
© 2025 Journal of International Commercial Law and Technology; Volume: 6: Issue: 1| All Right Reserved 1243 

 

Journal of International Commercial Law and Technology 
Print ISSN: 1901-8401 

 

Website: https://www.jiclt.com/  

  

Article  

Playing the Future: A Play-Based Framework for 

Workforce Transformation through Creative Games 
Article History: Abstract:  

The future of work is increasingly defined by adaptability, cre-
ativity, emotional intelligence, and problem-solving—capabilities 
that cannot be cultivated through conventional training alone. This 
paper proposes a play-based framework for workforce 
transformation, using Creykid’s original games “Vault of Shapes” and 
“Mood Scribble” as case studies to demonstrate how structured 
creativity can build the founda-tional skills of tomorrow’s 
professionals. Drawing upon theo-ries of cognitive development and 
experiential learning, Vault of Shapes engages players in pattern 
construction, spatial rea-soning, and systems thinking [1], [2]. 
Through its mechanics of assembling complex visual structures 
under constraints, it mir-rors real-world problem-solving in design, 
engineering, and innovation-driven workplaces. Mood Scribble, on 
the other hand, serves as an expressive medium for understanding 
emo-tions, reflection, and empathy competencies that form the 
backbone of leadership and collaborative culture [3]. The study 
explores how such experiences can be extended to organisa-tional 
contexts as tools for creative-thinking workshops, emo-tional-
wellness interventions, and team-innovation exercises. As 
industries evolve toward automation and AI-driven efficien-cy, the 
ability to think, feel, and create will define the work-force of the 
future and it begins with how we play [4]. 
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INTRODUCTION 
The concept of the “future of work” has undergone a 
paradigm shift with the rapid evolution of technology, 
automation, and artificial intelligence. While these 
advancements enhance efficiency, they 
simultaneously redefine the skills essential for 
human employability. According to the Future of Jobs 
Report 2023 by the World Economic Forum [4], the 
most valued workforce capabilities are creativity, 
analytical thinking, adaptability and emotional 
intelligence.            These competencies represent the 
cognitive and emotional agility required to thrive in 
environments characterised by continuous change, 
complex problem-solving, and human–machine 
collaboration. 

Traditional models of education and professional 
training often prioritise technical proficiency over 
creative and emotional development. However, 
psychological theorists such as Piaget and Vygotsky 
emphasised that cognitive growth and learning 
emerge through interaction, exploration, and play [1], 
[2]. Play not only stimulates curiosity and 
experimentation 
 
but also facilitates meaning-making and abstract 
reasoning, as articulated by Bruner [3]. In this 
context, play-based learning transcends childhood it 
becomes a cognitive rehearsal for real-world 
adaptability and problem-solving. 
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This paper builds upon these theoretical foundations 
to propose a play-based framework for workforce 
transformation. The framework is grounded in the 
design and analysis of two original creative games -
Vault of Shapes and Mood Scribble developed by 
Creykid Toys and Games Private Ltd. These games are 
designed to nurture both cognitive and emotional 
dimensions of learning through art, pattern, and 
reflection. Vault of Shapes encourages systems 
thinking, spatial reasoning, and pattern construction, 
while Mood Scribble promotes self-expression, 
empathy, and emotional awareness. 
 
By linking principles of cognitive development to 
modern workplace skill needs, this study argues that 
play can serve as a transformative model for 
developing “future-ready” professionals. It explores 
how creative-play interventions can enhance critical 
thinking, emotional literacy, and innovation potential 
skills that directly contribute to workforce agility and 
human-centric innovation. The objective of this 
research is to demonstrate that structured creative 
play can be systematically applied as a learning 
framework in both educational and organisational 
settings, shaping the foundation of a sustainable and 
adaptive future workforce. 
 

LITERATURE REVIEW 
The concept of play as a catalyst for learning has long 
been established in developmental psychology and 
educational theory. Piaget [1] emphasised that play 
represents a fundamental stage in the construction of 
knowledge, where children experiment, hypothesise, 
and form schemas of understanding. Through play, 
learners actively engage with their environment, 
converting abstract concepts into tangible 
experiences. Vygotsky [2] extended this notion 
through his sociocultural theory, asserting that play 
provides a “zone of proximal development” in which 
learners can operate beyond their immediate 
capability through guided interaction. Both 
frameworks underscore that play is not merely 
recreational ,it is a structured mechanism for the 
development of higher-order cognitive processes. 
 
Building upon these classical foundations, Bruner [3] 
highlighted the importance of meaning-making and 
symbolic representation in learning. He argued that 
the act of creating, storytelling, and imagining 
enables learners to internalise complex concepts and 
exercise creative reasoning. These theories 
collectively form the epistemological basis for play-
based learning models, which have evolved from 
child-development contexts to applications in adult 
education, design thinking, and organisational 
innovation. 
 
In parallel, global industry analyses have begun 
recognising creativity and emotional intelligence as 

indispensable skills for the 21st-century workforce. 
The Future of Jobs Report 2023 [4] identifies 
analytical thinking, resilience, curiosity, and empathy 
as core competencies that enable employees to adapt 
to technological disruption. This recognition aligns 
with the theoretical premise that play cultivates the 
same mental flexibility, curiosity, and emotional 
depth required in contemporary professional 
settings. 
 
Despite this convergence of developmental and 
workforce perspectives, limited research has 
explored play as a structured framework for adult 
skill transformation. Existing studies often isolate 
creativity training or emotional-intelligence 
programs but seldom integrate them within 
experiential, play-based models. The present 
research addresses this gap by analysing two creative 
games - Vault of Shapes and Mood Scribble that 
operationalise play as a tool for building cognitive 
and emotional competencies aligned with workforce-
transformation goals. 
 

RESEARCH FRAMEWORK AND 
METHODOLOGY 
This study adopts a qualitative, exploratory 
framework designed to connect cognitive-
development theories with modern workforce 
competencies through creative play. The central 
objective is to analyse how play-based learning tools 
can nurture transferable skills such as adaptability, 
problem-solving, and emotional intelligence, which 
are increasingly critical in technology-driven work 
environments [4]. The framework is grounded in 
developmental psychology and experiential learning, 
drawing on the theoretical perspectives of Piaget [1], 
Vygotsky [2], and Bruner [3]. 
 
A. Conceptual Framework 
The conceptual model positions play as a dynamic 
interface between cognitive reasoning and emotional 
expression. It assumes that activities promoting 
exploration, self-reflection, and collaboration 
enhance not only creative thinking but also resilience 
and empathy traits vital to workforce transformation. 
The framework integrates three complementary 
dimensions: 

1. Cognitive Dimension – Developing systems 
thinking, pattern recognition, and analytical 
reasoning through problem-oriented play. 

2. Emotional Dimension – Cultivating empathy, 
expression, and emotional regulation 
through reflective creative activities. 

3. Integrative Dimension – Translating playful 
exploration into real-world competencies 
such as collaboration, communication, and 
innovation. 

 
B. Research Design 
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The study follows a case-study methodology focusing 
on two original games created by Creykid Toys and 
Games Private Ltd -Vault of Shapes and Mood 
Scribble. Each game serves as an experiential 
prototype to examine how specific forms of creative 
play can stimulate workforce-relevant skills. 

• Vault of Shapes: A spatial-reasoning and 
pattern-construction game that requires 
players to design geometric arrangements 
under structural constraints. It 
operationalises Piaget’s principle of active 
construction [1] and encourages systems 
thinking akin to complex problem-solving in 
design or engineering contexts. 

• Mood Scribble: A reflective drawing activity 
that prompts players to express emotions 
visually. It aligns with Bruner’s narrative 
meaning-making [3] and Vygotsky’s social 
learning [2], fostering emotional intelligence 
and self-awareness - key elements of 
interpersonal effectiveness in collaborative 
environments. 

 
C. Data Collection and Analysis 
Observational insights were gathered from 
structured play sessions involving participants aged 
12 to 35, allowing cross-sectional analysis of 
cognitive and emotional responses. Qualitative data - 
including verbal reflections, peer interactions, and 
visual outcomes were coded thematically to identify 
behavioural indicators of creativity, adaptability, and 
empathy. Patterns were analysed to determine how 
play experiences map to emerging workforce 
competencies highlighted by the Future of Jobs 
Report 2023 [4]. 
 
D. Validation Approach 
Internal triangulation was achieved through expert 
reviews involving educators, psychologists, and 
corporate-learning specialists to assess construct 
validity. The study’s methodology emphasises 
experiential immersion over quantitative metrics, 
consistent with the interpretive nature of play-based 
research. 

 
CASE STUDIES 

The play-based framework was operationalised through two proprietary creative games -Vault of Shapes and Mood 
Scribble developed by Creykid Toys and Games Private Ltd. Each case demonstrates how structured play can build 
competencies relevant to workforce transformation. 
 
A. Vault of Shapes 
Vault of Shapes engages players in assembling geometric patterns using interlocking tiles within a grid-based 
system. Challenges require interpretation of constraints, visualisation of possibilities, and balance between 
aesthetics and logic. The game embodies Piaget’s constructivist model [1]; as players iterate configurations, they 
refine understanding of structure and pattern relationships. This mirrors problem-solving in design, architecture, 
and engineering where creativity operates within constraints. 
 

Skill Domain Observed Behaviour 
Workforce 
Competency 
Developed 

Cognitive 
Pattern visualization, 
spatial logic, sequential 
reasoning 

Analytical thinking, 
design reasoning 

Behavioral 
Iterative problem-
solving, strategy 
adjustment 

Adaptability, 
systems thinking 

Emotional 
Aesthetic decision-
making, perseverance 

Creative 
confidence, 
resilience 

Table I – Skill Mapping for Vault of Shapes 
 
B. Mood Scribble 
Mood Scribble transforms emotional experiences into visual expressions. Players reinterpret abstract scribbles 
using colour, texture, and form to represent moods or feelings. This process supports Vygotsky’s social learning [2] 
and Bruner’s meaning-making through symbolic representation [3]. Within organisations, such reflective art 
activities parallel emotional-literacy and mindfulness-based creativity workshops. 
 

Skill 
Domain 

Observed Behaviour 
Workforce 
Competency 
Developed 
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Emotional 
Identification and 
articulation of 
emotions 

Emotional 
intelligence, empathy 

Cognitive 
Pattern association, 
symbolic reasoning 

Reflective thinking, 
mental flexibility 

Behavioral 
Peer sharing and 
discussion 

Communication, 
collaboration 

Table II – Skill Mapping for Mood Scribble 
 
C. Synthesis of Findings 
Both case studies show that play-based learning develops complementary cognitive and emotional intelligences. 
Vault of Shapes nurtures logical reasoning and structured creativity, while Mood Scribble emphasises introspection 
and empathy. Together, they validate the premise that play cultivates multidimensional learning experiences 
relevant to the future of work [4]. 
 

DISCUSSION 
The analysis of both games demonstrates that 
structured creative play can function as a replicable 
model for workforce capability development. The 
findings align with the Future of Jobs Report 2023 [4], 
which identifies creativity, analytical thinking, and 
emotional intelligence as essential future skills. 
Through play, participants engage in low-risk 
experimentation that activates both analytical and 
affective learning processes, bridging cognitive 
flexibility with emotional resilience. 
 
A. Integrating Cognitive and Emotional Learning 
Vault of Shapes fosters structured reasoning and 
iterative problem-solving, while Mood Scribble 
enhances empathy and interpersonal awareness. 
Together they establish a holistic learning cycle of 
think–feel–create, echoing Piaget’s active 
construction [1] and Bruner’s meaning-making [3]. 
 
B. Implications for Workforce Transformation 
Creative play can be embedded within leadership 
programs, design-thinking bootcamps, and 
emotional-wellness workshops. Such environments 
encourage curiosity and simulate decision-making 
without punitive consequences, reflecting Vygotsky’s 
principle of guided social learning [2]. 
 
C. Toward a Play-Based Learning Ecosystem 
Embedding play into organisational learning 
supports continuous experimentation and adaptive 
growth. Companies that integrate play-based 
learning foster innovation-oriented cultures and 
human-centric development strategies aligned with 
sustainable global trends [4]. 
 

CONCLUSION AND FUTURE SCOPE 
The study establishes that play-based learning, when 
designed with cognitive and emotional intent, can 
serve as a transformative framework for workforce 
skill development. By examining Vault of Shapes and 
Mood Scribble, the research demonstrates how 
structured play can cultivate problem-solving, 

adaptability, empathy, and reflective thinking skills 
essential for the evolving professional landscape [4]. 
The findings affirm that play is not confined to 
childhood but remains a mechanism for exploration 
and adaptation. Integrating such models into 
education and corporate learning encourages 
continuous innovation and emotional well-being. 
 
A. Future Scope 
Further research can incorporate empirical 
validation through pilot studies, quantitative 
measurement of creativity and emotional 
intelligence, and digital adaptations for scalable 
deployment. As automation advances, creativity and 
empathy will define sustainable competitiveness; 
nurturing these attributes through play represents a 
strategic approach to shaping the workforce of 
tomorrow. 
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