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1 Aims and Methodology 
1.1 Aims of the Report  

The courses material report will indicate courses (at least one per Indian university) that will 
be improved in the target HEIs (WUD, RIMT, IIIT) using the material developed for the Design 
& Innovation Centres. This report will guide the course development material in the next 
phase of the project and will be drafted by the EU partners with the assistance and agreement 
of the Indian HEIs. As a result, this report will identify key areas for curriculum improvement 
based on 1) key issues identified in D1.2 National Research Report and 2) the analysis of the 
existing curriculums.  
 

1.2 Frame of Reference 
The UK Professional Standards Framework (UKPSF) for Teaching and Supporting 
Learning in Higher Education developed by the Higher Education Academy or HEA (2011) 
will be used as a framework to analyze existing curriculums of the partner institutes. The 
UKPSF comprises three key dimensions as shown in Figure 1. Subsequently, short-term and 
long-term recommendations, as well as how the Design and Innovation Centers could be 
effectively utilized will be summarized. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Figure 1. UK Professional Standards Framework for Teaching and Supporting Learning in Higher 
Education (HEA, 2011) 
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1.3 Key Issues extracted from D1.2 National Research Report 
Five principal findings from the National Research Report (p.23) include: 

1. Establishment of design hubs in HEIs around the country to bring together grassroots 
innovators and industrial designers 

2. Investing in the fields of digital design as the country becomes more connected 
3. Integrating traditional craft practices in contemporary design practice 
4. Fostering grassroots innovation and scaling up such innovation to industrial products 
5. Incorporation of design thinking, strategic design and service design in the DNA of 

Indian companies 
 

1.3.1 Core Knowledge 
Based on the key findings, a number of Core Knowledge (K) could be extracted as follows: 

1. Service Design including the service design process as well as tools and techniques  
2. Strategic Design including design thinking, design management and design 

leadership  
3. Social Innovation focusing on community-led design, grassroots innovation, craft-

base practices and suitable scaling up strategies; the human-centered approach and 
the extreme affordability principles should also be included 

4. Emerging Design Practices such as digital design, interaction design, user interface 
design (UI), user experience design (UX), and behavioral design  

5. Emerging Economy such as service-based (or experience-based) economy, access-
based consumption, and sharing (or peer-to-peer) economy 

 

1.3.2 Areas of Activities 
The types of core knowledge influence the choices of activities (A) as shown below. 

1. Problem-based and/or project-based learning (PBL) is considered suitable for 
teaching cognitive knowledge, such as strategic design and social innovation. The 
PBL approach also promotes hands-on, active investigation of complex real-world 
problems. 

2. Stakeholder engagement – all types of knowledge suggested above require a high 
level of engagement with various stakeholders (such as startups, design-led ventures, 
SMEs, craft-based businesses, grassroots innovators and communities). Traditional 
teaching methods (e.g. lectures) might not be as effective as collaborative 
approaches. More collaboration through industrial projects and/or co-creation activities 
should be considered. 

3. Paradigm Shift – Sanders and Stappers (2008) observed that design practice has 
moved from the designing of categories of “products” (e.g. graphic design, product 
design, interior design and textile design) to designing for people’s purposes (e.g. 
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design for society, design for sustainability and design for emotion). Subsequently, the 
way design practice is taught should reflect this change. The focus might be placed 
on system and strategic thinking. 

4. Studio-based Learning – While this practice is quite common among all partner 
institutes, the Design and Innovation Centers could enhance studio-based learning 
further. Generally, this practice enables learners to learn through action and 
engagement with a community of practice. With new fabrication facilities, the types of 
action could be expanded further. Wider groups of users (such as startups, design-led 
ventures, SMEs, craft-based businesses, grassroots innovators and communities) 
also help broaden the community of practice. 

1.3.3 Format of the Report 
The report contains two key elements: 
1 The existing programmes report, which should be formatted according to the project 

format guidelines and should include the following information: 

Educational Programme Report (Undergraduate/Graduate) 
Title of the Programme 

1. Aim of the Programme (1/2 pg) – including number of students 
2. Basic description of streams (up to 2 pg) 
3. Internship and final year project (up to 1 pg)  
4. Lab equipment (up to 2 pg) 
5. Connection with the industry (up to 2 pg) 

5.1. Internships 
5.2. Final year projects 
5.3. Joint projects 
5.4. Competitions and awards 

6. Graduates and labor market (up to 2 pg) 
7. Table with the programme courses 

Course title / Semester / Type / ECTS / Hours (lecture/lab) 
8. Description of courses (1 par for each course) 
9. Possible courses for improvement (up to 1 pg) 

 
2 The final courses report, which will provide a summary of the examined programmes, 

key findings, and recommendations for courses improvements (at least one for each 
target Indian HEI). The courses report should be formatted according to the project format 
guidelines and should include the following information: 

Courses Report 

1. Aim of the report (1/2 pg) 
2. Basic description of the programmes (up to 1 pg per programme) 
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3. Key findings (up to 1 pg per programme)  
4. Recommendations for course(s) improvement (up to 1 pg per programme) 
5. Annexes (programme reports) 

 
While the analyses will be consistent across the board, the results will be presented slightly 
differently to reflect on different structures of the courses.  
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3 WUD’s Course Analysis 
3.1 Basic Description of the Programme 

The BDes programme at World University of Design is a four year course, which is 
designed to provide students with a solid foundation in a specialized design discipline, 
blending theory and practice: from a knowledge of the ideas underpinning design 
(sociology, semiotics, aesthetics, anthropology etc.) through research skills, and into 
practical skills for developing prototypes and images of representation.  
 
The programme offers a number of pathways including: Interior Design, Product Design, 
Lifestyle Accessory Design, Fashion Design, Textile Design, Graphic Communication 
Design, Advertising & Web Design, and Animation & Game Design.  Teaching methods are 
predominantly theoretical, with lectures, seminars, group discussions, reviews, critique and 
feedback all featuring heavily.  Practical projects, through which students gain problem-
solving skills, as well as interaction with industry experts and an identified target market are 
also a feature of the course.  Students on the course undertake a 4-week industry 
sponsored minor project or internship. 
 
Modules are assessed through a combination of coursework and examinations, which are 
generally weighted at 40%-60% respectively.  In some cases an end of semester evaluation 
may also be included.  Stipulations by the Board of Studies or statutory body in some cases 
may alter this weighting. 
 
Candidates who have completed their 10+2 level exams (or equivalent, such as 
CBSE/AISSCE/IB etc.) in any stream are eligible to apply for the degree programmes. 
Admission is based on the outcome of an entrance exam, or Design Aptitudes Test (DAT). 
 
3.2 Key Findings 

This section will review whether the academic curriculum of BDes programme at WUD could 
fulfil all the Core Knowledge (K) and Areas of Activities (A) extracted from D2.1 National 
Research Report. Subsequently, areas that could be developed further will be identified.  
 

Table 1. Mapping Core Knowledge Against Existing Academic Curriculum 
Core Knowledge WUD’s BDes programme Areas for Future 

Improvement 
1. Service Design 
• The service design process 
• Relevant tools and 

techniques 
• Related concepts, e.g. 

Product Service System 

Partially covered this 
subject area in the 
following modules 
• PD 702 
• ID 506, ID 705 

Service design knowledge 
could be developed further 
by: 
• Offering service design 

as elective module(s) 
• Integrating service 

design principles into 
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(PSS), system design and 
experiential design 

Research Methodology 
and/or Design Project 
modules 

2. Strategic Design 
• Design Thinking 
• Design management 
• Design Leadership 
• Related topics, e.g. 

branding, positioning, 
strategy, business 
management, etc. 

Already covered this 
subject area in the 
following modules 
• PD 308, PD 408, PD 

602, PD 703, PD 704 
• ID 701, ID 702, ID 

Consider expanding PD 
602, PD 703, PD 704 and 
ID 701 further to cover 
‘entrepreneurship’, which 
could be useful for: 
• Startups 
• Design-led ventures 

3. Social Innovation 
• Community-led design,  
• Grassroots innovation and 

scaling up strategies 
• Craft-base practices  
• Human-centered design 

(HCD) 
• Other related concepts, 

e.g. extreme affordability 
principles  

Partially covered this 
subject area in the 
following modules 
• FP 207 
• PD 507 
 

In the short term, social 
innovation knowledge 
could be more ‘explicitly’ 
integrated in Design 
Project modules. 
In the long term, social 
innovation should be 
offered as an elective 
module within the product 
design pathway. 

4. Emerging Design 
Practices  
• Digital Design 
• Interaction Design 
• User Interface Design (UI) 
• User Experience Design 

(UX) 
• Behavioral Design 

Partially covered this 
subject area in the 
following modules  
• FP 103, FP203 
• PD 306, PD 406, PD 

506 
• ID 404, ID 602 

In the short term, digital 
design knowledge could be 
provided as elective 
module(s). 
In the long term, digital 
design could potentially be 
offered as a distinctive 
pathway. 

5. Emerging Economy 
• Service-based Economy 
• Access-based 

consumption,  
• Sharing Economy 
• Other related concepts, 

e.g. dematerialization 

Partially covered this 
subject area in the 
following modules 
• FP108 
• PD 304, PD 404, PD 

504, PD 604, PD 701, 
PD 702 

These subjects have 
already been addressed in 
PD 701. There could be a 
clearer link between 
sustainable design 
knowledge and the 
practice in Design Project 
modules. 

 
Table 2. Mapping Areas of Activities Against Existing Academic Curriculum 

Core Knowledge WUD’s BDes programme Areas for Future 
Improvement 

1. Problem-based Learning 
(PBL) 

Strong evidence of problem-
based learning in all Design 
Project modules, namely: 
• FP 208 
• PD 308, PD 408, PD 507, 

PD 608, PD 705, PD 801 

New Design and 
Innovation Center could 
be utilized to support the 
design projects, especially 
projects with external 
partners, e.g. SMEs, not-
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• ID 306, ID 406, ID 407, ID 
506, ID 507, ID 606, ID 
607, ID 704, ID 705, ID 
801 

for-project organizations 
and grassroots innovators 

2.Stakeholder engagement Strong evidence of 
stakeholder engagement in 
Design Project modules and 
Internship modules (PD 706 
and ID 706) 

Stakeholder engagements 
could have been enhanced 
further through other 
teaching and learning 
activities, e.g. guest 
lectures/seminars 

3. A shift from the 
designing of categories of 
“products” to designing for 
purposes 

Strong evidence in systems 
thinking and design 
management modules (PD 
602, PD 702, ID 701, ID 702 
and ID 705)  

This shift could be 
emphasized further in the 
Design Project modules 
to make sure that students 
explore problems 
holistically.  

4. Studio-based Learning This practice can be implied 
in all hands-on creative 
modules including those 
designed to help students 
develop visualization skills, 
such as Design Drawing 

New Design and 
Innovation Center could 
be utilized to support these 
teaching and learning 
activities to ensure that 
students engage with a 
broader community of 
practice  

 

3.3 Recommendations for Course(s) Improvement 
The review results in Table 1 and 2 suggested that BDes programme at WUD already covers 
most Core Knowledge (K) and key Areas of Activities (A). However, all of which could be 
developed further. According to the analysis, the new knowledge seems to be better aligned 
with the Product Design pathway. Hence, the new developments could be done in the Product 
Design pathway first. The key areas for future improvement could be grouped into five items 
as shown below. 

1. Introduce service design as an elective module for the Product Design pathway 
and/or integrate the service design principles into existing modules, e.g. Research 
Methodology 

2. Introduce social innovation as an elective module for the Product Design pathway 
and/or make a strong link between social innovation and Design Project modules 

3. Develop a digital design as an elective module in a short term and consider creating 
a distinctive pathway in a long term 

4. The Design Project modules could be enhanced further by 1) taking a full advantage 
of the new Design and Innovation Center and 2) making a clearer link between design 
projects and other modules, e.g. Sustainable Design, Systems Thinking and Design 
Management 
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5. Explore how to engage with different stakeholders further and consider introducing 
‘entrepreneurship’ in existing modules, e.g. Design Management 
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4 RIMT’s Course Analysis 
4.1 Basic Description of the Programme 

The detailed analysis will focus on RIMT’s Interior Design BSc, since it has already subjects, 
such as Service Design, and has potential to incorporate new design practices, such as UX 
and digital design.  BSc Interior Design is a three-year programme, taught across five 
semesters.  Courses combine lectures with practical activities to give students experience of 
a wide range of interior design issues.  The programme’s aims include equipping 
designers “to handle all aspects of design as one integrated user-centric area of 
study”.  In addition, students’ “ability to integrate all such elements and systems into 
a coherent whole in various interior spatial contexts” is also an important aspect of 
the programme (quotes from: http://rimt.ac.in/b-sc-interior-design.php). 
 

4.2 Key Findings 
This section will review whether the academic curriculum of BSc Interior Design at RIMT 
could fulfil all the Core Knowledge (K) and Areas of Activities (A) extracted from D2.1 National 
Research Report. Subsequently, areas that could be developed further will be identified.  
 

Table 3 Mapping Core Knowledge Against Existing Academic Curriculum 
Core Knowledge RIMT’s BSc Interior 

Design programme 
Areas for Future 
Improvement 

1. Service Design 
• The service design process 
• Relevant tools and 

techniques 
• Related concepts, e.g. 

Product Service System 
(PSS), system design and 
experiential design 

Service Design are 
partially covered in the 
following modules: 
 
• BID2307, BID2401, 

BID2407, BID3501 and 
BID3507 
 

And system design are 
potentially covered in the 
following modules: 
• BID1201, BID1207, 

BID2307, BID2308, 
BID2403, BID2407 and 
BID3507 

• It was observed that 
Service Design taught 
in this programme has 
a strong link with built 
environment. The 
programme should 
ensure that a broader 
concept of Service 
Design is covered.  

• Tools and techniques in 
Service Design could 
be used to enhance the 
interactions between 
users and the built 
environments.  

2. Strategic Design 
• Design Thinking 
• Design management 
• Design Leadership 
• Related topics, e.g. 

branding, positioning, 
strategy, business 
management, etc. 

No explicit evidence that 
design management, 
design leadership and 
other related topics (e.g. 
branding) are covered in 
this programme.  

• Consider introducing a 
strategic design as an 
elective module in the 
Level 3. 

• Or integrate these 
topics as parts of 
Studio-based modules. 

http://rimt.ac.in/b-sc-interior-design.php
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3. Social Innovation 
• Community-led design,  
• Grassroots innovation and 

scaling up strategies 
• Craft-base practices  
• Human-centered design 

(HCD) 
• Other related concepts, 

e.g. extreme affordability 
principles  

No explicit evidence that 
design management, 
design leadership and 
other related topics (e.g. 
branding) are covered in 
this programme. 

• Consider introducing a 
Social Innovation as an 
elective module 

• Or integrate social 
innovation into existing 
modules (e.g. BID1101 
and BID2307) which 
are well aligned with 
the topic. 

4. Emerging Design 
Practices  
• Digital Design 
• Interaction Design 
• User Interface Design (UI) 
• User Experience Design 

(UX) 
• Behavioral Design 

It was observed that: 
• BID1105 might partially 

cover digital design, 
since it covers digital 
techniques  

• BID2401 might partially 
cover interaction 
design, since it 
includes designing and 
detailing of various 
work spaces and 
interaction zones. 

 
However, there is no 
explicit evidence of UI or 
UX covered in this course. 

• There are opportunities 
to expand the Digital 
Design and Interaction 
Design knowledge 
further in the existing 
modules. 

• By encouraging 
students to perceive a 
building as a system 
that users interact with, 
the principles of 
Interaction Design, UX 
and Behavioural Design 
could be prominent in 
Studio-based 
modules. 

5. Emerging Economy 
• Service-based Economy 
• Access-based 

consumption,  
• Sharing Economy 
• Other related concepts, 

e.g. dematerialization 

No explicit evidence that 
emerging economy and 
other related topics (e.g. 
branding) are covered in 
this programme.  

• Consider adding this 
type of knowledge to 
the briefs of design 
projects, especially 
those in Level 2 and 3. 

 

 
Table 4 Mapping Areas of Activities Against Existing Academic Curriculum 

Core Knowledge RIMT’s BSc Interior Design 
programme 

Areas for Future 
Improvement 

1. Problem-based Learning 
(PBL) 

Problem-based learning is 
likely to be included in all 
Design Studio modules, 
namely: 
• BID1101, BID1201, 

BID2301, BID2307, 
BID2401, BID2407 

• BID3501 and BID3507 

New Design and 
Innovation Center could 
be utilized to support the 
Design Studio modules, 
especially through design 
projects with external 
partners, e.g. SMEs and 
not-for-project 
organizations. 

2.Stakeholder engagement Stakeholder engagement 
could be described more 
explicitly. At the moment, not 

Stakeholder engagements 
could be enhanced further 
through various teaching 
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many module mention the 
involvement of external 
stakeholders, e.g. BID2407. 

and learning activities, e.g. 
guest lectures/seminars 

3. A shift from the 
designing of categories of 
“products” to designing for 
purposes 

Limited evidence to suggest 
that this shift has occurred. 
Perhaps, it could be more 
explicitly described. Only 
some modules, e.g. BID1201, 
suggest systems thinking. 

This shift could be clearer 
described and emphasized 
further in the Design 
Studio modules to make 
sure that students explore 
problems holistically. 

4. Studio-based Learning Strong evidence of studio-
based learning alongside 
lectures. 
• BID1101, BID1103, 

BID1106, BID1201, 
BID1202, BID1203, 
BID1206, BID2301,  
BID2302, BID2303, 
BID2306, BID2401, 
BID2402, BID2403, 
BID2406, BID2407, 
BID3501, BID3502, 
BID3503, BID3506 and 
BID3505 

The new Design and 
Innovation Center could 
be utilized to support 
studio-based learning 
activities further to ensure 
that students engage with 
a broader community of 
practice. 

 
 
4.3 Recommendations for Course(s) Improvement 

The review results in Table 3 and 4 suggested that BSc Interior Design at RIMT already 
covers some Core Knowledge (K) and certain Areas of Activities (A). There is limited 
evidence on several Core Knowledge and Areas of Activities, which could be developed 
further and/or made more explicit in the programme specification and module outlines. The 
key areas for future improvement could be grouped into five items as shown below. 

1. There are many modules that include Service Design aspects (BID2307, BID2407 
and BID3507). Since the topic is delivered in conjunction with Interior Design, there 
are concerns that students may not see a big picture of Service Design. Thus, it is 
recommend that the institute should ensure that a broader concept of Service Design 
were delivered to the students, especially topics that are directly relevant to them.  

2. There is limited evidence whether strategic design and other related topics (e.g. 
branding) have been covered in this programme. Compare with BSc Fashion Design 
programme, it has a dedicated module that covers this subject (BDFD2404: Brand 
Design and Management). The institute may consider introducing a strategic design 
as an elective module in the Level 3 and/or integrate this subject as part of studio-
base modules. Alternatively, students could be allowed to take BDFD2404. 

3. There is limited evidence whether Social Innovation and Emerging Economy have 
been covered in this course. However, these subject areas could be incorporated into 
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many existing modules which cover contextual studies (e.g. BID2307, BID2401 and 
BID3501). Alternatively, the institute may consider introducing social innovation as an 
elective module. Emerging Economy topics would not be required to introduce as a 
module, but would be useful to be incorporated in design briefs.  

4. While Digital Design might not be directly applicable to this course, Interaction 
Design will be beneficial to students. There is limited evidence of what extent User 
Experience Design have been taught in this programme. It would be useful to describe 
Interaction Design elements more explicitly in both programme specifications and 
module outlines. There are opportunities to expand this type of knowledge, as well as 
useful tools and techniques further through design projects in studio-based modules. 

5. The Studio-based modules could be enhanced further by engaging external 
stakeholders, and incorporating new knowledge, e.g. Strategic Design and Systems 
Thinking.  

6. Taking a full advantage of the new Design and Innovation Center will be essential for 
the Studio-based modules. Approaches could include: 

a. Utilising the space and facilities offered by the Design and Innovation 
Center – the center could be used to support students’ projects from the 
beginning to the end of the design process. For example, PDR (a design and 
innovation research institution set up by Cardiff Metropolitan University: 
http://pdronline.co.uk/) provides a multipurpose space equipped with digital 
cameras that could support user observations and ethnographic research at the 
beginning of the projects. The Institute of Making established by University 
College London: UCL (https://www.instituteofmaking.org.uk/) provides a workshop 
where staff and students from various disciplines (e.g. design, technology, history, 
art and engineering) can create artefacts using both advanced and traditional 
tools, techniques and materials. It also has the Materials Library, which enables 
users to see, touch, research and discuss about these materials. Access to 
materials and means of making is vital for the designing, prototyping and testing 
phases where design students experiment and refine their ideas. The workshop 
facilities can also support the final stage of the design process, which focuses on 
production and realisation. It is envisioned that students will use facilities provided 
by this center to support their work. 

 
b. Engaging external stakeholders – Approaches to engaging external 

stakeholders could include offering membership or issuing day passes to those 
wishing to use the resources. They could also attend a number of activities, such 
as workshop training and making classes (e.g. woodwork or metalwork). Some 
centers offer advanced courses, where professional designers/makers register to 
upskill their existing knowledge. Some even provide training for high-school 
students who are interested in STEM subjects (e.g. Fablab O, Tongji University, 
China: https://www.fablabo.org/faboxacademy/index.html). These engagement 
activities create opportunities for staff and students to network with businesses, 
entrepreneurs and the general public, which could lead to collaborative research 
projects for staff and industrial design projects for students. The centers could 
consider joining the Design Factory Global Network (http://dfgn.org/), which has 
members across the globe, ennabling staff and students could exchange 

http://pdronline.co.uk/
https://www.instituteofmaking.org.uk/
https://www.fablabo.org/faboxacademy/index.html
http://dfgn.org/
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knowledge/ideas with external stakeholders from other countries. Enabling 
students to engage with external stakeholders through various activities helps 
them to build up useful network for their own/collaborative projects.  
 

c. Incorporating new knowledge – it would be useful to simulate real-life 
experience of professional design studios in their learning environments. This 
means providing business content (such as business strategy and design 
management), which could be done through collaborative projects with 
businesses. By asking students to go beyond designing a solution, but exploring 
how this proposed idea could fit in the business context of the company, students 
will be encouraged to engage with subjects, such as Strategic Design and System 
Design. The new content could be provided in a problem-based learning 
environment (e.g. getting the students to analyse a chosen brand) rather than a 
lecture format. Thus the center could help simulate the real-life experience of 
professional design studios by bringing in clients as well as deliver new 
knowledge through a problem-based learning practice. 
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5 IIIT’s Course Analysis 
 
5.1 Basic Description of the Institution and Courses Offered 

The Indraprastha Institute of Information Technology-Delhi (IIIT) is a relatively small, state-
established university.  The Human Centred Design Department is one of six University 
Departments and offers courses in Design Drawing and Visualization, Design Processes 
and Perspectives, and a range of courses on animation and game design, as well as 
research methods.  The analysis below is based on individual module descriptions, rather 
than on a programme outline.  The modules considered are as follows: 
• CSD XXX - Design Drawing & Visualization 
• DES 000 – Design Processes and Perspectives 
• DES 5XX – Design of Interactive Systems 
• CSD – Game Development & Design 
• DES 204 – Human Computer Interaction 
• DES XXX – Introduction to 2D Animation 
• DES XXX – Specialization in 3D Character Animation 
• DES XXX – Introduction to 3D Production Design for Animation and Games 
• DES XXX – Introduction to Motion Graphics 
• CSDD04/DRM – Research in Design                                                                       
• CSD XXX – Visual Design & Communication 
 
5.2 Key Findings 

Table 5 Mapping Core Knowledge Against Existing Academic Curriculum 
Core Knowledge IIIT’s programme Areas for Future 

Improvement 
1. Service Design 
• The service design process 
• Relevant tools and 

techniques 
• Related concepts, e.g. 

Product Service System 
(PSS), system design and 
experiential design 

• Strong evidence of 
Service Design 
considerations can be 
found in DES000 
(Design Processes and 
Perspectives) and 
CSDD04/DRM 
(Research in Design). 

• Strong focus on 
system design can be 
found in DES5XX 
(Design of Interactive 
System) and CSD XXX 
(Visual Design) 

Service Design has 
already been taught in IIIT. 
However, it could be 
enhanced further through 
various activities, e.g. 
creating dedicated projects 
on Service Design 

2. Strategic Design 
• Design Thinking 
• Design management 
• Design Leadership 

• Evidence of design 
thinking and some 
design management 
can be found in DES 

• Strategic Design has 
already been taught to 
some extent. However, 
it could be enhanced 
further through various 
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• Related topics, e.g. 
branding, positioning, 
strategy, business 
management, etc. 

000 (Design Processes 
and Perspectives) 

activities, e.g. guest 
lectures and seminars 

3. Social Innovation 
• Community-led design,  
• Grassroots innovation and 

scaling up strategies 
• Craft-base practices  
• Human-centered design 

(HCD) 
• Other related concepts, 

e.g. extreme affordability 
principles  

No explicit evidence that 
social innovation, 
community-led design and 
other related topics (e.g. 
grassroots innovation) are 
covered in this programme 

• Consider introducing a 
Social Innovation as an 
elective module 

• Or integrate social 
innovation into existing 
modules that cover 
contextual studies, 
such as DES000 
(Design Processes and 
Perspectives) and 
CSDD04/DRM 
(Research in Design) 

4. Emerging Design 
Practices  
• Digital Design 
• Interaction Design 
• User Interface Design (UI) 
• User Experience Design 

(UX) 
• Behavioral Design 

Strong evidence of 
advanced knowledge in 
the fields of Human 
Computer Interaction 
(HCI), User Centred 
Design (UCD), User 
Interfaces Design (UI), 
User Experience Design 
(UX) and digital 
tools/prototypes in: 
• DES204 (Human 

Computer Interaction),  
• DES000 (Design 

Processes and 
Perspectives),  

• DES5XX (Design of 
Interactive Systems),  

• CSD (Game 
Development & 
Design) 

• CSD D04/DRM 
Research in Design,  

• DESXXX (introduction 
to 2D Animation), and  

• DESXXX 
(Specialization in 3D 
Character Animation) 

• DESXXX – Introduction 
to 3D Production 
Design for Animation 
and Games 

• The institute already 
offers advanced 
knowledge in the 
emerging design fields 
to the students.  

• The existing modules 
could be used as a 
vehicle for other 
teaching and learning 
activities as well as 
further stakeholder and 
public engagement. 

5. Emerging Economy 
• Service-based Economy 

No explicit evidence that 
Emerging Economy and 

• Consider adding this 
type of knowledge to 
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• Access-based 
consumption,  

• Sharing Economy 
• Other related concepts, 

e.g. dematerialization 

other related topics are 
covered in this programme 

assignment briefs of 
design projects in 
existing modules. 

 

 
Table 6 Mapping Areas of Activities Against Existing Academic Curriculum 

Core Knowledge IIIT programme Areas for Future 
Improvement 

1. Problem-based Learning 
(PBL) 

Strong evidence of problem-
based learning in various 
modules namely: 
• DES000 (Design 

Processes and 
Perspectives) 

• DES5XX (Design of 
Interactive Systems) 

• CSD – Game 
Development and Design 

• CSDD04/DRM (Research 
in Design) 

New Design and 
Innovation Center could 
be utilized to support the 
problem-based learning, 
especially through design 
projects with external 
partners, e.g. SMEs and 
not-for-project 
organizations and 
grassroots innovators. 

2.Stakeholder engagement Some acknowledgement of 
stakeholder engagement can 
be found in some modules, 
e.g. DES000 (Design 
Processes and Perspectives). 

Stakeholder engagement 
could be described more 
explicitly and enhanced 
further through various 
teaching and learning 
activities, e.g. guest 
lectures/seminars, and 
assignment briefs of 
design projects. 

3. A shift from the 
designing of categories of 
“products” to designing for 
purposes 

Strong evidence of systems 
thinking in HCI, UI and UX-
related modules, such as: 
• DES204 (Human 

Computer Interaction),  
• DES000 (Design 

Processes and 
Perspectives),  

• DES5XX (Design of 
Interactive Systems),  

• CSD (Game Development 
& Design) 

• CSD D04/DRM Research 
in Design,  

There are already a 
number of good practices 
that could have been 
expanded further. The New 
Design and Innovation 
Center could be utilized to 
enhance these modules 
further, e.g. introducing 
projects from external 
partners. 

4. Studio-based Learning Strong evidence of studio-
based learning in hands-on 
design modules, such as: 
• CSD (Game Development 

& Design) 

The new Design and 
Innovation Center could 
be utilized to support 
studio-based learning 
activities further to ensure 



  
D1.5 Courses Material Report 

 

 20 
 

• DESXXX (Introduction to 
3D Production Design for 
Animation and Games) 

that students engage with 
a broader community of 
practice. 

 
 
5.3 Recommendations for Course(s) Improvement 

The review results in Table 5 and 6 suggested that IIIT already covers some Core Knowledge 
(K) and certain Areas of Activities (A). There is limited evidence on several Core Knowledge 
and Areas of Activities, which could be developed further and/or made more explicit in the 
programme specification and module outlines. The key areas for future improvement could 
be grouped into five items as shown below. 

1. There are many modules that include Service Design aspects. Since IIIT has strong 
Digital Design and Interaction Design expertise, it could consider develop a Digital 
Service Design course or pathway. This will help the institute leverage their unique 
knowledge and skills and differentiate themselves from other universities.  

2. It was not clear to what extent Strategic Design has been covered. The institute may 
consider developing the knowledge and skills further through various teaching and 
learning activities, e.g. guest lectures and seminars. This subject has potential to 
support key Areas of Activities (A), such as stakeholder engagement and a shift from 
the designing of categories of “products” to designing for purposes. 

3. There is limited evidence whether Social Innovation and Emerging Economy have 
been covered in this course. However, these subject areas could be incorporated into 
many existing modules which cover contextual studies (e.g. DES000: Design 
Processes and Perspectives, and CSDD04/DRM: Research in Design). Alternatively, 
the institute may consider introducing social innovation as an elective module. 
Emerging Economy topics would not be required to introduce as a module, but would 
be useful to be incorporated in design briefs.  

4. The institute has expertise a number of emerging design fields, such as Digital 
Design, UX, UI and Interaction Design. It could consider developing the Design and 
Innovation Center that specialises in this subject area. It could provide support to 
external organisations (e.g. not-for-profit organisations and grassroots innovators) on 
this type of design. By leveraging this expertise strategically, it could help the institute 
with wider engagement and more industrial collaborations.  

5. The Studio-based modules could be enhanced further by 1) taking a full advantage 
of the new Design and Innovation Center, 2) engaging external stakeholders, and 3) 
incorporating new knowledge, e.g. Strategic Design and Emerging Economy. 
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6. Alternative Ways of Improving Existing Courses 
While recommendations for course improvement cover all Core Knowledge (namely: 
Service Design, Strategic Design, Social Innovation, Emerging Design Practices and 
Emerging Economy) and all Areas of Activities (namely: Problem-based Learning, 
Stakeholder engagement, the Paradigm Shift and Studio-based Learning), it might be more 
effective to focus on leveraging expertise of each institute. The aspiration for the project is to 
address three key design disciplines: product design, service design and digital design. Each 
institute could concentrate mainly on its strengths. In this way, each Design and Innovation 
Center could be slightly different – one focuses on Product Design, one concentrates on 
Service Design and another one is specialised in Digital Design. 
 
For example, WUD already has a well-established Product Design programme. It could 
concentrate on enhancing Product Design knowledge and skills further and incorporate 
subject areas that work well with Product Design, such as Strategic Design, Social Innovation 
and Emerging Economy. It may encompass Service Design principles that are relevant to its 
current practices, e.g. PSS.  The Design and Innovation Center based in WUD could focus 
on providing Product Design support to external organisations. 
 
RIMT already has a lot of Service Design in its Interior Design course. Thus, it could focus 
on developing Service Design knowledge and skills further and incorporate subject areas that 
work well with Service Design, such as Strategic Design and Emerging Economy. The Design 
and Innovation Center based in RIMT could focus on providing Service Design support to 
external organisations.  
 
Finally, IIIT is already specialised in Digital Design. Hence, it could explore how to advance 
Digital Design knowledge and skills further and incorporate subject areas that work well with 
Digital Design, such as Service Design. The Design and Innovation Center based in IIIT could 
focus on providing Digital Design support to external organisations. 
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Annexes 
Annex I – BDes Programme at WUD  
1. Qualification 
Level: 

Under graduate 

2. Title: BDes  
Option to do BSc (3 years) 

3. Educational 
aims:  
Knowledge, 
Understanding 
and Skills 

The academic curriculum of BDes programme at World University of 
Design allows students to easily blend into a global network, as well 
as acquire a greater appreciation of local industry trends. The 
multidisciplinary and broad-based structure aims at an all-round 
development of students. Deriving from the changing paradigms of 
industry and commerce, its content as well as the methodology has 
been designed to suit the need of the emerging sectors in design 
education.  
 
The main objectives of the programme are: 
The programme guarantees a solid foundation in chosen specialized 
design discipline as well as competency in methodology and 
technical-operations. The study of theories and methods is 
considered as important a part of didactic experience as design 
concept and actualization in workshops. Instrumental, technical and 
technological competencies are acquired. The most important 
modules comprise of a project in order to allow the student to 
experience different parts of the development of a product and 
develop vital problem-solving skills. This ensures the graduate has 
the competencies to undertake various tasks, from product and 
system engineering to mass production and market penetration. 
 
The didactics will ensure that the student does not form a free artist 
isolated in his own talent but a designer who is inspired from - and in 
professional relationship with the system and its constraints. The 
course will be able to transfer to the students, tools to understand the 
change of behavioural patterns and cultural values; the 
characteristics of processes, materials, technologies and processes 
typical of the industry; as well as the logic of competition, market 
positioning and sales processes, sales and communication. 

 
4. Intended 
learning 
outcomes 

On completion of the degree, students will be able to demonstrate the 
following: 
 
1. Knowledge of the historical context: the sociology of consumption; 

design culture and its historical evolution, the study of semiotics 
and aesthetics, anthropology, etc. 

2. Understanding of Trends and consumption scenarios 
3. The basic elements of design and manufacture of related 

products; 
4. Materials and production techniques 
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5. The techniques and tools for the representation of the product: 
manual drafting, technical drawing, photography, creating models 
and prototypes of products; 

6. The techniques of representation of images and visual languages; 
7. Knowledge of the mechanisms of visual perception and colour 

systems; 
8. The acquisition of basic skills in the sectors of: product 

prototyping techniques, manufacturing technologies and 
processes; 

9. An ability to undertake effective research 
 

5. Learning and 
Teaching 
Strategies and 
Methods 

Teaching and learning methods shall comprise of lectures, Seminars, 
group discussions, Interaction with domain experts/ identified target 
market, review, critique and Feedback. Students will undertake 
independent library study and research. 

 
6. Assessment 
Strategies and 
Methods: 

The assessment of performance of a students’ work is based on 
demonstration of his/her all round capabilities and application across 
all subject-specific criteria).  
 
Methodology and Strategy 
The evaluation may be in the form of continuous evaluation by the 
teaching faculty, a panel of faculty members (jury) or through an 
examination. There may or may not be an end semester evaluation 
for all subject. Certain subjects may be taught in a modular fashion 
while others may be sequential, skill building courses requiring 
continuous evaluation based on specific task based assignments, 
presentation and/or portfolio assessment 
. 
Instruments of Evaluation 
Following evaluation methods and instruments will be used for 
evaluating students of different disciplines. A specific evaluation 
methodology/mix used for a particular course shall be specified in the 
course outline in the form of an Evaluation Matrix.  
 
1. Coursework Evaluation (Task, Assignment, presentation, quiz, 

documentation, portfolio presentation, Survey, Research report, 
case study based or Practical Examination). The coursework 
usually focuses on material - medium exploration and process 
documentation in form of portfolio. The learning process being 
interactive, presentation, group discussions and critique after 
each step are integral components. 

2. End-Semester Evaluation 
a. Written Examinations  
b. Project Based Evaluation (Final Graduation Project Jury 

AND Subject/ Module/ End Term Jury) 
 
Depending upon the nature of the programme, the components of 
internal assessment may vary. Normally, the weightage of all 
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components of internal assessment shall be 40% and end semester 
examination shall carry weightage of 60% unless prescribed 
differently by the Statutory body or the Board of Studies of respective 
programmes of study  
 
The level of student’s academic performance as the aggregate of 
continuous evaluation and end term examination shall be reflected by 
letter grades on a ten-point scale. 

 
7. Total number 
of credits 
required/year 

60 per year, 240 total over 4 years 
60 per year, 180 total over 3 years (B.Sc.) 

8. Details of any 
requirement of 
internship 

4-weeks industry sponsored minor project/Internship 

9. Pathways 
options 

All. Interior Design, Product Design, Lifestyle Accessory Design, 
Fashion Design, Textile Design, Graphic Communication Design, 
Advertising & Web Design, Animation & Game Design etc 
 

10. Admission 
requirement 

General Eligibility: Candidates who have completed their 10+2 level 
or equivalent exams like CBSE/ AISSCE/ IB etc (in any stream) are 
eligible to apply for undergraduate degree programmes.  
 
The admission will be based on performance in Entrance 
Exam/Design Aptitudes Test (DAT) conducted by state 
agency/Association of Universities/University. 
 

 
Curriculum Structure & Contents 
Foundation Programme 
FIRST SEMESTER 
Course 
Code 

Course Title 
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FP 101 Visualization & 
Representation I 

5 1 1 - 3 - 60 - 40 

FP 102 Geometry I 3 1 2 - - - 60 - 40 
FP 103 Computer Application I 3 1 - 2 - - 60 40 - 
FP 104 Language I 3 2 1 - - - 50 50 - 
FP 105 Visual Studies 3 1 2 - - - 50 50 - 
FP 106 Material Studies I 5 1 3 - 1 - 50 50 - 
FP 107 Elements of Design I 5 1 1 - 3 - 60 - 40 
FP 108 Environment Study 3 1 2 - - - 50 50 - 
Total  30 9 12 2 6 -    
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SECOND SEMESTER 
FP 201 Visualization & 

Representation II 
2 1 - - 1 - 60 - 40 

FP 202 Geometry II 4 1 2 - 1 - 60 - 40 
FP 203 Computer Application II 4 1 - 3 - - 60 40 - 
FP 204 Language II 2 1 1 - - - 50 50 - 
FP 205 Material Studies II 2 1 1 - - - 50 50 - 
FP 206 Elements of Design II 4 1 1 - 1 - 60 - 40 
FP 207 Field Studies II 2 - - - 2 - 60 - 40 
FP 208 Term Project 10 - - - - 10 50 - 50 
 TOTAL 30 6 5 3 5 10    

 
FP 101 Visualization & Representation I 
Drawing as an extension of seeing: a) Enhancing eye- hand coordination b) Blind drawing- 
focus on object while drawing on paper. c) Gesture Drawing- focus on movement of wrist 
and upper arm. d) Image making through recall, observation and imagination. Introduction 
to visual elements and its application: a) Introduction to different tools b) Exploration of 
visual elements – line, shape, form, space, light and   shade, texture and tones. c) Object & 
environment drawing- natural and manmade. Introduction to intangible aspects of drawing.: 
a) Visual experience of elements/objects through contextualization or displacement of (out 
of context/ different context) elements b) Enhancing sensorial perceptions. Enhancing and 
expanding the skill of drawing for expression and communication.: a) Introduction to 
Isometric drawings. b) Principles of perspective drawing. (One point, two point and three 
point) Theory 
 
FP 102 Geometry I 
To introduce fundamental geometric concepts from a design perspective; To inculcate the 
skills required for professional rendering geometric concepts into a visual format – know-
how of drafting instruments, drafting fundamentals i.e., accuracy & precision, neatness, etc.; 
To develop an appreciation of, and sensitization to, the existence of 2-dimensional 
geometric principles in various aspects of our environment – both man-made and natural;  
To envisage the conceptual and technical framework of geometry as an effective tool for 
stimulating creative design thinking in 2-dimensional space fashion & design. Geometric 
fundamentals; Two dimensional space and its underlying structure, Geometric principles as 
they apply to aesthetics and creative thinking; Relevance of geometric principles to various 
fashion-related disciplines; Geometric terminology, nomenclature – communication modes; 
Construction methods of variegated shapes in geometry; Principles of symmetry, proportion 
systems and their properties; Recognition of growth patterns as an aid to design thinking; 
Drafting Techniques; Neatness, legibility & accuracy in drawing; Observing shapes of 
objects from a geometric perspective 
 
FP 103 Computer Application I 
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To understand and appreciate the functionality of computer hardware, peripherals and 
software; inculcate required skills to work in the Windows environment; understand browser 
basics, search engine basics and have free hand on Internet surfing; acquire required 
knowledge of word processing, spreadsheets and presentation software effectively; and, 
acquire basic understanding & skills of vector graphics software.  
Computer hardware 
Computer software 
Operating system and basic utilities 
Internet basics 
Word Processing 
Spreadsheet software 
Presentation software 
Vector graphics software 
 
FP 104 Language I 
The emphasis of this course is to train and develop students to become effective 
communicators. This course enables students to understand the importance of effective 
and complete communication – oral and written in a practical environment 
Develop effective written presentation skills. 
Develop effective oral/verbal presentation skills. 
Develop nonverbal communication skills through effective body language  
 
FP 105 Visual Studies 
Introduction to visual environment  
Understanding the visual language as expressing the inherent ethos/ philosophy / aesthetic 
of a culture 
Visual arts, artists and patrons -The changing equation through the ages. 
Moving Focus- the changing semiotics and semantics of the visual language 
Introduction to Postmodernism- the emerging visual environment 
 
FP 106 Material Studies I 
Introduction, relevance & importance of Material Studies in design 
Classification of materials and their characteristics. 
Exposure to different material samples 
Introduction to hand tools and their classification 
Introduction to classification of forms of raw material used by designers 
Introduction to stress and strain, mechanical, physical and other properties of different 
materials 
Hands-on experience and exploration of: Category 1 material-
Clay/P.O.P/Paper/Wood/Stone/Bamboo; Category 2 material- 
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Aluminium/Brass/Copper/Mild Steel (sheet or wire form); and Category 3 material- 
Yarn/Fabric/Leather 
 
FP 107 Elements of Design I 
Develop understanding of Elements of Design (Point, Line, Plane, Shape, Texture, Colour, 
Pattern, Form & Space) 
Develop understanding of Principles of Design (Balance, Rhythm, Harmony, Proportion, 
Emphasis, Variety) 
Develop sense of composition. 
Develop understanding of tangible & non-tangible aspects of Elements of Design. (Physical 
characteristic such as material, position, orientation etc., emotive qualities & symbolism) 
Develop skills of visualization & communication. 
Application of skills & processes in different media. 
 
FP 108 Environment Study 
Examine and understand the various constituent’s parts and processes in a micro - 
environment, and their interrelationships in socio-cultural, economic, political, religious and 
aesthetic realities therein.  
Conceptual and objective perspectives in one's chosen area of study. 
Necessary tools of perception and analysis in order to "engage" with their immediate 
environment 
To learn to work in teams and to maximize individual contributions towards attaining depth 
in the study. 
 
FP 201 Visualization & Representation II 
To understand basic principles of free hand drawing and Rendering in colour media - a) 
Introduction to colour application based on colour theory (Pigment theory)  b) Introduction to 
various colour media Dry colour media – colour pencils, pens, crayons, oil pastels, dry 
pastels, Wet colour media- water colours, poster colours, photo colour inks etc. To 
understand the advantages of each medium  c) Focusing on colour mixing and achieving 
different nuances of colour. To understand how colours react and combine to give an 
intended effect/experience. 
Introduction to principles of composition as an extension of basics from ‘elements of design’ 
- a) Real objects as visual elements and its relationship (Composition) / proportion / scale / 
ratio. b) Exploration of visual elements – line, shape, form, space, light and   shade, texture 
and tones in real arrangements. c) Visual composition as interpreting non- tangible feel or 
emotion. 
Introduction to basics of representation of human body - a) Understanding and effective 
representation of body proportions. b) Understanding (in terms of representation of body 
parts in their cohesive relationship) of the human anatomy, form and movement. c) 
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Representation of physical characteristics of Male and Female figure in comparison. d) 
Representation of human figure in drape/ clothes in dry media. 
 
FP 202 Geometry II 
Understanding fundamental geometric principles of three-dimensional form & space, and 
their structural relationship. 
A preliminary introduction to 3D Geometric Drawing System (Orthographic and Isometric), 
and its application to drawing in fashion space. 
To develop model-making skills as a tool to realize 3D geometric principles & forms. 
To use the conceptual and technical framework of geometry as an effective tool for 
developing creative interpretive skills in 3-dimensional space of fashion. 
To develop an appreciation of, and sensitization to, the existence of 3-dimensional 
geometric principles in complex objects of our environment – both man-made and natural. 
 
FP 203 Computer Application II 
To represent and create visuals using image editing and object creation/ manipulation 
capabilities of Adobe Photoshop. 
Principles of bitmap graphics and file formats 
Image size & resolutions 
Tools and Palettes: (a) Selections and Channels (b) Saving, Importing and Exporting and 
(c) Image Editing 
Using Layers, Transforming Images, Using Type, Painting and Colouring, Paths and Vector 
shapes  
Applying Filters, Colour Tone Adjustments & Management, Automation, Preparing Graphic 
for the Web 
Printing from Photoshop 
 
FP 204 Language II 
The main objective of the course is to introduce the concept and the essential elements of 
communication. It aims to enhance behavioural approaches in communication such as 
presentation skills, facing an interview or group discussions. This course enables students 
to transform individual communication abilities. 
Developing effective presentation skills. 
Enhance Group Discussion Strategies and Interview skills. 
Develop assertiveness and influential communication. 
 
FP 205 Material Studies II 
Develop understanding of various materials (Solids, Plainer, and Linear & Granular) in raw, 
processed & finished forms and their uses. 
Develop understanding of primary and secondary shaping, finishing and joining processes. 
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Develop understanding of basic processes to enhance physical characteristic of materials 
through surface finish & surface treatment. 
Develop understanding of equipment & machinery and their limitations. 
Develop understanding of the basic principles of manufacturing processes and their 
applications. 
 
FP 206 Elements of Design II 
To develop an understanding of attributes of 3D forms. (Volume, Proportion, Surface 
Quality & Characteristic of curves & planes, Form & Space) 
To develop understanding Design Principles in relation to 3D Form. (Visual order & 
movement, Placement, Size, Alignment & Orientation) 
To develop understanding of tangible & non-tangible aspects of 3D forms. (Physical 
characteristics, Emotive qualities & symbolism, Visual hierarchy) 
To understand change & transition in 3D forms. (Simplification, Manipulation & Stylization) 
To develop skills of visualization & communication. 
Application of skills & processes in different media. 
 
FP 207 Field Studies II 
To examine and understand the various institutions/ industry, parts and processes in a 
micro-environment related to product and communication. 
To understand a micro - environment and its interrelationship with respect to socio-
economic, production, management, communication and aesthetic realities.  
To learn to work in teams and to maximize individual contributions towards attaining depth 
in the study. 
 
FP 208 Term Project 
Holistic understanding and application of all the courses, skills and techniques learnt. 
To understand the nuances of conceptualization through the Design Process. 
Compilation and consolidation of all work in a presentable form with an aim to develop a 
holistic understanding of the overall learning of the project in form of a creative document. 
This must be supported with all original work of the student. 
To develop articulation skills for presentation (verbal, visual and written) 
Methods of presentation and display to demonstrate the nature and the entire process of 
work done. 
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Pathway: Product Design 
 
THIRD SEMESTER 
Course 
Code 

Course Title 
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PD301 Design Drawing 2 0.5 0.5 - 1 - 60 - 40 
PD302 Elements of Form (Basic)  4 1 - - 3 - 60 - 40 
PD303 Material and Process 

(Wood) 
4 1 2 - 1 - 60 20 20 

PD304 Inter Design Studies 
(Cultural studies) 

2 1 1 - - - 50 50 - 

PD305 Model Making 2 - - - 2 - 60 - 40 
PD306 Digital Tools (2D) 4 1 - - 3 - 60 - 40 
PD307 Photography (Basic) 2 1 - - 1 - 60 - 40 
PD308 Design Project 8 - - - - 8 60 - 40 
PD309 Open Elective 2 1 1 - - - 50 50 - 
Total  30 6.5 3.5 - 12 8    
FOURTH SEMESTER 
PD401 Product Rendering 2 1 - - 1 - 60 - 40 
PD402 Elements of Form 

(Advanced) 
4 1 - - 3 - 60 - 40 

PD403 Material and Process 
(Metal) 

4 1 2 - 1 - 60 20 20 

PD404 Inter Design Studies 
(Ethnography) 

2 1 1 - - - 50 50 - 

PD405 Ergonomics Basics 2 1 1 - - - 50 50 - 
PD406 Digital Tools (3D) 4 1 - - 3 - 60 - 40 
PD407 Research Methodology 2 1 1 - - - 50 50 - 
PD408  Design Project 10 - - - - 10 60 - 40 
 TOTAL 30 7 4 - 9 10    
FIFTH SEMESTER 
PD501 Technical Drawing 2 1 - - 1 - 60 40 - 
PD502 Nature and Form 4 1 - - 1 - 60 - 40 
PD503 Material and Process 

(Plastic and Advanced 
Materials) 

4 1 2 - 1 - 60 20 20 

PD504 Inter Design studies 
(Indian and Western 
Aesthetics) 

2 1 1 - - - 50 50 - 

PD505 Ergonomics Advanced 4 2 1 - 1 - 60 20 20 
PD506 Digital Tools (3D 

Rendering) 
4 1 - - 3 - 60 - 40 

PD507 Design Project 8 - - - - 8 60 - - 
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PD508 Open Elective 2 1 1 - - - 50 50 - 
 TOTAL 30 8 4 - 8 8    
SIXTH SEMESTER 
PD601 Product Graphics and 

Packaging 
4 1 - - 3 - 60 - 40 

PD602 Design Management 
(Principles of 
Management) 

4 2 2 - - - 50 50 - 

PD603 Motion and Mechanics 4 1 1 - 2 - 60 - 40 
PD604 Inter Design Studies 

(Semiotics) 
2 1 1 - - - 50 50 - 

PD605 Ergonomics Cognitive 4 2 1 - 1 - 50 50 - 
PD606 Product Photography 2 1 - - 1 - 60 - 40 
PD607 Printing Technology 2 1 1 - - - 50 50 - 
PD608 Design Project 8 - - - - 8 60 - 40 
 TOTAL 30 9 6 - 7 8    
BSc Students Exit 
SEVENTH SEMESTER 
PD701 Sustainable Design 6 2 2 - 2 - 60 20 20 
PD702 Systems Thinking 6 2 2 - 2 - 60 20 20 
PD703 Design Management 

(IPR) 
2 1 1 - - - 50 50 - 

PD704 Value Engineering 2 1 1 - - - 50 50 - 
PD705 Design Project 8 - - - - 8 60 - 40 
PD706 Internship 6 - - - - 6 60 - 40 
 TOTAL 30 6 6  4 14    
EIGHTH SEMESTER 
PD801 Graduation Project 

Thesis 
30 - - - - 30 60 - 40 

TOTAL  30 - - - - 30    
 
PD 301 Design Drawing 
The course is focused towards developing capabilities to render & represent various 
products, forms & object in various media, to handle various media to represent light, 
texture, colour, value & form to communicate product ideas. 
 
PD 302 Elements of Form 
The focus of the course is to develop capabilities to analyse, comprehend the nuances of 
the process of form transition in 3 dimensions. The course develops the abilities to evolve 
criteria as well as aesthetic decision-making abilities to integrate and disintegrate 3D Forms 
through application of the essential visual semantics to generate 3D Form close in Function 
and as a Product. 
 
PD 303 Material and Process (Wood) 
The focus of the course is to develop understanding wood as the raw material materials. 
The course deals with developing understanding of subtractive (machining) & additive 
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(Fabrication, forming) processing of wood and various industrial processes to enhance 
physical characteristic of materials through surface finishes & surface treatment. The 
course is also to develop understanding of tools, equipment & machinery and their 
limitations, besides, the basic principles of manufacturing processes and their applications. 
 
PD 304 Inter Design Studies (Cultural Studies)  
The courses offered under Inter design studies are mandatory for learners all design 
disciplines. Their contents are spread over the total duration of the academic Programme. 
The objective is to acquaint learners with those disciplines that may not directly relate to 
design, but all the same, play a crucial and sustaining role in the problem-solving process 
followed by atypical twenty first design team. The courses are formulated to explore the 
following areas of learning: India’s cultural heritage, society, science & future, comparative 
histories of technologies & human problem-solving process, ecology & politics of ecology, 
semiotics and semantics of visual & verbal language, markets & marketing as well as 
entrepreneurship and design management. 
 
PD 305 Model Making  
The focus of the course is to provide orientation and simulation to prototyping skills through 
materials & techniques for rapid visualisation & realisation of products. The course deals 
with familiarisation & skill development with various rapid modelling techniques in paper, 
clay, wood, plastics etc. for 3 dimensional forms & product ideas. 
 
PD 306 Digital Tools 2D  
The focus of the course is to develop capabilities to draft & represent various products, 
product details, assembly, manufacturing specifications & parameter, packaging instruction 
using CAD applications. 
 
PD 307 Photography (Basic) 
The focus of the course is exploring photography as a medium which is often used to 
enhance communication and digital presentation. 
 
PD 308 Design Project  
The course is the first design project which provides the opportunity for integrative 
application of the basic design fundamentals, design thinking and methodology to address 
design opportunities in the area of simple Product Design. The course provides experience 
to recognize & comprehend contextual issues of industry at macro level through study of 
industry with respect to the profile, image, existing product areas, aesthetics, style and 
consumers segments associated with it. The design project is required to project the type of 
product being designed and with actual design of the product close in form as well as in 
function to be a real product to be realised through detailed concepts & prototypes. 
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PD 401 Product Rendering 
The course is focused towards developing capabilities to render & represent various 
products, forms & object in various media, to handle various media to represent light, 
texture, colour, value & form to communicate product ideas. 
 
PD 402 Elements of Form 
The focus of the course is to develop capabilities to analyse, comprehend the nuances of 
colour in relation to form & space. The course develops the abilities to evolve criteria as well 
as aesthetic decision-making abilities to enforce the integration of colour, form & space 
through application of the essential visual semantics. 
 
PD 403 Material and Process (Metal)  
The focus of the course is to develop understanding metal as the raw material materials. 
The course deals with developing understanding of subtractive (machining) & additive 
(Fabrication, forming, composition) processing of metal and various industrial processes to 
enhance physical characteristic of materials through surface finishes & surface treatment. 
The course is also to develop understanding of tools, equipment & machinery and their 
limitations, besides, the basic principles of manufacturing processes and their applications. 
 
PD 404 Inter Design Studies (Ethnography) 
The courses offered under Inter design studies are mandatory for learners of all design 
disciplines. Their contents are spread over the total duration of the academic Programme. 
The objective is to acquaint learners with those disciplines that may not directly relate to 
design, but all the same, play a crucial and sustaining role in the problem-solving process 
followed by atypical twenty first design team. The courses are formulated to explore the 
following areas of learning: India’s cultural heritage, society, science & future, comparative 
histories of technologies & human problem-solving process, ecology & politics of ecology, 
semiotics and semantics of visual & verbal language, markets & marketing as well as 
entrepreneurship and design management. 
 
PD 405 Ergonomics (Basic) 
The focus of the course is to develop capabilities to analyse, comprehend the nuances of 
developing display & control systems. The course develops the abilities to apply ergonomic 
principles to develop efficient and user-friendly display & control systems. 
 
PD 406 Digital Tools (3D)  
The focus of the course is to develop capabilities to draft & represent various products, 
product details, assembly, manufacturing specifications & parameter, packaging instruction 
using Advanced CAD applications. The course develops capabilities and application of 
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various tools used for the purpose of making advanced and interactive technical language & 
representation using Advanced CAD applications. 
 
PD 407 Research Methodology  
The course provides conceptual Insight & approach towards understanding the structure 
(Inherent structure, functions, processes & inter-relationship) of unorganized sector as 
resource base. The course provides understanding the dynamics of developmental issues 
related to the unorganized sector, understanding of essential tools & techniques of 
documentation of activities of un-organized sector and understanding of essential 
techniques of presentation of the study. 
 
PD 408 Design Project  
The course is an integrated design project which provides the opportunity for integrative 
application of the basic design fundamentals, design thinking and methodology to address 
design opportunities in the area of Product Design with technical and aesthetic details 
which needs to be married.  
 
PD 501 Technical Drawing 
The subject is focused toward understanding of machine drawings and technical drawing to 
build a common language between the manufacturer and the designer. 
 
PD 502 Nature and Form 
Most often nature provides much of the inspiration for evolving form for man-made objects. 
The focus of the course is to develop capabilities to analyse, comprehend the nuances of 
nature & form. The course develops the abilities to evolve criteria as well as aesthetic 
decision-making abilities to enforce appropriate form structures, meaning and perception in 
form/products. 
 
PD 503 Material and Process (Plastic and Advanced Materials) 
The focus of the course is to develop understanding of variety of advanced materials like 
Industrials Plastic, Silicon etc. in raw, processed & finished forms and their uses. The 
course deals with developing understanding of subtractive (machining) & additive 
(Fabrication, forming) processing of materials and various industrial processes to enhance 
physical characteristic of materials through surface finishes & surface treatment. The 
course is also to develop understanding of tools, equipment & machinery and their 
limitations, besides, the basic principles of manufacturing processes and their applications. 
 
PD 504 Inter Design Studies (Indian and Western Aesthetics) 
The courses offered under Inter design studies are mandatory for learners of all design 
disciplines. Their contents are spread over the total duration of the academic programme. 
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The objective is to acquaint learners with those disciplines that may not directly relate to 
design, but all the same, play a crucial and sustaining role in the problem-solving process 
followed by atypical twenty first design team. The courses are formulated to explore the 
following areas of learning: India’s cultural heritage, society, science & future, comparative 
histories of technologies & human problem-solving process, ecology & politics of ecology, 
semiotics and semantics of visual & verbal language, markets & marketing as well as 
entrepreneurship and design management. 
 
PD 505 Ergonomics (Advanced) 
The focus of the course is to develop capabilities to analyse, comprehend the nuances of 
developing product details to aesthetically integrate the product components and technical 
features of products. The course develops the abilities to apply ergonomic principles and 
visual semantics to develop efficient and user-friendly Techno-aesthetic details. 
 
PD 506 Digital Tools (3D Rendering) 
The focus of the course is to develop capabilities to draft & represent various products, 
product details, assembly, manufacturing specifications & parameter, packaging instruction 
using CAD, RHINO. The course develops capabilities and application of various tools used 
for the purpose of making advanced and interactive technical language & representation 
using CAD, RHINO 
 
PD 507 Design Project  
The course is an integrated design project which provides the opportunity for integrative 
application of the basic design fundamentals, design thinking and methodology to address 
design opportunities in the area of Product Design with Social relevance. The area of work 
could be seen in cluster development, inclusive design or design for special cause.  
 
PD 508 Open Elective  
The focus of the elective is to develop capabilities to handle projects of multi-disciplinary 
nature. The elective provides platform to work in the project of cross disciplinary level. 
 
PD 601 Product Graphics and Packaging 
The focus of the course is to develop capabilities to analyse, comprehend the nuances of 
elements of graphics to enhance product. The course develops the abilities to organize and 
present product information through application of the essential visual semantics. Also, the 
focus of the course is to develop capabilities to analyse, comprehend the nuances of 
developing Package Design. The course develops the abilities to apply Information 
structuring, structures & form to develop efficient and user-friendly Package design. 
 
PD 602 Design Management  
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A comprehensive, practical and professional overview of the technical, legal and business 
aspects, which are relevant as for an Entrepreneur/ consultant/ employee in the Design 
industry. The course emphasis is on copyright law, contracts, establishing fees and 
organizing and operating business as an entrepreneur/consultant/employee. The course 
also emphasizes professional value, ethos & interpersonal abilities. 
 
PD 603 Motion and Mechanics 
The course provides conceptual insight and understanding of basic Electrical & electronics 
as applicable to Product Design. The course deals with the Elements, Principles, 
Technology, Laws and Specifications & conventions of electrical & electronics engineering 
to be applied in Product Design. The focus of the course is to develop capabilities to 
analyse, comprehend the nuances of form kinetics and form movements. The course 
develops the abilities to evolve criteria as well as aesthetic decision-making abilities to 
enforce appropriate kinetics and dynamism in form/products. 
 
PD 604 Inter Design Studies (Semiotics) 
The courses offered under Inter design studies are mandatory for learners of all design 
disciplines. Their contents are spread over the total duration of the academic Programme. 
The objective is to acquaint learners with those disciplines that may not directly relate to 
design, but all the same, play a crucial and sustaining role in the problem-solving process 
followed by atypical twenty first design team. The courses are formulated to explore the 
following areas of learning: India’s cultural heritage, society, science & future, comparative 
histories of technologies & human problem-solving process, ecology & politics of ecology, 
semiotics and semantics of visual & verbal language, markets & marketing as well as 
entrepreneurship and design management. 
 
PD 605 Ergonomics Cognitive                             
Cognitive ergonomics, defined by the is concerned with mental processes, such as 
perception, memory, reasoning, and motor response, as they affect interactions among 
humans and other elements of a system. The relevant topics include mental workload, 
decision-making, skilled performance, human-computer interaction, human reliability, work 
stress and training as these may relate to human-system design. The focus of the course is 
to develop capabilities to analyse, comprehend the nuances of developing products and 
systems for user-product interface, where the ergonomics becomes the crucial factor.  
 
PD 606 Product Photography  
The subject explores indoor studio photography specially used for photo shoots for 
products. This mainly helps for portfolio development and presentation skills for students. 
 
PD 607 Printing Technology        
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Printing technology explores printing and the pre- requisites one needs to know to be able 
to make files ready to be printed by the new technology machines. With the advent of 
technology there are many ways of printing that can be explored in permutations and 
combinations. Students need to be aware of all these techniques to help make industry 
standard documents and use printing to enhance the surface of the products.  
 
PD 608 Design Project 
The course is an integrated design project which provides the opportunity for integrative 
application of the basic design fundamentals, design thinking and methodology to address 
design opportunities in the area of Product Design extension to cognitive ergonomics. The 
product must address an area where a product used interactive mediums and the solution 
must look into user interface in the product development.  
 
PD 701 Sustainable Design  
Development & sustainability are the prime issues and concern of world. The students 
besides learner are also aspiring change agents. The course provides the students to 
become responsible social being as well as change agent through design as an effective 
tool in the above context. 
  
PD 702 Systems Thinking  
The course provides conceptual Insight & approach towards Systems Design. The course 
provides experience to investigate strategic use of system Design approach for range and 
collection development as well as provide understanding & application of various systems 
Design tools to define the main activity of design and development. 
 
PD 703 Design Management (IPR)                                            
The subject provides insight into IPR: Intellectual property rights. Students are made aware 
of judiciary laws guarding one’s intellectual property.  
 
PD 704 Value Engineering                                                         
The course provides conceptual insight and understanding of production planning, Industrial 
organization & value engineering. The course provides the context supply chain & its 
management towards value addition, different techniques and tools used for Production 
Planning Processes (Gantt chart, CPM, PERT etc.). The course provides understanding of 
management variables, concept of scientific managements, time study and work study 
development, Introduction of facility layout and assembly line balancing, inventory control 
and A, B, C analysis, relationship among volume, cost and revenues in an organization and 
quality control of a planned product in an industry. 
 
PD 705 Design Project                                                                      



  
D1.5 Courses Material Report 

 

 38 
 

The course is an integrated design project which provides the opportunity for integrative 
application of the basic design fundamentals, design thinking and methodology to address 
design opportunities in the area of Product Design with Technical complexity. The product 
may have to deal with mechanics, electronics or engineering fundamentals.  
 
PD 706 Internship                                                     
The eight-week industry internship programme offers the opportunity of practical orientation 
of the industry to the student and understanding of designer’s role and responsibility in this 
context.  It is aimed at providing the students with professional design experience by 
familiarizing them with a working knowledge of the functioning of the industry and the 
relationship between design and the other facets of production, thus also initiating 
teamwork. 
 
PD 801 Graduation Project                                                      
Graduation project is the final stage of product design curriculum in which students shall 
work for an organization in the industry. It is a platform for students to demonstrate their 
knowledge garnered from the whole curriculum in real working conditions prevailing in the 
industry. 
 

Pathway: Interior Design  
THIRD SEMESTER 
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ID 301 Technology 1 & 2: 4 1 - - 3 - 60 40 - 
ID 302 Space and Form Design 

1 
4 1 2 - 1 - 60 - 40 

ID 303 Model Making 4 1 - - 3 - 60 - 40 
ID 304 Design Drawing 1 2 1 1 - - - 60 - 40 
ID 305 Technology 3 6 1 1 - 1 3 60 40 - 
ID 306 Project 1: Study of 

Specific Interior Space 8 - - - - 8 60 - 40 

 Open Elective 2 1 1 - - - 60 40 - 
Total  30         
FOURTH SEMESTER 
ID  401 Ergonomics 1 2 1 1 - - - 60 40 - 
ID 402 Technology 4 4 1 2 - 1 - 60 40 - 
ID 403 Space Form Design 2 6 1 1 - 3 1 60 - 40 
ID 404 Digital Methods 1 4 1 - 3 - - 60 40 - 
ID  405 Technology 5 4 1 - - - 3 60 - 40 
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ID 406 Project 2: Fitments and 
Accessories 4 - - - - 4 60 - 40 

ID 407 Project 3: Domestic 
Spaces 

4 - - - - 4 60 - 40 

 Open Elective 2 1 1 - - - 60 40 - 
 TOTAL 30         
FIFTH SEMESTER 
ID 501 Technology 6 2 1 - - 1 - 60 40 - 
ID 502 Ergonomics 2 4 1 2 - - 1 60 40 - 
ID 503 Space Form Design 3 4 1 2 - 1 - 70 - 30 
ID 504 Advance Photography 2 1 - - 1 - 70 - 30 
ID 505 Design Drawing 2 4 1 - - 3 - 60 - 40 
ID 506 Project 4: Simple 

Furniture Design 10 - - - - 10 60 - 40 

ID 507 Project 5: Consumer 
Spaces 

4 - - - - 4 60 - 40 

 TOTAL 30         
SIXTH SEMESTER 
ID 601 Technology 7 (Acoustics 

and sound):  4 1 1 - 2 - 60 40 - 

ID 602 Digital methods 2 2 - - 2 - - 60 40 - 
ID 603 Space and Form Design 

4 (Installation + Space 
filler) 

4 1 - - 1 - 60 - 40 

ID 604 Space and Form Design 
5 (Landscape) 4 1 - - - 3 60 - 40 

ID 605 History of Design 2 1 1 - - - 60 40 - 
ID 606 Project 6: Advanced 

Furniture Design 8 1 - - - 7 60 - 40 

ID 607 Project 7: Hospitality 
Spaces 

6 1 - - - 5 60 - 40 

 TOTAL 30         
BSc Students Exit 
SEVENTH SEMESTER 
ID 701 Design Management: 4 1 3 - - - 60 40 - 
ID 702 Systems Thinking 4 1 3 - - - 60 40 - 
ID 703 Technology 8 4 1 3 - - - 60 40 - 
ID 704 Project 8: Special 

Interiors 
6 - - - - 5 60 - 40 

ID 705 Project 9: Public Spaces 
(Systems Design) 6 - - - - 5 60 - 40 

ID 706 Internship 6 - 6 - - - 100 - - 
 TOTAL 30         
EIGHTH SEMESTER 
ID 801 Final Design Project I 30 - - - - 30 60 - 40 
TOTAL  30         
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ID 301 Technology 1 & 2 
This course introduces to students major processes and materials commonly used e.g. metals, 
plastics, ceramics, glass and stone. The second part of this course equips the students with the 
basic skills of using materials and handling machine tools which are essential for fabrication of 
models and prototypes. Students will be inducted into the safe operation of hand tools, power tools 
and stationary machineries 
 
ID 302 Space and Form Design 1 
This course culminates the students in their learning of drawing with more attitudes towards 
comprehension and appreciation in various aspects of drawings. This exposure will lead to 
synthesize in their later courses of illustration and graphics to improve upon better 
visualizations.                                                                                                                                                                                     
 
ID 303 Model Making 
In this course students will learn to use different materials to make representational models. 
The idea of scaled down model as well as real scale models will be introduced with the 
representative surface finishes 
 
ID 304 Design Drawing 1 
Students will understand and apply accepted interior design drafting standards (such as 
plans, elevations, sections and paraline drawings) to produce documents and technical 
drawings of two and three-dimensional objects including furniture and spaces. 
 
ID 305 Technology 3 
This course will introduce Light and colour. Light: its use and language. Lighting in private and 
public spaces, special lighting for workspaces, and natural lighting will be introduced to students. 
Students will explore colour theory. Colour and its relationship to composition, through harmony and 
contrast, will be explored. 
 
ID 306 Project 1: Study of Specific Interior Space 
This project seeks to help develop in students an understanding and perception for specific 
interior spaces in relation to the function of that space and human beings. Aspects of space 
such as lighting, movement of people, safety etc will be studied. 
 
ID 401 Ergonomics 1 
In this course students will be introduced to anthropometry and the relationships of human beings to 
spaces. 
 
ID 402 Technology 4 
This course will help to develop understanding of textiles and furnishings used in different 
kind of interiors. 
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ID 403 Space Form Design 2 
The course helps students to understand the nature and structure of a three-dimensional 
form and its relationship and interaction with colours. 
 
ID 404 Digital Methods 1 
Students will learn how to produce simple technical drawings. They will learn basic and 
intermediate commands in AutoCAD and apply them to two-dimensional interior design 
technical drawings. 
 
ID 405 Technology 5 
This course introduces different types of surface finishes to students, which include vertical 
and horizontal surface finishes. E.g. wall finishes, furniture finishes, flooring etc. 
 
ID 405 Project 2: Fitments and Accessories 
This project seeks to help and develop students the detailed understanding of fitments and 
accessories used in different types of interior spaces with various aspects like materials, 
processes, finishes, ergonomics, aesthetics, safety, standards etc. 
 
ID 406 Project 3: Domestic Spaces 
This project will give students an experience of designing complete domestic spaces 
including “Healthiness” of environments and comfort, quality of the space, functionality and 
meaning of the space and furniture. The documentation includes any pertinent aspect 
related to interiors and spaces, with text, descriptions, sketches and comprehensive 
photography.  
 
ID 501 Technology 6 
This course will help students to develop and understanding of the fundamentals and 
principles of structures and applications. 
 
ID 502 Ergonomics 2 
This course will give students complete understanding of ergonomics including ergonomics 
related to visual graphics and illumination. This will be followed by a project of designing a 
workstation using all the knowledge gained during the early part of the course. 
 
ID 503 Space Form Design 3 
This course will help students develop the understanding of interior graphics for different 
space utility. It will also give them understanding of interior graphics and visual composition 
of interior elements. 
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ID 504 Advance Photography 
This course will help students to get exposure to interior photography with required lighting 
and other technical inputs. 
 
ID 505 Design Drawing 2 
knowledge about construction assemblies, building codes and design standards. It will 
include design and detailing of building systems such as floor, wall, ceiling, penetrations 
and architectural millwork, as well as case goods and furniture, which includes architectural 
working drawings and furniture working drawings. 
 
ID 505 Project 4: Simple Furniture Design 
This project seeks to give inputs of Furniture Design to students. It will help them develop 
understanding of furniture as a strategic component of Interior Design, its symbolism, types 
of transformation and furniture as an expressive element. It will also include new materials 
and technologies in furniture design. 
 
ID 506 Project 5: Consumer Spaces  
This project will give students understanding of consumer spaces, its behaviour and 
treatment needs. Here students will be able to select any consumer spaces from the wide 
range like spaces for luxury, fashion and accessories, fast food and slow food, sport and 
leisure, card and motor bike show rooms, electronics shops to today’s shopping malls and 
multiplexes.  
 
ID 601 Technology 7 
This course will help students to develop understanding of the fundamentals of electrical 
and plumbing work for all different kind of interior spaces including safety regulations.   
 
ID 602 Digital Methods 2 
Students will focus on producing virtual spaces in three dimensions, including animated 
walkthroughs using various software programs such as AutoCAD, 3D Max. 
 
ID 603 Space And Form Design 4 (Installation + Space Filler)  
This course introduces students to installations in space depending on how the space will 
be used with practical considerations, like ease of access, amount of light, acoustics, 
seating and places to store or set things down along with health and safety considerations 
and attention to special needs. 
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ID 604 Space and Form Design 5 (Landscape)  
The students will learn how landscaping can bring interior and exterior spaces to life, 
making them instantly inviting and visually attractive, creating a healthier environment 
through cleansing and purifying the air and helping in passive climate control. 
 
ID 604 History of Design 
This module aims to develop visual and intellectual awareness. Students will acquire a 
critical awareness of the importance and impact of design by researching and analysing the 
evolution of design, linking issues across chronological, geographic, cultural and 
sociological domains. They will increase their understanding of the vocabulary of interior 
design. 
 
ID 605 Project 6: Advanced Furniture Design 
The course aims at furthering the concept of furniture as a critical component of interior 
design, as an expression along with the psychological aspects. Introduction to 
contemporary materials and emergent technologies will be given. 
 
ID 606 Project 7: Hospitality Spaces 
The project helps students develop an understanding for the design of interior spaces for 
welcoming spaces (lobby and reception), boutique, luxury hotels and other hospitality 
spaces with emphasis on finishing materials and atmosphere design, creation of a hotel 
identity and themed hospitality. 
 
ID 701 Design Management    
This course will provide an understanding of management situations pertaining to design 
practice in small scale private enterprise. It provides an understanding of process of 
opportunity perception, start up, business plan formulation legal and ethical business 
policies, global issues and international design practice, multi-disciplinary teamwork and 
principles of general project management. 
 
ID 702 Systems Thinking 
Students will learn about the technical aspects of interior environments consisting of 
building systems, (such as structural, electrical and mechanical). They understand the 
concept of system, its components and relationship within or outside. They will learn about 
how the constituent subsystems function (floor, wall, ceilings, penetrations, comfort 
systems, power, data communication, lighting, and water use). 
 
ID 703 Technology 9  
This course incorporates lighting, ventilation, heating, and cooling with interior space, 
materials focusing on both active and passive methodology of climate control.   
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ID 704 Project 8: Special Interiors 
This project deals with design of special interiors like car interiors, interiors for 
elderly/children etc. Students will produce, individually and in groups, original designs that 
respond to specific, conceptual, behavioural, and contextual criteria for small group spaces. 
They will focus on elaborating project requirements. 
 
ID 705 Project 9: Public Spaces (Systems Design) 
They will focus on the complex and comprehensive nature of creating a complete design 
solution. Students will learn about the technical aspects of components found within interior 
environments such as architectural woodwork, furniture & case goods. They will continue to 
build knowledge of building code principles and lighting design processes considering the 
varied users in a public space, the lighting, ventilation, safety and all other requirements of 
the interiors in its entirety. 
 
ID 706 Internship                              
The eight-week industry internship programme offers the opportunity of practical orientation 
of the industry to the student and understanding of designer’s role and responsibility in this 
context.  It is aimed at providing the students with professional design experience by 
familiarizing them with a working knowledge of the functioning of the industry and the 
relationship between design and the other facets of production, thus also initiating 
teamwork. 
 
ID 801 Graduation Project                           
Graduation project is the final stage of product design curriculum in which students shall 
work for an organization in the industry. It is a platform for students to demonstrate their 
knowledge garnered from the whole curriculum in real working conditions prevailing in the 
industry. 
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Annex II: RIMT BSc Interior Design 
Semester One: 
• BID1101: Interior Design Studio 1 (Design Basics) 

Objectives: - To make the students familiar with the basic parts and process of design for visual       
perception and way of developing design. The students will develop skills to identify and utilize 
simple forms for various 2D and 3D compositions.  
Methodology: - Orientation about the profession with the help of Audio/Video presentation, Studio 
Lecture & individual/Group studio exercises.  

• BID1102: Materials & Construction 
Objectives: - The Materials & Construction provides knowledge regarding different parts of 
construction and materials details to the students. To make students understand and appreciate 
the various methods of building construction in coordination with the building materials and 
science related to them. 
Methodology: - Introduction to materials and construction through lectures and studio 
exercises.  

o Site visits to gain knowledge about construction details. 
o Introduction to some basic construction methods and elements. 

• BID1103: Visual Arts 1 
Objectives: - This course is an exploration of visual art forms and their cultural connections for 

the student with little experience in the visual arts. It includes a brief study 
of development of art and graphic skill and in depth studies of the elements, media, 
and methods used in creative processes and thought.   

 
Methodology: - Studio assignments and lectures.  

o Demonstration of 3D Geometrical objects and their 2D representation on sheets.  
o Introduction to the tools and equipment available for executing these exercises. 

• BID1104: History 1 
Objectives: To give knowledge of past eras of interior design. 
Methodology: - Visually intensive lectures using power point presentations to acquaint the 
students with historic sites and buildings. Site studies, seminar presentations and model making 
to be inculcated in the course.  

• BID1105: Workshop 1 
Objectives: - To train the students in basic skills of model making using different kind of materials. 
Methodology: - Through demonstrations and live workshops under the guidance of expert model 
makers. 

• BID1106: Engineering Graphics 1 
Objectives: - To give a basic knowledge of good drafting and lettering techniques. 
Methodology: - Studio assignments & lectures.  

o Demonstration of 3D geometrical objects & their 2d representation on sheet.  
• BID1107: Human Values & Professional Ethics 

Objectives: - To give basic knowledge of human values and ethics. 
Methodology: - Lectures & exercises  

• BID1108: Computer Applications 1 
Objectives: - To Introduce students to MS Office tools.  
Methodology: - Lectures & exercises to enable the students to prepare well- formatted 
documents of different nature and extension types. 

Semester Two: 
• BID1201: Interior Design Studio 2 (Residential) 
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• Objectives: - To develop the design of single storied structure laying the emphasis on form, 
function and structure systems. The design presentation will be focused on space Analysis with 
sectional details. The students should be sensitized to design for physically challenged also.     

• Methodology: - Any design competition relevant to the course and announced in the prevailing 
semester may be introduced as a design problem. Site Analysis to be done with the help of 
Audio/Video presentations & Studio lectures. Designs may be developed individually or in groups.   

• BID1202: Materials & Construction 2 
Objectives: - The Materials & Construction provides knowledge regarding different parts of 
construction and materials details to the students. To make students understand and appreciate 
the various methods of building construction in coordination with the building materials and 
science related to them. 
Methodology: - Introduction to materials and construction through lectures and studio 
exercises.  

o Site visits to gain knowledge about construction details. 
o Introduction to some basic construction methods and elements.  

• BID1203: Visual Arts 2 
Objectives: Familiarization with principles, theories, graphic and architectural. It includes a brief 
study of development of art and graphic skill and in depth studies of the elements, media, and 
methods used in creative processes and thought. 
Methodology: - Studio assignments and lectures.  

o Demonstration of 3D Geometrical objects and their 2D representation on sheets.  
o Introduction to the tools and equipment available for executing these exercises. 

• BID1204: History 2 
Objectives: - To give knowledge of past eras of interior design. 
Methodology: - Visually intensive lectures using power point presentations to acquaint the 
students with historic sites and buildings. Site studies, seminar presentations and model making 
to be inculcated in the course.  

• BID1205: Workshop 2 
Objectives: To train the students in basic skills of carpentry & Scrap Models 
Methodology:- Through demonstrations and live workshops under the guidance of expert model 
makers. 

• BID1206: Engineering Graphics 2 
Objectives: - To enable the students to draw 3D drawings manually and develop the 
understanding of types and methods of perspective drawings. 
Methodology: - Studio assignments & lectures.  

o Demonstration of 3D geometrical objects & their representation on sheet. 
• BID1207: Environmental Science 

Objectives: - To familiarize the students with the design of ambient spaces and their 
surroundings; the factors affecting the design and the use of optimum devices for creating 
comfort. 
Methodology: - Lectures & exercises  

• BID1208: Comfort and Climatology 
Objectives:- To provide the knowledge of the basic comfort zone and climatology.  
Methodology:-  Lectures & exercises  

 
Semester Three: 
• BID2301: Interior Design Studio 3 (Office Space) 

Objectives: - To develop the design of small office buildings with application of anthropometrics 
data. Main emphasis is on designing and detailing of various work spaces and interaction zones. 
Methodology: - Any design competition relevant to the course and announced in the prevailing 
semester may be introduced as a design problem. Site Analysis to be done with the help of 
Audio/Video presentations & Studio lectures. Designs may be developed individually or in groups. 
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• BID2302: Materials & Construction 3 
Objectives: - The Materials & Construction provides knowledge regarding different parts of 
construction and materials details to the students. To introduce and familiarize the students with 
constituents, manufacturing process/ availability/ properties/characteristics/defects/ 
classifications and usage of traditional building materials and their use in simple building work. 
Methodology: - Introduction to materials and construction through lectures and studio 
exercises.  

o Site visits to gain knowledge about construction details. 
o Introduction to some basic construction methods and elements.  

• BID2303: Product Design 
Objectives: - To introduce the students with small products used in interior design. 

o To enable the students in understanding the function and requirement of product 
design.  

Methodology: Studio assignments and lectures.  
o Demonstration of 3D Geometrical objects and their 2D representation on sheets.  
o Exercises in 3-D. with simple blocks, composition of basic geometrical forms etc.  

• BID2304: History 3 
Objectives: - To give knowledge of past eras of interior design. 
Methodology: - Visually intensive lectures using power point presentations to acquaint the 
students with historic sites and buildings. Site studies, seminar presentations and model making 
to be inculcated in the course.  

• BID2305: Workshop 3 
Objectives: - To train the students in basic skills of Scrap Models. 
Methodology: - Through demonstrations and live workshops under the guidance of expert model 
makers. 

• BID2306: Engineering Graphics & Computers 3 
Objectives: - To develop perception; presentation of simple architectural forms & buildings. And 
introduction to basic AutoCAD software.  
Methodology: Studio assignments & lectures. Demonstration of 3-D geometrical objects & their 
2-D representation on sheet. 

• BID2307: Interior Services 1 (Public Health) 
Objectives: - To acquaint the students with the basic principles used in all basic building 
services with regards to Water supply, Sanitation, and storm water drainage 
Methodology: - Subject shall be taught through the combination of Guest Lectures, Field visits, 
Visits to the Project Sites, actual display of Fittings, Pipes, Joints used and by carrying out  

o Exercises in layout of simple drainage systems for Small buildings, Planning of 
Bathrooms and Lavatory Blocks in Domestic and Multi-storied building. 

• BID2308: Lighting Design 
Objectives: - To Introduce students to designing and application of Lighting.  
Methodology: - Lectures & exercises to enable the students to prepare well- formatted 
documents of different nature and extension types. 

 
Semester Four: 
• BID2401: Interior Design Studio 4 (Hospitality) 

Objectives: -   To develop the design of public buildings with application of anthropometrics data. 
Main emphasis is on designing and detailing of various work spaces and interaction zones. 
Methodology: - Any design competition relevant to the course and announced in the prevailing 
semester may be introduced as a design problem. Site Analysis to be done with the help of 
Audio/Video presentations & Studio lectures. Designs may be developed individually or in groups. 

• BID2402: Materials & Construction 4 
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Objectives: - To introduce and familiarize the students with constituents, manufacturing process/ 
availability/ properties/characteristics/defects/ classifications and usage of different 
kind of wall finishes and their use in simple building work.  

Methodology: - Introduction to materials and construction through lectures and studio exercises.  
o Site visits to gain knowledge about construction details. 
o Introduction to some basic construction methods and elements.  

• BID2403: Furniture Design 2 
Objectives: - To develop the knowledge of furniture design. 
Methodology: - Studio assignments and lectures.  

o Demonstration of 3D Geometrical objects and their 2D representation on sheets.  
o Exercises in 3-D. with simple blocks, composition of basic geometrical forms etc. 
o Introduction to the tools and equipment available for executing these exercises. 

• BID2404: History 4 
Objectives: - To give knowledge of past eras of interior design. 
Methodology: - Visually intensive lectures using power point presentations to acquaint the 
students with historic sites and buildings. Site studies, seminar presentations and model making 
to be inculcated in the course.  

• BID2405: Workshop 4 
Objectives: To train the students in basic skills of Scrap Models 
Methodology: - Through demonstrations and live workshops under the guidance of expert model 
makers. 

• BID2406: Computer Graphics 
Objectives: - Introduction and the use of software available for architectural applications.   
Methodology: - Integration of practical exercises along with the design studio project. 

• BID2407: Interior Services 2 (Electrical & Lighting) 
Objectives: - To acquaint the students with the basic principles used in all basic building 
services with regards to electrical services in buildings. To enable the students in understanding 
Lighting and illumination with reference to Interior design. 
Methodology: - Subject shall be taught through the combination of Guest Lectures and 
exercises in simple layout for Small buildings.  

o Study of the basics of photometry, effects and ambience of artificial lighting, the study 
has to be conducted on a small residential building. 

• BID2408: Upholstry & Its Construction 
Objectives: - To Introduce students need and requirement of upholstery and how it constructed. 
Methodology: - Subject shall be taught through the combination of Guest Lectures, Field visits, 
Visits to the Project Sites, actual display of woven and making of yarns used and by carrying out  

o Exercises in layout of simple making small samples of the same. 
 
Semester Five: 
• BID3501: Interior Design Studio 5 (Institutional & Banks) 

Objectives: - To develop the design of small educational buildings with application of 
anthropometrics data. Main emphasis is on designing and detailing of various work spaces and 
interaction zones. 
Methodology: - Any design competition relevant to the course and announced in the prevailing 
semester may be introduced as a design problem. Site Analysis to be done with the help of 
Audio/Video presentations & Studio lectures. Designs may be developed individually or in groups. 

• BID3502: Materials & Construction 5 
Objectives: - To give basic knowledge of miscellaneous treatment given during some major 
defects. Also given the knowledge on building maintenance and repairing treatments. 
Methodology: - Introduction to materials and construction through lectures and studio 
exercises.  

o Site visits to gain knowledge about construction details. 
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o Introduction to some basic construction methods and elements.  
• BID3503: Interior Landscaping Design 

Objectives: To familiarize students with the various elements of landscape and the principle of 
landscape design and conservation.  

o To develop and strengthen the competence in dealing with the analytic, artistic and    
technical aspects of designing open spaces at different scales.     

Methodology: Introduction to materials and classification through lectures and studio exercises. 
o Students gives knowledge by giving live examples of plants, visits to the nursery, 

PPTs, video presentation.  
• BID3504: History 5 

Objectives: - To give knowledge of past eras of interior design. 
Methodology: - Visually intensive lectures using power point presentations to acquaint the 

students with historic sites and buildings. Site studies, seminar presentations and model 
making to be inculcated in the course.  

• BID3505: Workshop 5 
Objectives: To train the students in basic skills of Scrap Models 
Methodology: - Through demonstrations and live workshops under the guidance of expert model 
makers. 

• BID3506: Computer Graphics 5 
Objectives: - Introduction and the use of Google Sketch-up software for interior design 
applications.  As a tool for comprehensive modeling, animation, simulation, and rendering 
solution for 3D animations. 
Methodology: - Integration of practical exercises along with the design studio project    

o Demonstrations & lectures explaining the uses  and application of commands 
• BID3507: Interior Services 3 (HVAC) 

Objectives: - To acquaint the students with the basic principles used in all basic building services 
with regards to electrical and mechanical services in buildings. 
Methodology: - Subject shall be taught through the combination of Guest Lectures, Field visits, 
Visits to the Project Sites, by carrying out exercises in simple layouts for Small buildings. 

• BID3508: Vastu Shatra 
Objectives: - To Introduce students about Vastu Shastra 
Methodology: - Lectures & exercises  
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Annex III: IIIT Design Modules 
The modules considered from IIIT are as follows: 
• CSD XXX - Design Drawing & Visualization, 4 credits (UG): this course focuses 

on drawing as a medium for observing, representing, conceptualizing, visualizing and 
communicating design ideas. The emphasis is on drawing by hand, which is the 
most direct and intuitive means we have to express our visual thoughts and 
perceptions. In direct response to our visual thoughts and perceptions, we develop 
an understanding of spatial concepts and the critical ability to think and visualize in 
three dimensions through the tactile nature of drawing. 

• DES 000 – Design Processes and Perspectives, 4 credits (unclear who the 
course is offered to): this course introduces students to the theoretical and practical 
aspects of design evolving processes. The course presents the varied palette of 
design from design of physical objects, to design of human-computer interactions, to 
design of services, to design of micro systems and connected/complex systems. It 
offers tasks that initiate the process of learning fundamental skills such as 
observation & representation, investigation, analysation, synthetization, 
conceptualization, reflections, projection, visualization & representation. 

• DES 5XX – Design of Interactive Systems, 4 credits (UG/PG): this course 
provides students with an overview of all the aspects of design and development of 
interactive systems, including web applications, social media applications, 
multimedia applications, embedded devices etc. The course familiarises students 
with the goals, problems and structure of interactive system design process. 
Students are also exposed to the core techniques for task analysis and user analysis 
and gain an understanding of the innovative features of interactive system, with the 
skills to be able to improve existing interfaces by considering these features. 

• CSD – Game Development & Design, 4 credits (UG/PG): this is a practical, 
project-based course introduces students to the fundamentals of game development 
& design using the Unreal 4 game engine. Topics include level design, lighting, 
materials, particle effects, game AI, game logic, user input mappings, audio, physics 
and motion. Students learn to implement custom game logic using the Blueprints 
Visual Scripting system. Practical experiences include creating an architectural 
visualization, a shooting gallery mini-game, a basic first person shooter and a side-
scroller. Assessment includes an evaluation of both technical and creative ability. 

• DES 204 – Human Computer Interaction, 4 credits (UG/PG): This course provides 
students with a detailed understanding of the fundamentals of human computer 
interaction including concepts of the user centered design, modern user interfaces, 
rapid prototyping, usability, and user evaluations. 

• DES XXX – Introduction to 2D Animation, 4 credits (UG/PG): This course 
introduces students to storytelling and animation, providing them with an 
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understanding of the basic principles of 2D animation, the workflow of 2D animation 
production, and the experience of creating a 2D animated short story. 

• DES XXX – Specialization in 3D Character Animation, 4 credits (UG/PG): This 
course introduces students to the basic principles and workflow of animation, with an 
introduction to 3D animation, as well as advanced body mechanism and character 
animation. 

• DES XXX – Introduction to 3D Production Design for Animation and Games, 4 
credits (UG/PG): This course provides an introduction to geometrical and objective 
drawing and the basics of design for animation.  It offers students experiences of 
designing assets and characters for animation and game, as well as of exporting 
assets to game engines. 

• DES XXX – Introduction to Motion Graphics, 4 credits (UG/PG): This course 
enables students to define functions of Motion Graphics and introduces them to the 
principles of motion graphics production, as well as the basic software and tools 
used in the manipulation and control of motion graphics.  Students develop their own 
a short visual story from a script.  

• CSDD04/DRM – Research in Design, 4 credits (UG): This course introduces 
students to research in design and helps them understand the role of research in the 
context of design development of products, services, systems and issues. It 
introduces students to the many research methods and tools that can be used to 
inform design about how and when to deploy them effectively. Design Research 
charts the paths from framing the research problem, to asking research questions, to 
identifying research methods, to analyse and interpret research findings and finally 
the transformation of theory into a satisfying design action.                                                                        

• CSD XXX – Visual Design & Communication, 4 credits (UG): this course focuses 
on the elements and principles of the visual language and their semantic use. It 
introduces students to the multi-disciplinary nature of design, including aesthetics, 
architecture, products, communication, processes, systems, technology, 
business/commerce, ramification on environment and society.  
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