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DCC-1L

FAS-51L-101: History Of Art & Design

NSQF LEVEL: 5/SEM | -~ EQSE - 3 HOURS ]
CREDITS: 4 CREDITS '__4“ MARKS ) MIDTERM EOSE |
SUB-TYPE: THEORY MAX 20 80
DELIVERY: LECTURE, TUTORIAL MIN 08 32
DCC-1P
FAS-51P-102; History Of Art & Design
NSQF LEVEL: 5/SEM | EQSE - 4 HOURS
CREDITS: 2 CREDITS MARKS MiDTERM- £QOSE
SUB-TYPE: PRACTICAL MAX | 10 40
—
DELIVERY: TUTORIAL MIN 04 16
_

PRE-REQUISITE OF THE COURSE: None

OBIJECTIVE: The objective of this course is to provide students with a comprehensive
understanding of the history of art and design and its influence on contemporary fashion design.
The course will explore various art movements, design styles, and influential designers
throughout history. Students will analyze and interpret art and design within their historical ang

cultural contexts and apply this knowledge to inform their design practice.

SYLLABUS :

UNITS TOPIC

TEACHING
HOURS

&/




INTRODUCTION TO ART AND DESIGN HISTORY

s Importaace of studying art and design histary in [ashion
doesign .

a  Quorview of major art movements and design styles
e Understanding the relationship between art, design, anda

CuHture
»  So0a), ﬁ;toricai and cultural conlext of key art and design
movemnenis, ineories angd practices _
a Use primary enc seconzary rescarch methods to
investipate ar zrea of practice, with consideration 3!

resparch othics

L UNIT Y 20 Hours

.......... - Dv. Regl

ANCIENT ART AND 275 E\ : -
i
s Egypnan, Greex, anc Romsn 371 a~d architecture
! e Prehistoric art and cave o2 ~rmes .
, a  Byzantine ong s8™ Ca7 27C cet go ~fHuences '
: —1
UNIT 1! 20 Hours
' RENAISSANCE AND BARQGL: AR ~
I
: s Italian Renaissance ari ant arc- t2liue
; e Northern Renaissance anc is 232100 gesign
! a  Bareque art and architecture
ART AND DESIGN OF THE 18TH AND 197— CTINTURIES
o Neogclassical and Romantic ~gve™ 2735
s Industrial Revolution and &y 'mosil 37 025 27
e Arts and Crafts movement, Ast Naovea. MWiade~ s—
Futurism
SNIT UL 20 Hours
MODERN ART AND DESIGN MOVEMENTS
| ) ) +
' 8 Art Deco, Bauhaus, Surrealism, Stream-ining, Trgz - -
: Design
: s Scandinavian Modern, Contemporary, Fog At
® ir~grassionism and Post-lmaress:ors™ \ ’31701
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. Cubisr:'n, Futurism, and Constructivism
e Bauhaus and the Internationat Style

CONTEMPORARY ART AND DESIGN

e SpaceiAge; Minimalism, Postmodernism, Memphis, :
Deconstructivism

e Postmodernism and its influence on design

. Conte?npiorary art movements and design trends

» Sustainable and socially responsible design practices

UNIT IV 30 Hours
FIELD VISITS TO MUSEUMS AND GALLERIES

+ Visit local museums and galleries {o observe and analyze
artworks and design objects in person

* Analyze historical and contemporary design elements and
influences’

INTEGRATION OF ART AND DESIGN HISTORY INTO FASHION

Applying knowledge of art and design history to inform design

decisions :

. incorporaﬁng historical design styles and elements into
contempo'rary projects

« Creating design concepts inspired by specific art
mavements or periods

SUGGESTED BOOKS AND REFERENCES:

1. "The Story of Art" by E.H. Gombrich

2. "A World History of Art™ by Hiigh Honour and John Fleming

3. “Fashion: The Definitive History of Costume and Style” by DK Publishing
4. "A History of Fashion" by L. Anderson Black and Madge Garland

5. "Design: A Very Short Introduction” by Jehn Heskett

6. "Design as Art" by Bruno-MLjrﬂari .
7. "The Language of Clothes" by Alison Lurie

8. “Survey of Historic Costumes™ by Phyllis G. Tortora

R F
LEARNING OUTCOMES: ' v {“ .




. By the end of the course, students shouid be able to:

1. Demonstrate knowledge of major art movements and design styles throughout history.

2. Analyze and interpret artworks and design objects within their historical and cultural
contexts.

3. Understand the impact of historical art and design on contemporary fashion design.

4. Apply historical design elements and styles ta inform their design concepts and projects.

5. Recognize and appreciate the contributions of influential designers throughout history.

6. Conduct visual analysis and critical interpretation of art and design wdrks.

7. Communicate the historical and cultural significance of art and design in written and oral
presentations.

MQOC:

Students are encouraged to enroll in the following MOQCs to suppiement their learning:

1. "Art and Ideas: Teaching with Themes" on Coursera
2. "Design Thinking: Creativity for the 21st Century” on edX
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DCC-2L

FAS-511-103: Fundamental Of Design & Methods

NSQF LEVEL: 5/SEM | EOSE:- 3 HOURS

CREDITS: 2 CREDITS - MARKS MIDTERM EOSE

SUB-TYPE: THEQRY MAX 10 40

DELIVERY: LECTURE, TUTORIAL MiN 04 16
DCC-2P

FAS-51P-104: Fundamental Of Design & Methods

NSQF LEVEL: 5/SEM | EOSE:- 4 HOURS
CREDITS: 4 CREDITS MARKS MIDTERM FOSE
T 1
SUB-TYPE: PRACTICAL MAX 20 80
1
DELIVERY: TUTORIAL MIN 08 32 ’
J

PRE-REQUISITE OF THE COURSE: Noae

OBJECTIVE: The cbjective of this course is to introduce students 10 the fundamental principles
of design and design methods. Through hands-on practice and experimentation, students will
learn how to generate and refine design concepts, create visual representations of their ideas,
and develop a critical understanding of the design process.

SYLLABUS:
TEACHING
UNITS Toric HOURS
UNIT | lNTRODUCTiON TO DESIGN THINKING . ) 20 hours

. ?—fd /rp/ng//
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e Understanding design as problem-solving
* Introduction to design thinking and its application
e Case studies on successful designs -

ELEMENTS AND PRINCIPLES OF DESIGN

unity

elements and prirciples

e Basic elements of design: line, shape, form;' texture, color
e Principles of design: balance, propornon, rhythm, contrast,

¢ Examples of designs that demonstrate effechve use of

UNIT I SKETCHING AND VISUAL COMMUNICATION
e Techniques for sketching and drawing

s Principles of visual communication

& Basic principles of composition
DESIGN PROCESS AND METHODOLOG!ES

e Qverview of design process and methodolog'

s User-centered design process
e Prototyping and testing

UNIT 11 DESIGN TOOLS AND TECHNOLOGIES
e Introduction to design tools and software -
s Selecting appropriate tools for design project

UNIT IV ~ | FIELD WORK
& Visiting design stud’ids.‘,exhibﬁgn,s, and _dé_ﬂ
* Collecting reference material for projects.

SUGGESTED BOOKS AND REFERENCES:
1. Design Thinking: Understanding How Designers Thin
2. The Design of Everyday Things by Don Norman

3. A Designer's Art by Paul Rand ; 3

4. Design Basics by David A. Lauer and Stephen Pentak’

LEARNING ODUTCOMES OF THE COURSE:

1. Understand the basic principles of design and des:gn thmlgm%

20 hours

4 20 hours

.

” LI
R

2. Develop a criticat understanding of the design process and methodo!og;es

3. Demaonstrate an ability to generatqud refine design con‘cepirs’r.f ‘

\ o> . .
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Develop visual comm

; Under.st!a'nd the im;:)'fo p

‘ ; SN & = '

‘Be ableito select and jqﬁs'féj__lép'p,rbgriate design tools and technologies.
S TEE A

‘Gain exposure to the a.éisjfén*’ir"fdustry through fieldwork and studio visits.

i
}
j

10




DCC-3P

FAS-51P-105: Visualisation & Ideation

NSQF LEVEL: 5/SEM | EQSE:- 4 HOURS ,
— '
CREDITS: 6 CREDITS ‘ MARKS MIDTERM EOSE
SUB-TYPE: PRACTICAL MAX 30 120
DELIVERY: PRACTICAL MIN 12 48

PRE-REQUISITE OF THE COURSE: None

OBIECTIVE: This course aims to provide students with fundamental drawing techniques and
visual communication skiils used in the field of design. By the end of the course, students wiil be
able to sketch, draw, and present their ideas visually using various tools and techniques.

SYLLABUS:
TEACHING
UNITS TOPIC ' HOURS
UNIT] INTRODUCTION TO VISUAL COMMUNICATION 20 hours
Introduction to the basics of visual communication and its
significance in design, an overview of the course content and
objectives.
DRAWING BASICS
Line, Shape, Form, and Proportion: introduction to basic drawing
techniques including line work, geomelric shapes, freehand
sketching, and understanding the proportions and forms of
objects.
_J
, \J2
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UNétT I PERSPECTIVE DRAWING TECHNIQUES 40 hours

introduction to_ 1;p,oint, 2-point, and 3-point perspective drawing
techniques and how to use them to create 3D visualizations.

UNIT 11 RENDERING TECHNIQUES ' 40 hours
Introduction to different rendering techniques such as hatching,
cross-hatching, ‘stippling, and shading, and how to use them to

create realistic textures and materials.

COMPOSITION AND LAYOUT DESIGN

Introduction to the principles of composition and layout design,
and how to apply them to create effective visual communication.

UNIT IV PRESENTATION TECHNIQUES 10 hours

Introduction fd preséntation techniques and how to use them to
present design ideas éffective!y

introduction'to Technoiogles of Virtuality

Producing VR and AR Experiences

SUGGESTED BOOKS AND REFERENCES:
1. "Drawing for Designers" by Alan Pipes
¢+ 2. "Design Drawing" by ;iFran-(-iis D.K. Ching and Steven P. Juroszek
3. "Sketching: Drawing! Techniques for Product Designers® by Koos Eissen and Roselien
Steur

LEARNING OUTCOMES:

Develop fundamental drawing techniques used in the ficld of design.
Apply perspective drawing techniques to create 3D visualizations.
Use rendering technihues to create realistic textures and materials.
Communicate dgsngn adeas wsually through freehand sketching.
Create effective composmons and Jayouts.

Present design ideas effectively through visual aids.

SN A A
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MOOCS:

1. "Drawing for Designers" by Alan Pipes - Online Course available on Udemy
{https://www.udemy.com/course/drawing-for-designers/) '

2. "Introduction to Sketching for Product Designers" - Online Course available on Coursera
(https:/{www.coursera.org/learn/sketching}

3. "Color Theory for Designers® - Online Course available on Skillshare
-~
(https://fwww.skillshare.com/classes/Color-Theory-for-Designers-Core-Concepts-and-Ex

ercises/1675562632)

- ]




*Syllabus Prescribed by the University of Rajasthan

VAC-1

Value Added Course-|

*Select a course from the list provided by the University of Rajasthan
for the Value Added Course.

SEC-1 .

Skill Enhancement Course-|-

*Select a course from the list provided by the University of Rajasthan
for the Skill Enhancement Course.




o DCC-4L :
FAS-521.-201: Overview and Evolution of Fashion Industry

" NSQF LEVEL: 5/SEM Ii EOSE :- 3 HOURS
CREDITS: 4 CREDITS MARKS M[DTERM EOSE
pSUB—TYPE:.- THQQRY MAX 20 80
DELIVERY: LECTURE, MIN 08 . 32
“TUTORIAL -
DCC - 4P

FAS- 52P -202:0verview and Evolution of Fashioip Design Industry

NSQF LEVEL: 5/SEM II EOSE :- 2 HOURS

'CREDITS: 2 CREDITS . | MARKS MIDTERM | EOSE
SUB-TYPE: PRACTICAL MAX T 40

| DELIVERY: TUTORIAL. MIN l04 ' 16

PRE-REQUISITE OF THE COURSE: None

OBJECTIVE:

The unit exposes the students through the mass production process of the garments, The
different types of machines used and the method & ethical practices of producing garments in
the fashion industry & its evolution would be covered in this course. The objective of the course
is to explore the istorical context, cultural influences, and key movements that have shaped
fashion throughout time. Students will analyze the impact of social status, industrialization, anc
globalization on fashion, as well as examine the challenges and cpporlunities presented by
sustainability and diversity in the contemporary industry. By the end of the course, students will
have gained a comprehensive understanding of fashion's evolution and developed critical

thinking skills to navigate its future trends and innovations.




SYLLABUS:

UNITS 110pIcs ' TEACHING

HOURS
Unit-I INTROBUCTION TO THE FASHION INDUSTRY 25

e Definition, scope, and evolution

e Key players and stakeholders in the fashion mdustry
Designers, manufacturers, retailers, and consumers

® Fashion cycles and trends: Seasonal collections, fast fashion,
and sustainability '

e Fashion market segments: High-end quury, ready—to-wear _
and mass-market :

e Careers in the fashion industry: Design, production,
merchandlsmg, marketing, and retail

FASH!ON DESIGN:AN RGDUCT DEVELOPMENT e

s The role'offa gners: Conceptuahzahon
inspiration, and ketchmg . _

* Fashion desigitbrocess: From [deahon to garment ; Tk

|- production . o ; f .

| '® Textiles and materials: Fabrics, tnms,_ -

‘and sourcmg
U?tmg,, sewing, and

{'® - Garment construction techniques:
finishing '

* Fashion forecasting: Trend analysis and predl_

preferences i

Unit-11 FASHION MARKETING AND RETAILING S | ' D _
® Fashion marketing strategies: Branding, advertwmg, and’ E e F

promotion : i . ‘ R i

Consumer behavior in the fashion mdustry Factors Lt

. mﬂuencmg purchase decisions SR ’ - _ } ? b

Fashion retaif formats: Brick-and-mortar. stores
ymmerce, and omni-channel retalllng

T R




Ethical considerations in fashion: Labor rights, fair trade,
and responsible $:0urcing

Circular economy-and upcycling

Slow fashion movement

Future trends in sustainable fashion: Innovations and

industry initiatives

FOUNDATION OF THE FASHION INDUSTRY

Unit-1l 25
s Definition, historical context, and cultural influences
» Evolution of fashion: From ancient civilizations to the
modern era
’ e Key fashion movements and designers: Renaissance, .
Baroque, Romanticism, and Art Nouveau
¢ Fashion and social status
» Impact of industrialization on fashion: Mass production and
the rise of the fashion industry
TWENTIETH- CENTURY FASHION
s Flappers, Art Deco, and the liberation of women's fashion
e World War I and its impact on fashion: Utility clothing,
rationing, and the emergence of sportswear
e Post-War Fashion: Christian Dior's New Look, haute couture,
and the return to elegance
s Youth culture and counterculture fashion: The influence of
‘ the 1960s and 1970s on fashion
Unit-iv CONTEMPORARY FASHION AND GLOBALIZATION 30

The rise of ready-to-wear fashion: Fast fashion,
globalization, and democratization of style

Fashioh'—ce;pi,tals and their influence: Paris, Milan, New Ybrk,
Ldndoni:aﬁd;emerging fashion scenes 7

Fashion and technology: The impact of digitalization, |
e-’commercé, and secial media

Diversity amd inclusivity in the fashion industry: _~
Representation, body positivity, and cultural appropriation
Sustainability and ethical considerations in contemporary
fashicon

FUTURE TBENDS AND INNOVATION IN FASHION

Fashion in the digital age: Virtual reality, augmented reality,
and digital fashion experiences

Sustainable fashion and circular economy practices:
Ecokfriehd‘[y materials, upcycling, and slow fashion

————
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s Technology-driven innovations in textiles and
manufacturing: Smart fabrics, 3D printing, and wearable
tech

e Fashion and sustainability advocacy: Fashion Revolution,
conscious consumerism, and industry initiatives

» Fashion forecasting and trend analysis: The role of trend
agencies and predicting future fashion directions

REFERENCES

"Fashion: A History from the 18th to the 20th Century” by Kyoto Costume Institute
"Fashion: The Definitive History of Costume and Styfe" by DK Publishing

“Fashion: The Whole Story"” by Marnie Fogg :

"The Fashion Book: New and Expanded Edition" by Phaidon Editors

"The Fashion System” by Roland Barthes '

"Fashion Theory: A Reader" edited by Malcolm Barnard

“Zashion: The Key Concepts" by Jennifer Craik

"The End of Fashion: How Marketing Changed the Clothing Business Forever" by Teri
Agins

"Fashion and lts Social Agendas: Class, Gender, and ldentity in Clothing" by Diana Crane
"Fashioning the Future: Tomorrow's Wardrobe" by Suzanne Lee

Peyton B. Hudson {1989), Guide to Apparel Manufacturing, MEDIApparel Inc.

H.Carr. B. Latham, {1988}, The Technology of Clothing Manufacture, Blackwell Scientific
Publications.

The Appare! Design and Production Handbook: A Technical Reference, Fashiondex
Incorporation.

Richard Jones, (2006}, the Apparel industry, John Willey & Sons,

LEARNING OUTCOMES

.

Students will be able to distinguish the different departments of the industry, ancient &
latest technology, and system In the garment industry, and understand the
documentation requirements of the industry.

Students will be able to read and Gain a comprehensive understanding of the historical
context and cultural influences that shaped fashion evolution. ,
Develop critical thinking skilis to evaluate the impact of social, industrial, and
technological factors on fashion, and assess sustajnability, ethics, and diversity in the
industry. : |

Explore future trends and innovations in fashion, including technology integration and
sustainable practices, and be able to Effectively communicate and contextualize fashion

trends within hisloricai, cultural, and-sc;q;ia[_‘:’ram.ew
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DCC-5P

DCC-5P

FAS-52P-203:

ashion IHustration & CAD

NSQF LEVEL: S/SEM II EOSE: | 4HOURS
CREDITS: 6 CREDITS MARKS | MIDTERM | EOSE
| SUB-TYPE: PRACTICAL MAX 30 120

PRE-REQUISITE OF THE COURSE: Basic Sketching Skiils, Application of different calor mediums,

elemen

OBJECT

tary color applications

IVE:

in this Unit, students wili get exposed to drawing Human Figures and will know how to illustrate

different kinds of drapes and render different types of textures, patterns, and prints on fashicn

figures. Variations in fashion figures, hairstyles, and facial features. Students study and develcp
figures from basic stick to block and then to flesh fashion figures. They will iearn to illustrate and

render different types of footwear, bags, and other accessories.

SYLLABUS:

T
UNITS TOPICS TEACHING HOURS
Unit-1 & Understanding type of hody shape 20

® Basicdesign and Fashion Hustration
® Stick figure and movements

and side pose

e Mannequin drawing
® Freehand drawing- stylized figures

® Practice human drawing- movemoents

—_— - ———

e 3 4 block heads / 10 ¥ heads in movements- front pose

e Understanding different mediums on fleshed figures (5
mediums} and rendering and explorations




Exploration of different materials & quiurﬁ: Sh'adihg_
pencil, charcoal pencil, Micro-tip pen 'an_dilbla’ck ink,’
pencll colors, watercolors/ poster colors ~ o

e Practice illustrations with mixed medii. usmg paper,

pencil, colors, inks, fabrics, and other. creatwe matenal

one can think of.

s Accessorize the human figure boots, caps, shoes bags
etc. s

+ Render costumes and products of differe‘r‘it fabr’i?;;.

¢ Stylized fashion Hlustration with draped fabric & its
textures oo ‘

Unit-iil introduction to CAD tthUgh 2D Softwares i " ' 25

s Flat Drawing: and
Draping ahd rent

Unit-v >0
Concept- of lavout and margms
e Digital Portfolio: Bevelopment
REFERENCES
» Abling, Bina, (2007) Fashion Sketchbook, Fairchiid Pijb'i ?’
]
]
&

Books London ;
o John lreland, Patrick, (1995) Fashion Design li[ustratlon Chndren Ba
London.

Series.
» User manuals 6f the specrahzed software

CoreIDRAW X7: The Official Guide: Gary Pavid Boutén M D . ;
» Reference Book of Adobe Photoshop CC 2015 :- Adobe Photoshop cC Ciassroom ina‘.
Book {2015 release)} Author Name of Adobe Photoshop CC Classroom in a Book {2015




RNING OUTCOMES H!
' Learners will be able
Learners will be abié

t'ofé.'

abie to app!y dlfferent ';Oi(gi

h o

to'll 1y

Be afble o sketchi i{hb ath

H
I
1

a

?g:e and understand the type of body shape.

133

eh ;and apply skills in developing creative visual language.
d:ums through experimental ideas.




FAS-521 204 Material & Form Exploration

DCC-6L

NSQF LEVEL: 5/SEM I} '1 EOSE - 3 HOURS

CREDITS: 2 CREDITS | MARKS T interm ; EOSE
SUB-TYPE: THEORY MAX 10 40
DELIVERY: LECTURE, TUTORIAL | My 04 |16

DCC-6P
FAS-52P-205: Material & Form Exploration

NSQF LEVEL: 5/SEM Il EOSE:- 4 HOURS

CREDITS: 4 CREDITS MARKS MIDTERM EOSE
SUB-TYPE: PRACTICAL MAX 20 30
DELIVERY: TUTORIAL MIN 8 32

l

PRE-REQUISITE OF THE COURSE: None

o)

OBJECTIVE: The objective of this course is to provide studens with a comprehensive
understanding of the interplay between materials and form in design. The course will focus on
developing students' skills in exploring and manipulating form while integrating material
properties. By integrating material and form exploration, students will fearn to create innovative
and sustainable design solutions.
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SYLLABUS:

UNITS

TOPICS :

TEACHING
HOURS

UNIT |

INTRODUCTION TO FORM AND MATERIAL EXPLORATION

e Understanding the relationship between form and material
in design

@ QOverview of technigues for form exploration

e Introduction to different materials and their properties

SKETCHING AND DOODLING FOR FORM EXPLORATION

@ Techniques for sketching and doodling to explore fqrm
* Developing observational skills and hand-eye coordination
e Integrating materials intc sketching exercises.

20 hours

UNIT II

MODEL MAKING AND MATERIAL MANIPULATION

e ' Introduction to materials used in model making
* Techniques for constructing models and manipulating
materials

) Explorin'g form through physicat models
DIGITAL TOOLS FOR FORM EXPLORATION

° lntrci:d_u_cti_c_iq ‘tp_%D modeling software (e.g., SketchUp)

° Tec‘:ﬁni_qu_‘e_:é}"ﬁ"j'_-r generating and manipulating forms digitally

o Integrating material properties and textures in digital
models - . - .

i

30 hours

UNIT 1l

EVALUATION, REFINEMENT, AND MATERIAL SELECTION -

+ Methods for evaluating and refining different form options

e Critique sessions for evaluating student work

e Consideration of materiai pronerties in form selection and
refinement

MATERIAL APPLICATION AND INTEGRATION IN DESIGN

¢ Hands-on exploraticn of different materiajis andg their

P

Dv. Regisu?&(}iﬁ;‘)

30 hours
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applications )
s Experimentation with material combinations to enhance
form
s Integrating materials and form into design projects

{UNIT IV
SUSTAINABLE MATERIAL PRACTICES 30 hours

s Introduction to sustainable matlerials and their role in
design

e Exploring eco-friendly material options and considerations

*  [uture trends in sustainable matenial exploration

MATERIAL AND FORM INNOVATION

¢ Introduction to new and emerging materials in design
» (Case studies of innavative material applications .
» Discussion on future directions of material and form

exploration

SUGGESTED BGOKS AND REFERENCES:

Design Thinking: Understanding How Designers Think and Work by Nigel Cross

Form, Function, and Design by Paul A. Heskett

Sketching: The Basics by Roselien Steur and Koos Eissen

Material Revolution: Sustainable and Multi-Purpose Materials for Design and

BowoN e

Architecture by Sascha Peters

MOOCS AND SELF—LEARN'ING INSTRUCTIONS:

1. Sketching for Product Designers:
AtunLsowww udemy com/courses sreirning-for-product-designers/
2. 3D Modeling for Beginners:
https.//www.udemy.co gcurse/3d-modeling-for-beginners-learn-to-create-3d-models

-frem-scratch/
3. "Materials Science and Engineering: A Comprehensive Introduction” offered by MIT
OpenCourseWare : 5 R
4. "Sustainabie Materials for Emerging Technowogies” ofivred by Coursera ‘ St
. C- o : AN
' T e AT
\h et B
oM e e
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SELF-LEARNING INSTRUCTIONS:

1. Practice sketching'lafnd: doodiing to explore different forms and integrate material
elements. A
Experiment with différent materials for model making and document the outcomes.
Explore and learn different 3D modeling software to create digital models that
incorporate both material and form.

4, Visit material supﬁiiér—s and manufacturers to gain hands-on experience with materials
and understand their properties.

5. Conduct material testing experiments to explore the physical properties and behavior of
materials. |

6. Explore online resources, case studies, and industry publications to stay updated.

LEARNING OUTCOMES;

¢ Understanding the relationship between form and material.

e To explore and manipulate form while integrating material properties

¢ To create innovative and sustainable design solutions.

e To critically evaluate, refine and select materia! and their properties.
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AECC-2

English
*Syllabus Prescribed by the University of Rajasthan

VAC-2
Value Added Course-li

*Select a course from the list provided by the University of Rajasthan
for the Value Added Course. :

SEC-2

—

Skill Enhancement Course-li

*Select a course from the list provided by the University of Rajasthan
for the Skill Enhancement Course.




