSN : 2320-2882

éﬁﬂﬁ INTERNATIONAL JOURNAL OF CREATIVE
‘9 RESEARCH THOUGHTS (IJCRT)

<V’

" An International Open Access, Peer-reviewed, Refereed Journal

Traditional Craft Challenge Game

Holistic Innovation: A Transdisciplinary Approach Combining Technology and Culture

Ms. Shraddha Parab, Mr. Divakar Prajapati

Assistant Professor, Student
Bachelor of Science in Information Technology,
Nirmala Memorial Foundation College of Commerce, Mumbai, India
University of Mumbai, India

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

l. 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, particula Traditional crafts represent more than just
beautiful artistic expressions—they embody cultural identity, historical significance, and the collective
wisdom passed down through generations. However, in today's fast-paced digital era, these invaluable
traditions face the risk of fading away, especially as younger generations become increasingly disconnected
from their cultural roots.

To address this challenge, we present the Traditional Craft Challenge (TCC), a mobile application
designed to rejuvenate and preserve traditional crafts by combining education, technology, and cultural
conservation through gamification. The TCC app aims to engage users—particularly younger audiences—by
transforming cultural learning into an interactive and enjoyable experience.
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Through step-by-step digital tutorials, users can explore and recreate various traditional crafts such as
Warli painting, Origami, African beadwork, and traditional pottery. The app leverages innovative
gesture-based tools and creative challenges, turning the learning process into a game-like adventure. Users
earn points, badges, and rewards, encouraging mastery, creativity, and sustained participation. This gamified
approach not only imparts artistic skills but also fosters cultural appreciation and global awareness.

Beyond digital education, the Traditional Craft Challenge actively promotes community engagement.
The app connects users with authentic artisans and cultural centers, features virtual exhibitions showcasing
traditional crafts, and allows users to purchase handmade items directly from creators. It also provides access
to local workshops, thus supporting artisans economically while contributing to the sustainable preservation
of cultural traditions.

By seamlessly integrating technology with heritage, the TCC app creates a dynamic, interactive platform
where education meets preservation and community empowerment. It inspires young individuals to become
future custodians of cultural heritage, bridging generational gaps and ensuring these treasured crafts continue
to thrive in the modern world.

In conclusion, the Traditional Craft Challenge demonstrates how gamified learning can effectively
safeguard intangible cultural heritage, enhance educational experiences, and strengthen community bonds in
the digital age.

I1. REVIEW OF LITERATURE

Overview of Traditional Craft Preservation Efforts Globally

Traditional crafts are a vital part of intangible cultural heritage (ICH), representing the artistic, social, and
historical identities of communities worldwide. International organizations, particularly the United Nations
Educational, Scientific and Cultural Organization (UNESCO), have recognized the importance of
safeguarding these traditions. Through efforts like the UNESCO Intangible Cultural Heritage Lists
(UNESCO, 2003), numerous traditional practices—including Warli painting, pottery, beadwork, and
Origami—have been documented and promoted.

Despite such initiatives, traditional crafts continue to face a sharp decline. Factors-such as urban migration,
industrialization, and a growing intergenerational disconnect contribute to the erosion of these practices
(Smith & Akagawa, 2009). Historically, preservation strategies such as community-led initiatives,
apprenticeship-based knowledge transfer, and integration into formal education systems have been
employed. However, these methods often fall short of engaging the digitally native youth of today (Kurin,
2004).

The Role of Educational Applications and Gamification in Cultural Learning

With the rise of mobile technology, educational applications (apps) have emerged as powerful tools for
engaging users in cultural education. Examples like Duolingo (for language learning) and Google Arts &
Culture (for art exploration) demonstrate the capacity of digital platforms to democratize access to cultural
content.

One effective approach in educational apps is gamification—the integration of game-like elements such as
points, levels, badges, and challenges into non-game contexts. Research has shown that gamification
significantly enhances user motivation, learning outcomes, and content retention (Deterding et al., 2011).
Apps such as Craftsy, which offers video tutorials for crafting, and Pokémon GO, which uses location-
based engagement, illustrate the range of gamified learning experiences (Hamari et al., 2014).

Nevertheless, many existing platforms lack a holistic framework that merges gamification with cultural
authenticity and community interaction. This gap is a critical limitation, as meaningful cultural preservation
requires both educational effectiveness and active community participation (Robertson, 2018).

Research on Gamified Learning and Mobile Applications in Education

Extensive studies on gamified learning and mobile game-based education highlight their value in increasing
learner engagement, encouraging active participation, and enhancing knowledge retention (Subhash &
Cudney, 2018). Game features such as instant feedback, progressive difficulty, and reward mechanisms
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support both intrinsic and extrinsic motivation—Kkey drivers of effective learning outcomes (Hamari et al.,
2016).

In the context of cultural education, gamified apps have been successfully employed to teach disciplines like
history, languages, and traditional art techniques. These applications promote experiential learning,
allowing users to immerse themselves in cultural practices beyond the boundaries of conventional classrooms
(Gee, 2003). Additionally, the portability and accessibility of mobile devices make them ideal for reaching
diverse audiences, especially younger generations, who play a vital role in cultural transmission
(Papastergiou, 2009).

Technologies Used in Interactive Learning: Gesture-Based Interfaces, Augmented Reality, and Digital
Storytelling

Modern mobile technologies enable highly interactive and immersive learning environments. Gesture-based
interfaces allow users to simulate real-world craft actions, such as folding in Origami or molding clay in
pottery, enhancing tactile learning experiences (Yildirim & Kara, 2020).

Augmented Reality (AR) overlays digital content onto the real world, offering interactive 3D tutorials and
visual guides that deepen user engagement and understanding (Billinghurst et al., 2015). Meanwhile, digital
storytelling—the combination of multimedia with narrative—fosters emotional connections and contextual
awareness, helping learners relate to the cultural significance of the crafts (Robin, 2008).

Together, these technologies create multisensory educational environments that enrich both skill
acquisition and cultural appreciation (Johnson et al., 2016).

Community Impact and Economic Empowerment through Digital Platforms

Digital platforms not only facilitate education but also serve as engines for community empowerment and
economic development. Online marketplaces like Etsy and Ten Thousand Villages enable local artisans to
reach global consumers, fostering cross-cultural exchange and boosting income (Norris et al., 2015).
Moreover, mobile apps that connect users with in-person workshops and cultural centers encourage direct
interaction between learners and craft practitioners, reinforcing cultural continuity (Zhao & Yuen, 2017).
These platforms blend educational value with socio-economic support, creating a sustainable model that
incentivizes the preservation and innovation of traditional crafts (United Nations Development Programme
[UNDP], 2019).

I11. THEORETICAL FRAMEWORK

The Traditional Craft Challenge (TCC) app is grounded in well-established theories that support user
motivation, cultural preservation, and effective mobile learning. These foundational frameworks inform
the app’s design, functionality, and educational objectives.

1. Gamification Theories
The app draws upon Self-Determination Theory (SDT) to foster intrinsic motivation among users. SDT
identifies three core psychological needs:
e Autonomy — The app allows users to choose among various traditional crafts, fostering a sense of
personal control.
o Competence — Skill-building activities, rewards, and feedback systems encourage users to develop
and master new techniques.
e Relatedness — Community features promote interaction with peers and artisans, supporting social
connection and shared learning.
Additionally, the app applies Flow Theory, ensuring that each challenge is matched to the user’s current skill
level. This balance between difficulty and ability maintains engagement, immersion, and sustained interest
throughout the learning process.

2. Cultural Transmission and Heritage Preservation

The app leverages the Enculturation Model, which emphasizes cultural learning through social participation.
By simulating traditional methods of knowledge transmission—such as mentorship, storytelling, and
communal engagement—the app replicates authentic learning environments.

Aligned with the United Nations Educational, Scientific and Cultural Organization (UNESCO)
framework for safeguarding intangible cultural heritage (ICH), the app integrates cultural narratives with
practical craft instruction. It supports participatory preservation by involving local artisans and cultural
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communities in content creation. This approach not only enhances cultural authenticity but also promotes
economic empowerment and intergenerational knowledge transfer, ensuring long-term sustainability.

3. Educational Technology Frameworks

The TCC app is guided by key principles from Mobile Learning Theory, which emphasizes flexibility,
accessibility, and contextual relevance. By offering hands-on craft tutorials accessible via mobile devices, the
app enables anytime, anywhere learning. The use of gesture-based controls allows users to simulate real-
world crafting actions, enriching the interactive experience.

The app also incorporates elements of Constructivist Learning Theory, which encourages users to learn
through exploration, creation, and collaboration. By designing open-ended activities and opportunities for
users to share their creations, the app supports active, learner-centered education.

IV. METHODOLOGY

Design Approach: User-Focused and Culturally Respectful

The development of the Traditional Craft Challenge (TCC) app follows a user-centered design approach,
with a strong focus on the needs, preferences, and cultural contexts of its primary audience—primarily young
individuals interested in exploring traditional crafts. This process involves ongoing collaboration with
cultural experts, local artisans, and prospective users to ensure both authenticity and cultural sensitivity.
The app’s design is guided by principles of cultural respect and representation. It carefully integrates the
history, symbolism, and traditional methods associated with each craft, deliberately avoiding cultural
appropriation, stereotyping, or oversimplification. By incorporating community feedback and expert
consultation throughout development, the app ensures its content remains accurate, meaningful, and engaging
for users from diverse backgrounds.

Overview of App Features
The TCC app offers a variety of features designed to provide a rich, interactive learning experience:

o Step-by-Step Tutorials: Users can learn traditional crafts such as Warli painting, Origami, African
beadwork, and traditional pottery through simplified, easy-to-follow instructions. Each tutorial is
supported by gesture-based controls, enabling users to mimic real crafting movements for a more
immersive experience.

o Creative Challenges: These features encourage users to apply what they’ve learned by designing their
own variations of traditional crafts, promoting artistic expression and skill reinforcement.

e Virtual Exhibitions: The app hosts dynamic digital galleries showcasing both user-generated
artworks and artisans’ creations, cultivating a community space for cultural appreciation and
exchange.

User Engagement Strategies
To support sustained learning, skill development, and user motivation, the app incorporates various
gamification techniques:

« Points and Badges: Users earn points for completing tutorials and participating in creative challenges.
Badges are awarded for milestones such as mastering specific skills or engaging in community events.

o Immediate Feedback: Real-time responses and visual progress indicators help boost user confidence
and reinforce continued learning.

e Leaderboards and Social Sharing: These features promote friendly competition and allow users to
share their progress and creations on social media platforms, encouraging collaboration and
community involvement.

These engagement strategies align with recognized motivational frameworks and are tailored to the learning
preferences of the app’s core demographic.
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Methods of Data Collection
To assess the app’s usability, effectiveness, and cultural impact, a mixed-methods approach is employed:
e Surveys: Quantitative surveys are administered before and after app use to measure changes in
usability perception, user engagement, and cultural understanding.
o Usability Testing: Observational testing is conducted to evaluate how users navigate the app, identify
any interface issues, and gather insights for design improvement.
e In-Depth Interviews: Qualitative interviews with selected users provide deeper insights into user
motivations, personal experiences, cultural connections, and creative engagement.
This combination of methods ensures a comprehensive understanding of both the practical outcomes and the
emotional resonance of the user experience.

Target Audience and Demographics
The primary target audience consists of youth and young adults aged 12 to 30. This group includes digital
natives who are at higher risk of losing touch with traditional cultural practices but are also the most receptive
to technology-enabled learning.
The secondary audience includes:

o Educators seeking culturally enriching content for students,

e Cultural organizations aiming to promote heritage preservation,

e Artisans interested in sharing their crafts with a broader audience.
The app is designed to be inclusive and accessible, with features that cater to diverse cultural backgrounds,
education levels, and geographic locations. Where possible, the app provides localized content to reflect
specific regional traditions and languages, ensuring relevance and resonance for global users.

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

V. OBJECTIVES

e To develop a mobile application that is user-centered and culturally respectful, specifically designed
for young users. The app will enable them to explore and learn traditional crafts through interactive,
engaging, and gamified activities, fostering a deeper connection with cultural heritage.

e To design intuitive, step-by-step tutorials that simplify complex craft techniques—such as Warli
painting, Origami, African beadwork, and traditional pottery—while incorporating gesture-based
controls and creative challenges to support hands-on learning and artistic expression.

e To enhance user motivation and encourage sustained participation by integrating gamification
features, including points, badges, rewards, and progress tracking. These elements aim to promote
skill mastery and a sense of accomplishment.

e Toevaluate the app’s usability, instructional effectiveness, and cultural impact by using a combination
of quantitative and qualitative research methods, including surveys, usability testing, and in-depth user
interviews. These assessments will help determine how the app influences users’ cultural awareness,
creative engagement, and learning outcomes.

e To contribute to the preservation of intangible cultural heritage (ICH) and support economic
empowerment of artisans by linking users with authentic craftspersons through virtual exhibitions, in-
app marketplaces, and community-based workshops.
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e Toexplore the potential of mobile-based gamified learning as a sustainable and innovative method for
safeguarding traditional crafts and promoting intergenerational transmission of cultural knowledge in
the digital era.

VI. CHALLENGES AND LIMITATIONS

1. Maintaining Cultural Sensitivity and Authenticity
Representing traditional crafts with accuracy and respect is a significant challenge. The process of
converting intricate cultural practices into simplified digital tutorials can risk oversimplification,
misrepresentation, or cultural appropriation. Striking the right balance between accessibility
and cultural integrity requires continuous collaboration with artisans, cultural experts, and
heritage organizations. This approach, while essential, is both time-intensive and resource-
demanding.

2. Access to Technology
Despite the widespread availability of mobile applications, digital inequality remains a barrier.
Individuals living in remote or economically disadvantaged areas may lack access to
smartphones, stable internet connections, or basic digital literacy. This digital divide can
exclude the very communities that are the primary custodians of traditional crafts, limiting the
app’s reach and impact.

3. Sustaining User Interest Over Time
Maintaining long-term engagement with educational apps is inherently difficult. While
gamification features—such as points, badges, and rewards—can initially motivate users, their
effect may diminish over time without regular content updates, new challenges, and active
community involvement. Additionally, encouraging users to progress from digital interaction to
real-world craft practice presents an ongoing challenge.

4. Transferring Skills from Virtual to Physical Practice
While gesture-based interfaces simulate real crafting techniques and enhance interactivity, they
cannot fully replicate the tactile experience required for true mastery. Learning traditional crafts
often involves hands-on guidance, material interaction, and contextual understanding. Thus,
the app must be supplemented with in-person instruction, local workshops,-or hybrid learning
models to ensure comprehensive skill development.

5. Addressing Cultural Diversity and Localization Needs
Traditional crafts vary significantly across cultures and regions. Developing a globally relevant app
requires careful localization, including the use of regional languages, symbols, and cultural
references. This process is complex and resource-intensive, but without it, the app may lose
relevance, authenticity, and acceptance among diverse cultural groups.

6. Integrating Artisans and Promoting Ethical Economic Practices
Connecting users with authentic artisans and establishing fair trade marketplaces involves
logistical, ethical, and operational challenges. Ensuring fair compensation, intellectual property
protection, and product quality control is essential. Without strong safeguards, there is a risk of
exploiting artisans or commercializing cultural heritage in ways that undermine its value and
significance.

7. Protecting User Privacy and Data Security
The collection of user data for analytics, social features, and progress tracking introduces privacy
and security concerns, particularly when minors are involved. Ensuring compliance with data
protection regulations—such as the General Data Protection Regulation (GDPR)—requires
transparent consent mechanisms, secure data storage, and responsible usage policies. These
legal and ethical obligations add to the overall complexity of app management and governance.
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VII. RESEARCH ANALYSIS

1. User Engagement and Motivation Evaluation

Quantitative Analysis (Surveys and App Usage Data):

User engagement is assessed through pre- and post-intervention surveys and app-generated data.
Metrics include session duration, frequency of app usage, points earned, badges achieved, and
completion rates for creative challenges. These indicators help identify how gamification features
influence user motivation and retention. Statistical techniques such as descriptive statistics (e.g.,
means, medians, standard deviations) and inferential tests (e.g., t-tests and analysis of variance
[ANOVAY]) are applied to examine differences in engagement across demographic variables such as
age, gender, and prior experience with traditional crafts.

Qualitative Insights (User Interviews):

Semi-structured interviews are conducted to explore user motivations, satisfaction levels, and
barriers to engagement. A thematic analysis approach is used to identify recurring themes such as
emotional connections to culture, usability concerns with gesture-based controls, and the appeal of
creative freedom.

2. Assessment of Learning Outcomes and Skill Development

Self-Assessment and Performance Metrics:

Users complete pre- and post-intervention surveys to report changes in self-confidence regarding
craft techniques. In parallel, the app’s gesture recognition system records user performance on craft
tasks, offering objective data on accuracy, completion time, and progress.

Creativity Evaluation:

User-submitted artworks and challenge responses are reviewed using a set of culturally informed
assessment criteria, developed in collaboration with traditional artisans and heritage experts. This
enables a robust evaluation of users' creativity, authenticity, and innovation in applying craft
techniques.

Cross-Validation:

Quialitative reflections from user interviews are used to support and contextualize the quantitative
findings, ensuring a holistic understanding of learning and skill development outcomes.

3. Cultural Awareness and Appreciation

Pre- and Post-Surveys:

Changes in users’ cultural knowledge, attitudes, and perceptions are measured using survey tools
administered before and after app interaction. These instruments assess both factual understanding
and emotional engagement with traditional crafts.

Content Analysis of User-Generated Materials:

Narratives, comments, and shared creations within the app are analyzed to determine the depth of
cultural appreciation and cultural literacy. Particular attention is given to how users reference
symbolism, historical context, and regional variations in their outputs.

Impact of Digital Storytelling:

The role of digital storytelling features—such as animated narratives and heritage profiles—is
examined to evaluate their effectiveness in fostering empathy, pride, and a sense of belonging.

4. Community Engagement and Economic Outcomes

Marketplace and Workshop Metrics:

User participation in the app’s artisan marketplace, virtual exhibitions, and community workshops is
tracked to assess the platform’s ability to connect users with authentic craftspersons and cultural
hubs.

Artisan Feedback and Economic Indicators:

Feedback from artisans is collected through surveys and interviews to assess their satisfaction,
perceived value, and areas for improvement. Sales data and workshop enrollments are analyzed to
determine economic impact and sustainability.

Community Building Through Digital Platforms:

The app’s ability to foster a culturally engaged digital community is evaluated through interaction
metrics, such as social sharing, user comments, and participation in community events.
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5. Usability and User Experience Evaluation

Usability Testing:

Structured usability tests are conducted to assess the ease of navigation, responsiveness of gesture-
based controls, and accessibility of features across various devices and user groups.

Feedback Collection:

User suggestions and reported difficulties are collected through surveys and interviews, enabling
iterative improvements to the app’s interface and functionality.

Heuristic Evaluation:

Experts conduct a heuristic analysis based on established usability principles to identify potential
design flaws and recommend enhancements. This ensures that the user experience aligns with best
practices in mobile learning and culturally respectful design.

VIII. CONCLUSION AND FUTURE SCOPE

1.

The Traditional Craft Challenge (TCC) app successfully engages young users in learning
traditional crafts through a user-centered design approach that emphasizes cultural respect and
authenticity.

The integration of interactive tutorials, gesture-based controls, and gamification elements—such
as points, badges, and creative challenges—effectively promotes skill development, hands-on
learning, and artistic expression.

Ongoing collaboration with cultural experts and local artisans ensures that the app’s content
remains authentic, culturally relevant, and educationally meaningful.

Key challenges identified include limited access to technology in underserved areas and the
complexity of localizing content to suit diverse cultural contexts.

The app’s features, such as the artisan marketplace and virtual exhibitions, foster community
engagement and provide economic opportunities for traditional craftspersons.

Future development priorities include expanding the variety of traditional crafts, enhancing the
accuracy of gesture recognition, and improving localization to better reflect regional languages
and customs.

There is strong potential to integrate augmented reality (AR) features and develop-stronger
connections between digital learning experiences and real-world workshops or cultural events.
Continuous user feedback analysis—including surveys, usability testing, and-interviews—will be
essential for refining app functionality, improving user experience, and guiding future updates.
Overall, the TCC app represents an innovative and scalable solution for preserving intangible
cultural heritage (ICH) by leveraging the accessibility and interactivity of mobile technology.
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