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Introduction: 
___ 

0.1    
What is Design? 
 

  

                                                                                                                             

 

                                                                                                                             

  
 
In a nutshell, design is about understanding needs and being sensitive to issues, 
identifying problems that need to be solved, creating innovative appropriate 
solutions, considering aspects of sustainability such that it makes  
a positive difference to life in our universe. 

___  

0.2    
Who is a Designer?  
 

A designer is a highly creative person who enjoys solving problems. The reason 
why they enjoy being creative is that they are sensitive to the needs of people 
and understand the extent of the issues in society. This sensitivity allows a 
designer to be intuitive and to think of opportunities that enhance the lives of 
people. It makes them appreciate the intricate aspects of a problem or a 
situation to help better it through creative designs. (Ref: 2) 
Design being an important part of the creative industry has many options for you 
to pursue, such as: Communication/Graphic Design, Product Design, Animation 
Design, Automobile Design, Architecture Design, Environmental Design, Digital 
Design, Textile/Fashion Design and such.  
So, if you are looking for something which will give the creative streak in you an 
outlet and also provide you with innovative problem solving skills, design may be 
the option for you. 

___  

0.3    
What is Design Thinking?  
 
 
 
 
 
 
 

One can understand Design Thinking as a method to solve problems using a 

process. It is one of the most effective ways to create something new. 

A process that first understands users, identifies and analyses a problem or 

need, and researches relevant information, after which ideas are explored and 

analyzed, until an appropriate innovative solution to the problem or need is 

arrived at.  

 

ά5ŜǎƛƎƴ ƛǎ ƴƻǘ Ƨǳǎǘ ǿƘŀǘ ƛǘ ƭƻƻƪǎ ƭƛƪŜ ŀƴŘ ŦŜŜƭǎ ƭƛƪŜΦ 

5ŜǎƛƎƴ ƛǎ Ƙƻǿ ƛǘ ǿƻǊƪǎΦέ 

ά5ŜǎƛƎƴ ƛǎ Ǉƭŀƴ ŦƻǊ ŀǊǊŀƴƎƛƴƎ ŜƭŜƳŜƴǘǎ ƛƴ ǎǳŎƘ ŀ ǿŀȅ 

as ōŜǎǘ ǘƻ ŀŎŎƻƳǇƭƛǎƘ ŀ ǇŀǊǘƛŎǳƭŀǊ ǇǳǊǇƻǎŜ έ 

ά5ŜǎƛƎƴ ƛǎ ǎƻƭǳǘƛƻƴ ǘƻ ŀ ǇǊƻōƭŜƳέ 

 
-John Maeda, Designer and Teacher 

 
ά9ǎǎŜƴǘƛŀƭǎ ƻŦ ŘŜǎƛƎƴ ŀǊŜ- ǇǳǊƛǘȅΣ ǇǊŜŎƛǎƛƻƴΣ ŘŜǘŀƛƭǎ έ 

 
-Prof Sudhakar Nadkarni, Designer and Teacher 

t 
ά5ŜǎƛƎƴ ƛǎ ǘƘƛƴƪƛƴƎ ƳŀŘŜ Ǿƛǎǳŀƭέ 

 
-Saul Bass, Graphic Designer 

 

-Charles Eames, Designer and Film Maker 

tt  

-Steve Jobs, Designer and Businessman 

tt  
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___ 

Hence Design Thinking could be viewed as the process that translates an idea 

into a blueprint for something useful, whether it's a vehicle, a building, a graphic, 

a service or a system. (Ref: 2) 

 

0.4    
Who is a Design Thinker?  
 
 
 
 
 
 
 
 
___  
 

Designer Thinker is a person who applies the Design Thinking process to solve 
problems and finding creative innovative solutions in any field or domain. For 
example, you could apply Design Thinking to solve problems in arts, social 
sciences, law, medicine, engineering, business, etc. It could even be applied 
to solve problems at home or in your neighbourhood or your place of work. 
Whether it is a simple problem or a complex problem, a design thinker finds 
creative ways to tackle them.  
If everyone could adopt this method to solve problems then we would be 
moving towards a creative society that finds solutions to many of its 
problems. 
 

0.5    
What is Design Thinking 
Process?  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
___  

It involves these following five phases in the process of solving a problem:  
Phase 1. Observe/Empathise/Research,  
- The first phase helps you to identify needs and locate issues to be solved 
through observation and empathy 
Phase 2. Understand/Analyse/Define,  
- The second phase of the process helps you to understand, define and 
analyse the problem area 
Phase 3. Ideate/Alternate/Create,  
- The third phase helps you to come out with several alternate creative 
innovative solutions to the problem 
Phase 4. Build/Prototype/Detail and  
- The fourth phase helps you to actualize the solution by building mock-ups, 
creating scenarios and then prototyping and detailing 
Phase 5. Reflect/Feedback/Implement 
- The last fifth phase is to get feedback through evaluation so that the 
suggestions can be implemented in the final solution. 
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0.6    
What is Innovation? 
 
 
 
 
 
 
 
 
 
 
 
 
___ 
1.9 
What is the overall vision 
and aims of Design 
Thinking and innovation 
Curriculum? 

Innovation involves implementation of something new and replacing or 
reframing of the existing mindset. It is about translating a concept, idea, thought 
or invention into artefacts and services that creates value to life. It is the process 
of transforming ideas into commercial reality. Innovation plays a major role in 
society. It helps us cater to the needs of people that arise from constant physical 
and emotional changes. It helps identify the crucial applications of technology 
and scientific inventions. 
 
As compared to Innovation, Invention happens once in a while. However, each 
Invention may produce millions of Innovative Products ς like the invention of 
Wheel has produced and continues to produce Innovative Products for the 
benefit of mankind. Innovation is in how an invention can be used to solve 
problems. Hence, Design pursues Creativity of Innovation. 
 
 
The overall vision of DT&I curriculum is to be able to instill the following in the 
students:  
 
 
 
 
ω 9ȄǇƭƻǊŜ ǎǘǳŘŜƴǘΩǎ 
sensory abilities, 
cognitive abilities and 
social abilities 

ω Create awareness in 
the students through 
observation, discovery, 
analysis, experience, 
collaboration and 
reflection 

ω Nurture their curiosity 
and enhance their 
explorative abilities 

 
 
 
 
 
ω Cƻǎǘer creativity and 
innovation in students 

ω LŘŜƴǘƛŦȅ problems and 
be able to find solutions 
+ Apply Design Thinking 
process and methods to 
solve various problems 

ω [ŜŀǊƴ ǘƘŜ 
fundamentals/essentials 
of creative design 
discipline 

 
In addition, DT&I will promote socially responsible practice through enlightening 
the students with ways to solve problems within the Sustainable Development 
Goals as mentioned by the United Nations. The course also helps students derive 
culturally rooted understanding of design from information documented under 
the Indian Knowledge Systems. 
 

___ 

 
 

References: 
Reference 1: https://dsource.in/resource/quotes 
Reference 2: http://designindia.net/institutions/design-information/design-
questions 
 

___

https://dsource.in/resource/quotes
http://designindia.net/institutions/design-information/design-questions
http://designindia.net/institutions/design-information/design-questions
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Overview: 
___ 

0.7    
Modules  for grade 
6 / 7 / 8      

Elements of 
Design + 
Story-
creation  
 

Exploring 
Form 
Transitions + 
Discover 
Forms in 
Environment 

Sketching for 
Ideation + 
Creative 
Exploration 
of Product 
Concepts 

Design 
Thinking 
Process 

Environment 
Design 
Project 

 

___  

0.8    
Overall Vision for grade  
6 / 7 / 8 

ω Explore Sensories 
ω Create Awareness and a sense of Discovery 
ω Nurture Curiosity and Creative Explorations 
ω Experience of problem solving and Reflection upon what they did 

___ 

0.9    
Overall Learning 
Objectives 

ω Introduction to Elements of Design and Story-creation  
ω Observe and Discover Forms in Environment and Explore Form Transitions 
ω Fundamentals of Sketching and Product Concepts Explorations 
ω Fundamentals of Design Thinking Process 

___ 

0.10  
Additional Competencies 

ω Enhance Observation Skills 
ω Improve Sensitivity to Design 
ω Improve Communication and Presentation skills 

___ 

0.11   
Matching SDG Goals 

            
___ 
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Overview continued: 
___ 

 
0.12 
Grading 
 
 
 
 
 
 
 
 
 
___ 

 
Grade Awarded  Grade Points 

 

Outstanding O! 10 (or Extra Points) 

Above Excellent A1 10 

Excellent  A2 9 

Above Proficient B1 8 

Proficient B2 7 

Above Promising C1 6 

Promising C2 5 

Above Developing D1 4 

Developing D2 3 

Above Beginning E1 2 

Beginning E2 1 

 
 
0.13 
Assessment 

 
ω Define the criteria for assessment for the Modules 
(mentioning the factors for grading/assessment preferably on a Matrix) 
 

Beginning 
FF-EF-EE 
0.0-0.1-0.2 

Developing 
DE-DD 
0.3-0.4 

Promising 
CD-CC 
0.5-0.6 

Proficient 
BC-BB 
0.7-0.8 

Excellent 
AB-AA 
0.9-1.0 

Criteria 1 Criteria 1 Criteria 1 Criteria 1 Criteria 1 

. . . . Criteria 2 Criteria 2 Criteria 2 Criteria 2 

. . . . . . . . Criteria 3 Criteria 3 Criteria 3 

. . . . . . . . . . . . . . . . . . . . 

   . . . . . . . . 

 
Grade for the Task = Grade/Points (Marks) 
Credits for the Module = Sum of Grades for all the Tasks / Total credits for the 
Module 
 

___ 

0.14 
Validation/Feedback 

ω The task done needs to be validated with feedback from both students as well 
as teachers (so that this can become an input for making changes for the next 
year) 

_____ 

0.15 
References 

ω References are mentioned at the end of each task 
ω As much as possible, these should be made accessible to both students and 
teachers 

___ 

0.16 
Exhibition/Presentation 

ω As most of the design tasks have a visual output, the class is encouraged to 
put up the tasks as an exhibition (for a short period) in the classroom / in 
common areas of the school or as a group presentation for others in the school 
to see. 

__ 
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___ 

1.0 Module 1: Introduction to Elements for  
Design and Story-creation 
(2 hours at school + 1 hour at home) 
 

 
 

Introduction 
 

Introduction to Elements for Design and Story-creation  
- This Module introduces the basic Elements of Design in terms of shapes  ς  Circle, 
Square and Triangle and aspects of story creation. 
The students will learn about these subjects by exploring two tasks, one at school 
and the other at home. 
- The first task done in school is to create a puppet character out of their 
imagination, using the basic elements of design out of paper cut-outs and joineries 
+ make a story and enact it out 
- The second task done at home is to create a Character out of their imagination 
that can do things that they cannot do + sketch and colour + write a short story 
about it or trace  the outline of their palm and inside this represent their vision of 
the world + draw and colour + do a short write-up in around 50 words entitled 
Ψ¢ƘŜ ²ƻǊƭŘ ƛƴ ȅƻǳǊ tŀƭƳΩ 

 

Aim of the Module 
 
 
 
 
 
  
  

 
 
 

 

Aim of the Module:  
This Module introduces students (Grade 6/7/8) to the Elements of Design 
through basic shapes as well as understanding the basics of creating their own 
stories. 
It should create an interest in this field, nurture their sense of curiosity and 
motivate them to explore and discover this area.  
The students will become sensitive to using form as building blocks and being 
able to create a story on their own will take them through the process of using 
their imagination and creativity.  
This knowledge can be applied in many fields of design, media and performing 
arts. 
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Place: 
 
 
Equipment: 
 
 

Grouping: 

 
 
Exposures  
 
 
 
Task Sequence: 
 
 
 
 

Task 1a, Task 1b - done at both school and at home 

Task 1a, Task 1b -       
 
Sketchbooks for sketching and taking notes, Students need access to normal 
paper, drawing paper, Chart Paper, scissors, pencils and clay. 
 
Class tasks are done in groups of 3-4 and Home tasks are individually 

   -              -    
 
Exposure 1: Elements of Design ς Circle, Square and Triangle and their 
characteristics (expressions, associations) in 12 slides  
Exposure 2: Elements of Story /Narratives (Types, forms, structure) in 12  
Slides 
 
 
 
 
 

 

Design Thinking & 
Innovation Process 
involvement: 
 
 
 
 
 

Mapping SDG Goals: 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
This task involves the following phases of the DT&I Process: 
Phase 1. Observe/Empathise/Research (who, how and what of character) 
Phase 2. Understand/Analyse/Define (characteristics of character) 
Phase 3. Ideate/Alternate/Create (creative alternatives to the character) 
Phase 4. Build/Prototype/Detail (making or drawing the character & enacting 
the story) 
Phase 5. Evaluate/Reflect/Implement (feedback from others) 
 
 
The following SDG goals need to be considered while solving this task. While 
designing your character and solving this task, do think of gender equality and 
reduced inequalities between characters.  
 

            
 
 
 
 
 
 
 
 
 
 
 
 
 

    
1 

Present 

Exposure 

Elements of 

Design Slides 

 

2 

Present 

Exposure 

Elements of 

Story Slides 

 

3 

Students 

   create  

Puppet at 

School 

 

4 

Students 

Do Story 

Creation at 

Home 

 

 

10 

min 
10 

min 
100 

min 
60 

min 
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me 
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Task 1: 
Task 1 = 1a + 1b: 
School Hours: 2, Home hours: 1  

  +   
 

1.1 Task 1a:  

  

 
 
 
 
 
 
 
 
 
 

 
 
 
 

 
 
 

Task 1a:  
School hours: 2, Done in groups of 3-4  
 
Topic title: Creating Imaginary Puppet Character using Basic Shapes 
- Take an A3 sized Chart paper or thick drawing paper (around 270 GSM) 
 

 
 
- Cut the Chart paper according to the shapes given in this drawing ς itΩs easy: 
fold in thirds across the vertical and mark the middle across the horizontal. 
- ̧ ƻǳΩƭƭ ƎŜǘ pieces that can be used for the body, head, hands and legs and an 
extra piece to make something out of ς maybe wings   
- Choose these shapes to create the head, body, arms and legs. You decide the 
number and shape of heads, legs, arms, body and legs for your character. 
- Cut the shapes and colour them (optional) 
- You can join the different parts together with clips or gum 
- Name your character and note down what is interesting about the character 
-Think of a story for your character along with other characters from your group 
and write it down 
- enact it out along with your group. 
 

1.2 Task 1b: 
                 

 
 
 
 

 
Hand Tracing 

Task 1b:  
Home hours: 1, Done individually 
 
Topic title: Imaginary Character or Ψ¢ƘŜ ²ƻǊƭŘ ƛƴ ȅƻǳǊ tŀƭƳΩ 
 
- The second task done at home is to create a Character out of your imagination 
that can do things that they cannot do 
- Draw this on an A4 size paper 
- sketch and colour  
- write a short story about it in around 150 words 
or alternatively 
- Trace  the outline of your palm  
- inside this represent your vision of what the world should be 
- draw and colour your vision+ 
-  Do a short write-ǳǇ ƛƴ ŀǊƻǳƴŘ млл ǿƻǊŘǎ ŜƴǘƛǘƭŜŘ Ψ¢ƘŜ ²ƻǊƭŘ ƛƴ ȅƻǳǊ tŀƭƳΩ 
(credits 1.0) 
 

Reflection: 
 

Questions to ponder: 
- Could the Puppet character be done using sustainable materials?  
- Could your story have a social relevance? 
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- Can the Puppets be used for creating multiple stories? 
- Can all the Puppets with their characteristics be displayed as an exhibition? 
 

Assessment:  
 

 
 
 
 

 
 
 
 
 

Assessment Criteria (Task 1a + 1b): 
- Puppet Design and Construction: Puppets are original, creatively designed, and 
capture the essence of the elements of Design through basic shapes. (Individual 
Assessment, Task 1a) 

 
Beginning 

 
Developing 

 
Promising 

 
Proficient 

 
Excellent 

 
- Puppet Manipulation: Puppeteers always manipulated puppets and integrated 
them with the story (Individual Assessment, Task 1a) 

 
Beginning 

  
Promising 

  
Excellent 

 
- Story creation: Strong organization and structure of story with all elements of 
story writing. Vivid supporting details included.  (Group Assessment, Task 1a) 

 
Beginning 

 
Developing 

 
Promising 

 
Proficient 

 
Excellent 

 
- Collaboration and Enactment: Clear evidence of original, creative ideas 
throughout the presentation. All storytellers showed a lot of expression and 
emotion and the story was well enacted. (Group Assessment, Task 1a) 

 
Beginning 

 
Developing 

 
Promising 

 
Proficient 

 
Excellent 

 
- ¢ƘŜ LƳŀƎƛƴŀǊȅ /ƘŀǊŀŎǘŜǊκǘƘŜ ŘǊŀǿƛƴƎ ƻŦ ǘƘŜ Ψ²ƻǊƭŘ ƛƴ ȅƻǳǊ ǇŀƭƳΩ ǿŀǎ ƻǊƛƎƛƴŀƭΣ 
creative and represented the character or the vision of the world clearly. 
(Individual Assessment, Task 1b) 

 
Beginning 

 
Developing 

 
Promising 

 
Proficient 

 
Excellent 

 
- The Short story/Write-up about the vision was novel, and written well. 
(Individual Assessment, Task 1b) 

 
Beginning 

 
Developing 

 
Promising 

 
Proficient 

 
Excellent 

 
 

Other References: Other suggested References: 
 
1. Using Elements of Design in Designed by Apple, short film 1min 30 sec 
https://www.youtube.com/watch?v=XjgoZua3BoY 
2. The Elements of Design/Theory 
https://www.youtube.com/watch?v=01ZoynsM7Vw 
3. Elements of Story 
https://www.youtube.com/watch?v=1M0pFLXegG0 

https://www.youtube.com/watch?v=XjgoZua3BoY
https://www.youtube.com/watch?v=01ZoynsM7Vw
https://www.youtube.com/watch?v=1M0pFLXegG0
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___ 

2.0 Module 2: Exploring Form Transitions +  
Forms in Environment 
(2 hours at school + 1 hour at home) 
 

 
 

Introduction 
 
 
 

Introduction to Exploring Form Transitions and Discovering Forms in the 
Environment 
- This Module introduces the basic principles form transitions and how these parts 
are an important part in transforming one image to another. It is also the basic 
principle of animation design.  It is meant as a brief exposure to this creative field and 
makes the students sensitive to changes in form.. 
- The students will use paper cutouts or soft clay, and look at the transformation of 
form either in 2D or 3D from one letter to another. For example, the challenge is to 
ǘǊŀƴǎŦƻǊƳ ŀ ƭŜǘǘŜǊΣ ƭŜǘΩǎ ǎŀȅ the ƭŜǘǘŜǊ Ψ!Ω ǘƻ the ƭŜǘǘŜǊ Ψ.Ω ƛƴ р ǎǘŜǇǎΦ .ȅ ŘƛǎŎƻǾŜring the 
in-between shapes or forms, the students will begin to become sensitive to changes 
in shape and its transformation. This task is done at school. 
- The students could animate the transformation of letterforms through stop-motion 
photography. By doing this, they experience the foundations in the field of 
animation.  
- The students will document through photography/sketching any one of these A. 
letter-forms hidden in the environment or B. Patterns in objects/plants/animals or C. 
Faces in Objects. This task is done at home. 

 

Aim of the Module 

 
 

 
 

Aim of the Module:  
This Module introduces students (Grade 6/7/8) to Form Transition for creating 
moving images as well as documentation of Forms in the Environment. It should 
create an interest in this field, nurture their sense of curiosity and motivate 
them to explore and discover this area. The students will become sensitive to 
changes in form and get to know that this knowledge can be applied in product, 
communication and animation design. 
  
 


