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/Play

/Social skill development

/Role play

/Understanding Scenarios



Apart from being a play tool for kids and a reminiscent of 

childhood days for the adults toys largely contribute to the 

material culture of the society too. The practices in the 

society, culture ,customs and events all get reflected in the 

toys coming from the generation. It is interesting to see that 

on close analysis we can track down the advancements 

and the limitations of the society back in time

.

No culture is entirely without toys; where mass-produced 

and mass-marketed toys are absent, children transform 

everyday objects into games, puzzles, and imagined friends 

and enemies. Toys can be objects of solitary attention and 

entertainment or, far more often, centerpieces of social 

interaction.
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/Unorganized toy industry

/Geographic identity

/Craft and art

/Folklore and cultural significance
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|Image .2

|Image 3,4

|Data2
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|Image 5

|Data 3



10

|Image 6

|Data 4
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|Image 7,8

|Data 5
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|Image 9.,10

|Data 6
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|Image 11,12,13

|Data7
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|Image 14,15,16
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|Image 17, 18

|Data 9
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|Image 19, 20

|Data 10
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PIAGET’S THEORY:

There Are Three Basic Components To Piaget's Cognitive 

Theory:

1.Schemas(building blocks of knowledge).

2.Adaptation processes that enable the transition from one 

stage to another (equilibrium, assimilation 

and accommodation).

3.Stages of Development
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http://www.simplypsychology.org/formal-operational.html
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/ Arvind Gupta

/ Sudarshan Khanna

/ Friedrich Froebel
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|Image 21 |Image 22 |Image 23 |Image 24
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Evaluation table for what 

method offers maximum  

gain when teaching 

cultural diversity to kids
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Working on and for the brief led to ideas of designing a kit 

that would bring elements of notable crafts in India on the 

same platform, offering games ,cards or constructible for 

play. 

The ideations in the direction gave a flavor of what all the 

end product could deliver in terms of fun factor and 

learning.

For the entire concept of bringing in craft in the same kit 

would demand a detailed understanding of each art form. 

And a need to design something that would allow learning 

and would also leave enough room for kids to participate 

and build something on their end. 

The limited time for the project and the wide scale of 

knowledge base required kept it from growing further and 

it was decided to fix one craft and an appropriate  context, 

doing justice to both craft and the context.

For the reasons mentioned the design brief was revised 

and one craft area was fixed ( Channapatna).
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/Rich Moral tales.

/Imaginative role play.

/Exposure to emotions. 

/Acclimation to new experiences.

|Image  25 |Image 26 |Image 27
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|Image 28



To understand the language of Channapatna craft it was 

important to sink in the fineness and little details .Wood 

turning, lacquer colours, being the notable features of the 

craft should reflect in the final output. 

\Axial symmetry

\uniform thickness

\thick to thin

\lines to break the solid structure

\colours –red/ mustard/ green/ orange/ black

\Brush work for further details

\Hollow, solid, cylinders, stick, tapered, round, disks, 

rings, sliced shapes and structures.
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/Grooves

/Chapped ends

/Sliding parts

/Varying Crossection 

/Motion mechanism

/Disc cut

/Paint

/Holes

/Graphics



. 
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To generate detailed animal forms that would 

allow sharing of some of the attributes of one 

animal with the other, with similar form. It was 

thought to cluster the animals on the basis of their 

body shapes or scale considering the parts could 

be interchangeably be used in one or more forms
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Golden Swan

Jackal who saved Lion

Elephant and Dog

Wind and Moon

The Heart of Monkey

The Story of Tigress

The Penny Wise Monkey

The Turtle who Couldn't Stop Talking

Turtle who Saved His Own Life

Snake Charmer

Monkey

Crocodile 

Lion

Tiger

Jackal

Dog

Elephant

Swan

Dog 

Turtle

For the animals In the concept two 

came out to be random .Of which 

many of them had no mention in 

Jataka parables. 

To make it more contextual any ten of 

the jataka tales were selected and 

the animals portrayed were listed. 

These animals were then numbered 

on their real size. Considering, these 

would be scaled down and parts had 

to be interchanged.
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Parts specific to the animal form

Parts shared by two different 

animals

Further ahead in the ideations the pink and 

the blue circles are for:
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The major challenge of the concept is to make the 

animals constructible in some sense and also bringing 

them to look alike.

it turned out to be a trade off between the aesthetics 

(abstraction of animal) and constructible, where a part of 

the animal body is shared between two or many.

Three ideations were made on this concept to come up 

with a set where animals relate to each other in terms of 

aesthetics they share or the kind of joins used.
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A  | Taking inspiration from the 

particular flat wood body 

Channapatna toys. 
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B | Ideation that shares body parts 

amongst two or more animals 

making it more of a Lego and 

parts. The shape and form 

being very relatable to the real 

shapes, but driven by the idea 

of making them constructible 

and repeatable amongst 

animals.
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C| Parts that uses simple joins of a 

ring and spindle or simple 

orientations. Giving very character 

and comic look and feel to animals.
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Screw and wood 

A solid rod across 

bodies

Ball joint

T joint

Tying thread knot 

across bodies

Hinge for 

movable joints

Using Magnets to 

joining unit
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Using stretchable thread to 

pierce through slit in the 

body part.

Stretchable string allowing 

parts to sit on body with the 

help of slit on the open end.
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12 cm

12 cm
0 cm

Deciding on scale of various animal 

forms to be included .The range of 

height was kept from 0 to cm

While round profiles were restricted 

to 9*9 cm of block.
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On listing down the constraints we figured the factors could 

be

/Process: turned 

/Constructible

/Animal form

With the idea of animal forms interchanging parts and also 

to be turned figures (Channapatna) the need of abstraction 

of forms was felt, pouring in possibilities of animal forms 

that might take away from the real form and feel of the 

animal intended. Which behaves as the core of the project. 

Further changes were made minimizing the 

interchangeability. The final output had to be the balance. 

Also the major concern was to make all the animals clearly 

identifiable focusing on aesthetics and lines more than the 

interchangeability
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Dimensional drawings for 

deer and donkey.

Sharing the same body 
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Dimensional drawings for fox 

and cat. Sharing the same 

body 
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Dimensional drawings for pig| 

sheep and bunny sharing the 

same body and legs between 

pig and sheep.
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Animals with individual pieces.| 

crocodile |frog| lion| bull |elephant

frog and elephant dimensional 

drawings
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Monkey |crocodile 

dimensional 

drawings
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Bull| Lion 

dimensional 

drawings
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changed design 

for crocodile and 

lion
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\Constructible animals  Set

\Booklet Of 10 listed Jataka Tales.

\NARRATIVE DRIVEN: Placards showing the 

constructed animal form as a goal to achieve.

\CREATIVITY DRIVEN: Game cards hinting kids 

to make their own stories.
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TOT-TOYS 

illustrations from 

chapters told in 

story. 
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A visual of all the animals .

With outlines and detached parts 

to take cues from the picture and 

figuring out joins in the kit .



1.A Quick and dirty thermocol prototypes
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2.A
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3.A Disassembled pieces for elephant

3.B
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4.A Disassembled pieces for swan 4.B
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5.A Crocodile and swan with same parts 

5.B
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6.A
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7.A
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8.A|B|C : PU foam turned models to understand the process and geometry.
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9.A Crocodile and swan with same parts 
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9.A Crocodile and swan with same parts 
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10| Disassembled parts of toys. (a)Bull, (b)Crocodile and (c)Fox from left to right
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11Disassembled parts of toys. 

(a) Donkey| Deer sharing same 

body part

(b) Rabbit| Pig| Sheep sharing 

same body part
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I like how the joinery is allowing for 

required motion in the toy – Mrs Chaitra

/ Its good

/ These are cute

/ My favourite is deer because its fun to assemble it.
/  I don’t have any wooden toy so I like it.

Kids are right in identifying parts of animals. Also they are mixing 

parts and giving names , interesting – Mrs Radhika

Colours would have made these even better – Mrs Mugdha
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