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As per UOR Examination Guidelines

. Stheme of Examination for Undergraduate Programme As yer UGC Framework for
Undargraduate Programme for the Session 2023-2024 |

Scheme of Examination-

1 credit = 25 marks for examination/evaluation

- Comtrucus assessment, in which sessional work and the terminal eRmination will contribute to the final grade, Each course iy
Semester Grade Point Average {SGPA) has two components- Continuous assassment (20% weightage) and (End of Semester.
Examination) E0SE {80% weightage).

1. Sussionat work will consist of class tests, mid-semester axamination{s}, homewdrk assignmants elc, as determined by the
faculty in charge of the courses of stutly.
2. Fach Paper of EoSE shal carry 80% of the total marks of the coursefsubject. The EoSE will be of 3 bours duration,
» Part-A of the papes shall have multiple cuestions of equal marks. This first question shall be based on knowledge,
understanding and applications of the topics/texts covered in the syflabus.
¥ Part B of the paper shall consist of 4 questions with an internal choice of éach, Tha fotir questions will be st with one fromt
- each of the units with Internal choice. Third tofourth qestions shall be based on applications of the topics/texts covered it
the syllabus (60 % welghtage} and shall involve sotving Problems (40% weightaze} i appiicable.
3. 75% Attendance s mandatory for appearing in EoSE.
4, To appearin the EoSE axamination of a course/subject student must appear In'the mid-semaster-examination and obtatmat least
a C grade in the course/sublect.
5. Credit points in a Course/Subject will be ascigned only if, the student obtains at feasta € grade in midterm and FoSE examination

of a CoursefSubject.
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DCC-1L

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

]
NSQF LEVEL: 5/SEM | EQOSE 3 HOURS I
N —
CREDITS: 4 CREDITS MARKS MIDTERM EQSE
SUB-TYPE: THEORY MAX 20 80
DELIVERY: LECTURE, TUTORIAL MiIN 08 32
DCC-1P
PRO-51P-102: History Of Art & Design
"I NSQF LEVEL: 5/SEM | EOQSE - 3 HOURS
3 ' ——— — —— . '
CREDITS: 2 CREDITS MARKS MIDTERM EOSE ll
4
SUB-TYPE: PRACTICAL MAX 10 40
_|
DELIVERY: TUTORIAL BN 04 15

PRE-REQUISITE OF THE COURSE: None

OBIECTIVE: The objective of this course s 1o provide students with a comprehensive

understanding of the history of art and design and its influence on contemporary product design

The course will explore various art movements. design styles. and influential designer.

throughout history. Students will analyze and interpre: artand design within their historiga$ anu

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




SYLLABUS :

TEACHING
UNITS TOPIC HOURS
UNIT 1 20 Hours
INTRODUCTION TO ART AND DESIGN HISTORY
e importance of studying art and design history in Product
design _
Overview of major art movements and design styles
Understanding the relationship between art, desigh, and
culture
e Social, historical and cultural context of key art and design
mavements, theories and practices
e Use primary and secondary research methods to
investigate an area of practice, with consideration of
research ethics
ANCIENT ART AND DESIGN .
e Indian Art, Craft and Culture
s Fgyptian, Greek, and Roman art and architecture
» Prehistoric art and cave paintings
¢ Byzantine and lslamic art and design influences
UNIT i 20 Hours
RENAISSANCE AND BAROQUE ART
¢ ltalian Renaissance art and architecture
« Northerrn Renaissance and its impact on design
e Baroque art and architecture
ART AND DESIGN OF THE 18'IH=AND 19TH CENTURIES
e - Neocclassical and Romantic movements, '
» Industrial Revolution and its impact on design
o Arts and Crafts movement, Art Nouveau, Modernism,
Futurism
L —_— —
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UNIT It 20 Hours
MODERN ART AND DESIGN MOVEMENTS

e Art Deco, Bauhaus, Surrealism, Streamlining; Organic
Design

e Scandinavian Modern, Contemporary, Pop Art

e Impressionism and Post-lmpressionism

e Art Nouveau and Jugendstil

* Cubism, Futurism, and Constructivism

« Bauhaus and the Internationat Style

CONTEMPORARY ART AND DESIGN

s Space Age, Minimalism, Postmodernism, Memphis,
Deconstructivism

o Postmodernism and its influence on design

o Contemporary art movements and design trends

« Sustainable and socially responsible design practices

UNIT IV ’ 30 Hours
FIELD VISITS TO MUSEUMS AND GALLERIES

s Visit local museums and galleries to observe and analyze
artworks and design objects in person

e Anailyze historical and contemporary design elements and
influences

INTEGRATION OF ART AND DESIGN HISTORY INTO PRODUCT
DESIGN

s Applying knowledge of art and design history to inform
design decisions
& [ncorporating historical design styles and elements into
contemporary projects ' |
» Creating design concepts inspired byspecific art
/7 movements or periods .
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SUGGESTED BOOKS AND REFERENCES:

1. A World History of Art" by Hugh Honour and John Fleming
2. The Story of Art" by E.H. Gombrich

LEARNING OUTCOMES:

By the end of the course, students should be able to:

1. Demonstrate knowledge of major art movements arid desigr

2. Analyze and interpret artworks and design objects wrth thelr hist

contexts.

3. Understand the impact of historical art and design oiv contemporary product design.

"4, "Apply historical design elements and styles to informi th Il"“dESIgn concepts and projects.

5. Recognize and appreciate the contributions of mﬂuenhal ‘designers throughout history.
6. Conduct visua! analysis and critical interpretation of art and-design works.

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

’

MOQC: Students are encouraged to enroll in the following MOOQCs to supplement 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

PRO-511-103 Fundamental Of Design & Methods

NSQF LEVEL: 5/SEM | EOSE - 3 HOURS
—
CREDITS: 2 CREDITS MARKS MIDTERM EOSE
SUB-TYPE: THEORY MAX 10 40
3 DELIVERY: LECTURE, TUTORIAL MIN 04 i6
. - ——— __~|—-__—______—_— —
DCC-2P

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

NSQF LEVEL: 5/SEM 1 EOSE - - 4 HOURS i o i

CREDITS: 4 CREDITS MARKS MIDTERM EOSE

SUB-TYPE: PRACTICAL MAK 20 80 |

DELIVERY: TUTORIAL MIN 08 32 _}
L . e }

PRE-REQUISITE OF THE COURSE: None

OBIJECTIVE: The objective of this course is o introguce students to the fundamenial pringoles
of design and design methods. Through hands-on oractice and experimentation, students will
fearn how to generate and refine design concepts, create visual ropresentations ¢f their geeas,
and develop a critical understanding of the design process '




SYLLABUS:

~

. TEACHING
UNITS TOPIC HOURS

UNIT | INTRODUCTION TO DESIGN THINKING 20 hours
e Understanding design as problem-solving
¢ [ntroduction to design thinking and its application
s Case studies on successful designs
ELEMENTS AND PRINCIPLES OF DESIGN
s Basic elements of design: line, shape, form, texture, color
+ Principles of design: balance, proportion, rhythm, contrast,
unity
e Examples of designs that demonstrate effective use of
elements and principies

—

UNIT SKETCHING AND VISUAL COMMUNICATICN 20 hours
¢ Technigues for sketching and drawing
. Prin&iples of visual communication
& Basic principles of composition

DESIGN PROCESS AND METHODOQLOGIES
s Overview of design process and methodology ¢
o User-centered design process
¢ Prototyping and testing

UNIT it DESIGN TOOLS AND TECHNQOLOGIES 20 hours
# Introduction to design tools and software
s Selecting appropriate tools for design projects

B [
UNITIV | FIELDWORK i 30 hours
e Visiting design studios, exhibitions, and design shows.
e« Collecting reference material for projects.

L

SUGGESTED BOOKS AND REFERENCES:
1. Design Thinking: Understanding riow Designers Think and Work by Nigei Cross
2. The Design of Everyday Things by Don Norman
3. A Designer's Art by Paul Rand
4. Design Basics by David A. tauer and Stephen Pentak
S e e
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LEARNING OUTCOMES OF THE COURSE:

1.

Understand the basic principles of design and design thinking.

Develop a critical understanding of the design process and methodologies.
Demonstrate an ability to generate and refine design cancepts.

Develop visual communication and presentation skilis.

Understand the importance of user-centered design and prototyping.

Be able to select and use appropriate design tools and technologies.

Gain exposure to the design industry through fieldwork and studio visits.




DCC-3P

L}

PRO-51P-105 Visualisation & Ideation

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

PRE-REQUISITE OF THE COURSE: None

OBJECTIVE: This course aims to provide students with fundamental drawing technigues and
visual communication skills used in the field of design. By the end of the course, studentswill be
able to sketch, draw, and present their ideas visuaily using various tools and techniques.

SYLLABUS:
’—’f T T T - — T
TEACHIING !
UNITS TOPIC ; HOWURS

— -—*'_"“‘";

UNIT | INTRODUCTION TO VISUAI COMMUNICATION 20 hours
: i
J
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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 Wbrk,-;ge'c’)metﬁc shapes, freehand
sketching, and undérstanding the proportions and forms of
objects. ’

UNIT I} PERSPECTIVE DRAWING TE’CHNI&UES' 40 hours

Introduction to 1-poiht, 2-point, arid 3-point perspective drawing
techniques and how to use themto create 3D visualizations.

RENDERING TECHNIQUES 40 hours

Introduction to different rendering technigues such as-hatching,
crass-hatching, stippling, and shading, and how to use them to
create realistic textures and materials. ~ '

COMPOSITION AND LAYOUT DESIGN

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

UNIT tv PRESENTATION TECHNIQUES 10 hours

* Introduction to presentation techniques and how to use
them to present design ideas effectively.

o Introduction to Technologies of Virtuality

¢ Producing VR and AR Experiences? Design Overview

SUGGESTED BOOKS AND REFERENCES:




1. "Drawing for Designers" by Alan Pipes
"Design Drawing” by Francis DK, Ching and Steven P. Jurpszek

3. "Sketching: Drawing Technigues for Product Designers” by Koos Eissen and Roselien
Steur R

LEARNING OUTCOMES:

Develop fundamentai drawing techniques used in the field of design.
Apply perspective drawing technigues to create 3D visualizations.
Use rendering techniques to create realistic textures and materials.
Communicate design ideas visually through freehand sketching.
Create effective compositions and layouts.

Present design ideas effectively through visual aids.

A i

MQOCS:

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

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

3. "Color Theory for Designers" - Online Course available on Skillshare
(https://www.skillshare com/classes/Color-Theory-for-Designers-Core-Concepts-and- Exe

rcises/1675562632)
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AECC-1

Hindji

*Syllabus Prescribed by the University of Rajasthan |

VAC-

Value Added Course-i

*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.
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DCC- 4L

PRO-521-201:0verview and Evolution of Communication Design Industry

NSQF LEVEL: 5/S5EM i £EOSE - 3 HOURS
CREDITS: 4 CREDITS MARKS MIDTERM EOQSE
SUB-TYPE: THEQRY MAX 20 80 ;
DELIVERY: LECTURE, TUTORIAL MIN 08 32
DCC- 4P

PRO-52P -202:0Overview and Evolution of Communication Design Industry

NSQF LEVEL: 5/SEM 1§ £0OSi 2 HOU‘;{S : ,

: |
CREBITS: 2 CREDITS MARKS . M]DTI:RM £OSE i
SUB-TYPE: PRACTICAL &-’l/\)\‘ 10 o 13 ‘I
DELIVERY: TUTORIAL PN 04 16

PRE-REQUISITE OF THE COURSE: None

OBJECTIVE: The objective of this course is 10 provide students wite an svervicw of the o duc:
design industry, its evolution, and current trends. ine course will heip students understang e
role of product designers, their responsibilities, and how the industry has evolved OVeTrine.

3
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Students will also be introduced to various design styles, materials, and technologies used in the

industry.
SYLLABUS:
UNITS TOPICS TEACHING
HQURS
UNIT ¢ INTRODUCTION TO PRODUCT DESIGN INDUSTRY 20 hours
» Historical overview of product design
e Key milestones and influential figures in the industry
s Overview of the design process and its importance
Trends and innovation in Product Design !
e Current trends shaping the product design industry
s Technological advancements and their impact on
design
= (Case studies of innovative product destgns
UNITHl | The Digital Era of Product Design 20 hours |
* FEvolution from traditional design methods to digital tools
¢ QOverview of computer-aided design [CAD) and prototyping
e Exploring virtual reality (VR) and augmented reality (AR} in
design
tJser-Centered Design and Consumer Behavior
# Understanding user-centered design principles
e Apalyzing the changing consumer landscape
# Design thinking and empathy in product design
. S NN -
UNFE L Social, Cultural, and Economic Influences on Product Design 20 hours
+ Cultural factors influencing design aesthetics ’
% Social and environmental considerations inrproduct design i
!
*» Economic factors and market trends impacting the industry i
i
L o _ — — J




Sustainable and Ethical Design Practices
s Overview of sustainable design principles
e FEthical considerations in product design and manufacturing

+ Circular cconomy and its relevance to the industry

UNIT IV | Critique and Evaluation of Product Designs 30 hours

1. Developing critical thinking skills in design analysis
2. Evatuating design aesthetics, functionality, and user

experience
3. Providing constructive feedback and suggestions for

improvement
Applied Learning and Design Projects

s  Applying theoretical knowledge to real-world case studies
* (ollaborative design projects to demonstrate understanding
+ Presenting and showcasing design concepts and solutions

SUGGESTED BOOKS AND REFERENCES:

Books:

1. "The Design of Everyday Things" by Don Norman

2. "Universal Principles of Design” by William Lidwell, Kritina Holden, and Jill Butler
3. "Product Design and Development” by Karl Ulrich and Steven Eppinger

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

Online Courses:

1. Coursera: "Design: Creation of Artifacts in Society” (University of Pennsylvania)
2. edX: "Product Design: The Delft Desipn Approach” {Delft University of Technology)

3. Core77 {www.care77.com) .
4. Smashing Magazine {(www.smashingmagazine.com) »\\;\
5. Designmodo (www.designmodo.com) L
&(/'7 G:g-}‘"
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1 Fast Company Design (www.fastcompany. com/sechon/des:gn)
2. Des:gn Milk {(www.design-milk.com)
3. Dezeen (www.dezeen.com)

Professional Organizations:

1. Industrial Designers Society of America (IDSA) (www.'ici_s;a_r._é"rg';‘_
., 2. Design Management Institute (DM!} (www.dmi.org)

" LEARNING GUTCOMES OF THE COURSE:

¢ Understand the historical development and evoluh‘o—h‘f

* Identify key trends and factors driving innovation in thi

s Explore the impact of emerging technologies on.the :d"'e‘

¢ Analyze the role of user-centered design and the chang imer landscape.

-8 Examine the social, cultural, and economic influences.ahip t.design.

® Gain insights into sustainable and ethical design practic & industry.

s Develop critical thinking skilis to evaluate and critique product designs,

» Apply theoretical knowledge to real-world case studies and design projects.
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DCC-5P

PRO-52P-203: Product lllustration and Technical Drawing

NSQF LEVEL: 5/SEM i EOSE :- 4 HOURS
CREDITS: 6 CREDITS MARKS MIDTER.M EQOSE
SUB-TYPE: PRACTICAL MAX 30 120
DELIVERY: PRACTICAL MIN 12 48
il

PRE-REQUISITE OF THE COURSE: None

OBJECTIVES:

s Students will learn the process of visualization and constructing multiview, isometric, and

section drawings.
e Students will learn to analyze geometrically in any form.
e Students will be able to understand and appreciate the presence of hidden geometry in

*

nature.
e Introduce students to the principles of technical drawing employing both sketching and

Computer-Aided-Drafting techniques.

SYLLABUS:
T
UNITS TOPICS : TEACHING |
HOWRS |
]
UNIT [ Evaluate different types of technical information in the context of { 10 Hours |
diverse project types. i

ﬂﬂ//;f @)
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;-; 1‘-‘:.:.“{ A%
DY -R gl = 1‘\.&)'—--—'"“ an

U“@;’/Ji PUR

<




e Use the technical drawing tools properly and to plot
pictures according to the dimensions.

s Demonstrate understanding of different material surface
finishes using lllustration technigques.

e C(reate technical sketches, geometric constructions,
orthographic  projections, pictorial/sectional  views,
dimension drawings, and apply lettering techniques
’ \

Prepare free-hand multiview sketches of objects 40 Hours

UNIT U .
e Technica! Drawings
& (Orthographic Projections
® Assembliy Drawing
» Specification templates/standards
UNIT IH Exploration of geometry to play with space, forms, and |40 Hours
communication means.
UNIT IV Develop technical drawings, details, schedules, and | 20 Hours

specifications in support of a given art and design project.

CAD
Templates
Specification Software

Reading Technical Draowings

Learning Outcomes:

1. Proficiency in prod'ﬁm illustration: Students will develop the ability 1o create accurate
and visually appealing product illustrations. They will learn technigues to represent
products in two-dimensional formats, including line drawings, orthographic projecticns,
and exploded views.

2. Mastery of technical drawing conventions: Students will become familiar with the
standards and conventions used in technical drawings, such as dimensioning,
annotations, symbols, and scales. They will learn how to create clear and precise

A
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drawings that effectively communicate the design and speciﬁcation;sqof/agroduct.
M




3. Understanding of perspective and foreshortening: Students will learn how to apply
perspective principles to create realistic and visually dynamic product illustrations. They
will develop skills in accurately depicting three-dimensionai objects cn a
two-dimensional plane, including handling foreshortening and creating depth and

volume.

4, Knowledge of digital tools for product illustration: Students will be'introduced to digital
tools and software commonly used in product illustration, such as computer-aided
design (CAD) software and vector graphics editors. They wiltfearn how to leverage these
tools to create precise and professional-iooking iflustrations.

5. Ability to interpret and create technical drawings: Students will develop the ability to
interpret technical drawings and translate them into physical prototypes or digital
models. They will gain an understanding of the relationship between technical drawings
and the manufacturing process, including considerations for materials, tolerances, and
assembly methods. Additionally, students will acquire the skills to create their own
technical drawings based on product designs and specifications.

Recommended Resources

Texthooks

1. BIELEFIELD, B. and SKIBA, I. {2013) Basics technical drawing. Birkhauser Verlag AG.
. HENRY, K. {2012) Drawing for product designers {portfolio skills). London: Laurence King.

3. SIMMONS, C.H. (2012) Manual of engineering drawing: Technical product specification
and documentatien to  British and  international standards. 4th  ed.
Butterworth-Heinemann. o

4. SIMMONS, €. and PHELPS, N. (2009} The essential guide to technical product
specification: Engincaering drawing. London: BSI British Standards Institution.

5. SZKUTNICKA, B. {2010) Technical drawing for fashion {portfolio skills}). London: Laurence
King.
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LCC-6L

PRO-521-204: Material & Form Expioration

NSQF LEVEL: 5/SEM 1l LOSE - 3 HOURS

CREDITS: 2 CREDITS MARKS MIDTE RM: EOSC

SUB-TYPE: THEORY MAX 10 - 40

DELIVERY: LECTURE, TUTORIAL MIN 04 16
DCC-6P

PRO-52P-205: Material & Form Exploration

PRE-REQUISITE OF THE COURSE: Nane

NSQF LEVEL: 5/SEM 11 FOSE - 4 HOURS

CREDITS: 4 CREDITS MARKS MIDTE RV £OSE .
|

SUB-TYPE: PRACTICAL MAK 20 80 _g'v,
|

DELIVERY: TUTORIAL NN 08 32

OBIECTIVE: The obpjective of this course s 1o provide studenats with a cemprenensive
understanding of the interpiay between matonais end form in dow g course wet focg o
developing students' skills in exploring and manipulating fOrg\ while integrating rmaierial
properties. By integrating material and form cxploration, students will learn to create innovative
and sustainable design solutions.

SYLLABUS:
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UNITS TOPICS TEACHING
HOURS
UNT |
INTRODUCTION TO FORM AND MATERIAL EXPLORATION
» Understanding the relationship between form and material | 20 hours
in design
s Overview of techniques for form exploration .
o Introduction te different materials and their properties
SKETCHING AND DOODLING FOR FORM EXPLORATION
e Techniques for sketching and doodling to-explore form
o Developing observational skills and-hand-eye coordination
s Integrating materials into sketching exercises
UNIT I .
MOD: AKING AND MATERIAL MANIPULATION
. oduction to materials used in model making 20 hours
s Techniques for constructing models and manipulating
® ng form through physical models
DIGITAL TOOES:-FOR FORM EXPLORATION B
. jon to 30 modeling software (e.g., SketchUp) *
. for generating and manipulating forms digitally
material properties and textures in digital
UNITHI
hods for evaluating and refining different férm options | 20 hours




MATERIAL APPLICATION AND INTEGRATION IN DESIGN

* Hands-on exploration of different materials and their
applications

o Experimentation with material combinations to enhance
form

& Integrating materials and form into design projects

UNIT IV o
SUSTAINABLE MATERIAL PRACTICES 30 hours

e Introduction to sustainable materials and their role in
design

s  Exploring eco-friendly material ohﬁons and considerations

a  Future trends in sustainable material exploration
MATERIAL AND FORM INNQVATION

. lﬁtroducﬁon to new and emerging materials in design

® Case studies of innovative material applications

¢ Discussion on future directions of material and form
exploration

SUGGESTED BOOKS AND REFERENCES:

1. Design Thinking: Undersianding How Designers 1hink and Work by Nigel Cross
2. Form, Function, and Design by Paul A. Heskett
3. Sketching: The Basics by Roselien Steur and Koos Fissen
4. Material Revolution: Sustainable and Multi-Purpose Marerials for Design anc
Architecture by Saschea Peters
»
MOOCS AND SELF-LEARNING INSTRUCTIONS: \ \rj‘zw -
: 4.}
: istrar (Aca

1AIPUR
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Sketching for Product Designers:

hitps:/fwww. udeimy com/course/sketching for-product-designers/

3D Modeling for Beginners:
nttos:/fwww.edemy.com/covrse/3d-modaling-for-beginners-learn-to-create-3d-models-

mamescratch)
"Materials Science and Engineering: A Comprehensive Introduction” offered by MIT

OpenCourseWare
"Sustainable Materials for Emerging Technologies” offered by Coursera

SELF-LEARNING INSTRUCTIONS:

2]

Practice sketching and doodling to explore different forms and integrate material
elements. .

Experiment with different 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.

Visit materia! suppliers and manufacturers to gain hands-on experience with materials
and understand their properties.

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

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

Learning Qutcomes:

9

L]

9

(1]

Understanding the relationship between form and material,
To explore and manipulate form while integrating material properties
To create innovative and sustainable design solutions.

To critically evaluate, refine and select material and their propertics.



AECC-2

English
*Syllabus Prescribed by the University of Rajasthan

VAC-2

Value Added Course-ll

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

SEC-2

Skili Enhancement Course-|}

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