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Abstract 

Most people think of craft as traditional  handmade objects, inherited skill, techniques passed down instead 

of looked up. It doesn't have to be that. Plenty of adults treat it as plain leisure: something to do with free 

time that involves making, learning, experimenting, expressing. Getting started is the actual problem. 

Materials, technique, tools, where to even begin?  for someone who's never crafted, that's usually where 

the idea dies. 

How should a craft kit be designed and positioned so it works as an accessible hobby for adults? That's 

the question this project sits under, and it treats craft strictly as leisure, not tradition-keeping or 

professional training. Happiness, life satisfaction, self-efficacy, creativity, social connection, well-being 

the literature on crafting, creative expression, DIY, and leisure crafting keeps linking making activities to 

all of these, and it also names resources, challenge, social opportunity, and everyday barriers as what 

actually decides whether someone joins in. 

Reviewing existing literature and turning the themes into design opportunities .that's the method here, 

secondary research rather than new data collection. An adult craft kit works better as an experience than 

a box of materials: lower the effort to begin, explain itself clearly, pitch the challenge right, leave room to 

experiment and make the result personal. One thing the research doesn't answer is how a kit's physical 

design specifically gets adults to start and keep going. Primary research and prototyping pick up from 

there. 

 

Keywords: Craft, adult hobbies, creative leisure, leisure crafting, DIY, creativity, self-expression, well-

being, self-efficacy, product design, craft kits 

 

1. Introduction 

Work, study, family, social life, screens free time gets split between all of it, and not evenly. A hobby is 

one of the rare things chosen just because someone wants to do it. 

Most leisure activities let you switch off, but craft isn't like that, it actually asks something of you. You're 

working with real materials in your hands, making real decisions along the way, and picking up a genuine 

skill as you go. And by the end, there's something physical in front of you that wouldn't exist otherwise. 

  

Helen Keyes. surveyed 7,182 adults in England and found crafting tied to higher happiness, life 

satisfaction, and a stronger sense that life felt worthwhile. 
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That's just one of several studies pointing to the same conclusion about craft as a serious hobby, a leisure 

pursuit, a creative outlet, a social practice. The finished object isn't where the value stops. What seems to 

matter just as much, on its own terms, is the learning that happens along the way, the concentration a 

physical task demands, the sense of deciding things for yourself, and the satisfaction of actually finishing 

what you started. 

For a total beginner, though, none of that is much comfort. What materials do you even need? What tools? 

How does the technique actually work, how long will it take, and will you manage to finish at all — these 

are the questions that stop someone before they've started. 

That gap is exactly where product design can do something. 

Rather than designing a kit around the object alone, this project follows the whole arc  from the decision 

to try, through to actually finishing something  and asks how that arc gets designed specifically for adults. 

It's interested in how these pieces connect  the adult picking up a kit for the first time, the making 

experience itself, and the creative engagement that follows with the underlying goal of understanding how 

a kit becomes a genuinely approachable way into a creative hobby. 

1.1 Research Question 

How can a craft kit be designed and positioned as an accessible and engaging hobby for Today's adults, 

encouraging creative participation, learning, and personal expression? 

1.2 Supporting Questions 

● What motivates adults to participate in hobbies and creative activities? 

● What benefits are associated with crafting and hands-on making? 

● What barriers may prevent adults from beginning a craft activity? 

● How can a craft kit reduce these barriers? 

● What characteristics can make a craft experience appropriate for adults? 

● How can a craft kit encourage creativity and personal expression rather than only following a fixed 

outcome? 

● What factors could encourage users to return to crafting after completing their first project? 

 

2. Literature Review 

2.1 Craft as a Leisure Activity 

Craft is a way of making objects, sure, but it's also something people will do in their free time. Hackney's 

research on home and hobby crafts also frame this as : less a professional output, more an ordinary part of 

daily life, bound up with making things and expressing yourself. 

Adams-Price and Morse take this further: looking at older adults specifically, where craft stops being 

occasional and becomes something people stick with seriously over time. 

2.2 Crafting and Well-being 

If one theme dominates this literature, it's well-being. Helen Keyes.'s survey of 7,182 English adults found 

arts-and-crafts participation linked to higher life satisfaction, happiness, and a stronger sense of life feeling 

worthwhile. Birau scoping review takes a broader approach, pulling together psychology, marketing, and 

design research to map the different ways handmade activity might feed into well-being individual and 

societal both. 
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One thing worth saying here: this doesn't mean every time someone does a craft, they'll feel some kind of 

boost. It depends on the person, what they're doing, the situation, and how into it they actually are. For 

this project, well-being is just seen as a likely upside of enjoyable creative time not something being 

claimed medically. 

2.3 Crafting, Creativity and Mental Well-being 

Art, writing, music, craft, DIY — Jean-Berluche's review of creative expression covers all of it, tying these 

activities to emotional regulation, cognitive flexibility, social connection, and well-being. 

Anxiety, stress, mood, self-esteem, self-efficacy, life satisfaction, social skills, quality of life: Bukhave et 

al.'s systematic review of crafts-based interventions reported improvements across every one of these. But 

the studies underneath that review vary hugely — different participants, different craft activities, different 

durations, different outcome measures — so none of this proves a universal mental-health effect. What it 

does is explain why people bother with creative activity at all, which is useful. Marketing the kit as 

therapeutic would be a step too far. 

2.4 Leisure Crafting 

Tsaur et al. built a leisure-crafting framework around four dimensions, and each one maps onto kit design 

fairly directly: 

● Structural leisure resources — You need materials, tools, knowledge, and opportunity to actually 

get going. If even one is missing, that can be enough to stop someone cold say they want to try a craft 

but don't have the right tools, or they just don't know where to even find the materials. 

● Social leisure resources — the option to do this with other people, whether that's alone, with friends, 

in a workshop, or as part of a wider creative community. 

● Challenging leisure demands — how much someone actually learns or grows from doing it. Too 

easy, and nobody stays engaged. Too hard, and beginners quit. 

● Decreasing leisure barriers — the one that matters most here — bundling materials, tools, 

instructions, and guidance into a single package instead of leaving someone to hunt it all down. 

2.5 Hobbies and Working Adults 

Petrou and de Vries researched the effects of leisure crafting on the individual. They found benefits such 

as a greater sense of purpose in life, greater self-confidence, increased creativity and better engagement at 

work. The benefits were professional and personal. Then Petrou, den Dulk and Michaelides did a follow-

up study in which they only focused on working-age adults. 

Most of the employed adults have little spare time. Therefore, when they finally have some free time, they 

seek a true respite from their responsibilities, not a new way to stay occupied. A hobby need not produce 

measurable results to be worthwhile. Maybe it’s just time doing something nice with one’s body. This kit 

gives you that feeling. 

2.6 Young Adults and Creative Leisure 

Koçak and Işcen observed increases in self-efficacy, well-being, positive emotional expression, and 

cognitive restructuring among 19- to 24-year-olds participating in a leisure-makerspace intervention. 

Thus, organized imaginative recreation can teach without appearing to be a formal lesson. 

Put this idea in a craft kit and the message is pretty clear: learn a new skill through the process of creation, 

not just an activity. Balance is not just getting good at something through doing the work. Balance is 

learning something, making something, and enjoying the journey. 
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2.7 Social Aspects of Making 

Isolation creates more than a creation. In his investigation of everyday maker practices, Einarsson links 

making with the development of relations and what he calls ‘commoning’ – the contextualized activity of 

making within a more extensive social setting. Adewumi examines art workshops, looking at the 

interactions and collaborative learning that occurs in them. 

The same kit could be used individually at home, with friends, in an informal creative collective, in a 

workshop, in a makerspace or as a collective effort. Worth designing for. This is not something the product 

should depend on. 

2.8 DIY Materials and Personal Expression 

As Rognoli et al. have observed in their study of DIY materials, self-production allows people to engage 

directly with materials to produce authentic and unique outcomes. A well-controlled kit shows this to be 

false. Uniform materials, uniform procedures, uniform object : not much room left for individual 

expression. " Make this exact object " vs " master the technique, then make your own interpretation " - a 

more flexible methodology can still give novices a basis, while keeping the alternative. The phenomenon 

of self-creation as studied by Brunneder and Dholakia supports this idea: the personal creation of an object 

alters its perceived value and the care it receives. The value of the thing is augmented by exertion. 

2.9 Accessibility and Barriers to Participation 

Physical accessibility is only a small part of the picture. Factors such as acumen, assurance, duration, 

resources, instruments, expenses, environment, and the perceived difficulty of the task contribute to the 

success of the task. Schoonover and Schwind’s work on a DIY Adapted Repurposed Tool Kit shows us 

how to modify tools and activities to increase participation. 

Easy to set up. Good resources. Assuming nothing guidelines. Proper tools. Possible stages. A definite 

starting point. This is real-world accessibility for an adult beginner, not the removal of all difficulty but 

the removal of the non-art-related difficulty. 

 

3. Methodology 

3.1 Research Approach 

The approach is secondary research-based design synthesis, not primary data collection. We reviewed the 

current academic literature on crafting, adult hobbies, creative leisure, DIY, self-expression, well-being, 

social engagement, and accessibility to identify themes that could realistically impact an adult craft-kit 

experience. 

No claim is made that any given craft activity results in any given psychological outcome. The results set 

the design parameters. These will be evaluated by real users later on. 

3.2 Research Areas 

The literature search covered the following areas: 

● adult hobbies 

● creative leisure 

● leisure crafting 

● crafting and well-being 

● handmade activities 

● DIY 

http://www.ijfmr.com/
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● makerspaces 

● creativity 

● self-expression 

● self-efficacy 

● social participation 

● creative workshops 

● accessibility 

● craft participation barriers 

3.3 Thematic Analysis 

The studies all identified the same themes of creativity, learning, self-expression, personal 

accomplishment, well-being, social interaction and accessibility, with each measured against the craft-kit 

experience. 

3.4 Translating Research into Design Requirements 

The findings were translated into a set of possible product-design requirements, summarised below. 

Research theme 

 

Design implication 

 

Access to resources 

 

Include necessary materials and tools 

 

Leisure barriers 

 

Reduce unnecessary preparation 

 

Learning and challenge 

 

Provide a gradual skill progression 

 

Creative expression 

 

Allow users to make personal choices 

 

Self-creation 

 

Make the user an active participant 

 

Social leisure 

 

Allow the activity to work individually or 

socially 

 

Adult leisure time 

 

Consider flexible activity duration 

 

Beginner participation 

 

Provide a clear and approachable starting 

point 

 

Table 1: Research into Design Requirements 

http://www.ijfmr.com/
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The studies all identified the same themes of creativity, learning, self-expression, personal 

accomplishment, well-being, social interaction and accessibility, with each measured against the craft-kit 

experience. 

3.5 Design Direction 

Simple to start. Fun to play around with. For adults. Open enough to express oneself. That’s where the 

research points us; through discovery, starting, learning, experimenting, personalizing and completing. 

The finished object matters, but so does the process of getting there. 

 

4. Results 

A handful of findings stood out from the review. 

4.1 Crafting can offer value beyond the object itself 

The literature links crafting and other creative activity to happiness, life satisfaction, self-efficacy, 

creativity, social connection, and well-being, which supports designing the kit around the experience of 

making rather than the object as the whole point. 

  

4.2 Access to resources shapes participation 

According to the leisure-crafting literature, materials, tools, instructions, knowledge, workspace and time 

determine whether someone actually engages. Put a few of these in a kit and step one becomes a hell of a 

lot easier. 

  

4.3 The challenge level has to be right 

If it’s too easy, no one stays around. If it’s too hard no one gets through the first time. Where exactly that 

line is drawn is not something the literature settles - it needs testing with real target users. 

4.4 Personal expression increases involvement 

Color, pattern, material, arrangement, finishing, optional extras – research into DIY and self-creation 

suggests that users need real control over such choices. Some structure to feel secure. Not so much that 

the decisions that make it feel personal go away. 

4.5 Craft supports more than one kind of participation 

The research suggests that the making of works alone at home, with friends, in a formal workshop and the 

kit is not limited to one context. 

4.6 Starting is the actual design problem 

All the research keeps coming back to that gap between wanting to do something and actually doing it. 

People bog down because the activity seems complex or the resources aren’t there. A kit is the bridge 

between “I want to try this” and “I am actually making this” and that is exactly why so much attention is 

given to the start of the experience here. 

 

5. Discussion 

And then, once you put all of this together, the opportunity is in improving how adults experience craft as 

leisure in the first place. Creativity, learning, self-expression, achievement, well-being: real upsides, says 

the research. Materials, tools, know-how and the right level of challenge: what really gets in the way. 

The materials and instructions that make a finished product are what is known as a conventional kit. 

Instead, the research points to discovery, starting, learning, experimenting, personalizing, completing. And 
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so now, instead of giving someone materials, it's designing the conditions under which the whole thing is 

easier and more fun. 

5.1 From Craft Product to Leisure Experience 

The presentation of the product. How does the kit open? The arrangement of materials. How instructions 

speak. The beginning of the activity, how one proceeds, how they personalize the result, how the 

completed object is used subsequently. Making creative leisure easier means thinking about all of it – the 

kit as an entry point into a creative activity, rather than a package of materials. 

5.2 Designing for Adults 

Visual language 

packaging and identity need to read as contemporary and adult, not aimed at children. 

Product outcome 

the finished object should carry some purpose or aesthetic value that actually fits the user's everyday 

environment. 

Instructions 

clear enough to follow with zero prior craft experience assumed. 

Experience duration 

adults have limited, fragmented leisure time, and the activity has to work with that reality. 

Difficulty 

approachable enough to start, with just enough challenge that finishing feels earned. 

5.3 Designing for Beginners 

Curious about craft but never actually starting — that's the gap this section is about, and it usually comes 

down to not knowing the techniques, tools, or materials involved. A gradual structure addresses that 

directly: 

Try 

introduce the basic technique. 

Learn 

explain how it actually works. 

Experiment 

let the user practise before committing to the real thing. 

Create 

apply the technique to the main project. 

Personalise 

hand over the decisions about how it turns out. 

Guidance, in other words, without forcing everyone toward the same predetermined result. 

5.4 Designing for Personal Expression 

The more involved they were in making it the more they value what they've made. Material, color, pattern, 

composition, finishing, optional elements  all are opportunities to pass the decision on, allowing enough 

control over the outcome to make it feel personal, but without losing the structure that made it accessible 

in the first instance. 

5.5 Designing for Repeat Participation 

Finishing a project is a great feeling. A hobby demands a second person to return. That’s the real test for 

a kit meant to introduce craft, and that’s one short-term intervention research doesn’t fully answer long-

term engagement is far less understood than the short-term picture. It still isn’t known whether it’s 
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progressive difficulty, project variety, new techniques, personalization or social use that actually brings 

someone back. 

 

6. Research Gap 

There's plenty of research out there on crafting, leisure, hobbies, and well-being. But look at all of it 

through a product-design lens, and real gaps start to show up. 

6.1 The physical kit experience itself is under-studied 

There's plenty of research on what happens once people are already crafting. Much less exists on how a 

physical product actually gets them to start in the first place. That's the gap into how the design of a kit 

shapes how easy it is to begin, what the making experience feels like, and how engaged people stay. 

6.2 Beginners are under-studied 

Most existing research focuses on people who are already deep into crafting, workshops, or makerspaces. 

Largely absent is a different group entirely: adults who are interested in craft but don't actually have a 

hobby in it yet. 

6.3 Which barriers actually matter most 

Nobody's disputing that barriers matter. What's less clear is which ones hit beginner adults hardest: 

materials, tools, technique, not knowing where to start, assuming it's too hard, lack of time, or just 

confidence? And it's even less clear how a product built specifically for this could actually solve them. 

That's something primary research needs to answer, not something to assume based on other work. 

6.4 Long-term engagement 

Most of the existing evidence comes from short-term interventions. What actually gets someone to come 

back to crafting after their first project is far less understood — and that's a question prototype testing and 

follow-up work could realistically start to answer. 

6.5 Connecting research to product design 

On one side, there's research on crafting, leisure, and well-being. On the other, there's research on physical 

products and experience design. This project sits right at the point where the two connect. 

 

7. Future Recommendations 

More assumptions built on literature alone won't move this forward. The next stage needs primary research 

and prototype testing. 

7.1 Understand the target users 

interview or survey adults on their hobbies, creative interests, perceptions of craft, prior experience, and 

motivations. 

7.2 Identify the real barriers 

find out directly what gets in people's way, rather than assuming. 

7.3 Test levels of guidance 

see how much instruction people actually need while still feeling free to create. 

7.4 Test project duration 

single session, multiple sessions, or smaller activities building to something bigger — find out which 

people prefer. 

7.5 Test personalisation 

check whether choice over colour, pattern, or finishing actually increases involvement. 
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7.6 Test the whole kit 

packaging, opening, organisation, instructions, making, finishing, final product — end to end, not just the 

technique in isolation. 

7.7 Investigate repeat participation 

follow up after the first project to see what would bring someone back for a second. 

 

8. Conclusion 

How craft could work as leisure for adults and how a kit specifically might make that more accessible and 

engaging. That's what this project set out to understand. 

Happiness, life satisfaction, self-efficacy, creativity, social connection, well-being: the literature ties 

crafting to all of it.. When you add leisure-crafting research into the mix you get resources, challenge, 

social opportunity and reduced barriers. A kit’s value, based on this evidence isn’t in the object it produces. 

What do I need? How do I start? Can I actually do this? Can I make it mine? What happens once I’m 

done? These are the questions a beginner is asking.. A well-designed kit answers them through the right 

resources, clear guidance manageable steps, room to experiment and space to personalise. 

An entry point into a hobby not a box of materials. That’s how the kit is treated here. What the research 

doesn’t settle is how a kit’s physical design specifically gets adults beginners to start and keep crafting.. 

That’s exactly where interviews, testing and prototype evaluation pick up next. 

Easy enough to start. Engaging enough to continue. Open enough to make personal. Success in the end 

isn’t the quality of the finished object. It’s whether the product actually gets adults to make room, for 

making in their own free time. 
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