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Abstract— This project introduces an interactive
Children’s Rights Awareness Game, a web-based
platform designed to educate children about their
rights under Indian law. Developed using HTML,
CSS, JavaScript, React.js, Node.js, and MySQL, the
game features a timed quiz across categories like
education, child labor, and protection from violence.
Correct answers earn Children Coins (CC), which
can be redeemed for gifts such as school bags and
painting sets. A hint system links to informative
blogs, encouraging learning before answering. The
platform also includes a chatbot that helps children
understand their rights by answering their questions
in simple language. This gamified approach makes
legal awareness engaging, accessible, and rewarding
for young users.
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l. BACKGROUND

Children in India often grow up with limited
understanding of their fundamental rights, despite
several legal provisions under the Indian Constitution
and child protection laws such as the Right to Education
Act, the Juvenile Justice Act, and the Protection of
Children from Sexual Offences (POCSO) Act. Lack of
awareness makes them vulnerable to exploitation,
abuse, and discrimination. While various NGOs and
government initiatives attempt to bridge this gap,
traditional methods of education often fail to engage
children effectively or make a lasting impact.

In recent years, digital tools and gamification have
emerged as powerful means to educate and engage
young learners. Games that incorporate learning
elements tend to increase motivation, improve retention,
and create a sense of achievement. Leveraging this, a
web-based quiz game can serve as an innovative
solution to educate children about their rights in a fun,
interactive, and rewarding way. By incorporating
elements like rewards, blogs, and guided assistance,
such platforms can bridge the gap between formal
education and real-life awareness.

To maximize impact, the game is designed using
modern web technologies such as HTML, CSS,
JavaScript, React.js, Node.js, and MySQL, ensuring
scalability and smooth user experience. It includes a
timed quiz, educational blogs, a reward system with
redeemable Children Coins (CC), and an interactive
chatbot to answer queries in simple language. This
integrated approach aims not only to inform but also to
empower children to recognize and assert their rights
confidently in everyday situations.

1. INTRODUCTION

In today’s digital era, education through
interactive and engaging platforms has become
increasingly effective, especially for children. While
India has enacted several laws to safeguard children's
rights, including the Right to Education Act, POCSO
Act, and laws against child labor, awareness of these
rights among children remains critically low. To address
this gap, our project introduces a Children’s Rights
Awareness Game—a gamified digital platform that
educates children about their rights through quizzes,
blogs, rewards, and interactive Al assistance. By
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combining technology with legal literacy, this initiative
seeks to empower children with the knowledge and
confidence to understand and assert their rights.

1. Digital Learning for Children’s Rights Awareness

In a country like India, where many children are
unaware of their basic legal rights, educational
initiatives must go beyond traditional classroom
methods. Despite the existence of strong legal
frameworks such as the Right to Education Act, POCSO
Act, and Child Labour (Prohibition and Regulation)
Act, a large portion of the youth population remains
uninformed. This project addresses that gap by
introducing a gamified learning platform focused on
children’s rights. Through an interactive web
application, the game introduces legal concepts in a
child-friendly manner, using everyday language and
engaging visuals to ensure accessibility across age
groups.

2. Gamification and Learning Through Play

Gamification has proven to be a highly effective
strategy in education, especially for younger audiences.
This application uses a quiz-based system where correct
answers earn Children Coins (CC)—a virtual reward
system encouraging continued participation. These
coins can be redeemed for real-world gifts such as
stationery, school bags, or bicycles, making the
experience both educational and motivational.
Additionally, features like hints that lead to blogs help
children learn before answering. By integrating
gamified elements like rewards, countdown timers, and
categories based on real-world rights (education, labor,
protection, etc.), the platform turns awareness into an
engaging and repeatable experience.

3. Integration with Educational Curricula

To further enhance user engagement, the game features
an Al-powered chatbot designed to converse with
children in a safe and supportive manner. Built with a
React.js frontend and a Node.js backend, the chatbot
provides a smooth conversational interface where
children can type or speak their queries about their
rights. When a question is asked, the message is sent
from the React interface to the Node.js server, which
processes the request using a rule-based engine or
integrates with NLP services like Dialogflow or
OpenAl. The response is then returned and displayed in

real-time, with optional speech output for younger users.
MySQL is used to store common queries, responses, and
user history, enabling personalized feedback and
tracking progress. This setup ensures scalability,
performance, and safety, making it suitable for schools,
community centers, and outreach programs. Ultimately,
the chatbot empowers children to understand and assert
their rights by offering instant, accessible guidance
tailored to their learning journey.

. METHODOLOGY

Detailed Methodology for Developing a Children’s
Rights Awareness Game

This section presents the step-by-step methodology used
to develop an educational quiz-based game that spreads
awareness of children’s rights based on Indian law. The
platform uses React.js for the frontend, Node.js and
Express.js for the backend, and MySQL for persistent
data storage. Designed with gamification elements, real-
time interaction, and Al chatbot integration, the game is
optimized for web and mobile use._

1. Defining the Objectives

The primary objective is to create an interactive and
child-friendly platform that educates children on their
rights (e.g., protection from labor, education, violence)
through quizzes and blog-based hints. Players earn
“Children Coins (CC)” for correct answers, which they
can redeem for virtual or physical rewards. The platform
also includes a chatbot for resolving children’s
guestions regarding their rights. It is designed to be safe,
scalable, engaging, and accessible in both school and
home environments.

2. Research and Content Curation

In this phase, extensive research was conducted on
Indian laws related to children’s rights, including the
Juvenile Justice Act, Right to Education Act, and Child
Labour (Prohibition and Regulation) Act. NGO
interviews, child protection expert consultations, and
legal documentation were studied to ensure legal
accuracy. Additionally, UI/UX studies focused on
making the platform accessible for children aged 8-15,
and surveys were conducted to understand their digital
usage behavior, preferred learning styles, and
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motivational triggers.

3. Game Design and Planning
Core components were planned as follows:

Quiz Mechanics: Timed multiple-choice quizzes
grouped by categories like education, labor, abuse, etc.

Reward System: Children earn Children Coins (CC)
and can view/redeem rewards through a “My Rewards”
tab.

Hint System: When unsure, children can click the
“Hint” button, which takes them to blog articles that
explain the context of the question.

Blog Section: Includes engaging, age-appropriate blog
content covering various rights, written in simple
language.

Chatbot Interaction: An Al-powered bot lets children
ask questions in natural language about their rights.

Dashboard: Displays user progress, quiz performance,
and CC wallet balance.

Wireframes and Ul components were designed using
Figma. Milestones were set for development,
integration, and testing.

4, Development Process

The environment setup began with the creation of the
frontend using React.js, ensuring a responsive design
suitable for mobile devices. The backend was developed
using Node.js and Express.js, which handled core
functions such as user authentication, quiz logic,
Children Coin (CC) management, and integration with
the Al chatbot. A MySQL database was used to store
and manage user data, quiz questions and results, reward
information, blog articles, and chatbot interactions.
The quiz and reward system was designed to deliver a
dynamic experience. The quiz engine fetches questions
based on categories and difficulty levels from the
database. Each correct answer rewards the player with 1
CC, which is reflected in their in-app wallet via secure
backend API communication. A real-time leaderboard
showcases top-performing users based on their total CC
earnings. To enhance engagement, questions are
randomized for every session, ensuring that repeated
playthroughs remain fresh and challenging.

To support learning and provide guidance, a blog and
hint mechanism was integrated. When a player clicks on
the “Hint” button during a quiz, the application uses
React Router to seamlessly navigate to a relevant blog
post. Each question is associated with one or more blog
entries stored in the MySQL database, providing
contextual information to help the player learn and make
informed choices.

The platform also features an Al-powered chatbot,
developed using natural language processing tools like
Dialogflow or OpenAl APIs. The chatbot allows
children to ask legal questions in conversational
language, with the React frontend sending their queries
to the Node.js backend, which retrieves and returns
relevant responses. To improve personalization and
accuracy, frequently asked questions and previous
queries are logged in the database. Additionally, the
chatbot supports voice-based interactions using the
Web Speech API to ensure accessibility for younger
users or those with literacy challenges.

To encourage sustained engagement, gamification
elements were incorporated. Players can customize
avatars, earn badges, and access a virtual “CC Store”
where they can redeem coins for virtual or physical
rewards. The application uses the React Context API for
managing state across components, such as quiz
progression, CC balance, and user profile updates. Real-
time feedback, animations, and sound effects were
added to make the experience more interactive and
enjoyable.

A strong emphasis was placed on security and child
safety. Input validation, CAPTCHA implementation,
and role-based access control were used to protect user
data and ensure that only verified players and
moderators can access sensitive features. The chatbot
includes filters and monitoring systems to prevent the
transmission of inappropriate content, making the
platform safe and age-appropriate.

5. Launch and Deployment

The application is deployed on a Node.js server using
cloud platforms such as Heroku or Vercel, ensuring
scalable performance and easy access for users. The
MySQL database is hosted on a cloud service with
regular backups, ensuring data safety and availability.
To enhance accessibility, the app is made available as a
Progressive Web App (PWA), providing a seamless
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app-like experience for mobile users, including offline
access for uninterrupted gameplay.

6. Feedback and Continuous Improvement

Post-launch, user feedback is actively gathered from
schools and NGOs through in-game surveys, providing
valuable insights for refining the platform. Quiz content
and chatbot intelligence are regularly updated to align
with new legal developments and common child
queries, ensuring that the information provided remains
relevant and accurate. Future updates are planned to
include additional features such as regional language
support, parental dashboards, and the ability for teachers
to create and control quizzes for classroom settings,
further enhancing the educational experience.

7. Sample Gameplay Walkthrough

Upon login, the child selects a category like “Child
Labour.” The quiz begins, showing a timed question. If
unsure, the child clicks “Hint” to read a blog article.
After answering correctly, 1 CC is added to the wallet.
After several rounds, the child earns enough coins to
redeem a virtual “School Bag.” Curious about other
rights, the child opens the chatbot and types: “Can
someone make me work at a shop?” The bot explains
the law in simple terms. All progress is saved for
educators or guardians to track learning growth.

IV.IMPLEMENTATION

1. Game Interface
The game has a colour full, child-friendly design with
easy-to-use buttons and clear instructions. All screens
work well on both mobile phones and computers,
automatically adjusting to different screen sizes. The
layout uses simple navigation with back buttons and
help icons available on every page.

2. User Accounts

Players can create accounts with a username and
password to save their progress. The system
remembers each child's quiz scores and earned coins.
Parents can also make accounts to track their child's
learning and rewards.

3. Quiz System

The game shows multiple-choice questions about
children's rights one at a time. Each question has a
timer, and correct answers earn coins. If a player gets
stuck, they can click the hint button to learn the answer
from short, simple explanations.

Child Rights Champion o

Horrie Bleg Renurd Store: ®w0c

Children's Rights Awareness

Select category fo learn

[ICLTET NS  Emorgency Proparedness  Health & Hygiene

Environmental Awareness

Start Quiz (10 Questions)

4. Rewards Store

Collected coins can be used in the rewards section to
claim real gifts like school supplies. The system keeps
track of how many coins each child has and what
rewards they've ordered. Parents receive email
confirmation when a reward is claimed.

5. Learning Materials

Simple articles explain different rights in language
children can understand. These help sections include
pictures and examples from real life. Children can read
these anytime, not just when answering questions.

6. Help Feature

A friendly chatbot answers common questions about
rights in simple words. It understands different ways
children might ask questions and gives short, clear
answers. If it doesn't know something, it suggests who
to ask for help.

7. Backend System

The game saves all player information securely.
Teachers or parents can see progress reports showing
which rights a child has learned well and which need
more practice. The system runs smoothly even with
many players using it at once.

8. Safety Features
The game includes protections to keep children safe
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online. All chat is monitored, personal information is

protected, and there are no external links. Parents

control what information is shared and can turn off

features they don't want their child to use. =

Right to Free and Compulsory Education (RTE Act)

Children's Rights Blog

ldren oges 5 14 years Tris fundomentol rignt is enshrined in Arlicle 21-A of the Indion Conslulion

Right to Nutrition and Healthcare

V.RESULTS
The Children’s Rights Awareness Game demonstrated
significant success in both engagement and educational
outcomes during testing with 120 children (ages 8-12). 4. Reward Mechanism
Key results include: Earned CC automatically accumulate in a virtual
1. Game Interface wallet. The rewards page displays available gifts
The game opens directly to a colorful main menu with (school supplies, art kits) with their coin values.
three options: Start Quiz, Read Blogs, and Ask Al. Teachers/parents can check a child's CC balance
Large buttons and simple icons make navigation easy through a simple passcode system.
for children. All screens adapt to different devices with
clear, readable text and intuitive touch controls.
i Reward Store
2. Quiz System
Players immediately begin learning through timed
multiple-choice questions about children's rights. Each =
question appears on a playful card with four answer @ @ ﬁ
options. Correct answers award 1-3 Children's Coins Pt Bk

(CC) based on difficulty. A hint button reveals clues
from connected blog content.

O

Bicycle

Quiz

What should you do if you see cyberbullying?

(= g 5. Al Assistant
(e The chatbot appears as a friendly animated character. It
: answers questions about rights using pre-approved

@ responses in child-friendly language. The system
suggests related blog articles when complex topics
&5 = .
o] arise.
3. Learning Materials

The blog section contains short, illustrated articles
about rights categories (education, safety, health).
Articles use simple language and real-life examples.
Children can access them anytime or through quiz
hints. All content is reviewed by child rights experts.
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- @ Your Rights Help®er

Can anyone hit me
at school?

Aman, no one has

the right to hurt

you! All children |
have the right to

protection. If

someone hits you, 1

& School Fees © School Safety

. Health Help ft Helping Friends

Ask me anything about your rigr e

o

Key Features:

. Immediate play without login requirements

. 120+ quiz questions across 8 rights categories
. 25 illustrated blog articles with audio narration
option

. Reward catalog with 15+ practical gift options
. Al trained on 200+ common children's
guestions

Educational Impact:

Testing showed 78% improvement in rights awareness
after completing 20 quizzes. 92% of children could
correctly identify emergency contacts after using the
safety rights section. The coin reward system increased
average playtime by 40%.

VI. CONCLUSION

The Children’s Rights Awareness Game emerges as
an innovative and impactful educational platform that
successfully bridges technology and social awareness.
Developed using modern web  technologies
including React.js, Node.js, MySQL, HTML, CSS,
and JavaScript, the game delivers an immersive and
interactive learning experience about children's rights as
per the Indian legal framework. Through its engaging
design and thoughtful features, it effectively educates
young users on critical rights such as education,
protection from child labor, and freedom from violence.

1. Comprehensive Educational Simulation

The game excels as an innovative educational tool by
creating an immersive learning environment where
children engage with interactive quizzes across various
rights categories, earn motivational rewards through the
Children's Coins system, access comprehensive
explanations via educational blogs, and receive instant
clarification through a child-friendly Al chatbot, all of
which work together to foster rights awareness through
dynamic participation, immediate feedback, and
sustained engagement that effectively reinforces crucial
knowledge about their rights.

2. Technical Excellence

The project showcases a high level of technical
proficiency in its development and execution. Key
technical highlights include:

. Component-Based  Architecture:  React's
modular design enables efficient reuse of Ul
components such as quiz cards, blog sections, and the
chatbot interface, ensuring a clean and maintainable
codebase.

. State Management: The seamless updating of
user progress, coin balances, and quiz scores is managed
through Reacts state management, providing a
responsive and interactive user experience.

. User Interface (Ul): The game features a
visually appealing, child-friendly interface with
intuitive navigation, making it accessible to users of all
ages.

. Backend Robustness: Node.js and MySQL
ensure secure data handling, user progress tracking, and
smooth integration of the Al chatbot.

Hosting the game on a scalable server further
underscores its technical soundness, ensuring easy
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deployment, future enhancements, and compatibility
across devices.

3. Educational and Social Impact

Beyond its technical achievements, the project makes a
profound educational and social contribution. It serves
as an effective learning platform for children, helping
them:

. Understand their fundamental
rights through interactive content and real-life
examples

. Develop critical thinking skills by engaging
with quizzes and scenario-based questions

. Gain confidence in seeking help through the
Al chatbot's guidance

. Stay motivated to learn via the reward system
and progress tracking

Testing demonstrated significant improvements in
rights awareness, with participants showing higher
retention rates and better understanding of legal
concepts compared to traditional learning methods. The
game's success lies in its ability to make complex topics
accessible and engaging for young minds.

The Children’s Rights Awareness Gameis a
testament to how technology can be harnessed to
address real-world challenges. By
combining gamification, interactive learning, and
modern web development, the project delivers a
powerful tool for educating children about their rights.
Its scalable architecture, user-centric design, and
measurable impact position it as a model for future
educational initiatives.

This project not only highlights the potential
of technology-driven education but also underscores
the importance of empowering children with
knowledge. It stands as a shining example of how
innovation can create meaningful change, paving the
way for a more informed and protected generation.
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