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Craft education and training are important for preserving cultural heritage and fostering artisanal skills. Craft
education and training are challenging since they introduce learners to a multifaceted world, where they must

acquire skills, knowledge, and appreciation for cultural heritage. Balancing these learning objectives is a cognitive

challenge.
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| 1. Introduction

Crafts represent a valuable repository of cultural heritage, encapsulating the wisdom and craftsmanship passed
down through generations. These crafts encompass a diverse array of artistic, functional, and cultural practices,
ranging from woodworking and pottery to textiles and basket weaving . With their intricate techniques, cultural
significance, and historical context, crafts stand as a testament to human creativity, innovation, and cultural
preservation. In a world marked by rapid technological transformations, the preservation of crafts is of significance
for their safeguarding 2.

Training individuals in crafts poses various challenges. It is of paramount importance to understand these
challenges when trying to produce digital learning solutions that aim to support such goals . The main challenge
lies in preserving the authenticity of these crafts [ while adapting to contemporary teaching methods. Other
challenges are related to the nature of craft concerning the modern globalized environment 2. These crafts are
typically transmitted orally from one generation to the next, lacking a structured, written format that facilitates
systematic education [&. The absence of written records poses a significant risk of knowledge loss . The mastery
of crafts is a labor-intensive and time-consuming endeavor, with a dwindling number of individuals showing interest
in apprenticeships. This decreasing interest in crafts raises concerns about their preservation . Furthermore, the
economic viability of these crafts remains limited, as they generally offer low financial returns &. Challenges also
include the procurement of appropriate materials, adaptation to cultural changes, and the effective transfer of skills
from experienced artisans to younger generations. Ensuring consistency in quality, addressing competition from
mass-produced alternatives, and preserving the authenticity of crafts further complicate the training process.

Moreover, access to markets, government support, and the revitalization of interest in crafts within communities are
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critical factors 19, These multifaceted challenges underscore the need for comprehensive training approaches in

crafts, whether technology-assisted or otherwise, to safeguard these invaluable cultural practices.

| 2. Cognitive Load Theory

Cognitive load theory (CLT) is a foundational framework in educational psychology that underpins researchers'
approach to designing effective eLearning experiences for crafts. CLT delves into the intricacies of how the human
cognitive system processes information and how instructional materials’ design influences the learning experience.
The framework identifies three distinct types of cognitive load: intrinsic, extraneous, and germane. Intrinsic
cognitive load relates to the inherent complexity of the subject matter, extraneous cognitive load pertains to the
load imposed by ineffective instructional design, and germane cognitive load concerns the cognitive effort that

leads to meaningful learning.

The core effects associated with CLT have a close relevance in eLearning contexts and include the Split-Attention
Effect, which underscores the significance of not overloading learners with disparate sources of information 1,
The Modality Effect highlights how presenting information through multiple sensory channels can enhance
comprehension and retention (12, The Redundancy Effect emphasizes the negative impact of presenting the same
information redundantly in different modalities 13l In contrast, the Expertise Reversal Effect reminds researchers
that what is effective for novices may not work for experts 14, Researchers will also consider the Guidance Fading
Effect, which suggests that as learners gain proficiency, guidance should be gradually reduced, and the
Imagination Effect which underlines the power of mental imagery in learning 15, The Self-Explanation Effect
advocates for learners to articulate their understanding (28!, and the Element Interactivity Effect 17! focuses on

handling complex, interactive topics.

| 3. Craft Education via Online Social Platforms

Currently, there are several platforms dedicated to teaching crafts. For example, Craftsy is an online platform that
offers video courses on a wide range of crafts, including knitting, quilting, sewing, and more 18], Users can access
pre-recorded classes taught by expert instructors. Udemy hosts a variety of online courses on crafts and DIY
projects. Instructors from around the world create and offer these courses. While the quality and content can vary,
it provides a diverse range of craft-related courses 1. Skillshare is an eLearning platform that offers a wide range
of courses, including those related to crafts and DIY. It is known for its creative and practical courses, with many
focused on crafts. The Great Courses offers a selection of video courses, and they have offerings related to crafts.
These courses are often taught by experts in their respective fields 22, While not a dedicated eLearning platform,
YouTube has a vast library of craft tutorials. Many artisans and crafters share their knowledge and skills through
video tutorials 21, This offers a wealth of free resources for those interested in crafts. Some craft schools and
workshops have adopted eLearning and hybrid learning models. They offer both in-person and online classes,

making craft education more accessible to a wider audience.
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| 4. Moodle as an eLearning Platform

Moodle is a versatile open-source eLearning platform renowned for its rich feature set and widespread adoption in
education and training (22, Educators can seamlessly create and manage online courses, incorporating multimedia
content, interactive assignments, and automated assessments. The user-friendly interface promotes easy
navigation for instructors and learners alike. Moodle’s flexible design allows for extensive customization with
themes and plugins, ensuring it can be tailored to diverse educational needs. Its comprehensive gradebook and
analytics tools facilitate learner progress tracking and performance evaluation. Moodle’s robust security measures
prioritize data protection, and its mobile accessibility caters to various devices, making it an excellent choice for
modern elLearning. With a supportive global community and seamless integration capabilities, Moodle remains a

top choice for educational institutions, corporations, and organizations worldwide 22!,

| 5. Extending Learning Paradigms in Craft Education

In craft education, focusing on digital transformation while preserving the essence of craftsmanship and cultural
heritage is important. The landscape of learning paradigms in craft education currently includes or has the potential

to include in the future several novel learning approaches such as:

Blended Learning Models: craft education often thrives on hands-on learning, apprenticeships, and the transfer of
practical skills from one generation to the next (24, The fusion of practices with digital tools and platforms, such as

Moodle, can create blended learning models that combine the tactile experience of crafting with digital resources.

Microlearning and Skill-Based Learning: As the educational landscape evolves, microlearning has gained
prominence [22! in the context of crafts. Delivering skill-based modules in small, easily digestible segments through

elLearning platforms is such a paradigm.

Gamification and Interactive Learning: Interactive and game-based learning approaches 28 can engage learners
and make the process of acquiring craft skills more enjoyable. Gamified elements can encourage learners to
explore the art of crafting while mastering skills in an immersive, enjoyable manner [,

Virtual Reality (VR), Augmented Reality (AR), and Mixed Reality(MR): New immersive technologies have a good
track record in education and training and have been used in the field of Craft training [281291[30[31][32][33][34][35]
eLearning as a digital form of education has the potential to support or be combined with immersive learning

experiences with the benefit of being able to emphasize their ability to simulate real craftwork environments.

Personalized Learning and Adaptive Platforms: Personalized learning experiences tailored to individual learners

can be facilitated in contemporary education.
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Lifelong Learning and Cultural Preservation: craft education often extends beyond formal schooling, making

lifelong learning essential.
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