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Hyper-Sensing Creative Acts
The Role of Design in Transmitting 
Intangible Cultural Heritage through 
Digital Tools

Keywords
Human-Computer Interaction, Knowledge Creation, Intangible Cultural Heritage, Aug-
mented Ethnography, Craft-Based Research.

Abstract
Craft objects represent material culture, artisans’ heterogeneous know-how shaped into 
tangible artefacts as results of creative acts, evidence of an “intimate connection between 
hand and head”. Craftspeople are alive custodians of Intangible Cultural Heritage (ICH), 
conceived as embodied knowledge about practices, representations, living expressions, 
and skills inherited from the past and belonging to specific, situated communities. Due 
to sociocultural, economic, and technological barriers, the Fashion sector counts few 
attempts to preserve and transmit ICH to posterity.  
Digital technologies could preserve, revive, transmit and valorize ICH’s creative acts through 
their data, information, and knowledge encoding. Digital tools for data mining coupled with 
design ethnography could be powerful means to analyse, record, and archive analogue 
creative and productive processes. Through literature review, the paper aims to reflect on 
the relationship between craftsmanship, digital technologies, and ICH, firstly by identifying 
their applicative crafts sectors and secondly highlighting limits and opportunities of digital 
tools and procedures for crafts ICH representation (encode, document, analyse, preserve, 
and archive embodied knowledge) and presentation (translate data into engaging narratives 
toward ICH’s dissemination and spreading). Resulting guidelines highlight the role of design 
toward sustainable development in preserving cultural diversity and identity against the 
fashion industry’s mass production and growing globalisation.

Daria Casciani
Politecnico di Milano 
Orcid id 0000-0002-7502-7633

Angelica Vandi
Politecnico di Milano 
Orcid id 0000-0002-3627-0059
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1.1. Intangible Cultural Heritage (ICH) of Craftsmanship’s 
Creative Acts  
Literature (Skublewska-Paszkowska et al., 2022) shows a 
sense of urgency and a new research focus directed at safe-
guarding and promoting tangible, intangible and mixed 
cultural heritage. Craft objects represent material culture, 
artisans’ heterogeneous know-how shaped into tangible arte-
facts, the results of the creative acts (KWF Cologne, 2011), and 
the physical embodied evidence of an “intimate connection 
between hand and head” (Sennett, 2009, p.9). Intangible Cul-
tural Heritage (ICH) refers to social and cultural practices and 
processes rooted in traditional and local cultures, including 
oral traditions, customs, language, music, and craftsmanship 
(UNESCO, 2003). Craftspeople are the alive custodians of 
ICH, conceived as practices, representations, living expres-
sions, and skills inherited from the past and belonging to 
specific, situated communities (UNESCO, 2003).   
ICH craft-related practices and creative acts are embodied 
knowledge often handed down through personal exchanges and 
oral mentoring between craftspeople and apprentices through 
a process of human knowledge transmission (UNESCO, 2003). 
The risk of disappearance of traditional crafts techniques, tacit 
knowledge, and embodied skills in creative acts is very high 
because it relies on the implicit practices of knowledge transfer 
of experienced craftspeople to novices through inductive and 
on-the-job learning. The small number of remaining experts, 
old in age and passing on their knowledge mainly in the famil-
iar entourage and the limited number of educated young pro-
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fessionals interested in artisanal jobs contribute to the risk of 
loss of cultural transmission of ICH in craftsmanship sectors. 
Craftsmanship’s disappearance is increased by the impossi-
bility of adapting to the competition of mass production at 
lower costs due to the delocalization of manufacturing to plac-
es where hand labour is low-priced. Therefore, even though 
artisans are valued for their talent, they find detrimental con-
ditions to keep traditional craftsmanship alive in a technolo-
gy-driven world. However, the promotion of the awareness of 
ICH helps maintain cultural diversity and preserve non-physi-
cal creative acts in the threat of globalisation.

1.2. Transmission of Fashion Craftsmanship ICH toward 
Cultural Sustainability 
Fashion, luxury, and applied arts & crafts fields are CCIs as 
they are globally recognized for their excellence and compet-
itive value in leveraging creative acts and producing cultural 
content embedded into practices and artefacts (Bertola et al., 
2016; European Commission, 2016), thus entailing the pres-
ervation, safeguarding, and transmission of ICH. Indeed, the 
European cultural and technical know-how of craftsmanship 
in the fashion sector has a worldwide reputation. In particu-
lar, the EU textile and clothing sector employs 1.5 million 
people and produces a turnover of €162 billion, being cloth-
ing manufacturing the main contributor to the total produc-
tion (Euratex, 2020), while the leather accessories and related 
goods sector comprises about 36K enterprises and generates 
a turnover of €48 billion, employing around 435K people. 
As the fashion craftsmanship sector is a significant asset for 
economic, cultural, social, and environmental sustainability, 
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entrepreneurship and education are essential topics for CCIs 
to preserve ICH (European Commission, 2019) and boost the 
economy. Safeguard attempts should focus on reviving the 
processes of the craft toward enhanced aesthetics and quality 
of creative processes and attracting the younger generation to 
artisanry processes. This can contribute to sustainable devel-
opment in maintaining cultural diversity and identity against 
mass production and growing globalisation (Cominelli & 
Greffe, 2012), both encouraging old and new artisans’ gen-
erations to produce craft, providing livelihoods to the crafts 
communities, and perpetuating creativity, thus impacting 
economics and social wellbeing.  

1.3. Digital Technologies for Craftmanship’s ICH 
Representation and Presentation
Digitization and digitalization have the ambition to be effective 
tools to safeguard ICH by representing (encoding, documenting, 
analysing, preserving) and presenting (transmitting, commu-
nicating, and disseminating) (Partarakis et al., 2020b) the tacit, 
intangible, embodied craftsmanship knowledge. Digital tech-
nologies can ensure the materialisation of ICH in digital memo-
ries using digital and augmented ethnographic approaches.   
Basic technologies aiding ethnographic research toward the 
digitization of ICH use audio recording, still photography, 
and video filming allowing the capture, recording, and stor-
ing of actions, activities, processes, contexts, environments, 
and atmospheres where craftsmanship takes place.  
The use of digital tools for data mining (depth sensors and 
cameras, haptic devices, and sensorised wearables) combined 
with design ethnography could be a powerful means to ana-
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lyse, record, and digitise analogue craft creative and produc-
tive processes, particularly regarding the “complexity of mi-
cro gestures used in crafting traditions” (Flanagan & Fraietta, 
2019; Cheng et al., 2015), along with the creation of a deep and 
embodied knowledge (Frankjaer & Dalsgaard, 2018).   
An augmented ethnographic approach (Churchill et al., 2010; 
Nicholas et al., 2022) could help digitise more data to extract 
more information about ICH and archive, present and preserve 
the intangible knowledge related to crafts’ creative acts. These 
digital technologies are low-fidelity sensors (O’Sullivan & Igoe, 
2004) used to monitor and analyse activities, behaviours, and 
the implicit bodily knowledge of craftspeople during their 
working activities or to capture the tools’ perspective of routine 
processes (Churchill et al., 2005). More sophisticated sensors 
such as cameras, mobile eye-tracking devices, or head-worn 
augmented reality (AR) systems are used to capture body-mind 
implications while performing certain activities. In addition 
to this, the augmented computational and technological capa-
bilities of 3D reconstruction and visualisation and augmented 
narrative through virtual, augmented, and mixed reality (VR, 
AR, MR) (Konstantakis & Caridakis, 2020) not only allow to 
document and encode practices but are also fundamental to 
guide the making practices for educational transmission and 
other dissemination scopes (Nicholas et al., 2022).   

2. Methodology 
The methodology of this study consists of a systematic litera-
ture review in the craftsmanship, design, socio-technical, and 
Human-Computer Interaction (HCI) disciplines. It has been 
developed through the following path:
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•	 Development of the study aims and research questions 
definition.

•	 Development of the desk research query on academic pub-
lication databases and digital research engines.

•	 Definition of research criteria concerning databases and 
keywords.

•	 Selection of publications and case studies and application 
of inclusion/exclusion criteria.

•	 Data extraction and contents analysis.

2.1. Aim of the Study
The paper aims to reflect on the relationship between ana-
logue craftsmanship, digital technologies, and ICH to discuss 
the role of design in:

•	 Applying digital technologies, tools, and procedures for 
crafts ICH representation: encode, document, analyze, 
preserve, and archive embodied knowledge about crafts’ 
creative acts within traditional craft environments.

•	 Applying digital technologies, tools, and procedures for 
crafts ICH presentation: translate data into engaging nar-
ratives toward dissemination and spreading of ICH to the 
broader public.

•	 A particular focus on the use of digital technologies in ICH 
of fashion craftsmanship aims to understand the emerg-
ing opportunities and limitations for future research on 
the role of design in preserving and transmitting fashion 
craftsmanship embodied knowledge.
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2.2. Literature Review 
The literature review was conducted between February 2022 
and June 2022, using the primary academic publication da-
tabases (WoS, Scopus, Elsevier, Science Direct) and digital 
research engines (Google and Google Scholar) to reach both 
resources from the most prestigious academic databases, and 
case studies, publications, and grey literature on the topic. 
The structure of the first research query undertakes the fol-
lowing keywords: (intangible cultural heritage or non-physi-
cal heritage) and (craftsmanship or crafts or artisanship) and 
(digital). Subsequent research also included (gesture or aug-
mented ethnography) to specify better the focus of the studies 
related to creative acts. Finally, specific research also includ-
ed the terms (fashion, textile, or clothing) to address the stud-
ies related to fashion and apparel craftsmanship. 

The selection and screening phase regarded the abstract 
analysis and the articles’ conclusions to understand how much 
they fit the research. This screening identified 21 articles and 
papers and four projects as case studies (Fig. 1). Classification 
followed the criteria of (i) year of publication, craft sector, 
gestures tracked, focus area between presentation and rep-
resentation, used technologies highlighting limitations, and 
opportunities. In addition, technological implementations 
have been qualitatively analised in the results section. Re-
sources were included if focusing on craftsmanship ICH me-
diated by digital technologies published or released between 
2012 and 2022 only. 

The research has been conducted to identify:

H
yp

e
r-

S
e

n
si

n
g

 C
re

a
ti

ve
 A

c
ts

 b
y 

D
. C

as
ci

an
i &

 A
. V

an
di



24
5

PAD   Pages on Arts and Design   #23

•	 The main craftsmanship sectors involved in the rep-
resentation and presentation of ICH creative acts using 
digital technologies.

•	 The technologies adopted, related outputs, opportunities, 
and limitations for representing ICH creative acts.

•	 The technologies adopted, related outputs, opportunities, 
and limitations for presenting ICH creative acts.

3. Results

3.1. Identified Craftsmanship Sectors  
Literature review outcomes prove a growing interest in the 
representation and presentation of ICH in the context of 
crafts practices started in 2014 and peaked in 2019-2022 dur-
ing what Fox Miller (2017) defined as the “third-wave craft 
movement”. 

Skublewska-Paszkowska et al. (2022) also demonstrated that 
craftsmanship ICH mediated by technologies is a growing 
research context. Indeed, the development of advanced digital 
tools has allowed reflections on the possibilities of preserv-
ing knowledge and skills used to produce various traditional 
crafts practices through their translations in digital data and 
their transmission to the wider public through immersive dig-
ital techniques. The analysed craftsmanship studies concern 
various types of traditional know-how and haptic skills (Fox 
Miller, 2017) in the form of finger dexterity, hand gestures, 
broader body movements, human activities, and resulting 
manufacturing processes. 
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Figure 1. Casciani-Vandi, 2022.
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The sectors emerging from the literature regard: 
 
•	 Pottery and wheel-throwing, from the projects i-Treasures 

(Dimitropoulos et al., 2018) and ArtiMuse (Manitsaris et 
al., 2014). Both studies offer a methodological framework 
for capturing, recognizing and modelling expert technical 
gestures through human-computer interfaces. 

•	 Glass-blowing hands gesture tracking used to model and 
animate a digital avatar for a thematic museum exhibition 
by Cadi Yazli et al. (2022). On the other hand, Carre et al. 
(2022) present a process of reverse engineering aimed at 
the visual and semantic representation and presentation 
of a historical glass conserved in a museum for educa-
tional and preservation purposes. More than this, the 
project Tacit Dialogues (2021) shows an ongoing, multidis-
ciplinary research focused on the performative qualities 
of glass-blowing tracked via environmental sensors and 
sensorized tools whose data are decoded into acoustic pat-
terns enabling the auditive monitoring of the glass maker’s 
movement (Wint Design Lab, 2021). 

•	 Jacquard weaving techniques for silk fabric production, ex-
plored by Zabulis et al. (2019), Partarakis et al. (2020a), and 
Cadi Yazli et al. (2022) in the context of the Mingei project. 
The studies started from the assumption that existing data-
sets refer only to generic gestures and activities, but no data-
sets for specific craft practices are available in open access. 
The authors propose an approach for understanding and 
articulating human motion recordings into multimodal data-
sets and VR demonstrations of actions and activities relevant 
to non-experts in the domain of 3D motion digitization.  
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•	 Embroidery, with the experiment from Flanagan and 
Fraietta (2019), aimed at reviving the Chinese Shui ethnic 
minority horse-tail technique to translate the data maps 
into visual and sonic experiences for students to promote 
cultural sustainability. Nicholas et al. (2022) explore how 
design and ethnography could merge to study bead-weav-
ing stitch types while capturing, modelling and presenting 
them through immersive tools.  

•	 Footwear crafting, presented by Marfia et al. (2012), fo-
cused on the analysis and digitization of the manufactur-
ing process of haute-couture footwear. The papers focus 
on the technologies used for movement tracking and do 
not clarify how the emerging outputs from the research 
were used. Missing information may stem from non-dis-
closure agreements between the authors and the company 
implied in the research.  

•	 Printmaking on textiles (Brondi et al., 2016) focuses on 
ways of capturing and interpreting the specific and dif-
ferent movements of artisans to be replicated as graphic 
patterns into textiles using the Jacquard techniques (Bi-
dasaria, 2019).

•	 Other less explored sectors related to crafts techniques 
concern Chinese carpet making (Baitao 2022), knitting 
(Lambchurc, 2016), and painting (Chung, 2019).

3.2. Technologies for Representation of ICH Craftsmanship 
Creative Acts 
The analysis shows that researchers primarily focus on crafts 
representation areas that mainly concern documentation, re-
construction and protection of crafts embedded knowledge.  
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nations, the ideal usage of such data should facilitate a new 
model of computation conveying the open-ended information 
embedded in the bodily practices” (Hou et al., 2022, p. 3).  
In this regard, Motion Capture (MoCap) technologies – cate-
gorised into mechanical, magnetic, and optical capture, lever-
aging systems that are camera-based, sensor-based, or a hy-
brid of both – result to be the most popular in ICH archiving, 
allowing data collection to be neutral, simultaneous, thereby 
fostering a perceivable human presence in the virtual cultural 
heritage environments (Chalmers et al., 2021). 

Other authors propose technological applications defined by 
the typology of body gestures to record, usually differentiat-
ing them into coarse and fine (Marfia et al., 2012; Cheng et al., 
2015; Partarakis et al., 2020a).  
Coarse gestures concern repeated, low-precision actions that 
involve the whole body (e.g., moving an object from one end 
to another of a lab), quickly tracked through MoCap mark-
er-less sensors or inertial motion sensors continuously and in 
real-time (i.e., Wii) (Manitsaris et al., 2014), but also by simple 
visual tracking technologies able to recognize the movement 
from video recordings.  
Hands perform actions that involve fine gestures in all those 
cases where a high degree of precision is required (Marfia et 
al., 2012), and both hands and finger movements need to be rec-
ognized. Even though not robust to occlusions, marker-based 
sensors are the most performative for fine-grained gestures, 
using optical markers and active computer vision, which re-
quire expensive commercial systems (Manitsaris et al., 2014). 
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Cheng et al. (2015) introduced a subdivision of the core 3D 
fine gestures recognition approaches mainly focusing on 
finger movements: (i) 3D hand modelling based on the estima-
tion of the articulated hand poses and motions, (ii) static hand 
gestures recognition usually capturing the palm and finger 
postures, (iii) hand trajectory gesture recognition containing 
both trajectory and static gestures also recognized leveraging 
the Kinect skeleton system and finally (iv) continuous hand 
gesture recognition aimed at detecting when a gesture starts 
and when it ends from hand motion trajectories.  

Other complementary approaches emerged from ArtiMuse 
Project (Manitsaris et al., 2014), implying the use of wireless 
inertial sensors and statistical modelling implemented into a 
human-computer interface, or the application introduced by 
the project Mingei called Animation Studio, enabling visual-
isation, editing, and semantic annotation of pertinent data 
acquired by MoCap (Partarakis et al., 2020a).  

3.3. Technologies for the Presentation of ICH Craftsmanship 
Creative Acts
Papers related to technologies for the presentation of ICH 
craftsmanship creative acts are a minority. According to Par-
tarakis et al. (2020b), presentation address the need to exploit 
and decode representation to promote cultural sustainabili-
ty, “conserve cultural resources, contribute to their accurate 
interpretation, provide essential and authentic experiences 
[…]” (Partarakis et al., 2020b). ICH’s traditional curatorial ap-
proaches increasingly integrate interdisciplinary, data-driven, 
and multimodal perspectives (Hou et al., 2022), advancing 
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technical innovations beyond object-centred display through 
digital technologies’ opportunities.   
Therefore, representation applications assume an informa-
tional connotation, developing virtual platforms/portals to 
connect MoCap-derived data to other culture-intensive het-
erogeneous contents, defining the archive context as a more 
“analytical, semantic, and interlinked entity accessing com-
munities’ digitised environments” (Hou et al., 2022). To this 
end, Zabulis et al. (2022) and Stefanidi et al. (2021) developed a 
multiple-user system platform where craft representations can 
be collaboratively authored, shared, displayed, and digitally 
preserved in standardized formats while Carre et al. (2022) 
introduced the Motion Vocabulary as a tool for transmitting 
and explaining gestural skills data to wider audiences.   

Another presentation practice dimension is related to storytell-
ing, whose applications are allowed by technologies belong-
ing to the reality-virtuality continuum (Milgram et al., 1994), 
i.e., the process described by Cadi Yazli et al. (2022), to design 
digital humans to virtually represent craft workers for an XR 
museum exhibition. Storytelling may be implemented through 
augmentations of the craft workspace with virtual characters 
acting as guides, VR environments that provide immersive 
storytelling experiences, and dissemination through online 
virtual storytelling applications, as for the VR demonstrations 
related to silk weaving (Partarakis et al., 2020b) translating 
motion retargeting to Virtual Humans, or VR technology 
generating the gamified experience of carpet weaving (Baitao, 
2022). Other storytelling experiments about the presentation 
of crafts gestures could also converge in contemporary art, 
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exploiting the freedom and cutting-edge explorative dimension 
that only artistic practices can enable. 
This is the case of XYZ | Sensomotoric Interplay of Glass and 
Body by Wint Design Lab (2021) and Cyberknitics by Ezra Lamb 
(2016), offering visual and sound reinterpretations of the indi-
vidual movement of the artist to the physical resonance with-
in respectively a glass-blown piece or a knitting activity. In 
tandem, the artist Sougwen Chung (2019), through the series 
Artefact explores artistic co-creation through improvisational 
drawing collaboration with a collaborative robot trained on 
the artist’s movement when drawing. The project of Rashmi 
Bidasaria (2020) parallels the gestures of hand block printing 
with Jacquard weaving, translating through digital recordings 
the analogue movements and gestures of craftspeople’s stamps 
into graphic patterns automatically woven.     

Educational applications aim to teach future professionals 
or robotic machines through cultural heritage skill learning 
experiences. First-person acquaintance applications to basic 
skills can be implemented through MR, which could allow 
the manipulation of virtual and physical objects and tools. To 
this end, Flanagan and Fraietta (2019) introduced their study 
on Japanese horse-tail embroidery to Guiyang students to 
carry their cultural traditions while innovating them with cre-
ativity and contemporary insights. Moreover, they propose an 
interactive media museum interface for a growing repository 
through encoding traditional crafts practices.  

Brondi et al. (2016) introduced a virtual environment where 
users can freely explore the space around the artisan and 

H
yp

e
r-

S
e

n
si

n
g

 C
re

a
ti

ve
 A

c
ts

 b
y 

D
. C

as
ci

an
i &

 A
. V

an
di



25
3

PAD   Pages on Arts and Design   #23

overlap their own hands with the encoded hands of the ar-
tisan to learn how to perform some of the actions needed 
during the work of weavers. Manitsaris et al. (2014) reported 
the establishment of sonic and optical feedback to the learner 
through a digital presentation, driving him/her to correct his/
her gestural errors. More conservatively, after having cap-
tured and modelled crafts gestures through HoloLens and 3D 
modelling software, Nicholas et al. (2022) reintroduced them 
to the physical environment through a community-based 
bead-weaving workshop to empower refugee and immigrant 
women from different parts of Africa and the Middle East, 
toward cultural and social sustainability.   

4. Discussion and Conclusions 
Based on the analysis, the fashion industry has not yet imple-
mented systematic research attempts to safeguard its cultural 
heritage, despite being the sector’s most remarkable peculi-
arity in sociocultural, semiotic, and industrial development 
terms. In a craft-based sector like fashion, the growth of craft 
production models results in the diffusion of economic power 
(Fox Miller, 2017), as craft producers increasingly compete 
with large-scale mass producers that globalization has fa-
voured during the last decade. In this context, technological 
advances could play a significant role in enabling the revival 
of small-scale craft manufacturing towards cultural sustaina-
bility. A design-driven approach based on ethnography could 
therefore have the power to integrate these scattered exper-
iments within the fashion system to enable the development 
of products/systems with high narrative content, local knowl-
edge, and identity as a stimulus for innovation (Vacca, 2012).  
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Conversely, any attempt to transmit and communicate fashion 
craftsmanship ICH has always clashed with a conservative in-
dustry that is reluctant to the widespread dissemination of the 
craftsmanship and know-how contained within a high-fashion 
product. In addition, technologies bring the fear of ICH being 
copyrighted or patented by outsiders of the local communities 
and owners of the crafts’ creative acts, increasing the secretive 
and closed attitude toward technologies, even if adopted to 
safeguard ICH practices and knowledge (George, 2010). 

The issue of openness of digital data against data protection 
of the fashion sector is an argument of critical reflection con-
sidering that the digitalization of ICH eases data replication, 
conversion, manipulation, and recombination, and thereby 
supports the democratic cultural remix of information and 
products (Brennen & Kreiss, 2016), but also needs to have a 
disciplined way to convey information, meanings, and mem-
ories, to avoid impoverishment of local knowledge against 
mass globalisation and cultural appropriation.  

To do so, an interdisciplinary, collaborative, and systemic 
environment is required at the onset and during activities 
related to the presentation of fashion craftsmanship ICH. 
Indeed, engineering expertise (e.g., robotics, mechatronics, 
mechanical and electrical engineering, and computer science) 
should be coupled with social sciences and humanities (e.g., 
sociology, socio-technical studies, digital humanities, histo-
ry, anthropology, and cultural studies) to exploit technologies 
for sociocultural production. In this context, design is con-
ceived as “a creative and proactive attitude to filter, transfer 
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and connect different bodies of knowledge to shape innova-
tive solutions” (Banerjee & Ceri, 2015), being a crucial lever 
in mediating among the aforementioned interdisciplinary 
fields. This collaboration could contribute to select technol-
ogies and computational methods to extrapolate and digi-
talize tacit knowledge embedded in artisans’ “bodily skills, 
technical knowledge of tools and techniques, trained sensory 
capacities, knowledge of materials, and stylistic preferences” 
(Giaccardi & Redström, 2020) and to support data interpreta-
tion through critical and historical comparisons with contex-
tual data related to the political, social, cultural environment 
where fashion craftsmanship ICH are situated.      

Digital technologies still show limitations in replicating and 
replacing the highly specialised perceptual and manipulation 
skills and the creative abilities of fashion craftspeople (Frey & 
Osborne, 2013). This recorded and archived gestural data from 
“creative acts” do not directly translate and give access to cog-
nitive information that links crafts people’s hands and heads. 

Besides, the technological limitations in data collection can 
be mediated through an interpretation at the presentation 
stage using useful technologies and storytelling skills to nar-
rate the experience in a holistic, thick, and complex manner. 
To date, ICH presentation projects offer a vertical and specif-
ic viewpoint of creative acts, often reproducing a single as-
pect in highly interactive modes of fruition that present lim-
ited connections with the socio/historical/cultural contexts. 
The creative acts are also often presented by abstracting the 
data from its context as synaesthetic outputs. Here, the data 
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abstraction and act reinterpretation process are not usually 
unfolded but are used within performative artistic disciplines, 
and data visualisation approaches, even though they do not 
imply the restitution and preservation of cultural heritage. 
On the contrary, some examples of ICH presentation use 
digital platforms in the format of digital archives that allow 
the complex replication of data related to the historical and 
sociocultural contexts where creative acts occur but often lose 
effectiveness and offer a passive user experience.    

The resulting guidelines consider the related challenges of the 
fashion craftsmanship sector and focus on the role of design 
as both an encoder and decoder of the inner knowledge lying 
in culture-intensive artefacts.  

In particular, design in the role of data sense-making can: 

•	 Take on challenges related to data manipulation among 
different technologies and platforms while still guaran-
teeing safeguard of the know-how peculiar to the fashion 
industry through protection policies (i.e., non-fungible-to-
ken). This will ensure the preservation and encourage the 
transmission of the ICH’s “creative acts” in the fashion and 
high-end goods market. 

•	 Encode ICH knowledge to promote interdisciplinary educa-
tion through capacity-building materials and educational 
toolkits delivered to different actors such as students, 
craftspeople, and start-uppers to favour long-term resil-
ience and economic and creative capacity of the fashion 
crafts economy. Didactic purposes should embrace the 
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need to narrate crafts processes to interpret data holis-
tically, not only through gestural encoding but also con-
cerning historical-critical contextualization. This will 
upskill craftspeople toward international competitiveness 
and job creation while reviving traditional enterprises with 
augmented and hybridised capacities that could attract 
young professional talents and boost entrepreneurship.

Moreover, design in the role of hyper-sensorial experiences 
elucidator can:  

•	 Build an integrated media architecture through interactive 
storytelling, embodied museology, and gamified engage-
ment (Hou, 2022) that focus on how different ways of digitis-
ing and digitalizing creative acts could impact the presenta-
tion and representation of fashion craftsmanship ICH as 
well as multiply the narrative levels of cultural experiences. 

•	 Manage the inclusion of virtual tactile experiences through 
haptic devices and low-technology haptic visuality films to 
provide tactile feedback to a hand or finger in virtual real-
ity and hyper-sense encoded data for memory elicitation. 
Haptinc interfaces for human-computer interaction, virtu-
al reality, and human-robot interaction could improve the 
sense of touch that is essential for an industry like fashion, 
providing “perceptual cues in the form of forces, displace-
ments, electrical, thermal, or other signals delivered to the 
skin and body” (Zhu et al., 2022).  

 
Therefore, design becomes the creative encoder of new nar-
ratives and meanings from data, representing the intangible 
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side of creative acts in non-linear and philological ways 
through interpretation and synaesthetic conversions to reveal 
and unveil covered data in new forms. In addition, design 
keeps the role of the decoder of new fruition and interaction 
modalities with ICH through emerging media technologies, 
favouring a complete representation of sociocultural, man-
ufacturing and tech-related dimensions lying tacitly behind 
culture-intensive practices. 

Ultimately, design favours “cultural sustainability” (Brown 
& Vacca, 2022) as the lever to preserve communities’ repre-
sentative material cultures and to strengthen craftsmanship’s 
role in expressing traditional culture. Cultural sustainability 
will be fostered by using past knowledge to create new tra-
jectories that can provide interdisciplinary ecosystems with 
insights and directions needed for building a cultural and 
sustainable future.
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From 2003, the only Italian magazine totally 
dedicated to graphic design
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Booklets dedicated to the AIAP’s Archives 
Funds and personalities of Design History.
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The International AIAP Women
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so AIAP CDPG, the Graphic Design Documentation 
Centre. Working to collect, catalogue, archive, 
enhance and promote any documents related 
to graphic design and visual communication. 
These documents (originals as well as layouts 
of projects, books, posters, prints, catalogues, 
correspondence, photographs) help to rewrite 
the history of graphic design in Italy and to 
support research and educational activities, as 
it is the CDGP’s intention to make these 
documents widely available.

AIAP
via A. Ponchielli, 3 
Milano
aiap.it – @Aiap_ita

A HEART 
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