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The six month long sponsored professional project 
was an experience to design for development and 
education sectors. It was a good opportunity for 
me to interact with many organizations related to 
education and economic, social development.

Meeting people from Self Help Groups, visiting 
Anganwadis, education organizations like Eklavya; 
all helped me understand the interlinked system 
and develop a project brief.

The project is an attempt to utilize the hand 
skills of people for developing a new product 
range, so as to help cottage industry and SIRDI 
organization engaged in the economic and social 
development of local people. The products were 
handmade utilizing local skills, techniques and a 
co-operative way of working.

Visiting schools, anganwadis gave me an idea of 
how play products for young children could be 
developed to use in school as well as in home 
scenario.

After an initial study of the household industry, 
the region and skills, the design brief was 
redefined accordingly. Many explorations were 
made using variety of hand skills and finally the 
design direction was chosen. 

The project gave me an opportunity to interact 
with skilled people and an understanding of how 
with a basic setup, products can be developed 
with due uniqueness, identity and special 
features. 

In the period of six months, I was able to 
do research, find design direction relation 
development and education, develop a range of 
concepts and finally select one specific theme.

The concepts were made into working prototypes 
using the skills and talents of craftswomen. 
These concepts were tested in schools as well 
as home environment. The initial feedback has 
been very positive, both from the user as well as 
development and educational organizations.

Synopsis
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The National Institute of Design (NID) is 
internationally acclaimed as one of the foremost 
multi-disciplinary institutions in the field of 
design education and research. The institute was 
set up in 1961 and functions as an autonomous 
body under the department of Industrial Policy 
& Promotion, Ministry of Commerce & Industry, 
Government of India.

NID has been a pioneer in industrial design 
education after Bauhaus and Ulm in Germany 
and is known for its pursuit of design excellence 
to make Designed in India, Made for the World 
a reality.

PG campus Gandhinagar is currently an extension 
campus of the parent institute, National Institute 
of Design in Ahmedabad, is situated in the city 
of Gandhinagar, in Gujarat. As part of expansion 
plan, National Institute of Design (NID) has 

started building a new postgraduate campus at 
Gandhinagar, the capital of Gujarat State.

The final project is a culmination of the overall 
learning at NID. This project shows the student’s 
ability to perform as a professional and utilize 
the design learning gained during the courses. 

The project also helps the sponsor to assess the 
student’s professional abilities and the design 
process to help their projects in the context 
needs of today and tomorrow. 

The National Institute of Design, Ahmedabad & Post Graduate 
Campus, Gandhinagar
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The Post Graduate Program in Toy and Game 
Design is offered to prepare students for a 
creative and exciting career.

The 2-1/2 year program learning gives an equal 
importance to conceptual thinking as well as 
projects and experiences. 
The curriculum is progressive in nature with 
courses involving basic design fundamentals, 
cultural studies, creative thinking, child 
psychology, elements of play, game theory, 
character design, system design,user research 
and testing materials, etc. the inputs cover 
large range of hard/ soft materials and digital/ 
electronics.

The group of 10 students from various academic 
backgrounds selected every year, provide an 
enriching environment for growth and learning. 
The toy and game design project involves design 
theory, hands on experience, project related 
to industry, crafts and cottage industry and for 
social development sector. 

About Toy & Game Design Program 
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SIRDI (Satpura Integrated Rural Development 
Institution) , Madhya Pradesh is an enterprise 
for economic and social development and is 
registered as MSME unit. Design Clinic Scheme of 
Minor, Small & Micro Enterprise of Government 
of India and SIRDI have jointly funded this project 
as per the NID norms for project support.

SIRDI is working in Madhya Pradesh and 
Maharashtra for livelihood support for women 
and skill development of youth. This institution 
was established in 1978. 

The organisation has worked in several areas; 
major areas are livelihood security (skill 
development and promotion of income generating 
activities), child development (education, skill 
development), capacity building and research.

The main strength of the sponsor is the large 
number of local people associated with it and 
getting support for training, project work and 
marketing support. 

The Design Clinic Scheme supports Design 
Students Project work by reimbursing 75% of 
expenses incurred subject to maximum of Rs 
1.5 lakh for final year student projects done for 
MSMEs under the supervision of parent Design 
Institutions. 

MSME units’ contribution shall meet the balance 
25% of the project cost. The admissible cost 
(estimated to be Rs.2 lakh for each Student 
Design Project) would include student designer’s 

stipend (wherever applicable), conveyance 
related to the project, documentation and model 
making/prototype development costs.

The Sponsor

Strength of the sponsor

Funding for Students Design Project
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The organized Indian toy and game industry 
is rapidly growing. A big part of the market is 
flooded with industrially mass manufactured 
toys from China, available in very low costs. There 
is no reliable data available for the unorganized 
(self organized) sector.

The statistics speak the story: the organized Indian 
toy industry is estimated to be worth Rs 1,700 
crore and growing 15-20% a year. According to a 
Euromonitor study, spending on toys and games 
in India is set to grow at 157% between 2009 and 
2014, much faster than other Asian countries 
such as China (84%), Taiwan (35%), South Korea 
(33.1%) and Singapore (17.2%). 
One way, the Indian industry, either organized 
or unorganized can flourish is through producing 
toys having manual craft value, which exists 
culturally.
“What makers of handicrafts often forget is 
that urban consumers aren’t familiar with 
the traditional. So the packaging needs to be 
professional, and instructions, creative and 
accurate,”

(sources: http://www.mid-day.com/specials/2011/
jun/190611-toy-industry-Indian-Kids-Gilli-Danda.htm & 
http://articles.economictimes.indiatimes.com/2011-08-
23/news/29918883_1_indian-toy-toys-and-games-disney-
pixar)

Industrially manufactured toys are produced and 
imported mainly from China. On the other hand, 
the handmade toys are made in small clusters in 
unorganized (self organized) industry. They are 
available on streets, or places like Delhi Haat. 

These toys have a great value of craft and use 
of material. Unfortunately such toys though 
greatly educational are not available in organized 
markets. There is a need for handmade, 

innovative toys. 

EDUCATIONAL PUSH

While toys for entertainment and leisure have 
always been a hot favourite, another category 
that is finding takers are educational toys, which 
promote the concept of learning while playing.

Indian Toy & Game Industry : an overview

Demand for new Toy range
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The words are from Indian language ,Hindi. ‘Khel’ 
means play & games, and ‘Manthan’ means 
reflection through study and efforts. The title 
of this project is ‘Khel Manthan’ which means  
reflecting on playfulness through study and 
action research.

In English, the name of the project is translated 
as “Churning Learning”.

SIRDI, the enterprise wants to diversify and 
develop a new product range. 

The project can be aimed at improving the 
livelihood of women of self help groups of 
Sathin federation, supported by SIRDI (Satpura 
Integrated Rural Development Institution) in 
Madhya Pradesh. This should also help strengthen 
their training, production and marketing needs.

The project is related to design and 
development of a set of toys, games/ 
kit utilizing local skills and eco-friendly 
materials. 

Impact: 
Toys are one of the greatest sources of learning 
about life skills and self development. With 
the increasing popularity of digital media, a lot 
of people play on their computers. But the joy 
of playing  with toys will always prevail. In this 
era of digitalization, it is important to explore 
the different aspects of toys and develop 
contemporary designs. This project is an effort 
to use local skills for innovative toys to promote 
the value of wholesome play. These innovative 
toys/ play products will also facilitate income 
generation opportunities. 

Benefit to sponsor : 
SIRDI has been involved in several activities 
for generating livelihood for women in the 
self help groups. The project will provide new 
opportunities for product diversification. These 
designed innovative play products will have good 
market possibilities.

Expected Outcome : 
Design and development a kit (having multiple 
elements)/ 2-3 toys/  a play product, utilizing 
hand skills

The Project : ‘Khel Manthan’

Initial Project Brief
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The process started with primary research of 
the sponsor and understanding the system. To 
support the research, educational organizations, 
urban markets, schools were visited.

After studying various factors such as existing 
activities of the institute and cottage industry, 
regional craft, existing play products in market, 
target groups; a redefined brief was prepared.

Explorations in terms of concepts and models 
were made. After user study with the target 
groups, selected concepts were developed 
further with details. The prototypes were 
developed with a small skilled group outside the 
industry, since the skilled groups in the industry 
required some more training.

Finally the prototypes were discussed and tried 
out in groups and special workshop. Very positive 

feedback from SIRDI and Eklavya, the educational 
organization was received.

Design process followed

Project Timeline





02
Information collection & 
Analysis
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SIRDI is located in Bahiram, a village in Betul 
district on Maharashtra and Madhya Pradesh 
border. From Bhopal to Bahiram by  road it takes 
around 8 hours to reach the SIRDI campus. The 
other way is to take a state transport bus to Betul 
and from there take a train to Bhopal. 

Most of the activities take place in Bhainsdehi 
and Athner taluka. 

The speciality of the industry is that they provide 
economic activities to local people. SIRDI had 
initiated training and product development 
and production activities to help local people 
particularly women.  There is an urgent need 
for providing dignified productive work 
to local people. This project is one of the 
initiatives in this direction.

The location has a rich forest which has 
valuable teak wood. Unfortunately this forest is 
diminishing. 

Location of sponsor’s activity centre

Madhya Pradesh

Madhya Pradesh; location of SIRDI

Betul district in Madhya Pradesh

Activity region of SIRDI
Bahiram village; training & 
activity centre of SIRDI
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Seasonal activity

Regular activity

Activities in SIRDI

Training Programs Action Research

Spices

Food Processing,
Packaging & Marketing

Honey
extraction

Variety of
Pickles &

Jams

Textile

Stitching
Carpet

Weaving 
(at present not 

working)

Handloom-
Weaving 

(at present not 
working)

Organic
Composting

Organic 
agricuture

Organic manure

Economic & skill 
development

Anganwadi 
Teachers’ 
Training

Welding & 
Fabrication, 
Motor Driv-
ing and Elec-
trical wiring

Cottage Industry
(production & marketing)

Activities of the industry/ Enterprise (SIRDI)
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The current economic activities of SIRDI are Hand-
loom cloth and cotton carpet weaving, Block 
Printing, Tie and Dye, Herbal Cosmetics, Honey 
Extraction, Food Processing and Preservation. 
SIRDI sells its products under the brand name 
‘Sahyog’ through Sathin Federation.

Product Range: The institute is currently 
involved in many activities like economic 
betterment, training programs for  skill 
developments, producing products such as 
honey, variety of pickles, hand stitched blankets, 
spices and organic fertilizer. It is also engaged in 
the educational and health related activities. 

Selling outlet: Many of these products are sold 
in Bahiram mela which occurs once a year and 
also in other annual fairs. The institute also has 
a small outlet on campus as well as in Bhopal. 
SIRDI sells its products under the brand name 

‘Sahyog’ through Sathin Federation.

Earlier under the Tana Bana program, women 
from SHG’s (self help groups) wove handloom 
carpets, blankets, bedsheets,towels, napkins but 
unfortunately due to government schemes for 
daily wage laborers, the activity has been paused 
since some months. 

After the hike in daily wages and the women 
felt that they could earn more as laborers. But 
being a regular skilled worker in the long run is 
more profitable rather than working as unskilled 
laborers which requires no special skills and can 
be done by anyone. Government schemes started 
only to close after some months disturbing the 
training program of the organization.

There are meetings with different self help 
groups once in two months.

Activities of the industry/ Enterprise (SIRDI)
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Dolls: Cute dolls made of small pieces of cloth 
are one of the interesting handicrafts of this state 
of central India. Bhopal, Gwalior and Jhabua are 
the main regions of this craft. 

Painting:  The Bhils and Bhilala tribes of Madhya 
Pradesh paint myths related to creation called 
Pithora paintings. Horses, elephants, tigers, birds, 
gods, men and objects of daily life are painted 
in bright multicolored hues. In the Gondwana 
region, unmatched creative vision has been 
shown by the Gond and the Pardhan tribes 
through Gond paintings. The painting technique 
followed by the Chiteras is known as Lipai. Linear 
designs are etched with finger on mud plaster 
base.

Papier Mache: Ujjain, Bhopal, Gwalior and Ratlam 
are the most significant papier mache centres. 
The community of Nagvanshi is engaged in this 
craft. Craftsmen from Gwalior and Bhopal even 
create handcrafted birds, animals, decorative 
pieces and statues. 

Textile Weaving: Chanderi and Maheshwari are 
some of the well known saris in the country. 
Woven Tussar silk sarees and dress materials, 
which are even known as Kosa silk is the specialty 
of the Devangan community of Champa and 
Raigarh.

Metal casting :  In Tikamgarh, brass casting 
called bell metal casting has been practiced for 
about three to four centuries. The process of 
casting used in Tikamgarh is similar to the Dhokra 
casting in Betul, as both the crafts take shape 
with lost wax casting, a common process used to 
cast objects in metals. In Tikamgarh, the metal 
pieces are sculpted in the usual way and moulds 
are created to replicate the objects.

Bamboo and Cane Work: Bamboo and cane used 
to produce utility articles like baskets, fishing 
traps, agricultural implements, hunting tools 
and many more. The community manufacturing 
and selling these handcrafted items in weekly 
bazaars are called as Basod or Basor. The tribal 
communities of Baiga, Gond and Korku are 
involved in this craft as well. 

Art & Craft in Madhya Pradesh
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In Budnighat village, 20-30 families are involved 
in making turn wood products and toys. People 
have small set-up with Lathe machines and 
workers. Wood from gourd (dudhi), eucalyptus 
and babul are used. The wood is provided by the 
forest department. Few examples are roti maker, 
roller, rattle and many more. Chapdi or lac is used 
to colour these products. Red or magenta, dark 
green , blue and yellow are the typical colours 
used in these products. 

Some of these products and toys are bought 
by the shopkeepers of the village whereas rest 
are sold in monthly melas like in Pachmadi, 
Hoshangabad. The makers are able to sell all 
their products.

Since the market is located near the railway 
crossing, many tourists waiting for the train 
to pass, buy products from the shops. But the 

unfortunate thing is that Chinese products are 
more popular than the locally made turn wood 
products. There are a few reasons for this :
•  Chinese products are cheaper
•  The finishing of the local turn wood products 
is not too good
•  Use of nail in the wood is unsafe
•  for finer quality, fine and expensive machines 
are needed
•  The color does not last long

These Chinese products are bought by 
shopkeepers from China market in Bhopal. 
With the declining demand of locally made 
products, the younger generation of the village 
is discouraged to join the business. 

Budnighaat: village famous for Turnwood lacquered products
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In Bhopal, Eklavya, an NGO is actively involved 
in creating and publishing books and magazines 
for education. Eklavya has a small shop ‘Pitara’ 
where it sells many books on education for both 
adults and school children. These books deal 
with a variety of issues and questions. In addition 
to this, the shop also sells educational toys 
produced by small companies. Many of these 
toys deal with motor skills of children. Some of 
the toys provide knowledge about the human 
body parts etc. 
Most of the products are made in wood, 
cardboard. But compared to the variety of books, 
the toys have quite limited choices. The Eklavya 
team is open for more variety in educational toys 
for any age group. 
The team is currently also working on developing 
a self sustained science kit for 9th-12th standard 
where students can perform all kinds of scientific 
experiments. For this age group, the science kit 
also is a source of a do-it-yourself kit.

Publications Toys

Educational 
puzzles, toys, 

kits

Books on 
education

Informative 
books for 
childen

Scope for Marketing
‘Khel Manthan’

productsStory books for
children

Magazines
Srote,

Chakmak,
Sandarbh

Eklavya activities

Research & DocumentationPitara :
educational store

Working with communities Working with schools

Curriculum development

Teacher development

School development

Bal Samooh

Shiksha Protsahan Kendra

Case study of ‘Eklavya’, Bhopal : an innovative educational institution
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Bhopal Haat : Most of the stalls sell handicraft 
products. Sometimes there are special festivals 
where certain variety of products are sold.

Weekly Fair 
These weekly local fairs exist in villages. One day 
of the week is allotted to one village where people 
from neighbouring villages sell commodities, at 
present only daily use commodities are sold.

Daily market : These are shops which sell 
products everyday from morning to evening.

Emporium 
These are large business stores, many of which 
have more than one branch in several cities.
Mrignaynee : This store in Bhopal has a large 
variety of silk sarees as well as block printed 
cloth. Other than cloth, many handicraft gift  

items such as purses, metal cast idols, decorative 
boxes are also sold.

Educational centres
It is quite rare for educational centres to have a 
selling outlet along with activities.
Pitara store of Eklavya: This shop sells 
a variety of inhouse printed books as well as 
educational toys from small companies.

Self Stores
Such stores, located in popular malls, often 
offer discounts to consumers, thereby attracting 
them.
Early Learning Centre : This store has a large 
variety of toys and games for younger children. 

Supermarket : A variety of products are found 
in supermarkets.
Big Bazaar : It is designed as an agglomeration 
of bazaars or Indian markets with clusters offering 
a wide range of merchandise. 

Market Survey 
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A market survey of few sample play products was 
carried out in malls and emporiums, as per the 
guide’s advise. The idea was to get an overview 
of the product and its market environment.

Piggy bank animals

These piggy bank animals are made from leather 
in West Bengal. They have a slit on the top, to 
put coins and button on one side, from where 
the coins can be taken out. The product and 
packaging is integrated due to the nature of the 
toy. The cost of each is Rs. 189

Animal pocket alphabet 

The hanging animal has small pockets which 
contains small pillows with appliqueed alphabets. 
The hanging animal has zip running on its edges. 
It can be packaged by folding and pulling the zip. 
The cost is Rs. 2200

Cut & Play pizza/ cake/ sandwich set

In these sets, there are pieces of plastic pizza or 
cake, a knife, candles, plastic vegetable slices, 
cheese etc. Children pretend to cut the pizza, 
cake or make a sandwich by putting layers of 
cheese and vegetables. The packaging is thrown 
away once the set is opened. So there are great 
chances of losing the individual pieces from the 
sets. Cost of each set after a 50% discount is Rs. 
650.

Board games for children of age 2+

These games are based on learning numbers, 
names of fruits and vegetables, animals, 
alphabets, etc. They are available in cardboard 
boxes. After a while, there is possibility that the 

Product & packaging market survey
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The following are the inferences :

• The cost range of play products varies from 
Rs. 200 to Rs. 3000. 

• The idea and novelty in the product are 
important factors for sale.

• The packaging is important and valued if it 
protects the product for a long time.

• The avenue for marketing are quite many, 
ranging from educational stores to handicraft 
emporiums and malls etc.

boxes get torn or damaged and the pieces can be 
lost. Each costs Rs. 500 and above.

Appliqueed characters in felt

Characters of fruits, animals, cars, etc. are 
appliqueed in felt. Each costs Rs. 129. A set of 3 
characters packed in plastic sheet costs Rs. 350.

Inferences of the rapid market survey covering educational shop, empori-
ums, weekly markets, malls
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One of the greatest strengths of SIRDI is the large 
amount of people associated with it due to the 
nature of its work. In villages, several self help 
groups or SHGs are formed by SIRDI. These groups 
are involved in collective activities like ‘Bachat 
samuh’ or saving group formation, community 
awareness meetings,skill development for 
livelihood support with SIRDI.
There are meetings with different self help 
groups once in two months.

Interaction with Self Help Groups at 
Tehmni village

Focus of this group: This group has recently 
started and is involved in ‘Bachat Samuh’ (saving 
group), in which women contribute some money 
every month and put all this group money into a 
common bank account. It can be lent money with 
interest to women of their group for agriculture, 
marriages in family, treatment of illnesses. 

Earlier economic activities: Earlier some 

older SHG women had been trained in Indore 
to use solar cooker. The solar cooker at Tehmni 
centre bought by the group for two thousand 
rupees, still stands there. The women used to 
make namkeen, sankarpaare, naankhataai. 
Business was great but a few women lost interest 
and the activity closed. The solar cooker proved 
to be efficient, cooking rice in half an hour in 
summer. 

Current economic activities : Women who 
were not present in the meeting had gone to 
harvest soya bean, gram (chana). Some had gone 
to work as laborers in the road construction work 
ongoing in some villages. For breaking one pile 
of stones, 4 women need to work the whole day 
and each receives 100 rupees. But this is not a 
constant income as they are daily wage workers. 
Women are paid lesser than men since this job 
requires a lot of physical strength and it is said 
that women take more time to break a pile than 
men. Only a few women have fields growing 
wheat, soya bean, tuvar but most of them are 
daily wage workers. This meeting gave a brief 
idea of the area, occupation of people and their 
lifestyles. 

Interaction with Self Help Groups (SHG)
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Yedapur is a beautiful village situated near 
a flowing perennial river called Megha. The 
settlement is on a small hillock whereas the fields 
are located down the hill. Electricity is provided 
at night and this is when the village people start 
the electric motors to water their fields. Currently 
the government is constructing a pakka road in 
the village and so most people work as laborers 
for an additional income. 

Skills of women in Self Help Group in 
Yedapur village

Many women have been in the Samuh since last 
25 years and are actively involved in the bachat 
system. The younger generation of daughters 
and daughter-in laws are in the newer groups. 
The organisation recognized the talent of these 
women in Kathadi / Godadi (warm blanket) 
making and gave them work as per demand. These are sold at melas and at the outlet of the 

organization.
The women make the outer cover by stitching 
colorful cloth pieces provided by the organization 
through patchwork techniques and place thick 
cloth inside. After this running stitches are done 
all over the kathadi at some intervals so that the 
inside material stays in place. The women are 
paid separately for the outer cover design and 
the inner stuffing with running stitches.

Some of the women in their spare time stitch 
interesting forms like flower, house on a plastic 
net with wool thread. They then either hang 
these as decorative items on walls or doors or 
make hanging envelops. The stitching in done is 
crosses between four squares. Simple tools like 
needles, scissors, threads are used for all the 
work.

This is one group still actively involved in 
economic activity through SIRDI and wants to 
continue it for the time to come.

Interaction with Self Help Group in Yedapur village
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Chuniya bai
Lives in Buskum village, which is 1km away from 
Tehmni
Has 2 sons and lives with husband and in-laws.
Does not own land, therefore works in other 
people’s land during sowing, weeding, harvest 
as well as does road construction work. Would 
like to work with SIRDI if skills taught.
No electricity in the village.

Ramoti bai
Lives in Babji village, which is 8-10 kms from 
Tehmni
Lives with children (2 sons and a daughter), in-
laws 
Has 5 acre land
Sells wheat, soya bean in Paratwada
Has a bike
Interested in group training with other women in 
the organisation.

Manki bai
Is from Paatda village
Stitches blouse and suit ( salwar kameez) and 
interested to learn more skills to work on regular 
basis with the organization.
Has 5 acre land in which soya bean, jowar, tuvar 
is grown
Live with husband and three children ( one 
daughter, 2 sons; one boy in college in Betul)

Interaction was done through a small paper puppet 
making session with this skilled group in Yedapur

Kamla bai Baraskar
Lives with husband, two sons and their wives, 
four grandchildren
Husband runs wood shop and has adequate 
machines
Works as daily wage worker  in road construction 
as well as for harvesting in fields: corn, cauliflower, 
spinach, coriander, pumpkin, gourds, carrot, 
radish, wheat, gram, peas, sweet potato in winter 

and Soyabean, jowar, barbati, tuvar  (pigeon 
pea), maize, groundnut in monsoon ( June)
Has worked with SIRDI since the year it started
She was one of the first few women to be in a 
samuh
Stitches kathadi ( blanket). Asked about what 
else could be made with the organization.
Also used to make: vadi, paapad, pickles, spices
When the samuh  was broken, everyone split the 
money earned from the activities

Jaimala bai
Live with husband, in-laws
Works as daily wage worker in fields and road 
construction
Does not own any land
Joined SIRDI in 2007 and involved in making 
kathadi. Sometimes also makes wall hangings or 
decorative pieces for her home.

Rekha bai
Lives with husband and four sons
Does not own land, involved in labour work
With SIRDI since 2004. Interested to be in skilled 
training program. 

Case Study: women from Self Help Groups 
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Name Chuniya bai Ramoti bai Manki bai Kamla bai  
Baraskar

Jaimala bai Rekha bai

Village Buskum 
village

Babji village Paatda village Yedapur 
village

Yedapur 
village

Yedapur 
village

Owning land Does not own 
land

Has 5 acre 
land

Has 5 acre 
land

Husband 
runs wood 
shop and has 
adequate 
machines

Does not own 
land

Does not own 
land

Livelihood & 
skills

works 
in other 
people’s 
land during 
sowing, 
weeding, 
harvest road 
construction 
work

Sells wheat, 
soya bean in 
Paratwada

soya bean, 
jowar, tuvar 
is grown & 
sold, Stiches 
blouse and 
suit 

Works as 
daily wage 
worker  
in road 
construction 
as well as for 
harvesting 
in fields, 
Stitches 
kathadi ( 
blanket), Also 
used to make: 
vadi, paapad, 
pickles, spices 
before the 
samuh  was 
broken

Works as 
daily wage 
worker 
in fields 
and road 
construction, 
involved 
in making 
kathadi with 
SIRDI

involved in 
labour work, 
making 
kathadi with 
SIRDI

Association 
with SIRDI

Since 2-3 years Since 2-3 years Since 2-3 years Has worked 
with SIRDI 
since the year 
it started

Joined SIRDI in 
2007 

With SIRDI 
since 2004

Family Has 2 sons 
and lives with 
husband and 
in-laws

Lives with 
children (2 
sons and a 
daughter), 
in-laws

Live with 
husband 
and three 
children ( one 
daughter, 2 
sons; one son 
in college in 
Betul)

Lives with 
husband, 
two sons 
and their 
wives, four 
grandchildren

Live with 
husband, in-
laws

Lives with 
husband and 
four sons

Case Study: women from Self Help Groups 
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1. The institution requires new product range 
or new designs to increase selling at fairs, 
shops and later in emporiums and organized 
markets in Bhopal.

2. Products which have uniqueness and no 
immediate competitor are required. Things 
such as food products, woven products are 
done by many people.

3. Since many groups are shifting to working as 
laborers, the institution now wants something 
lucrative, which can be sold on regular basis 
so that the women can be paid better and 
brought back to working as skilled people 
rather than unskilled daily wage workers. It 
was seen that some women from self-help 
groups have good skills and want work on 
regular basis with SIRDI or do the piece job.

4. The products should not be difficult to learn, 
must be handmade and not heavy which 
requires physical strength.

5. The materials should be easily available in 
nearby towns. 

SIRDI : scope for product development



Current ECONOMIC condition

Unskilled 
labor work

Landless 
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People eager to 
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Currently the economic condition in the villages 
is quite poor since most people do not own land. 
They work as unskilled laborers which is quite 
undignified because most of them have good 
hand skills.

Therefore the only scope to improve the economic 
condition is through product development with 
industry enterprise. Since SIRDI enterprise is also 
working with many of these villages on social as 
well as economic level, the project has a good 
scope for both the industry to produce a new 
product range as well as the people to get new 
skills.

People have patience and good hand skills; 
both of which can contribute to a good working 
environment and development of products.

People are also eager to learn new skills and 
involve in working with industry enterprise which 
gives them work.

There is a need for developing play products for 
children. The local materials are preferred to be 
used. The play products, if liked by schools can 
provide a vast market. 

Need of the project
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Interaction with Anganwadi teachers 
attending refresher course of Teachers’ 
training

The Anganwadi teachers attend teachers’ training 
refresher course of 7 days in which they attend 
classes to know their responsibilities. On the 
last evening of the course, a cultural program is 
organised by the group in which they show their 
skills through singing, local dance, skit on a social 
issue, group songs. The women are Anganwadi 
workers in different villages and hence it’s a good 
opportunity for all of them to learn new things. 

Responsibilities of Anganwadi teachers: 
Other than teaching pre-K.G. children, they are 
also involved in programs like ‘laadli lakshmi’, 
in which if a woman of their village has two 
daughters, they discourage her to have more 

children and encourage her to concentrate on 
health and education of her children.

If a couple has only two children they  are provided 
with a Green card which gives study loans and 
some scholarship.  In  ‘Kishiri Balika’ program 
girls aged 11-18 are weighed and explained the 
importance of good health and cleanliness. Some 
teenagers are also provided with iron tablets and 
sanitary napkins. Girls are also encouraged to 
study further and avoid marrying as soon as they 
are 18.

The anganwadi teachers also have sessions 
with pregnant women and give them packets of 
ready-made shira, upma etc. New born babies 
are weighed and mothers are given advise 
accordingly. They also do ‘Gruh Bhet’  where 
they visit homes of pregnant women and new 
mothers. 

Pre-School activity centres: Anganwadi
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Anganwadi in Godad village

Visiting some anganwadis gave an idea of the 
kind of work done. The anganwadi in Godad 
village is in the same premises as the primary 
school. Children aged 3 to 6 years come here. 

Teaching through kits: Through a lot of kits 
got from Sarva Shiksha Abhiyan, the anganwadi 
teachers introduce the kids to alphabets, 
numbers, vehicles, fruits, days in a week, reading 
time. Story of a crow who wanted to drink water 
from a pitcher is painted on the wall. In the 
same classroom, the anganwadi teachers meet 
teenagers, pregnant women, young mothers to 
instruct them about healthy diet, cleanliness and 
other related issues.

Children are also taught to write their name on 

their slates.

Involvement of SHG women: Women 
from self help groups in the village take turns to 
prepare food for the school children. This system 
works out well for everyone in the village.

Anganwadi in Karanja village

The Karanja anganwadi is in a very small room. 
Since many of the adivasis reside around the 
village, mothers often take their children to 
their work site rather than leaving them at the 
anganwadi. So basically the anganwadi teacher 
is involved more in her other responsibilities like 
weighing babies, giving food packets. There are 
boxes containing paintings of animals on the wall 
but no child to recognize them. 

Pre-School activity centres: Anganwadi

Anganwadi children Painted story on wall

Kitchen where SHG women cook by turnTypes of kits from Sarva Shiksha Abhiyan used for teaching
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Existing Teaching Learning material in Books for early education as per SSA ( Sarva 
Shiksha Abhiyan)

(source : http://www.ssa.mp.gov.in/textbooks.htm)

Concept of Pairing ( Jodi Milao )

Story making & Narrating 
( Kahaani banao aur sunao)

Concept of Measurement ( kaun zyada, kaun 
kam)
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The primary school is till 4th standard. In front of 
the school there is high school till 10th standard, 
where students from nearby villages also come 
to study.

Few toys bought from Budnighat were shown 
and most of the children in the 4th standard were 
interested in how they were made. So I drew the 
techniques for one or two I knew. This showed 
their inquisitiveness to know about new things.

Later they also showed me some craft and 
drawings they had done. The school encourages 
learning through models, charts, doing craft 
other than books.

Education through walls: It is said that in 
some schools education is taken seriously and 
children are taught with interest. One could see 
this through the painted things on walls like types 

of polygon, organs in human body, concept of 
cleanliness, names of months in Marathi, names 
of days in a week. This also made the simple 
building of the school look very interesting.

These paintings were done by a local painter. 
The topics to be painted were decided by the 
teachers and the principal. 

Interaction with kids from primary section

variety of charts hung in the classroom assembly under a large tree hand craft done by children

Painted information relevant to the children of primary school
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• The kits seemed teacher oriented since only 
the teachers could access them.

• The kits are more informative and not 
playful

• The teachers use these kits while teaching 
about animals, numbers, transport but these 
kits are not interactive.

• The children are too young to understand 
puzzles and play with them. They like playing 
with toys with simple mechanisms.

• Many young children scribble things on their 
slate when the teacher talks.

• The teachers refer to kits whenever required
• Teachers are enthusiastic about interacting 

with children through play but kits are not 
too interactive to catch interest of children.

• Concepts like cube, time, names of days in a 
week are difficult to grasp suddenly without 
supporting stories or instances.

Rajni bai

• She is involved with Anganwadi kids aging 
from 3-6 years

• Teaches alphabets, numbers, tells stories , 
uses SSA kits to explain concepts like time, 
travel etc, uses puzzles to form an animal 
and explain its characteristics.

• On some days, after the school time is over, 
she meets young women from the village 
to discuss about maternity related issues, 
nutrition etc

• Holds up different kinds of charts and points 
out to photographs for children to recognize

Mala bai

• Involved in teaching Anganwadi children 
about basics like alphabets, numbers, good 
habits, days in a week, names of different 
parts of human body, different shapes.

• Goes to houses of young mothers to 
encourage them sending their children to 
Anganwadi.

• Takes out kits provided by Sarva Shiksha 
Abhiyaan from a cupboard when needs to 
explain specific things.

• Asks children to repeat things after her so 
that they remember alphabets, names of 
animals etc. 

Interaction with Anganwadi teachers 

Analysis of Anganwadi kits
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After the research, developing a system which 
would sustain the production of a new product 
range is the next step. Anganwadi, teachers, 
children, women from self-help groups; all 
these are a huge part of the system. They are all 
interconnected with each other in many ways, 
be it SHG women helping the school with food 
or teachers guiding young mothers from the SHG 
in the village or all the women somehow taking 
care of well being of the children. 

To design and develop play products/ kit/ system, for young children aged 
3-6 years, involving active participation of children and adults

The play product/ kit/ system should preferably be produced utilizing local 
skills and talents i.e. this could become economic support activity

The play product/ kit/ system should preferably use locally available 
materials

Children and teachers in schools, children and adults at homes

Formulation of Project Area

Redefined brief: 

The User
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Age 2 Age 3 Age 4 Age 5
Language skills Speaks about 50 

words
Speaks 250 to 500 or 
more words

Answers simple 
questions

Understands rhyming

Links two words 
together

Speaks in three-and 
four-word sentences

Speaks in complete 
sentences

Uses compound and 
complex sentences

Uses some adjectives 
(big, happy

Uses pronouns (I, 
you, we, they) and 
some plurals

Uses prepositions 
(under, beside, in 
front)

Uses future tense

Speaks clearly 
enough for parents to 
understand some of 
the words

States first name Speaks clearly 
enough for strangers 
to understand

States full name and 
address

Social skills Becomes aware of his 
or her identity as a 
separate individual

Imitates parents and 
playmates

Cooperates with 
playmates

Wants to be like 
friends

May become defiant Takes turns Tries to solve 
problems

Follows rulesa

Becomes interested 
in playing with other 
children

Expresses affection 
openly

May have a best 
friend

Understands gender

Separation anxiety 
begins to fade

Easily separates from 
parents

Becomes more 
independent

Wants to do things 
alone

Cognitive skills Begins to play make-
believe

Asks “why” questions Becomes involved 
in more complex 
imaginary play

Uses imagination to 
create stories

Begins to sort objects 
by shape and color

Correctly names 
some colors

Prints some capital 
letters

Correctly counts 10 
or more objects

Scribbles Copies a circle Draws a person with 
two to four body 
parts

Copies a triangle 
and other geometric 
patterns

Finds hidden objects Understands the 
concepts of same and 
different

Understands the 
concepts of morning, 
afternoon and night

Understands the 
concepts of time and 
sequential order

Physical skills Walks alone and 
stands on tiptoe

Walks up and down 
stairs, alternating feet

Stands on one foot 
for at least five 
seconds

Stands on one 
foot for at least 10 
seconds

Climbs on furniture 
and begins to run

Kicks, climbs, runs 
and pedals a tricycle

Throws ball 
overhand, kicks ball 
forward and catches 
bounced ball most of 
the time

Hops, swings and 
somersaults

Builds a tower of six 
or more blocks

Builds a tower of nine 
or more blocks

Dresses and 
undresses

May learn to ride a 
bike and swim

Empties objects from a 
container

Manipulates small 
objects and turns book 
pages one at a time

Uses scissors Brushes own teeth 
and cares for other 
personal needs

( source : http://www.mayoclinic.com/health/child-development/MY00136)

Development Milestones of children



Teacher Child

Child Child

Child Adults at 
home
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Currently, teachers involve themselves in telling 
stories, drawing things, showing kits to young 
children for education. So the teacher talks and 
the children listen, make noise. But there is no 
active interaction between them.  It is important 
to have active interaction between teachers and 
students. The kits till now are teacher centric, 
which makes it not too interesting for students. 
Puzzles, charts, painted stories on wall are 
elements which teachers handle. The children 
in Anganwadi are too young to play with puzzles 
and understand rules of a game. 

The teachers have a dominant role. They should 
have collaborative role. They explain play thereby 
making it boring.

Hence interactive play kits are required in the 
schools such that they are accessible to all 
children with some willing help of teachers. The 
teacher will act more as a facilitator for the child 
to explore and play. The play should encourage 
both individual as well as group play.

Children not only need toys to play with but 
also interaction with other children as well as 
adults. Combined role of adults and children is 
required. 

It is important that the teacher or facilitator helps 
children when needed and withdraws when the 
child is confident and competitive. This balance 
is required at this stage of life. 

Need of Interactive Play between adults and children
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Unoccupied play : infants
In the early months of infancy, from birth to about 
three months, the child is busy in unoccupied play. 
Children seem to be making random movements 
with no clear purpose, but this is the initial form 
of playing.

Solitary play : infants
From three to 18 months, babies will spend 
much of their time playing on their own.  During 
solitary play, children are very busy with play 
and they may not seem to notice other children 
sitting or playing nearby. They are exploring their 
world by watching, grabbing and rattling objects. 
Solitary play begins in infancy and is common in 
toddlers.

Onlooker play : infant to toddler years
Onlooker play happens most often during the 
toddler years. This is where the child watches 
other children play. Children are learning how to 
relate to others and learning language. Although 
children may ask questions of other children, 
there is no effort to join the play.

Parallel play : toddlers
From the age of 18 months to two years, children 
begin to play alongside other children without 
any interaction. This is called parallel play. Parallel 
play provides toddlers with opportunities for 
role-playing such as dressing up and pretending. 
It also helps children gain the understanding of 
the idea of property right such as “mine.” They 
begin to show their need of being with other 
children their own age. Parallel play is usually 
found with toddlers, although it happens in any 
age group

Associative play : early childhood
When children are around three to four years 
of age, they become more interested in other 
children than the toys. Children start to socialize 
with other children. This play is sometimes 

referred to as “loosely organized play.” Associative 
play teaches the art of sharing, encourages 
language development, problem-solving skills 
and cooperation. In associative play, groups 
of children have similar goals. They do not set 
rules, although they all want to be playing with 
the same types of toys and may even trade toys. 
There is no formal organization.

Social play :  toddlers, early childhood
Children around the age of three are beginning 
to socialize with other children. By interacting 
with other children in play settings, the child 
learns social rules such as give and take and 
cooperation. Children are able to share toys and 
ideas. They are beginning to learn to use moral 
reasoning to develop a sense of values.

Motor- physical play :  early childhood
When children run, jump, and play games such 
as hide and seek and tag they engage in physical 
play. Physical play offers a chance for children to 
exercise and develop muscle strength. Physically 
play teaches social skills while enjoying good 
exercise. Children learn to take turns and accept 
winning or losing.

Constructive play : early childhood
In this type of play, children create things. 
Constructive play starts in infancy and becomes 
more complex as your child grows. This type 
of play starts with a baby putting things in his/
her mouth to see how they feel and taste. As 
a toddler, children begin building with blocks, 
playing in sand, and drawing. Constructive play 
allows children to explore objects and discover 
patterns to find what works and what does not 
work. Children gain pride when accomplishing a 
task during constructive play.

Expressive play :  early childhood
Some types of play help children learn to express 
feelings. Here parents can use many different 

Types of Play
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Language and Vocabulary Development
While playing with other children or adults, vo-
cabulary and language skills are fostered. Kids lis-
ten and learn the language which they hear with-
out even realizing. Kids learn to use language to 
communicate meaning as well as picking up new 
words and hearing the grammatical structure of  
language used.

Imagination and Creativity
By providing opportunities for open ended play, 
children automatically develop their imagination 
and creativity and the possibilities are endless.

Social Interactions
Through social interactions, children begin to es-
tablish a sense of “self”.  Although social inter-
actions for very young children primarily occur 
within the family, as children grow and develop, 
they become interested in playing and interact-

materialssuch as paints, crayons, colored pencils 
and markers for drawing pictures or writing. It can 
also include such items as clay, water, and sponges 
to experience different textures. Beanbags, 
pounding benches, and rhythm instruments are 
other sources of toys for expressive play. Adults 
can take an active role in expressive play by using 
the materials alongside their children.

Fantasy play : early childhood
Children learn to try new roles and situations, 
experiment with languages and emotions with 
fantasy play. Children learn to think and create 
beyond their world. They assume adult roles 
and learn to think in abstract methods. Children 
stretch their imaginations and use new words 
and numbers to express concepts, dreams and 
history. 

Co-operative play : early childhood
Cooperative play begins in the late preschool 
period. The play is organized by group goals. There 
is at least one leader, and children are definitely 
in or out of the group. When children move from 
a self-centered world to an understanding of the 
importance of social contracts and rules, they 
begin to play games with rules.

(source : http://msuextension.org/publications/
HomeHealthandFamily/MT201003HR.pdf)

ing with other children and learn appropriate so-
cial behaviors, such as sharing, cooperating, and 
respecting the property of others and learn com-
munication, cognitive, and motor skills. Most op-
portunities for social interactions among young 
children occur during play.  

Motor Skills
Gross motor skills are essential because a child’s 
body develops from large movements with arms 
and legs to smaller more refined movements of 
the hands and fingers. Play is crucial for children 
to develop gross and fine motor skills. 

Emotional Development
Young children, have to learn to understand and 
recognize their own feelings, but then they grad-
ually learn to associate verbal labels to those 
feelings, to learn that others have feelings too, 
and to begin to empathize with others. 

Importance of Play in preschool
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PLAY IS A CHILD’S WORK. PLAY IS IMPORTANT   
for children’s development and for children to 
bond. It offers a chance to connect with your 
child. You are your child’s first teacher and much 
of that teaching happens through play. Play helps 
your child learn the rules of your family and what 
is expected of him or her. As children grow, play 
helps them learn how to act in society.  Parents 
need to make time to play with their children. 
You start to play when your child is an infant. 
When your baby starts to smile and you 
smile back, you are engaging  in play. Play is 
directed by the child and the rewards come 
from within the child. Play is enjoyable and 
spontaneous. Play helps your child learn social 
and motor skills and cognitive thinking. Children 
also learn by playing with others. You provide 
the setting for your child to play with others. As 
your children grow, you provide toys, materials, 
and sports equipment so that they can play with 
others. It is important that children learn that 
play is important throughout life.Play is needed 
for healthy development for your child. Research 
shows that 75 percent of brain development 
occurs after birth. Play helps with that 
development by stimulating the brain through 

the formation of connections between 
nerve cells.  This process helps with the 
development of fine and gross motor skills. 
Fine motor skills are actions such as being able 
to hold a crayon or pencil. Gross motor skills 
are actions such as jumping or running. Play 
also helps your child to develop language and 
socialization skills. Play allows children to learn 
to communicate emotions, to think, be creative 
and solve problems.

PLAYING WITH YOUR CHILD

In today’s world of balancing work and home 
schedules, parents find it hard to have quality 
time with their children. It is essential for parents 
to make the best use of time they have with 
their children. Your child needs time with you to 
relax and play.Playing with children builds lasting 
bonds. Playing allows parents to appreciate the 
uniqueness of each child. Playing with children can 
also be a stress reducer for overworked parents. 
Laughing and relaxing are important to your own 
well-being.Try to spend individual time with each 
of your children. When a parent or sibling plays 
a board game with a child, shares a bike ride, 
plays baseball, or reads a story, the child learns 
self-importance. Your child’s self-esteem gets a 
boost. You are sending positive messages to your 
child when you spend quality playtime with him. 
From these early interactions, children develop 
a vision of the world and gain a sense of their 
place in it.Family activities are important for the 
whole family. They help develop strong family 
bonds, which can last a lifetime.  Families who 
play together are more cooperative, supportive 
and have better communication. Have movie 
nights and game nights, or go for walks together. 
A game night allows parents to teach children to 
take turns, how to win, how to lose and methods 
of sequencing events.  

(source : http://msuextension.org/publications/
HomeHealthandFamily/MT201003HR.pdf)

The book ‘A Mandate for Playful Learning in 
Preschool’ presents three points:

1. Children need both unstructured free 
play and playful learning under the gentle 
guidance of adults to best prepare them for 
entrance into formal school

2. Academic and social development are so 
inextricably intertwined that the former must 
not trump attention to the latter

3. Learning and play are not incompatible; 
learning takes place best when children are 
engaged and enjoying themselves

(http://www.mandateforplayfullearning.com)

Role of Adults in learning with play
extracts from ‘A Mandate for Playful Learning in Preschool’
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The early childhood teacher is the facilitator of 
play in the classroom. The teacher facilitates play 
by providing appropriate indoor and outdoor play 
environments. Safety is, of course, the primary 
concern. Age and developmental levels must be 
carefully considered in the design and selection 
of materials.

Teachers also facilitate play by working with 
children to develop rules for safe indoor and 
outdoor play. Discussion about the appropriate 
use of materials, the safe number of participants 
on each piece of equipment, taking turns, 
sharing, and cleaning up provides the children 
with information to begin their play activities.

As facilitators of children’s play, teachers of 
preschools should closely observe children during 
play periods not only for assessment purposes, 
as stated earlier, but also to facilitate appropriate 

(source : http://www.earlychildhoodnews.com/earlychild-
hood/article_view.aspx?ArticleID=240)

social interactions and motor behaviors. It is 
important that children be the decision-makers 
during play, choosing what and where to play, 
choosing roles for each player, and choosing how 
play will proceed. Occasionally, however, some 
children will need adult assistance in joining a 
play group, modifying behavior, or negotiating a 
disagreement. Careful observation will help the 
teacher to decide when to offer assistance and 
what form that assistance should take.

The Teacher’s Role
extracts from www.earlychildhoodnews.com



surabhi khanna/ toy & game design - 09/ national institute of design 48

• Children, particularly younger ones, need 
toys and games for their development 
and educational inputs. Currently work 
in the research, design and development 
is quite little. Children deserve new ideas 
in play products for fun and educational 
development.

• SIRDI has training programs for Anganwadi 
teachers many times in a year, where they are 
trained or given a refresher course. Providing 
them with play products in Anganwadis gives 
them a scope to widen their teaching through 
playful methods.

• Selling of play products in cities also 
through emporiums, outlet of organization, 
educational institutions like Eklavya etc.

• Income generation for self help groups on 
regular basis

• Children will get access to toys in the school 
and can explore creative play. Interaction of 
children with school , other kids and teachers 
will be encouraged. 

Reason & expected outcome

Basic context for Product development

Play products for early education



surabhi khanna/ toy & game design - 09/ national institute of design 49

Establishing System for the Project
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Environment

ProducerSystemUser
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Home
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Educational
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Children &
adults

Children &
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• Can be used in both school and home

• Preference to materials like wood, cloth would 
be given and not paper, so that the toys last 
long. Durability is an important factor since 
these could develop into teaching learning 
aids.

• Interchangeable themes so that children can 
explore their own stories and imagination.

• Packaging can be integrated with the play 
product.

• Teacher-student interaction to be considered 
when used for teaching, student-student 
interaction when group play. Individual play 
can also be possible.

• Participation of adults and teachers is 
desired.

• Local skills to be involved

• Graphics & presentation of local element if 
possible

• Inexpensive 

Lead painted should be avoided. Any kind of toxic 
substance shouldn’t be used.

Very small parts, specially detachable which can 
be swallowed by the child, should be avoided.

Toy should not be very loud or noisy which could 
act as a hazard or damage child’s hearing.

Electrical toys are not very suitable for them at this 
age group since plugging in can be dangerous.

If soft material used, it should be washable

If exposed to fire, the toy shouldn’t flare up 
rapidly. Flammable materials should not be 
used.

Sharp edges or points could harm children during 
play. 

Features for Play product Safety measures
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Mr. Vithal with son Aryan

• Since Mr. Vithal works from home as a 
Marketing professional, he is able to spend 
quality time with his 3 ½ year old son Aryan, 
who attends a play school in DPS.

• In the evening, after dinner, Aryan plays 
dominoes, ludo with both his parents.

• Earlier Aryan used to ask his parents to help 
him with puzzles and building blocks of a 
house. But now he is able to join them all, so 
does not really need them. 

• Mr. Vithal feels that though all the three of 
them play board games together, there is no 
dialogue between them. Interactive toys are 
needed, so that parents can have dialogue 
and discussion of new things, incidents 

during play with their children, which is also 
educational.

• All of Aryan’s cars and games are kept in the 
balcony, hence they require to be packed 
properly so as to avoid dust and damage.

• The packaging of the ludo game is torn from 
sides, so some pawns are already lost.

• Mr. Vithal says he wouldn’t mind paying 30-
50 rupees more for a durable packaging. 

• Since theirs is a nuclear family, which lives in 
a compact flat, everything needs to be stored 
in the cupboards. 

Case study of kids with their guardians at home
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Bishu, 5 yrs old, daughter  of  Mr. & Mrs. 
Verma

• Studies in G.D Goenka school,Delhi and is in 
K.G

• She stays in a joint family with two uncles 
and aunts.

• Bishu is very close to one of her aunts and 
plays games with her. She loves to hear 
stories from her aunt. 

• She has a kit of plastic colorful clay whith 
which she makes many forms. Later with the 
help of her father she paints them.

• Most of her toys and games are kept stacked 
over cupboards in the dining and bedroom.

• She also plays with a younger brother who is 
one and a half years old.

• The family buys toys and games starting from 
around 300 rupees to 2000 rupees.

• Some of her toys and games are gifts from 
friends and relatives in her birthday.

• Her aunt feels that packaging of toy is 
important since they need to pack and put it 
properly after Bishu has played.
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Aaryan, 6 yrs old, grandson of  Mr. & Mrs. 
Sharma

• Studies in Vasant Valley school, Delhi

• Aryan loves to paint and read books. He has 
a small cupboard library where he has story 
books as well as coloring books.

• On weekends and sometimes in the evenings, 
he plays scrabble , playing cards with his dad 
and cars with his grandad.

• He has a huge plastic gun, which used to 
shoot plastic balls, but one by one they were 
all lost and can’t be replaced

• One elephant pawn from his chess pack is 
also lost. 

• In the evenings, he either plays tennis and 
badminton with plastic rackets with his 
friends, or goes in the park with his grand 
dad to cycle.

• Does not like soft toys as they all belong to 
his little sister

• All the games are put in proper packaging, 
while most of his cars are all put together in 
a plastic bag. Everything is put in the bottom 
shelf of his cupboard.

• Sometimes he listens to grand mom’s stories 
along with younger sister.
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Kamya, 5 yrs old, grand daughter  of  
Mr. & Mrs. Ramachandran

• Studies in Ridgevalley school

• During vacations, Kamya stays with her 
‘Patti’ ( grandmom in Tamil) and does a lot of 
activities. They both make imaginary tea and 
serve people.

• Kamya hears a lot of poems & stories from 
Patti. One story which makes her laugh is of a 
man who visits a lot of houses. In each house, 
he meets 5 identical siblings for example, 
atoo, matoo, gatoo, patoo, latoo or bulbul, 
chulchul,mulmul, pulpul, rulrul. After going 
to many such houses, he becomes so crazy, 
that he runs away from there!!

• She has a plastic jewelry kit, with which she 

can make bracelet, necklace, anklet, which is 
packaged in a plastic container large enough 
for Kamya to put her hands and assemble her 
jewelry. She has not lost any piece till now.

• Patti has  made a simple swing from sari 
which Kamya loves.

• Patti says that she gains all her energy due to 
Kamya being around and involving her in so 
many things all day long.



surabhi khanna/ toy & game design - 09/ national institute of design 55

Aryan Vithal Bishu Verma Aaryan Sharma Kamya Ramachan-
dran

Grade & age Playschool, 3 ½ 
years

K.G, 5 years Class 1, 6 years Playschool, 5 years

Play with adults Ludo, dominoes in 
evenings

Colourful plastic 
clay with her father

Scrabble, cards, 
chess with dad 
on weekends and 
sometimes in 
evening, cycling 
in evening with 
grand dad, listens to 
stories grand mom 
tells

Hears stories and 
poems, jumps like 
a monkey on ‘patti’ 
(grandmom), both 
make imaginary 
tea and serve 
imaginary people 
– a lot of pretend 
play, pulls grandpa’s 
moustache, acts as 
Krishna and does 
‘Kans vadh’, where 
grandpa is Kans.

Playing on own or 
friends of same age 
group

Building blocks, 
earlier needed par-
ents, jumps a lot in 
school with friends

Cycling, catch and 
run in the park

Cars, badminton, 
tennis

Cycling, jumping, 
watches cartoons

Importance of pack-
aging

Father feels 
separate portion 
of toys and game 
lost due to clumsy 
packaging, can pay 
50 rupees more for 
sturdy packaging. 
Being a nuclear 
family and staying 
a compact house, 
toys and games 
need to be packed 
well

Aunt feels feels that 
packaging of toy 
is important since 
they need to pack 
and put it properly 
after Bishu has 
played

All the games and 
toys need to be 
properly stacked in 
his cupboard, since 
live in a compact 
house

Games are stacked 
and put in the 
cupboard, has 
a nice plastic 
container which 
contains jewelry 
making kit.

Need for interactive 
play with adults

Mr. Vithal feels 
during play he and 
wife need to have 
more discussion 
about new things 
for overall learning 
of Aryan. In games, 
this is restricted to 
discussing rules.

Interacts with her 
aunt during story 
telling. plays games 
with her aunt.

Exists with almost 
all family members 
but can be explored 
more

Interacts a lot dur-
ing her story hear-
ing sessions, narra-
tion of daily events, 
showing drawing, 
shows every new 
toy or book to her 
grand parents

Case study Analysis
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• Children and teachers do many activities 
together like speaking out alphabets aloud, 
dancing to popular songs, singing poems.

• Teachers also help the children eat their 
snacks. Some teachers feed the children with 
their hands.

• During playtime, children play with a lot of 
toys on their own or with their friends.

• Teachers fill air with air pump in an inflatable 
tunnel-like structure, through which children 
crawl one by one.

• Sometimes there is also a story telling session 
which children enjoy.

• For short cartoon movies, there is an Lcd 
screen in one room.

•  For a group of 20 children, there are 5 
teachers and 1 help. The timings are from 9 
a.m to 12.30 p.m.

• Children are often comfortable with one 
teacher throughout the year. Each teacher 
looks after 5-6 children, helps them eat, learn, 
takes out toys from shelves, helps them visit 
the toilet, console them when they cry.

• From 9 a.m to 10.30 a.m, children learn 
poems, alphabets, watch cartoon, writing 
and drawing in their books. After snack break 
from 10.30 to 11.00 a.m, children spend 
the time playing with toys, cycles, going in 
inflatable tunnel, dancing. 

Case study of kids with their teacher at pre-school :
 ‘The Roots’, Bhopal
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Activities in the preschool
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Activities in the preschool
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• Children of this age group like dynamic play

• Though they don’t understand too many 
rules, but understand system in  an organized 
play

• They love possessing toys and games and 
play with them repeatedly

• Children of this age group welcome playing 
with adults

• They often become happy when they are 
successful in winning a game or playing 
with a difficult toy. Also they tell about their 
success to adults.

• Involve in a lot of pretend play and like to 
share their thoughts with adults

• Love to hear stories which are narrated in 
an interesting manner. Like it if there are 
rhyming words which sometimes do not have 
any particular meaning.

• Sometimes like to enact characters heard in a 
story or incident. 

Inferences for the project - age group:  3-6  years
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Concept : Relating & Associating things 

Activities involving pairing, relating and associating things, story telling are done with children in 
schools. These can be explored in a playful manner through simple pulling toy. The toy can be hung 
high and has to be pulled to make the character go up. At the top, another character can be added.

Initial concept sketches based on redefined brief
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Concept : creating soft toys involving activities

Animal forms in soft material with their food attached with piece of elastic.

Life size animal forms in soft material which children can wear and indulge in pretend play.

Concept : Toppling fun

Toppling characters of height of pre- k.g. children can be kept in open spaces in homes and schools.

63.1



surabhi khanna/ toy & game design - 09/ national institute of design

Concept : creating dynamic characters through hand puppets

Dynamic moving puppets of different forms provide an interesting medium of play and story making. 
Through this string pulled puppet, movements of animals and concept like leaves opening up, can 
be explored.

63.2
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• A simple dynamic structure provides 
interesting, climbing action therefore two 
forms apart coming closer to meet.

• The top fixed end can be held by teacher, 
adult. The lower part involves moving the 
two threads in way that lower part moves 
up. This action provides fun, interesting 
movement and the concept of two forms 
meeting. This context gives possibilities to 
express many stories.

• Since the basic structure consists of a defined 
top and bottom, there are possibilities to 
explore two characters at a time, thereby 
giving multiple possibilities. Ideas relating 
to pulling, climbing, relating top and bottom 
can be explored and can create a variety. 

2 Characters

Climbing Action
Relationship between characters

Concept 1 : Relating & Associating things
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As trial models of this concept, the basic structure are made from cardboard with stiff plastic pipes. 
The characters are made from ivory sheet and glued to the cardboard bases. The basic idea is to 
have two different characters on the top and bottom structure so as give rise to pulling and relating 
characters, making and narrating stories, telling facts, pretend play. 

Why does the bee go towards flower?
Can you help the bee collect nectar from the flower at top?

Story: how a plump elephant with loads of weight climbs to eat a bunch of bananas
What else does an elephant eat?
How will the elephant come down?

The process of idea development
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Gond paintings were traditionally done on mud 
wall houses and their form relied on shared 
symbols within a local community context. 
Recently, the Gondi artists have started painting 
on canvas or paper. Gond Tribal Painting is done 
by Gondi people who live in parts of Madhya 
Pradesh, Maharashtra, Chattisgarh, Andhra 
Pradesh & Orissa.

Process, Talent & Skills 
Gond paintings use a technique of creating 
textures by pattern. The artist starts with an 
outline, which is then filled with block colors and 
later  patterns are created.

Aesthetics
In this art form, the brush moves as dots or 
lines as fillers.  Though the style is similar, each 
painting has individuality in expression and 
interpretation.

Exploration of Local art expressions

Products using Gond painting technique

Some examples of Gond painting
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Local  cultural expressions were explored

• The concept of pasting two characters is also 
helpful in teaching the alphabets and language. 
Individual alphabets or words can be placed on 
the top base and the child can chose a character 
starting with the alphabet.

• Children can also be exposed to the eco system 
where in this case a crocodile heads towards a 
fish to eat it.

• A bird flies towards the sky and reaches it.

• Gond art has fascinating animal forms with visual 
texture and bold colours.

Explorations in Concept 1
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Gond paintings are fascinating, so some playful 
products were tried in different materials using 
the gond painting techniques. Soft toys based on 
visual as well as tactile texture were created.

The idea was that the child feels the soft toy and 
asks adult what is filled inside. This way it could 
learn about variety of grains, pulses and different 
textures.

Concept 2: Utilizing Gond painting to create soft toys with visual 
as well as tactile texture

Paper toy filled with rice to create rattle like sound for small 
children

Mum and kid tortoise. Since mum is heavier, its is filled with wheat grains and kid being lighter is 
filled with puffed rice.

Soft toy filed with mustard seeds
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Gond paintings have a dynamic character. But 
painted on static surfaces. 

This painting technique was hence used in 
designing dynamic puppets in paper , to be later 
made in wood, since like paper its surface is 
smooth and sturdy. These puppets can be held 
through two fingers from behind. 
Puppet masks were also tried but they made 
the pulling of string and hence the movement 
difficult.

In some animal forms like bird and tortoise, 
the movement of the living thing is expressed 
through the puppet. In forms like the bull and the 
elephant, imaginative movement is expressed; 
dancing elephant with both its feet up in the air. 
Will it not fall?

These puppets can be used both in homes 
and schools. Children would be introduced to 
movements of different creatures.

Concept 3: Utilizing Gond painting to create dynamic character 
through hand puppets

Exploring colors and visual textures

Paper puppet showing imaginative movement of a bull
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String pulled puppets

The first action was that the string was pulled so 
hard that it broke the puppet.

The paper made string pulled puppet is too 
delicate to be played by younger children.

Once shown how to play, they played continuously 
for sometime.

But later some kids got excited with the 
movement and pulled so fast, that the knot got 
pulled out.

Pulling / climbing toy

Kids loved to play continuously after some 
instruction was given.

They had to be shown how to play and then 
played on their own for many times.

Kids first tried the toy at normal pace, but later 
pulled at a faster pace. 

Filled  soft toy

Soft toy is too simple for this age group.

Kids tried opening the toy to see what is inside, 
but when were told that it cannot be opened, 
they left it aside.

Waited for some dynamic movement to happen 
in the toy.

The toy is too small to be cuddled unlike soft toys 
like teddy bear which most kids own at home.

User Study of Concepts
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Children played with the filled soft toys for some 
time and then left them.

Some pulled too hard and broke the puppet.

Some were continuously playing with the 
puppets and not ready to leave them. Once they 
were shown how to play with the puppet, they 
continuously played with it.

The sponsor liked the concepts. They said that 
since they would have to train the women in 
gond painting, some other skill could be used. 
They liked the idea of making products for early 
education.

concept discussed and 
preferred for further 
development by sponsor.

guide also endorsed the 
Pulling/ climbing toy concept 
preferred by sponsor. However 
suggested this Filled soft toy 
concept should be explored as 
part of academic requirement.

Concept Pulling / climbing toy Filled  soft toy String pulled puppets

Learning gross and fine motor 
skill development.
Learning to relate ob-
jects and themes

different kinds of feeling 
of textures.
knowing types of grains, 
pulses

fine motor skill develop-
ment.
movement of different 
creatures

Market survey children like to play with 
toys with simple mecha-
nisms.

children love to own 
soft toys

kids love playing with 
toys having movement

Preferred material wood and textile with 
use of local skills and 
techniques

textile and painting 
techniques

wood and painting tech-
niques

Sponsor’s view liked the concept but 
wanted more variations

though liked the con-
cept but training of 
painting has to be given, 
which will take time 

did not want to produce 
it in wood

Based on discussion with sponsor, the 
concept of Pulling / climbing toy was 
selected for further user study and 
exploration. 

The guide also endorsed the Pulling/ 
climbing toy concept preferred by sponsor. 
However suggested this Filled soft toy 
concept should be explored as part of 
academic requirement.

Analysis of concepts and selection of final concept
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Summer workshop for children from 
4-8 years old at Pallavanjali school, 
Gurgaon.

• The children loved the toy concept and 
gathered to play.

• Since the holding part was small, the string 
used to slip from some of their hands.

• The teacher volunteered to hold the top part 
high for the kids.

• Many other activities such as hand painting, 
water play involved student-teacher 
interaction, so the toy was a good addition.

• Some children were interested to see how 
the elephant went up and observed while 

other kids played.

• When two children played simultaneously 
with different models, they tried to compete 
on who was faster.

User Study of selected Concept : School Scenario
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• The children 3 years or above were able to 
play with the toy. They were also able to 
figure out where to hold and pull.

• One young kid kept on pulling the string even 
when the elephant reached the bananas. So 
his dad told him ‘ok now let the elephant 
come down’. The kid suddenly left the 
elephant which slid down and the kid started 
giggling seeing this.

• Often when the string got tangled or the toy 
rotated to other side, the adults had to help 
the kids to put the toy in proper place. In 
some cases, adults patiently waited for the 
child to figure out untangling the toy. The 
children figured out that the toy would not 
work if the string is twisted.

• The children tried holding the upper end, 

but left it soon since they enjoyed pulling 
and playing more. They first pulled slowly, 
but when became acquainted with the toy, 
started pulling faster. 

• At a stretch the kids played for at least 6-7 
times with the toy.

• Children love variety of stories,  Since the toy 
has many unexpected possibilities, it is a hit

• Children played with the toy in all possible 
positions : sitting on floor, being at the same 
level as adults, standing up, lying on bed.

•  Children also played the toy from the other 
side.

•   One girl, after playing many times with the 
toy said “This is cool!!!”

User Study of selected Concept : Home Scenario
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I had the opportunity to do a special session with 
Care, India staff of Teachers’ Trainers at Lucknow.
There were 45 participants from four states 
(Gujarat, Uttar Pradesh, Delhi, Bihar) who were 
also senior Teachers’ Trainers. This was a grand 
opportunity to get their feedback by a special 
workshop of three hours period.

The following is the feedback from teachers’ 
trainers:

• They saw this system of toys as an opening 
for introducing learning by play and also the 
economical side of production and marketing 
of this concept.

• Play idea was found interesting and can be 
used as educational material.

•  The participants felt that the toy concept 

can be experimented with different themes, 
story-telling sessions, explaining facts, giving 
situations to deal with, as well as playful 
learning.

•  Participatory approach is the central feature 
of this toy concept.

• Multiple concepts are possible. Instead of 
one lower cardboard base, many more can 
be placed with more characters stuck on 
them.

•  Race between two students to create 
competitive spirit.

• Idea of interchanging characters in the same 
structure thereby giving more possibilities in 
one product itself.

 

User Study of selected Concept : workshop for Teachers’ Trainers of 
CARE, India
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Themes: worked with themes like going to 
school, crossing the road safely, children pulling 
out bucket of water from the wall, teacher late 
for school and running towards it, family of 
rats rushing towards a go down, mouse eating 
‘modak’ (a sweet).

Stories: thirsty crow, spider and the king

Creative thinking, unfinished stories, 
situations: example, how did the farmer shove 
the monkey away from the mango trees, what 
does a planet need to have to sustain life etc.

Explorations done by participants at Care, India workshop

Teacher running towards school since 
late

‘please fasten your seatbelt, the plane 
is about to take off’

Child pulling out bucket from well in 
village to see how mother does it

Story of how a king learns the quality of 
persistence from a spider making web

Train going towards tunnel

Things needed for survival on a 
new planet
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From the workshop it came up that in one 
structure , multiple possibilities can arise. A 
participant suggested that in the 2-3 characters 
could be used in one toy.

Form: The idea of developing and pasting 
different concepts on a basic structure was found 
convenient and interesting by teachers’ trainers.
Children liked playing with the elephant and 
banana concept. To further develop the form, 
drawings of children were referred.

Color : Bright colours were liked by the children. 
Children recognized the forms having gond 
painting technique but picked up models having 
simple colours. 

Cost : Currently parents buy toys and games 
ranging from rupees 300 to around 2000.

Inferences from User study

Idea of Interchanging characters

Multiple options in one structure

Use of velcro or magnets for the structure as well as 
characters can support the idea of interchanging characters 
in one structure, thereby giving multiple options of play
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Idea 1 :  
Packaging using locally made Baskets

The characters are placed in a basket from where 
children can choose and stick on the cardboard 
structure. 
After playing, the toy is put in the basket and the 
second basket comes on top, making it a secure 
packaging. 

So here the basket acts both as a packaging as 
well as a container to place many components 
of the toy.

In this particular example, the bird climbs towards 
the sky. Alternatively, when the teacher sticks 
hindi alphabet ‘ka’, the kid can place ‘kachhuaa’ 
or tortoise and make it climb towards the letter.

Idea of Integrating toy with packaging
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Idea 2 :  
Packaging using Cloth Pouch

The  packaging acts as a 
background for the play 
product. But the problem 
is that the thread 
becomes tangled.

When the model was 
made in cloth, due to the 
flexible nature of textile, 
its packaging tried to go 
up along the cardboard 
structure, which made 
it impossible for the 
cardboard structure to 
be seen. 

This compact shaped worked well 
for packaging. But since the cavities 
to tie string were at the folding of the 
bag, the bag also would get pulled 
up along with the inside cardboard 
piece.

The shape looked interesting to work with and also 
seemed to give two corners to the cavities for the thread. 
But when tried actually, it turned and sagged. Even though 
the cardboard element moved up, it is difficult to take out 
characters from the pockets. 

The cavities were made on the corners of an edge of the 
square, after which the whole assembly worked well. The 
idea of tying the string end to the bag corner also reduced 
the chances of the toy becoming entangled. Keeping one 
edge constant, different shapes were explored.

Since the above 
cardboard element 
is missing, the lower 
cardboard element 
cannot move up. Both 
elements are needed 
for the play product to 
work.

The front pocket is made to store the pieces/ characters. 
This model works perfectly in paper. It is folded four times 
into a packaging size of a bag, but such a packaging looked 
clumsy

Idea of Integrating toy with packaging
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1.     The BAG

2.     The MAIN STRUCTURE

3.    The HANDLE

4.     The SELECTED THEME for Early Learning

5.     The CHARACTERS

Finalising Details of Play Product
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This oval shaped bag when made with cloth 
with foam sheet in between was found to be 
quite steady. It would have a main pocket in the 
middle to keep the structure and one pocket on 
either side to keep the characters to be stuck on 
top and bottom structure. This bag can be neatly 
kept after the children have played with the kit.

The bag is integrated so that all the parts of the 
play product are classified and stored well.

The bag has graphics done in patchwork of the 
characters placed inside the side pockets.

The packaging shall also introduce the concept 
of tidiness and organization in keeping back 
materials and objects in a logical way.

1. The Bag : integration to avoid misplacements
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Since all the sides are equal 
and have stability, this 
structure does not move 
up the strings.

The basic structure is made in teak wood, which 
is available amply in the region. The wood pieces 
were  made using simple hand tools.

Many shapes were tried, to determine which 
moves up the best and fastest to serve the 
purpose.

In the lower piece, slant cavities were drilled. In 
the upper piece, straight cavities were drilled. 
The thickness of the wooden piece is determined 
according to the length of the drill beat.

A small hole was drilled at the top of the upper 
piece to hang it with a string.

Velcro piece would be stuck on these wooden 
pieces to stick variety of characters.

Moves up better than the 
squarish structure since 
length is more

Moves up the best and 
fastest since no load on the 
width.

2. The Main Structure
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One of the problems faced by children in the 
exploratory models was the holding portion 
which was needed to pull the toy up. 

It was important to have proper handles, so as to 
play with the play product easily.

Plastic bangles were wound with colourful threads 
and tied at the ends. The first problem was that 
the circle form of the bangles was overpowering 
rest of the play product. The second the strong 
association of bangles with girls, which would 
restrict boys to play with the play product.

Later pipes of reed/ bamboo were used as 
handles and they provided a comfortable size for 
the play product. 

3. The Handle for movement



me

What is my name?

What do I eat ?

Where do I live?

Do you want to hear my story?

My Name

My Food

My Home

My Story
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My Name

One of the first things which children are taught 
at home is their name. They are encouraged to 
say their name to people. Later in school, children 
introduce themselves to other children through 
names. After learning alphabets, they are also 
taught to write the spelling of their names.
They try to know everything through its name.

My Food

Children know what they eat and constantly state 
their preferences to certain type of food.

My Home

Children are encouraged to know where they live. 
Often teachers take example of how different 

creatures live in their homes. Discussion about a 
child’s home also gives a brief picture about the 
situation of child at home.

My Story

Children often relate incidents, experiences to 
other children or adults.

Answering these questions

All the questions are also answered by knowing 
about other creatures. Children are often 
attracted to animals since they also move and 
seem to eat, sleep, run like them and therefore 
represent life.

4. The Selected Theme for Early Education 

Relating & associating things & concepts
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5. The Characters

My Home

My Food



surabhi khanna/ toy & game design - 09/ national institute of design 85

My Story

My Name
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Prototyping
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The size of the characters were determined in a way such that they were bigger than the wood 
elements on which would be stuck with velcro and smaller than the pouch of the bag, so that it could 
be kept inside.

Straight cavities of 2mm 
in the smaller wood piece 
while slant cavities of 5mm 
in the larger wooden piece 
were drilled.

The handle was 
made by cutting 
piece of reed.

Technical Drawing of Product

Bag cum packaging

Characters

Lower and upper 
wooden elements

Handle 
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Technical Drawing of Product

Characters
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Material needed for the packaging bag as well as 
the characters is cloth, since it is a material the 
women from self help groups are comfortable to 
work with.

Different colours of cotton cloth, foam sheet, 
velcro, threads, beads were bought from I.N.A 
market as well as Govindpuri market in Delhi.

Govindpuri market has a lane where cloth 
buttons are made with simple hand machine.

Material Resourcing

Button making : textile buttons
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Process of making Final Product

wooden pieces being cut according to the drawing

tools in the workshop

selected shapes of wooden pieces for the structure

drilling cavities in the wooden pieces

drilling cavities in the wooden pieces

drilled cavities in the wooden pieces
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Process of making Final Product

measuring and cutting cloth

patchwork through blanket stitch

stitching soft portion of velcro at 
the back of character

stenciling character on cloth according to drawing

patchwork on the character

making a loop detailing of the packaging bag
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Process of making Final Product

cut out of character in cloth, blanket stitch on borders

cut out of character in cloth, blanket stitch on borders

paper cut outs for graphics on packaging bag paper cut outs for graphics on packaging bag

cut out of character in cloth

cut out of character in cloth
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Materials required:
Cotton cloth in different colors
Embroidery threads of different colors
Foam sheet
Velcro
Thick thread
Wooden pieces
Reed sticks
Beads
Cloth buttons
Feviwik

Tools Required:
Needles
Embroidery ring
Hex saw
Single punch
Hand drill
Files
Sand paper

Process :

Main structure

1. The main structure is made by cutting two 
pieces of wood, one 9 x 2.5 cm of wood and 
drilling cavities of 2mm from a distance of 1.5cm 
from edges; and other of 12 x 2.5 cm and drilling 
slant cavities of approx. 30 degrees.

2. On the centre of these wooden pieces, hard 
velcro pieces of approx. 1.5 cm diameter is to be 
stuck with fevikwik.

3. Thread of 1metre long is passed through the 
cavities and tied on the top with knots.The lower 
part is tied with wooden beads. Below these 
handles are tied leaving gap of 10 cm.

Handles

4. For the handles, reed pieces of approx. 10 cm 
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long and 1 cm diameter are tied to the threads 
hanging from the structure. These are knotted 
on both ends. Around 10 cm below the handles, 
the packaging bag is tied.

Packaging bag

5. The 27 x 19 cm oval textile bag has 3 pockets. 
The centre pocket is made sturdy to keep the 
structure, by placing foam between cloth pieces, 
while the side pockets meant for keeping the 
characters have a single sheet of cloth.The bag is 
stitched with blanket stitch. 

6. On two sides of the central pocket, cavities are 
made with single punch and button hole stitch 
is done. The thread from the main structure is 
finally tied here. Cloth button and loop close the 
bag.

Characters

7. Pattern for all characters is made on a thick 
paper to provide patterns in cloth. Between two 
pieces of cloth, foam is placed. The characters 
are made expressive through embroidery and 
patchwork.

8. On the back of the character, soft velcro piece 
of approx. 1.5 cm is stitched.The characters are 
then put in the pockets, which have graphics 
indicating which character is to be put in.

Graphics

9. On the front pockets, patchwork of characters 
to be stuck on lower wooden piece of the structure 
is done, while on the back pocket, patchwork 
indicating characters for upper wooden piece is 
done.

10. ‘Khel Manthan’ is finally embroidered on 
both front and back pockets.

Process of making Final Product
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Final Play Product Range 1
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Play Product 1 : ‘My Food’ play kit of ‘Khel Manthan’

Different views of the play kit system

Elements provided in the play kit
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Characters in front pocket

Characters in front pocket

Characters in back pocket

Characters in back pocket

Characters in ‘My Food’ play kit of ‘Khel Manthan’ Packed product system with information card
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Product Information Card 1 : ‘My Food’ 

Front of the product information card

Back of the product information card
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Play Product 2 : ‘My Home’ play kit of ‘Khel Manthan’

Characters in ‘My Home’ play kit of ‘Khel Manthan’

Different views of the play kit system
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Characters in front pocket

Characters in front pocket

Characters in back pocket

Characters in back pocket

Elements provided in the play kit Elements provided in the play kit
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Product Information Card 2 : ‘My Home’ 

Front of the product information card

Back of the product information card
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Play Product 3 : ‘My Name’ play kit of ‘Khel Manthan’

Different views of the play kit system

Characters in ‘My Name’ play kit of ‘Khel Manthan’
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Characters in front pocket

Characters in front pocket

Characters in back pocket

Characters in back pocket

Elements provided in the play kit Elements provided in the play kit
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Product Information Card 3 : ‘My Name’ 

Front of the product information card

Back of the product information card
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Play Product 4 : ‘My Story’ play kit of ‘Khel Manthan’

Characters in ‘My Story’ play kit of ‘Khel Manthan’

Characters in front pocket Characters in back pocket
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Product Information Card 4 : ‘My Story’ 

Front of the product information card

Back of the product information card
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Packaging bags of all play kits with graphics
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Features of the Play product

• The system of play products provides a variety 
of play experiences to children of age group 
3-6 years and adults ( teachers/ parents). 

• The play product is designed to promote 
collaborative play between children and 
adults.

• This also can serve as an innovative 
educational kit.

• In this play product, an adult helps the child/
children whenever required and withdraws 
when the child is able to play on his/her 
own.

• A child may need the adult for the following:
 To hang the toy on a higher hook
 To help stick a character on the top   
 structure if hung too high.
 To pack the product.

• The play product provides development of 
fine and gross motor skills in children.

• The system of play kit has been developed 
using the finer craft skills which can be learnt 
easily.

• Skills and talent for patchwork and embroidery 
has been utilized. Almost all materials used 
are natural and locally available.

• The themes have been developed on the 
interests and educational inputs for children 
of this age group.

• The packaging and the play product have 
been creatively integrated to facilitate well 
organized storage  and to avoid misplacement 
of elements. The process of classifying, 
grouping of characters into separate pockets 
is itself a part of early education.
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User Testing
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A presentation was made to the Director and 
creative staff of Eklavya organization in Bhopal. 

They all greatly appreciated and mentioned that 
they will be very keen to market this kit in their 
shop selling a range of educational books, games 
and toys.

They mentioned that this play product can 
be used as an activity kit in classrooms and in 
teachers’ workshops.

The group said that ‘Pitara’, the educational 
store of Eklavya would be a good place to sell the 
product one produced.

Presentation of the final work was made to 
the Director of SIRDI. She gave a very positive 
feedback and felt that it is a promising product 
for launching the new range that they were 
aspiring.

The director also mentioned that the system 
of kit is a excellent product designed with the 
consideration of eco friendly material and 
utilization of skills of patchwork and embroidery. 
These declining skills need to be strengthened 
so that the women folk can earn their livelihood 
as artists, craftspersons and get paid better than 
the unskilled labor they have been lately involved 
in.

The other concept i.e. filled soft toy was found 
to be interesting by the director. Therefore, 
this second product range was also developed 
further.

The Director is very keen to train self help groups 
and launch this as the first innovative product 
utilizing cultural and educational elements.

Eklavya’s Feedback

SIRDI’s Feedback
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The response from the user was a very positive 
one. The children enjoyed playing with the play 
product. The teachers and the students sang 
poems and did actions whenever a child played 
with the play product.

User Response:
The students were too excited to wait for their 
turns to play. Each kid wanted at least one chance 
to play with the play product.

The children could pick up the way of using this 
toy quickly. The teacher had to demonstrate only 
once. 

Most of the time, children and teachers played 
together. The teachers tried to make the play 
more interesting in their own ways by singing 

group songs and telling short stories.

The play product was handled by many children 
in an unstructured way, yet there was no damage 
to any part.

The kids seemed to particularly like the free play 
and stories. 

Teacher’s view :
The teachers enquired about when the product 
will be available in the market. 

The teachers particularly liked this participatory 
play as they were not spectators but play 
partners. They expressed that they really enjoyed 
playing with this new play product with multiple 
possibilities.

User Testing of Final Product : School Scenario
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Name : Aaryan
Age : 3-1/2 years old

User response : Being a shy kid, at first Aaryan 
showed no response. But as soon as his mother 
started to show how the play product worked, 
he tried it slowly and then got interested. He 
also chose the next set of characters which he 
wanted to paste.

Parent view : The parents found it interesting 
that the whole play product was handcrafted. 
They expressed their desire to buy one set for 
Aaryan. Aaryan’s mother said that she loved the 
idea of having packaging integrated.

Name : Bishu
Age : 5 years old

User response : After Bishu’s aunt showed her 
how to play with the play product, Bishu played 
on her own. The aunt told her a story about how 
a family went for a vacation in the train. Bishu 
played with a variety of characters.

Parent view : Bishu’s mother and her aunt 
discussed how the play product could simply be 
hung anywhere in the home, so that Bishu could 
play whenever she wants. They said that they 
would like to gift Bishu one set. The aunt said 
that she would like to tell Bishu and her cousins 
stories with the play product.

User Testing of Final Product : Home Scenario
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Name : Adhvet
Age : 5 years old

User response : Adhvet’s whole attention was 
towards what all was there inside the bag, when 
first given the play product. With his grandfather 
and mother, he played with the play product a 
lot. He loved pasting and removing the characters 
the most. He suddenly expressed that wanted 
the fish to meet the octopus.

Parent view : The grandfather said that he 
enjoyed playing with Adhvet. He said that this is 
education in a true sense where the child learns 
through play. Adhvet’s father, being a pediatrician 
said that he would like to hang one such set in his 
clinic too. The grandfather laughingly said that 
for the first time the hooks in the terrace have 
been used well.
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SIRDI visits a lot of fairs where they display and 
sell many food, textile and organic products. 
These fairs are a good opportunity to market 
‘Khel Manthan’ play products.

These kits can also be introduced during 
teachers’ training. The education administration 
can request individual schools to buy these play 
kits. The kits can also be used in schools as play 
and learning product and this will provide a great 
market.

Through ‘Pitara’, the education shop of Eklavya as 
well as emporiums, these play products will get 
their due of being special handcrafted products.

The system is consisted of a textile bag with 
graphics involving patchwork and contains 6 
elements for play and story. Currently there are 
4 such kits developed based on the themes of 
My Food
My Home
My Name
My Story

The estimate cost of one kit is as follows:

Material ( cloth + foam sheet)  ...............   50 Rs.
Bag ( making + graphics) .........................   50 Rs.
Characters ( 6 x 20 Rs.) ........................... 120 Rs.
Wooden pieces ( 2 x 20 Rs.) ....................   40 Rs.
 ( material + labor)
Miscellaneous material ..........................    40 Rs.
( thread, velcro, glue, beads,
bamboo pipes, print)
Contigencies ( 10% ) ...............................    30 Rs.

Total production cost estimate................ 330 Rs.

Marketing & Distribution, Profit in addition will 
determine the total selling cost.

Marketing strategyCosting
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Product Range 2 ‘Filled soft Toy’
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Importance of Tactile Learning & Play

Toys with different textures stimulate a child’s 
senses and imagination. Textures can include dif-
ferent materials including soft material, feathery 
material, stiff material, furry material and mate-
rial that crinkles when touched. An article at the 
State University of New York at Albany website 
suggests that a texture book can help children 
learn the vocabulary for textures as well as the 
differences between them. The activity also en-
courages experimentation, comparison and even 
some experimentation.

(source : http://www.livestrong.com/article/125561-toys-

encourage-young-childs-development/)

Texture Play
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• From the user study, it was found that 
children tried to open the toy to look what 
was inside.

• Therefore the soft toy was made in a way 
that there would be an opening, so that the 
children could fill any filling material in the 
toy.

• This implies that the child fills the character. 
These fillings would provide tactile texture 
when the character will be touched. 

• This time children loved filling the characters 
with rice, pulses, mustard seeds.

Exploration of the concept: Idea of refilling the soft toy/ pouch
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Patterns of each character are drawn on a thick 
paper. Two pieces of the pattern are cut on 
cloth. Inside both the pieces, small cut outs of 
black cotton (on which velcro pieces are already 
stitched) are stitched at the opening of the char-
acter. The two cloth pieces of the character are 
stitched with blanket stitch. Decoration is done 
on the outer surfaces through embroidery and 
patchwork.

Technical Drawing of Product ‘Fill & Feel’

Characters
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Characters: small Fish, Snake, Tortoise, Crocodile, big Fish

Two layers of cloth are cut in the shape of desired 
form. Velcro pieces are stitched on small pieces 
of black cotton cloth. This cotton cloth is placed 
inside the opening and stitched.  On the outer 
surfaces, embroidery giving visual texture is 
done. The edges are stitched together through 
blanket stitch.

For the main form, terry cotton cloth is used. 
Earlier satin cloth was used, but it started to tear 
from the edges.

Making process
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All the characters are provided with an opening in their mouth through velcro. This gives the 
possibility of filling the characters. 

Opening in characters
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Features of play product
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Children’s interaction with the form of the animal 
and the texture created by the filled in material 
is explored.

Food bank : variety of commonly available dry 
and safe food materials such as toffees, nuts 
like pistachio, ground nut, gram, almond can be 
filled.

‘Fill & Feel’ play product is different than piggy 
bank since one can put variety of food materials, 
know about their value and properties and even 
eat them using the toy form as playful storage.

The material and making of these play products 
is quite economical.

‘Fill & Feel’ can be filled by child or may need 
adult’s co-operation. 

Possibility of playing a game of feel, know and  
guess between friends.

The play product is easily washable and durable.

The play products are designed and developed 
using fine skills of threadwork. This skill can be 
learnt by new trainees.

Features of the play product ‘Fill & Feel’
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The play product ‘Fill & Feel’ will be sold as 
separate characters. Things to fill are not provided 
with it since it gives the user the freedom to 
choose and explore a variety of materials to fill.

The estimate cost of one character is as follows:

Material ( Terry cotton cloth)  ..................  10 Rs.
Stitching & decoration .............................. 30 Rs.
Miscellaneous material ............................. 10 Rs.
( thread, velcro, print ) 
Contigencies ( 10% ) .................................    5 Rs.

Total production cost estimate.................. 55 Rs.

Marketing & Distribution, Profit in addition will 
determine the total selling cost.

Costing
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User Testing
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Name : Aryan
Age : 6 years old

User response : The thing which he loved the 
most was eating pistachios while filling them into 
the fish character. Later he lay down and kept the 
characters on his chest. He made the characters 
jump suddenly. He said that if the characters are 
filled, he will buy them for Rs. 100 ( related to his 
shirt, which was bought for Rs. 100) and if not 
filled, he would pay Rs. 50.

Guardian’s view : The grandparent gave 
Aryan lots of toffees to fill in the elephant. She 
held the opening while Aryan filled things. She 
agreed with Aryan that the play product ‘Fill & 
Feel’ could be given as a gift to his friends.

User Testing of Final product ‘Fill & Feel’
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Name : Kamya
Age : 5 years old

User response : First Kamya played with the 
characters by making them jump, touching 
them. Then she picked all the 3 fishes together 
and played with them. Later she took one fish 
near her ‘Patti’s’ (grand mom) nose and asked 
if it smelled good enough to eat. She took all 
the animals together and performed ‘animal 
attack’ on Patti.She told her Patti, that like the 
play product, she also has compartments in her 
stomach, in which one is for healthy food and 
the other is for junk food. 

Guardian’s view : Patti said that since Kamya 
played with the characters for more than half 
an hour, she must have really liked them. She 
said that she would like to get ‘Fill & Feel’  play 
products for Kamya and involve her in the 
activity.
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Advantage of MSME project
under Design Clinic Scheme
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Being registered as an MSME unit has proved 
to be beneficial to SIRDI. New design direction 
for product diversification was required and 
involvement of design student was welcome. 

Due to the Design Clinic Scheme, it was possible 
to involve in thorough research and be able to 
design and develop two product ranges. Visiting 
the industry, meeting people from self help 
groups, anganwadis, and educational institutions 
have been possible through since SIRDI organized 
the travel and stay.

Since a new design was required, the whole 
concentration was given to the two product 
ranges developed.

The prototypes were made in Delhi with 
two very talented and skilled women who 
provided assistance using their excellent skills 
in embroidery and patchwork. SIRDI now 
has an undergoing training program for skill 
development in embroidery and patchwork after 
the prototypes were shown to them. Some of 
the women involved in ‘kathadi’  (quilt) making, 
will brush their skills and produce the product 
ranges in future.

Advantage of MSME project under Design Clinic Scheme
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Conclusion
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The project turned out to be one of the richest 
experiences as part of my learning the process of 
toy and game design.

Initially I was hesitant to work for an entirely new 
area with some vagueness and grassroot level 
environment for the project. Discussions with 
the Director of SIRDI made me believe that they 
desperately needed a new design direction for 
their product diversification. There were facing a 
lot of odds in terms of local communities giving 
up their skills of embroidery, patchwork and 
textile crafts. They were losing their uniqueness 
in the business of product development, more 
and more getting involved in the conventional 
and repetitive type of work, which has a lot of 
competition and low profit margins.

It took me some time to  figure out the project 
direction and to create a balance between income 
generation and educational requirements. 
Meetings with Eklavya, the leading and well 
respected NGO for education development, 
provided me some confidence to combine the 
needs of learning opportunities and economic 
benefit to the makers.

The concept development was a matter of 
evolution rather than a spark. Finally I settled 
on a kit which facilitates the concept of pairing, 
relating and discussing the happenings around 
us. These aspects were discussed in the 
textbooks and classrooms, but children seemed 
disinterested as their need was to experience 
such concepts rather than a discourse.

During the development of concept, it became 
clear that many educational kits and their 
elements are misplaced and the packaging and 
storage is usually cumbersome and difficult. I 
am glad that I could find solution to creatively 
integrate the product and packaging as one unit 
system. This came up after a lot of trial and error 
models. 

I was also lucky to find some very talented and 
skilled women who provided me assistance 
in the prototype using their excellent skills in 
embroidery and patchwork.

As I had intended to use locally available, eco 
friendly and inexpensive materials, this was 
quite a challenge. I had to look for many types 
of markets and venues for the same. Similarly 
I had to search for the declining local skills like 
cloth button making. All this provided me with 
an immense amount of learning. Finally I must 
say that the play product kit has emerged 
beyond my level of expectation in terms of 
its educational content for children and the 
economic opportunities for the skilled and semi 
skilled.

As a designer, I gained confidence to tackle 
complex situations in the changing socio-
economical conditions. I am very glad to have 
explored two concepts; both combining providing 
vibrant educational input for young children as 
well as substantial economic opportunities for 
local people. This was possible because of very 
encouraging support from the sponsors and the 
guide.

Conclusion

The further step of the project will be training 
many skilled people through the prototypes of 
the play product ranges ‘Khel Manthan’ and ‘Fill 
and Feel’. After this step, production of these 
product ranges will be done which would lead 
to economic development for the local people 
involved in the production. Later many more 
system of play kits consisting of various characters 
can be made.
My personal involvement in the design and 
development of this project has proved to be 
very interesting. I look forward to finally see 
the play products out in large quantities in the 
market soon.

Reflections



surabhi khanna/ toy & game design - 09/ national institute of design 138

Web References

http://en.wikipedia.org
http://www.eklavya.in
http://www.indiasite.com/madhyapradesh/arts.html
http://www.learning-theories.com/eriksons-stages-of-development.html
http://southasia.oneworld.net/Article/indian-toy-industry-on-revival-path/
http://www.education.com/magazine/article/play-preschool-matters/
http://www.earlychildhoodnews.com/earlychildhood/article_view.aspx?ArticleID=240
http://www.mandateforplayfullearning.com/
http://www.ssa.mp.gov.in/textbooks.htm
http://www.mayoclinic.com/health/child-development/MY00136/
http://www.healthguidance.org/entry/11530/1/Why-Toddlers-Love-Repetition.html
http://www.babycenter.com/404_my-child-loves-repetition-hearing-the-same-sounds-and-sto-
rie_6891.bc
http://www.mid-day.com/specials/2011/jun/190611-toy-industry-Indian-Kids-Gilli-Danda.htm  
http://articles.economictimes.indiatimes.com/2011-08-23/news/29918883_1_indian-toy-toys-
and-games-disney-pixar
http://en.wikipedia.org/wiki/Child_art
http://www.playworks.net/texture-toys.html
http://www.livestrong.com/article/125561-toys-encourage-young-childs-development/
http://toybags.blogspot.in/2011/01/chiming-charlie-by-discovery-toys.html

Webliography








