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Ancestral forms of entertainment were not only meant as a pastime but also 

to carry forward the cultural values and stories over generations. With the ease of 

access to the technologically advanced and immersive games, we do not 

necessarily opt for traditional board games that are a representation of our culture. 

Dhayam VR is an amalgamation of a traditional Indian board game and virtual 

reality technology. Inspired by the story of Mahabharata – a Hindu epic, it creates 

an expressive, educative, and entertaining experience. It provides an opportunity 

to contribute toward keeping traditional and cultural values alive, in a more 

expressive form using the latest technologies which are relatable to the current 

and future generations. 
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Introduction

Growing up in a traditional Indian household, my family strove to introduce 

me to various values of Hindu culture through food, festivals, books, and games. 

The most memorable and enjoyable hobbies of my childhood include listening to 

the stories of the great Indian epics Ramayana, Mahabharata and learning how to 

play the classic board/ tabletop games such as Paramapadham (Snake & Ladder), 

Dhayam (Game of Dice), and Pallankuzhi (Mancala), etc. 

 

Figure 1. Anant Pai. Valmiki's Ramayana. (1978). Comics 
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Figure 2. Gayathri Venkat. Dhayakattam. (2017). Photograph 

 

Figure 3. Bhuvanesh Santharam. Pallankuzhi. (2019). Photograph 
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Figure 4. Chris Columbus. Harry Potter. (2001). Film 

 

Figure 5. Chris Columbus. Harry Potter. (2001). Film 

Being an ardent fan of board games, both the tabletop version and the 

human-size variant of the Wizard’s Chess from the movie Harry Potter and the 

Sorcerer’s Stone frequently intrigued me. I have always wondered how it would be 
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to play such a game, where the pieces would move and animate across the board, 

making the gameplay more engaging and entertaining. Eventually, I understood 

that what I saw in the movies were computer graphics and in the world of digital 

storytelling, the possibilities were endless with the help of ever-evolving 

technologies. 

 

Figure 6. Anant Pai. Mahabharata. (2010). Comics 

The importance of holding onto my cultural values along with my interest in 

the art of digital storytelling inspired me to create Dhayam VR. It is a virtual reality 

board game with a narrative inspired by the dice game that is referred to as “one 

of the most dramatic and pivotal moments of Mahabharata: The Great Hindu Epic” 

[1]. Through this thesis, I attempt to verify if translating a traditional board game 

into a virtual reality experience can make it more expressive, engaging, and 

educative, to contribute towards passing on Hindu cultural values. 
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Ancient Indian Board Games 

 

Figure 7. Brooklyn Museum. Senet Game Board. (2014). Game 

Board games have been a popular form of entertainment in many cultures. 

Senet was invented in Egypt around 3500 BC. Ancient Egyptians believed that 

winning Senet would help them join the god of the rising sun while they are alive 

and alter the realities of the afterlife [2]. Like Senet, many ancient board games 

such as Tau by the Romans, Sacred Way by the Greeks, Atep by the Italians carry 

a story and significance to their respective cultures [3]. 

Ancient board games are categorized into four types – Chase Games, 

Space Games, Games of Displacement, and Race Games [4]. In chase games, 


