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Intergenerational Digital Storytelling for Inuvialuit Cultural Heritage
Preservation

Rebecca Sasso Annunziata, Sharon Farnel , and Ali Shiri
University of Alberta

This paper provides an overview of mobile storytelling applications developed for and by
Indigenous communities. It identifies and examines a variety of mobile applications to support
Indigenous cultural and linguistic heritage. These applications include those reported in the lit-
erature as well as those available in application stores. The review provides a detailed overview
of the mobile application interface functions and features, including recording capabilities,
language-related features, accessibility, content categorization, and geolocation. Based on the
review, this paper provides a set of design recommendations for developing mobile applications
for Indigenous communities, including for Indigenous protocols, voices, and community needs.
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cultural heritage, Digital cultural heritage, intergenerational storytelling

Introduction

This paper aims to provide a comprehensive overview of
mobile storytelling applications developed for and by Indige-
nous peoples, with a focus on intergenerational storytelling.
We examine a range of applications from both academic lit-
erature and app stores, detailing their features and functions.
This review is part of a larger project that investigates and
co-creates a mobile application for intergenerational digital
storytelling with the Inuvialuit communities in the Western
Arctic region. The key objective of this review is to identify
and examine mobile application projects that focus on Indige-
nous stories and cultural heritage. This review will provide
an overview of the interface functionalities and features of
Indigenous mobile applications, as well as those applications
focusing on storytelling. While the main goal is to support
the co-design and co-creation of an intergenerational mobile
storytelling application for and alongside a particular commu-
nity, what it reveals can be of use to others wishing to work in a
good way with Indigenous communities to co-develop techno-
logical tools and/or platforms. The current body of literature
includes various studies on storytelling, digital storytelling,
and digital archives, with the act of storytelling being incorpo-
rated in different ways to achieve different goals, whether they
be cultural heritage preservation, language revitalization, or
health knowledge transfer (Yahuarcani et al., 2022; Cueva et
al., 2016). However, studies that focus on mobile storytelling
are sparse, and studies (or applications) that focus specifically
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on intergenerational digital mobile storytelling are rarer still.
This paper is meant to contribute to filling this gap, looking
at mobile applications while prioritizing Indigenous voices
and Indigenous frameworks.

Indigenous Storytelling and Its Power

Indigenous storytelling is an important way of organizing
and interpreting knowledge. Littletree, Belarde-Lewis and
Duarte (2020) explain that within Indigenous ways of know-
ing, storytelling is an action, a verb; a process that results in
knowledge, reciprocity, and relationality through its stories
(where stories are nouns). Storytelling is an active process
wherein a relationship exists between the teller and the lis-
tener, which culminates in knowledge interpretation by the
listener. This process has been named “storywork” by Stó:lō
Q’um Q’um Xiiem Jo-Anne Archibald (2008), who worked
alongside Coast Salish and Stó:lō Elders to understand the
importance of storytelling in Indigenous communities and the
power of interpretation of stories as a venue for knowledge.
storytelling is intrinsically and directly related to intergener-
ational dynamics, Elders are essential for this investigation as
those who are able to narrate stories while educating, allowing
the listener to gain insight from their knowledge (Q’um Q’um
Xiiem Archibald, 2008). In this way, knowledge is preserved,
shared, interpreted, transformed, and kept alive.

This dynamic knowledge and Indigenous way of knowing
also serves as a way of developing one’s cultural identity
and disrupting colonial narratives (Tootell et al., 2024; Rowe
et al., 2020). This is seen in various research that incor-
porates Indigenous storytelling and explores its power, both
individual and collaborative. An example of this is Tootell
et al.’s (2024) work in collaboration with Aboriginal and
Torres Strait Islander participants. This project looked at
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yarning, a storytelling practice method, through a “multi-
perspectival, constructivist grounded theory and community-
led participatory action research” (Tootell et al., 2024). This
research, alongside others in the series project (Vance et al.,
2024), saw Aboriginal and Torres Strait Islander youth and
Elders reinforcing connections to their communities and cul-
ture through yarning, also allowing reinforcement of one’s
sense of cultural identity through the act of sharing stories.
Researchers found that yarning also served as a successful
and useful method for research (Tootell et al., 2024, p. 4).
Other authors, such as Bessarab and Ng’andu (2010), also
identify the importance of yarning as a therapeutic method of
healing through the reinforcement of one’s sense of cultural
identity, allowing for decolonization of Western and Euro-
pean narratives and history of destruction of identity (Tootell
et al., 2024; Rowe et al., 2020). In this way, storytelling and
yarning allow for intergenerational healing as well as for a
re-centering of Indigenous narratives.

As colonizers have attempted to create their own narrative
about Indigenous communities, intergenerational storytelling
is an active decolonizing force that resists colonizers’ ide-
ologies. Sium and Ritskes (2013) discuss the importance
of storytelling as “decolonization theory in its most natural
form”, “unmak[ing] colonial borders” of colonial narratives
that have attempted to erase Indigenous ways of knowing
and communities. Indigenous storytelling allows us to dis-
rupt and challenge this erasure which has been perpetuated
for centuries, as “(s)tories in Indigenous epistemologies are
disruptive, sustaining, knowledge producing, and theory-in-
action” (Sium and Ritskes, 2013).

Moreover, storytelling has been used in Indigenous cul-
tures and knowledge systems for legal purposes. Napoleon
and Friedland (2016) discuss this in their work, highlighting
how:

(S)tories are forms of legal precedent[s] that can
be drawn in order to legitimately resolve issues
in decentralized legal orders. [. . . ] All of these
stories provide an architecture that enables rea-
soning by analogy and metaphor as a form of
collaborative problem solving. (p. 739)

Therefore, stories and storytelling as law are an important part
of Indigenous culture, used to uphold Indigenous frameworks.

Storytelling and stories are deeply intertwined within cul-
tural protocols. These protocols are community dependent,
and determine the ways to appropriately interact with story-
telling, through preparations or presentations, however long
they may take (Q’um Q’um Xiiem Archibald, 2008). Proto-
cols must be kept in mind and respected when interacting with
Indigenous knowledge, especially in the cases of research,
as they allow for proper cultural guidelines to be followed.
Protocols further highlight the importance of collaboration in
research, as the community one is researching with/for must

be actively involved in the research to ensure such protocols,
unique to that community, are respected.

Storytelling (or storywork) is an Indigenous way of know-
ing that results in knowledge creation, sharing, and interpre-
tation between and about the speaker, the listener, and the
environment. It is a process intrinsic to Indigenous systems
of knowledge and ways of knowing, one that is interrelated
to the concept of the three R’s—responsibility, respect, and
reciprocity (Littletree et al., 2020). In this way, it is used as
a methodology and as a method in research. Storytelling is
also understood and incorporated differently (though at times
similarly) within different Indigenous communities, as each
is unique. The knowledge that forms from the process of
storytelling spans legal, personal, and decolonizing spheres.

Christen et al. (2022) argue that Indigenous stories are
not illustrative anecdotes but are positioned explicitly as In-
digenous theory, a way of knowing that embeds land, kin-
ship, memory, and responsibility. From their perspective,
storytelling functions as a participatory design practice, shap-
ing how archival workflows, access protocols, metadata, and
stewardship models should be built from the ground up. They
also call for participatory, relationship-based archival design
that centres Indigenous sovereignty, kinship, land, and lived
responsibilities; emphasizing shared stewardship, respectful
listening, and multiple forms of return (physical, digital, and
knowledge repatriation). Rather than symbolic inclusion,
they advocate for sustainable relationship infrastructures that
embed Indigenous governance, protocols of access and re-
fusal, and community-defined care into archival workflows.

Digital Storytelling

Though storytelling has long been understood as being
important to our psychological processes, digital storytelling
was not truly recognized until Joe Lambert’s work in the late
1990s. Lambert and associates established various work-
shops that culminated in many digital stories that were then
archived (Li & Morehead, 2006). In 1994, Lambert, along
with associates Dana Atchley and Nina Mullen, established
the Center for Digital Storytelling (at the time called the San
Francisco Digital Center), a centre that enabled digital story-
telling to gain traction in Western spaces (Garcia & Rossiter,
2010).

Digital storytelling incorporates Indigenous storytelling
and the understanding that storytelling is an active process
that leads to informed and fulsome knowledge into digital
formats. It enables a different perspective, methodology, and
framework to be the focus, and to allow for that different
perspective and framework to be the active voice. Following
this, as established, intergenerational digital storytelling has
seen much use within literature for and by Indigenous people,
as the intergenerational aspect of storytelling is intrinsic to
the concept itself. Digital storytelling, much like non-digital
storytelling, allows for steps towards decolonization and for
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a re-centering of Indigenous narratives.
Following this, when conducting research with Indigenous

peoples as a non-Indigenous researcher, it is essential to priv-
ilege and prioritize Indigenous ways of knowing and Indige-
nous frameworks as opposed to Western ones. Other types of
methodologies or research forms can be problematic as they
attempt to impose a Western framework onto an Indigenous
one. Using digital storytelling allows the privileging of an
Indigenous framework of knowing (storytelling) while using
digital interfaces that allow for those ways of knowing to be
easily accessible and easily shared. Digital storytelling is
successful when it allows for Indigenous voices to be at the
centre of the project and in dialogue, creating collaborative
engagement (Shiri et al., 2022).

Fish and Counts (2020) highlight this in their community
digital storytelling project, one that was built on participa-
tory methodologies. Their project, OrigiNatives, consisted
in mobile, one-day digital storytelling workshops with In-
digenous community members who shared their stories in
a way that was comfortable for them. These digital stories
were then uploaded to a digital archive, which the creators
of this project intend to expand on over time. The authors
write, “(t)o counter (. . . ) enduring colonial narratives, it is
critical Native peoples have access to both Native-centered
and community-based spaces in which the complexities of
Native identities and experiences can be voiced and storied”
(Fish & Counts, 2020). Recentering Indigenous narratives
and prioritizing them is a step towards disrupting colonial
narratives that continue to function in our society.

Another example of digital storytelling successfully re-
centering Indigenous narratives, particularly for services
meant for Indigenous communities, is Cueva et al.’s (2016)
project. The project saw Alaska Native Community Health
Aides/Practitioners engage with personalized digital stories
(using digital storytelling as a methodology) to share cancer-
related health messages in a pedagogical setting. In the
project, Cueva et al. (2016) identified how positively par-
ticipants responded to using digital storytelling, as it allowed
Alaska Native participants to reflect, share, and communicate
their own experiences to others through their own voice. The
project used a mixed-methods approach, including surveys,
digital stories viewer logs, and written evaluations as well as
open dialogues with the investigator throughout the course
duration. Throughout the project, authors ensured Alaskan
protocols of related communities were respected. Ultimately,
the project identified improved learning experiences by using
digital storytelling, demonstrating the pedagogical impact of
using digital storytelling (Archibald, 2008; Cueva et al., 2016;
Garcia & Rossiter, 2010).

Digital storytelling can now be found in many websites and
projects. Digital archives, museums, databases, social me-
dia websites and more incorporate digital storytelling within
their interfaces, and this is even more true of information

spaces created for and by Indigenous communities (Shiri et
al., 2022). Collaboration and Indigenous voices ought to
be prioritized at every step of development and maintenance
of a digital interface for Indigenous knowledge/communities
(Shiri et al., 2022).

Digital Mobile Applications by and/or for Indigenous
Peoples

Digital mobile applications for and/or by Indigenous peo-
ples are many and of different scopes and from different fields.
These are particularly useful as they allow for ease of access,
which can be a challenge due to difficulties with access to
the internet that is experienced by many Indigenous com-
munities. Mobile applications become incredibly helpful in
bridging this gap and in allowing more users to access the
information and online communities. Many of these ap-
plications focus on language revitalization and preservation,
community connections, mental health, and cultural heritage.
As these applications were created for and/or by Indigenous
peoples, it is essential that these applications are approachable
and accessible. Moreover, Indigenous communities’ voices
should be privileged and sought after to iteratively inform
the creation of the mobile application and ensure successful
prototypes and creation of said application (Cassels & Farr,
2019; Koole et al. 2018). This is also important because In-
digenous communities differ greatly from one another due to
their unique ties to their land, their culture, and their people.
For this reason, participation, collaboration, and feedback
with the community one wishes to support has to be constant
and localized.

Mayoral-Baños’ (2016) described such a process in the
creation of a mobile application, Indigenous Friends, using
the metaphor of the Tipi to uphold culture context and val-
ues. The application is meant to be an Indigenous space of
knowledge and communication, wherein services for Elders
(such as traditional counseling) and Youth (such as resources
for Native centers) can be easily accessed. Through the use
of such a methodology in development, the resulting appli-
cation serves as decolonizing as Indigenous frameworks and
methodologies were put first and foremost and privileged
through the Tipi metaphor adoption. This was a collabo-
rative project that sought feedback from community mem-
bers (though non-Indigenous identifying users’ feedback was
also gathered and used for improvements). Users identified
four spheres to be improved in the prototype application they
tested. The first was a stronger authentication system for In-
digenous identity, which they tried to solve by implementing a
registration form, allowing for self-identification, identifying
with their community, and more. The second was a need for
easily accessible information for Indigenous members and
partners of the mobile application, which was solved by im-
plementing a FAQ screen, a community resources screen, an
events screen, and a map of the campus (as the application was
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being tested by students). The third was a need for Indigenous
spaces amongst Indigenous peoples, which Mayoral-Baños
proposed to solve by creating a public directory with chat
capabilities, forums, and public notifications. Lastly, users
identified a feeling of depression and isolation which they had
hoped the application would help more with. The solution
was allowing easy interfaces to connect the user to their men-
tors/guides (special roles of users on the application). This
would go alongside quick links to crisis hotlines and emer-
gency numbers. Once more, collaboration with the specific
community and connecting the application to those different
communities is essential—and features to be implemented
can be best described by the users, as solutions will appear
naturally in that exercise of feedback. Mayoral-Baños’(2016)
Indigenous Friends application is an example of a mobile
application that recentralizes Indigenous frameworks (such
as the Tipi) as the basis of development and creation.

Another application that incorporated Indigenous frame-
works in its creation as well as highlighting the importance of
iterative collaborative and participatory methodologies is the
Ngarrindjeri Survey App. In their article, Du et al. (2022)
discuss the importance of Indigenous Elders co-designing
applications, describing their development of both a mobile
application and a story map to go alongside the mobile ap-
plication. Their vision was to have the application work as a
place to record, with storymaps acting as depositories. The
application would ideally allow users to share knowledge in
different ways, through images, links, text, and videos. This
was done in full collaboration with the Ngarrindjeri commu-
nity in South Australia, the possible first of many commu-
nities whose stories and knowledge would be added to the
application and story map (Du et al., 2022). The research
team followed the Ngarrindjeri co-design method, allowing
the communities’ voices to be heard at all stages both for their
knowledge as well as for the development of the interfaces.
This also allowed them to ensure Ngarrindjeri protocols were
respected and informed the development. The mobile ap-
plication centered around Indigenous frameworks, aligning
storytelling and storywork alongside the land.

There are also a set of mobile applications for health and
wellbeing initiatives that incorporate Indigenous frameworks,
such as Cueva et al.’s (2016) digital storytelling project and
the resulting application JoyPop. JoyPop is an application that
hosts many activities for emotional regulation and was created
for supporting mental health and enhancing resilience. This
application is undergoing trial (as of 2024, and is continuing)
by Lakehead University and Dilico Anishinabek Family Care
(an Indigenous-led community organization) to test whether
it could be appropriate for Indigenous youth (Mushquash et
al. 2024). A smaller-scale study with a similar application
for Indigenous youth is described by Au-Yeung et al. (2023).
In this project, five youth were asked to test the application
for four weeks. Results showed that although participants

were satisfied with the application and would recommend it
to a friend, they highlighted that the application would benefit
from having “nature sounds, Indigenous design elements, the
inclusion of Native language words, and traditional stories”
(Au-yeng et al., 2023). Once again, storytelling and wellbe-
ing are interrelated as stories are identified as something that
should be added into the mental health application.

An example of a mobile application that not only prioritizes
but is centered on Indigenous frameworks is the Wawa mo-
bile application, which was developed for revitalization of the
Bora language. The application was created and developed
by a research team alongside the Indigenous communities
living in the town of San Joaquin de Omaguas (Yahuarcani
et al., 2022). This application was created during COVID-
19, as the language was continuing to struggle due to the
isolation brought on the pandemic. The mobile application
had great success, being more successful in language learn-
ing than traditional methods. The mobile application was
created following the Xtreme Programming (XP) methodol-
ogy, which allows for flexibility, continuous feedback, and
collaboration. The methodology consists of analysis (which
included two bibliographies, one about teaching methods and
one on information about indigenous languages (mainly Bora
language)), design (choosing a design that was in line with
cultural context), development (of the application, using Java
language), and testing (by Bora people). Testing happened at
multiple stages of the project to ensure the application kept
to cultural contexts. Though storytelling was not present in
this project, the importance of user testing and keeping to the
cultural context of the specific communities is essential.

Digital mobile applications also show how intrinsically
prevalent and interrelated to Indigenous ways of knowing
storytelling is, as stories time and time again are used in
pedagogical settings. An example of this can be found with
the nisotak mobile application by Koole et al. (2018), an
application still under development at the time of their ar-
ticle’s publication. The application was created to assist
users in learning Cree. The development was built on the
OCAP (Ownership, Control, Access, Possession) principles
of Indigenous data sovereignty, and by creating a detailed
plan and thinking about the targeted users of the application
(teachers and learners). In their article, Koole et al. (2018)
discuss how stories were incorporated into the content plan
of the mobile application; each mini-lesson hosted by the
mobile application is accompanied by a mini-story to “model
world building”. As Kell (2014) suggests, this is a process
that allows association, memorization, and rote learning. In
this way, stories are brought in as they are helpful and create
relationships between the user and the content being learned,
further highlighting the pedagogical importance of Indige-
nous storywork.

When surveying the field of digital mobile applications
for and/or by Indigenous peoples, common themes arise, in-
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cluding the power of storytelling for knowledge gaining and
sharing, for decolonization, and for community building and
reinforcing self-identity.

Mobile Applications and Storytelling

The current field of mobile applications shows the neces-
sity and importance of storytelling to Indigenous ways of
knowing. Many applications that were created with language
preservation, cultural heritage, or other goals in mind use sto-
rytelling as a way to share that knowledge and information.
The applications described in the following sections focus on
intergenerational storytelling.

While the review looked at various projects and appli-
cations, as summarized in Table 1, a deeper investigation
of several different mobile applications that incorporate in-
tergenerational storytelling to some extent was undertaken.
These applications are:

• What’s Ya Story. A mobile application still in devel-
opment. The application is meant to be used to share
one’s stories, specifically Australian Aboriginal youth,
to reconnect with Aboriginal culture.

• Elder Stories. A project by artist Beth Hill which col-
lected stories from seven villages and collected nine
recordings from Elders. The stories can be accessed
on the mobile application alongside a piece of artwork
from Hill created for the specific story.

• Never Alone (Kisima Inŋitchuŋa). A video game mo-
bile application that uses storytelling both as the story
of the video game as well as throughout interviews with
Elders.

• Nitap Legends. A video game mobile application that
uses rhythm and memorization games to access nar-
rated stories by Indigenous Elders, and animated by
Indigenous artists, related to the land you select.

• IndigiTRAILS. A mobile application that uses Aug-
mented Reality (AR) and storytelling to record previ-
ous Indigenous art installations.

• Our Worlds. An application that uses XR360 technol-
ogy with AR and 3D assets which allows for one’s own
recordings as well as others’.

• Māhuhu ki te Rangi. A mobile application with stories
of Ngāti Whātua narrated in te reo Māori with the
capacity to record oneself to allow for learning and
practice. From Kiwa Digital Limited.

• Mamutjitji Story. A mobile application in Ngalia lan-
guage, using “bi-lingual narration, animation, games,
workbooks, and song” to learn the story about the
antlion (Mamutjitji) (Kiwa Digital Ltd., 2024). From
Kiwa Digital Limited.

• Ilhe qwal. An application being used as a representative
application of Darrick Baxter’s work (creator of Ogoki
Learning Inc.). Baxter’s app source code has been
used for many other applications whose main focus is
language revitalization, with storytelling being used to
achieve this goal through narrated stories and/or songs
from Elders (Ogoki Learning Inc., n.d.).

The mobile applications were found through browser-based
queries, as well as through the Apple and Google Play app
stores. Search terms used include “Indigenous”, “Aborigi-
nal”, “Native”, “First Nations”, “Inuit”, or “Metis”. These
terms were searched alongside “storytelling” to ensure filter-
ing of the mobile applications. Any application found through
a browser website was then investigated in the mobile appli-
cation store. Additionally, the “Similar Apps” functionality
was used to find additional applications, as was further explo-
ration of a developer’s page. The only applications that were
excluded were those that involved creating a personal profile,
engagement with other users (so as to not overstep in spaces
not designed for the researchers), or defunct applications.

It is important to note that the application stores may limit
search results based on popularity or regional availability.
Moreover, there is a risk of the terminology used limiting the
discovery of relevant applications, with many mobile appli-
cations being named with culturally appropriate titles. Using
the similar applications functionality was an attempt to ad-
dress this.

Storytelling through community

What’s Ya Story – WYS. In What’s Ya Story by Edmonds
et al. (2014), the authors share the steps and considerations
taken in the creation of a prototype mobile application, a
part of ‘Create your Story: Aboriginal young people in Vic-
toria and Digital Storytelling’ (2013-2016), a larger project
by the Australian Research council Linkage Project (ARC
LP). Highlighting the importance of digital mobile applica-
tions for youth, specifically Aboriginal youth, the authors
also highlight the importance of these mobile applications
being created by that same youth. They also emphasize the
possibility of these mobile applications being able to create
and connect communities and peoples. Its primary purpose
was to investigate how digital technology could be harnessed
to allow Indigenous youth to produce and share their own
narratives in ways they determine, thereby fostering digital
inclusion, cultural expression, and community connection.

The prototype of the mobile application was created col-
laboratively with Australian aboriginal peoples using a col-
laborative and participatory methodology. The project con-
sisted of a two-day workshop where Aboriginal students
worked collaboratively with researchers and designers to de-
velop the prototype while giving active feedback about im-
portant features. It also saw three participants return later
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Figure 1

The first screenshot shows the homepage, the second shows the “art” tab, and the third shows the interface when a story is first
accessed. Dube Enterprises. (2024). Elder Stories (Version 1.3.1) [Mobile app]. Google Play Store.

to provide further feedback on the mobile application. The
prototype included a Facebook login upon entry and allowed
users to record a story with audio and video features, as
well as the ability to post images and include text on each
entry. The resulting application would also allow and foster a
sense of community as users could comment on the uploaded
stories. The three participants who returned for further user
testing commented on approval of being able to comment and
to “deadly” the posted story if they enjoyed it (as opposed
to “liking” it)—with “deadly” being a common Australian
Aboriginal phrase (Edmonds et al., 2014).

At this point, however, users also noted a desire to see
a “close friend” feature that would allow them to receive
notifications for posted stories by close friends (Edmonds et
al., 2014). Users also identified wanting the ability to tag
stories, related to other user comments of wanting to be able
to categorize posted stories (Edmonds et al., 2014). Other
suggestions were related to wanting to personalize their pro-
file further (in the “my profile” feature), as well as person-
alizing posted images with filters. Users also noted a need
for a save feature, for “flexible privacy and sharing knowl-

edge/exchange settings” (Edmonds et al., 2014, p. 43); to
have the graphics design be more appealing; and to be able
to add text directly under the posted image to show relation
of the two. Moreover, users added they would like to be able
to draw on the application, as well as being able to include
sounds to the posted content. Lastly, users commented that a
tutorial as well as a more direct link to the project’s website
and Facebook account would also benefit the application and
usage (Edmonds et al., 2014). The users’ comments about
the application appear to touch on topics of personal identity
(i.e., “my profile” personalization, filters, drawing), ease of
use (i.e., categorizing stories, tutorials,) as well as connec-
tions (i.e., receive a notification from a close friends’ posted
stories).

The authors acknowledge that for the development of a
storytelling application it was essential to engage in collabo-
rative and iterative consultations with the community while
ensuring an acknowledgement of Aboriginal protocols (Ed-
monds et al., 2014). Moreover, the authors wished to engage
in the research in a manner that would ensure “culturally in-
clusive approaches to digital literacy” (Edmonds et al., 2014,
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p. 50). Similarly important was the focus on ensuring that
the digital technologies used and created would “support self-
representations” (Edmonds et al., 2014, p. 50). The mobile
application would also ensure scaffolding for users for digital
literacy—as participants noted, the kids and youth can help
Elders use the mobile application, with a participant, Alex,
commenting that:

[Kids] could actually sit down there and do it
for [Elders] but [also] just listen to what their
[Elder’s] story is and put it down for them. So
that’s sharing the burden of being able to pass
on that story and using two different generations
to produce something that can go further. (Ed-
monds et al., 2014, p. 37)

Elder Stories. Elder Stories is a mobile application cre-
ated by artist Beth Hill, funded “through the collaborative
efforts of Bristol Bay Borough, Lake and Peninsula, and
Chugach School Districts” (Dube Enterprises, 2024). The
artist visited seven villages within those school districts,
asking Elders to share stories they deemed appropriate for
Alaskan youth. Hill recorded nine stories from the different
Elders she encountered and subsequently created depictions
and interpretation of these stories (Dube Enterprises, 2024).
The intergenerational nature of this application is intrinsic to
the application itself, as Hill’s only request for the stories was
for them to be for Alaskan youth.

The application houses these nine recordings, accessible
through the different tabs located in the horizontal navigation
bar of the application. These tabs consist of a home page,
which situates the user in understanding the purpose of the
application; a stories page, where the stories can be easily ac-
cessed; an Elders page, where one can find more information
on the Elders that shared stories, alongside their pictures,
from the artist’ perspective and first-hand experience. The
application also has an art tab, for easier access to the various
art pieces Hill created. Lastly there is a credits tab wherein
the project is discussed more in depth.

Storytelling through game-based mobile applications

Several mobile applications with gaming features incor-
porate storytelling. Two of these are Never Alone (Kisima
Inŋitchuŋa) and Nitap Legends.

Never Alone (Kisima Inŋitchuŋa). Never Alone (Kisima
Inŋitchuŋa) is a side-scroller video game developed by Upper
One Games, created alongside the Cook Inlet Tribal Council
and E-Line media. It was the first video game co-developed
with the Iñupiat. The video game was originally created
for computers but was also translated into a mobile appli-
cation. This video game follows Iñupiat tales, narrated by
Elder James Mumiġan Nageakin in the Iñupiaq language. It
follows an Iñupiat girl and her spirit guide, a fox, who set out

to discover the origin of a terrible blizzard that put the girl’s
home at risk.

The game is interspersed with “Cultural Insights”, achieve-
ments which unlock audio-visual recordings with Iñupiat El-
ders discussing various aspects of Inupiat culture, as well as
storytelling. Intergenerational storytelling is thus achieved,

Figure 2

These screenshots show various aspects of the mobile ap-
plication. The first shows the home page, the second shows
the user gaining a “Cultural Insight” and an invitation to
view the video, while the last screenshot shows the library for
the Cultural Insights. E-Line Ventures (2021). Never Alone
(Kisima Inŋitchuŋa) (Version 1.04) [Mobile app]. Apple App
Store.
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wherein the teller (the Elders, the video game) actively
narrates a story to the listener (the youth, the users). The
video game was created alongside Iñupiat Elders and mem-
bers of the community, and holds Indigenous values close in
its method of presentation, such as relationality, resiliency,
reciprocity, and respect—all further achieved as the two main
characters need each other to proceed in the terrible condi-
tions of the blizzard.

Aside from typical video gaming features, the applica-
tion has audio features with audio recordings available (with
Elders’ voices in the “Cultural Insights”) and video features,
with videos of the interviews being available to access through
the menu of the application. The interactivity and accessi-
bility allow for the player to learn about Iñupiat culture and
cultural themes, paired with storytelling (Parrish, 2021).

Nitap Legends. Another example of a storytelling mobile
application that uses gaming and storytelling to inform a user
is Nitap Legends, made in Unity by the Ni’gweg Collective
alongside the Canada Council for the Arts. The Ni’gweg Col-
lective (where Ni’gweg means “growth”) seeks to revive and
reclaim stories guided by Indigenous oral tradition (Ni’gweg
Collective, n.d.). The application was created by an Indige-
nous collective team of artists, Phyllys Grant (a Mi’kmaq
artist), Kristen Tomlinson, and Tara Audibert. Since the year
of its release, the application continues to update and in-
corporate tales from Indigenous communities and territories
(Harding, 2018). Once more, intergenerational storytelling
is intrinsically embedded within the application as the stories
are directly narrated by Elders. The mobile application also
gives great importance to the land, as the stories are accessible
through the map, allowing the user to identify the location and
the community of the story one is interacting with.

This application uses a video game interface, interspersed
with mini games, to be able to unlock Elder stories specific
to a community on the North American map. Elders then
narrate the story, and their narration is accompanied with art
and animations by Indigenous artists.

Storytelling through land and mobile applications

There appears to be an increase in the number of digital
mobile applications using geolocation and Augmented Re-
ality (AR) or other innovative technologies to achieve their
purposes. Examples of these are IndigiTRAILS and Our
Worlds. As these applications heavily rely on geolocation,
only some of them were able to be properly tested from the
authors’ location.

IndigiTRAILS. IndigiTRAILS is an application that uses
geolocation to share stories. It is an application created by the
Urban Society for Aboriginal Youth (USAY) which uses AR
and GPS to preserve Indigenous art installations in parks and
trails in Calgary, Alberta, Canada (Urban Society for Aborig-
inal Youth, n.d.). The application allows the user to not only
view Indigenous art installations but also to hear Indigenous

artists and contributors explain or narrate the installation or
scene. This is done while using AR and GPS to locate the
user and walk alongside the exhibitions.

Storytelling is interspersed throughout the mobile applica-
tion, such as on the trail “Echoes of the Past” where a child,
Buffalo child, guides the user through their village, talking
about it, the land, and introducing family members. The user
can hear from Buffalo child’s mother, who tells them about
food eaten by the tribe, and then from their grandfather, who
tells stories about their tribe and sharing of their knowledge.
In this way, relationality, resilience, and respect are upheld
and intergenerational storytelling is used to learn, revisit,
explore, and understand Indigenous knowledge and culture.

The application allows a user to select the trail they are
on (another example of relationality, as it finds one on the
land they are standing on), and then to begin the trail. The
application then uses geolocation and AR features to enable
interaction with the land and Indigenous knowledge.

Our Worlds. Our Worlds is an Indigenous-built applica-
tion created by Our Worlds Inc. that uses XR360 to situate
the user to the land and connect them to stories, culture, and
perspectives. The stories are unique to the land and the people
sharing their stories, in creating an online equivalent of space
to learn, share, and explore.

The application offers a curriculum program for pedagogi-
cal purposes and is also available to the general public. When
used as a public user, users can see a map with pinpointed
locations that correspond to different stories. The different
stories can be shared, liked, and replayed. The application is
organized in categories both as “featured”, “spotlight”, and
“suggested”, as well as topical categories. It also has a search
bar. The user themselves can add their own 360 capture,
locate themselves on a map, as well as add audio or images.

Storytelling through storybook mobile applications

Many mobile applications that were identified were sto-
rybooks. These were applications that used stories (some-
times in their respective communities’ language, sometimes
in English) and imagery to achieve their goal (whether it
be language revitalization, cultural revitalization, or other).
These applications often have audio recordings to narrate
these stories, such as with Māhuhu ki te Rangi or Mamutjitji
Story, both created by Kiwa Digital Limited.

Kiwa Digital Limited – Māhuhu ki te Rangi and Ma-
mutjitji Story. Kiwa Digital Limited has created a variety
of applications for Indigenous communities, many of which
are storybooks or educational applications. Something that
appears common in the Kiwa Digital Limited application (as
well as being referenced in user testing in Mayoral-Baños’
work, and in Joypop’s discussions) is the ability to be creative
in the application. With Kiwa Digital Limited applications,
there are oftentimes coloring pages available through a menu.
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Figure 3

These various screenshots show the mobile application Nitap Legends. The first two screenshots show the guide giving a
tutorial to the user, as well as the map that will localize the user and connect them with various stories of different Indigenous
communities. The other two screenshots show the different interfaces upon clicking on a community, which opens a game to
play to unlock the story. The last two screenshots are screenshots from the unlocked audio-visual story. Nigweg Collective
(2025). Nitap Legends(Version 44) [Mobile app]. Google Play Store.

More uncommon is that Kiwa Digital Limited applica-
tions have the ability to record and store that recording in-
application. For example, this storybook application allows
users to both hear narration in te reo Māori and also to practice
one’s own narration and record it. The user is able to listen
to their recording again if they wish as it is stored on the
application directly.

Mamutjitji Story is an application made in Ngalia lan-
guage for Australian Aboriginal Ngalia people. Once more
a storybook, it looks at the story of the antlion and serves
also as a pedagogical instructional material. The application
welcomes the user with an introductory message as well as
a tutorial, which explains the various available features. The
application allows users to change the language to English, as
well as has a side menu which shows both possible different
sections as well as different chapters from the storybook.

Storytelling through language revitalization mobile appli-
cations

Language revitalization is an important field within In-
digenous studies and research, with a great deal of literature
describing technological approaches developed and used.

Ogoki Learning Systems – Ilhe qwal. As previously
mentioned, Ogoki Learning Inc., a company created by Dar-
rick Baxter, has helped develop many language revitalization
and preservation mobile applications for and with various
Indigenous communities. Baxter created his first application
to share it with his daughter in teaching her Ojibwe (Ogoki
Learning Inc., n.d.). From then on, he made the applica-
tion public, and seeing the positive responses, later ended up
publishing the app source code online, as well as providing
other services related to technology. The app source code,

as well as the other services, are intended to help language
revitalization, giving the tools to the communities interested
in creating mobile applications in turn. Most of the time,
Ogoki Learning Inc. mobile applications focus purely on
language and terms translation; however, a number of them
have added features such as video games, or the ability to
watch stories/listen to songs. One that has both of these
features is the ilhe qwal application.

The application was created for language preservation and
revitalization of the Hul’q’umi’num’ language. Not only
does the application have a dictionary available, it also houses
minigames, quizzes, tests, songs, and stories. The “Songs”
tab leads to two sections, one being “Stz’uminus Songs” and
one being “Children’s Songs”. On opening the first, various
audio recordings can be accessed, with the first being “Proto-
col”. When opening the “Stories” tab, three listings come up:
“Brown Bear Story”, “Colors Story”, and “Protocol Story”.
The interface for listening to these recordings can be seen
in Figure 7, and it allows to easily reach the homepage or
go back to the listings through buttons in the top left of the
screen, as well as having a “replay” button, a “play” button,
and a “pause” button for the audio recording.

The songs and stories in this way are incorporated in a
mobile application meant to help language revitalization. Al-
though not a focus, stories and storytelling assist in learning
the language as well as ultimately helping preserve and sup-
port cultural heritage.

Design Suggestions for Indigenous Mobile Applications

Generally, review of available mobile applications demon-
strates that applications that solely focus on personal stories
exchange are few in number, and those that rely on an external
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Figure 4

The first screenshot shows the description of the Trail prior to choosing it. The second shows how GPS and AR gets triggered
and activated when standing on the shown stepping point on the camera of the phone. The last two screenshots show an
interaction with an Elder. Urban Society for Aboriginal Youth (2025). IndigiTRAILS (Version 0.1.13) [Mobile app]. Google
Play Store.

archive appear to be even fewer. The majority of applications
that allow for recording of one’s own narration appear to
store the object locally, although they can often be shared.
Other applications present unique features, such as applica-
tions using geolocation and AR to situate a person to the land,
respective of Indigenous frameworks. Our Worlds presents
an interesting approach to situating oneself with the land;
using XR360 technology, they allow the user to record their
own videos, 360 captures, images, recordings, and then pin
them to the available map.

It appears some applications are only available on the Ap-
ple App Store, which may prove to be an obstacle to ac-
cessibility. Moreover, in looking at users reports as well as
common features of applications, it appears there are certain
recurring features, outlined in the following section.

Different language capabilities (the community’s language
and English)

As language is an integral and intrinsic part of culture,
many applications are in the community’s main language,
though many of them provide support for the English lan-
guage as well. This is the case of mobile applications that
focus on language revitalization, as is true for other applica-
tions as well.

Geolocation features

Many Indigenous mobile applications showed the impor-
tance of place-based understanding and knowledge. This is
seen with many of the mobile applications not only having ge-
olocation features that are interactable only through GPS, but
also applications that were not about AR that hosted various
maps of the land.

Accessibility

Features and designs with accessibility in mind were no-
ticed in different forms, specifically with that of tutorials.
These were a constant in the applications, although some
mobile applications only had a tutorial page upon opening
the application for the first time. Other times the tutori-
als were accessible at all times on the mobile applications
through buttons. Moreover, for certain more specific types of
interactions with a mobile application (such as it was with the
case of IndigiTRAILS or Never Alone (Kisima Inŋitchuŋa)),
directions came as pop-ups that required completion or dis-
missal to proceed using the mobile applications. In line with
accessibility is the ability to change language between the
community’s language and North American English.
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Figure 5

These screenshots show the different available ways to look at the different available stories and artifacts saved and shared by
other users. Our Worlds Inc. (2024). Our Worlds (Version 1.2.2) [Mobile app]. Apple App Store.

Ability to share (export) and to favorite content

The ability to share and favorite content was identified
repeatedly in the applications or in user-testing (Edmonds et
al., 2014). This allows both sharing information, stories, and
knowledge with others, as well as showing personalization
through allowing favoriting content. These features allow for

not only a heightened sense of identity (particularly when the
features are paired with localized language, such as was the
case of “deadly” in Edmonds et al., 2014), but also for creating
a sense of community and relationality through sharing.


