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Abstract

                  The project deals with developing a new concept of Indian 
toys.It aims at developing an identity and creating a niche in International 
market so as to give an introduction to our rich cultural values through 
the element of fun.
                   It focuses on learning and taking inputs from our 
culture,understanding the international market ,its issues and 
requirements,studying the particular user group and thus developing a 
product which can give an upliftment to the economy in the above sector 
and showcase our rich cultural values to the world.
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1. Preface

                  Culture of India has been shaped by its long history.Indian culture is 
known for its richness and diversity and thus  as a result,its unique in its own way.  
India, is one of the oldest civilizations in the world. Its rich traditions embedded 
in the very core of common Indian man, and its large cultural diversity are well 
known worldwide. Our manners,way of communicating with one another are 
one of the important components of our culture. It has always been a tradition to 
transfer these morals and great values to the new generation far before in their 
childhood so as to create a base for making them a good human being. 

                                                 The Indian toy industry is as old as this nation itself,
Thus to create a stand or to say to create a niche for projecting this phenominal 
culture of ours,toys can be one of the major concerns in the internationatl mar-
ket.

               As per the survey,India’s contribution of traditional toys is restricted to  
only 0.3% of the total toy produced in the  industry.Thus to open up a new realm 
for India in this particular field is one of the major concerns.
   
              Increment in Indian economy in the field of toy design through the inputs 
from our own culture and producing it to international standards can result in 
creating an identity in the overall market.

“Culture is to know the best that has been said and thought in the world”
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2. Introduction

       2.1. Overarching goal

Designing for  creating  a  niche   in the  crowd

        2.2. Need

Industrial products are moving towards   globalization   and in the midst, cultural products are 
getting lost .Thus to create a st`and in the international market, there is a need to design Indian 
products of international standards which can create its own identity through its rich culture.

       2.3.Design obective

To design toys that can depict the richness and values of  Indian culture.•	
India has got a big history of toys that can be revitalized. and inputs can be taken to further •	
explore new concepts.
To understand the International market standards and requirements.•	
Creating a niche in the international market by a different identity of Indian toys that can •	
suit upto the international standards.

      2.4 Design contribution

Exploring different materials and techniques to suit the existing product principles.•	
Giving value addition to the product by looking into the factors of ergonomics, aesthetics •	
and user friendly.
Making the designs more safer or interactive  to use. •	
To modernize the look and feel of the products generated .•	
To produce a contemporary design through taking inputs from traditional products.•	“The idea revolves around giving Indian  products an opportunity to perform in an international scenario.” 
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3. Research and data collection

Motive: 
Designing  new Indian Products(toys) which can create a niche in the international market.

To start with the research ,proper understanding of Indian history and existing scenario has 
to be studied in detail.Along with this, understanding of International market and its require-

ments is necessary so that the inputs can further be taken into account while designing.

+   Indian Scenario                                                   International Scenario

International Scenario

Market requirement and strategy.•	

Contemporary toys.•	

Case studies of products making their •	
stand in international market.

1.All time favorite Barbie, 
scrabble,Rubic’s cube. And their recent 
advancement.
2.Eco – friendly products.

 Indian Scenario

Existing traditional toys/games.•	
 1.Basic Indian toys principles.
 2.Indian street games/toys

Contemporary toys.•	

Case studies of Indian toys marking •	
their identity in International market.

 1. Earthentree  - Wooden handcrafted 
toys. 
 2. Ganjifa  -  Indian playing cards depict-
ing an old mythological story.

The topics which will be covered under the research are as follows:
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     3.1 Indian Scenario

        Existing Indian toy principles and Indian street games :

Cigarette box cart Cycle tire wheel Windmill

Bow and arrow Catapult Puppeteer’s whistle Matchbox Drum

There was a time when a clay dancing doll from Panruti (Tamil Nadu) or fig-
urines of birds, animals and musicians from Lucknow (Uttar Pradesh) or a 
leather horse from Gwalior (Madhya Pradesh) could amuse a child for hours. 
Many adults may have fond childhood memories of playing with home-fash-
ioned toys. 
                                      They certainly help develop a child’s motor and cognitive 
skills. Made from natural materials - such as wood, cane, palm leaf, clay, soft 
soap stone and cloth - these playmates are safe and enable an understanding 
and appreciation of nature very early in life.

                     Source : Joy of making Indian by Sudarshan khanna
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The essence of such toys were in their making.Nowadays,Pedagogic learning is now associ-
ated with gloss and gleam. Children play with such toys for a while and then they throw 
them away.

          The above  toys, made of materials which cost practically nothing and found in every 
household, can provide children with hours of fun.

Kite Flying

Playing marbles

Hopscot

The top

games without any props

Gilli Danda

                           Source : www.indianvilas.com
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Contemporary toys available

There is a great demand for  cheap and easy availability of toys in a developing country 
like India.Following are the key words describing contemporary toys demanded in the 
country.

	

Cheap and readily available•	
Mainly plastic- easily manufactured•	
Some are copy of  international toys .•	
Bad finish.•	
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India has over 800 Indian toys and games manufacturers, exporters and 
suppliers. Most of the Toy manufacturers in India are from the unorganized 
sector. 
There is a more and more  demand increase from all the stratas of the soci-
ety bacause India is still in its developing phase and there is a tremendous 
increase in demand scale.Thus there lies a variety of standardization adress-
ing from a lower strata to higher strata of the society.

         Also because of the same reason,quantity has taken importance as 
compared to the quality of the product.thus the locally made,repititive 
products are readily available in contemporary India.
Thus the old traditional toys are also getting lost.

Indian children usually demand fun toys & games while Indian parents 
usually prefer buying educational toys & games for children.
The Indian toy industry today faces stiff competition from toy manufactur-
ers in China or Chinese toys.

                          Source : www.indianchild.com/indian_toys_manufactures.htm



Case studies of products marking their identity in International 
market.

Earthentree was a company started in 1996 in Kirkland. It  employs 30 toy makers in Channa-
patna, India, a rural town near Bangalore.

The main aim of this organisation is to revitalize the old traditional toys to the international 
market standards. Earthentree’s toys are handmade in India out of sustainable wood and col-
ored with vegetable dyes, meaning no lead paint

Strategies followed:

Using the existing handicraft techniques .
Providing the traditional craft workers with better facilities and tools .
Promotion through web sites.
Promotion through organizing workshops. 
Opening market through specialty retailers.
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Source: www.earthentree.com



Toys at Earthentree

These natural wooden toys are not just that. They are works of art, made from eco friendly materials to create safe toys that have a great story to tell. Each 
toy is handmade by an artisan community in India. Sustainable and fast growing Hale wood (Wrightia Tinctoria) and Rubber wood (Hevea brasiliensis), is 
used for its fine grain and lightweight.

Keychains

channapatna snail

Top
Jumping rope

Tic Tac Toe

toy ideas from other regions are gelled  with Indian craft material to give it a more  
Indian look. 
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Ganjifa – Handmade Playing Cards

Ganjifa, or Gânjaphâ, is a card game that originated in Persia and became popular in India 
under the Mughal emperors in the 16th century.
The tradition of Ganjifa  in India was bought  by mughals from Persia

With its change in the subject of cards over the due course of time,the subjects were more 
Indianized by adding mythological values.
Example: Depiction of Vishnu Avatars…a way to promote culture through play.
(This game has been launched to International market and is pretty liked by the people) 

Ganjifa cards are circular and traditionally hand-made by local artisans. The suits are com-
pose twelve subjects on colored backgrounds, with pip cards that running from 1 to 10, and 
two court cards, of a minister or counselor, and a king. The precise style and arrangement of 
the decoration on any set is dependent on its artist. The designs of the cards of Dashavatara 
Ganjifa use motifs from the ten avatars of Vishnu.
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Source: http://en.wikipedia.org/wiki/Ganjifa

Ganjifa is an old but pretty useful way of knowing culture through fun.
It is handmade and thus quite customised in the sense.Its availaibility in 
varieties of stories have increased the popularity and also provide a stage 
for various traditional stories to get flourished which otherwise are getting 
lost in this contemporary world.



Inferences :

The strong points of Indian toy industry lies in its  skilled workforce, diverse range, focus on 
innovation and creativity, and emphasis on learning and education.

Existence of Demand in international market for such hand made products is present in •	
the international market.

There is a sense of customisation and also people are getting more aware of buying more Eco-
sensitive products.

Traditional designs can be presented with a modern twist.•	

The above case studies shows that presenting the rich culture and tradition of India •	
through toys is widely exceptible by the customers.

Industry is looking more towards  eco friendly toys which are widely in demand .•	

Also the above examples of Ganjifa and all other similar toys shows a nice way of depict-•	
ing stories through toys which in turn is helping in keeping our culture alive.

Good finish though require highly skilled labors.•	

Existing toys though are visually appealing and highly eco friendly but till now have not •	
incooperated the part  of  interaction and involvement of user as was present in tradi-
tional toys.
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3.2 International scenario

It is seen that in an international scenario…there is a mixture of customers and character-
istics of a product may vary from one place to another.

Market’s requirements are:

Control of development procedures:there is always a standard which has to be main-•	
tained through out the process of development.

Satisfying the increase level of demand with increase in education at general and thus •	
producing good quality products.

Defining more of effective means for perceiving change and responding creatively in •	
design terms:this results in more of innovative solutions.

Well designed marketing strategy including promotion of the product in a way the •	
idea behind the product should be well transferred and understood by the user. 

Can be understood that by identifying  basic common needs, potential size of market •	
can be greatly expanded. 

Importance of visual quality for particular product should be understood before •	
designing.

Calculation of future prediction is necessary.The upcoming events rule the market •	
with a great percentage.

Well transmission of quality product which is designed as per the quality.•	

The story or the concept behind the design should be well transferred through the •	
message given by the product.

How so ever rich is the market, pricing policy is important for any product to come in •	
the market.
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Contemporary toys in International market:

There is a huge toy market with variety of products available.Commonly following are the 
important trades of contemporary toys available in the market:
New materials, Technical finish, Highly detailed, mechanical,
very defined, high finish end products, High finish packaging.

The new trend which is been widely followed in the market is the propogation of famous 
movie or TV  characters  through toys.Sometimes even vice versa is seen.Toys are propogated 
through these mediums,which is quite a good marketing strategy.
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International market is opening more towards eco friendly materials

Recent realization : bamboo is a great resource to design with ,not only it is eco sensitive but 
also very light weight which is extremely positive in sense of transportation.Apart from this 
bamboo has its own finish so manufacturing cost reduces to great extend.

International market is ready for experimentation :opening more towards eco friendly 
materials, newer designs and concepts with high finished and well packaged products.

 

Source : www.designboom.com/contemporary
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Inferences :

International market is open to experimentation and to adopt newer products•	

Standardization of products is up to high quality end products.Especially in the toy •	
market,safety is the major issue.  

The total production management is a part of design which is to be well understood •	
before the actual design process starts .As the product is qite user specific within 
which even there are several categories of different age group and gender.

Promotion of product is one of the major concern because television and movies has •	
become a major part among the user group which is highly influencial.Thus visual ap-
peal of the product also plays a vital role.

Transmission of story from the designer’s view point to the customers is very neces-•	
sary.

At all the level of presentation including the packaging is important to grab the atten-•	
tion.

Planning is important at every step.•	
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3.3 Market trend and theories

 •	 Within the definition it will be seen that the mixture of characteristics in a product will 
vary considerably from one type of product to another , according to the needs and 
expectations of the consumers.That too with the toys,there is a wide range of age group 
which is available as a consumer.

It is important, however, to recognize that rising standards of living,the increase in educa-•	
tion at general and advance levels , and growing awareness of wider social aims of soci-
ety, among industrial purchasers and consumers alike, are combining to raise the level 
of demand throughout the market .Due to this fact,introduction of more of eco-friendly 
products are coming into scene.

The basic common needs may exist in many different countries and that by identifying •	
these needs in advance, and by optimising the design of a product to embrace minor 
variations within those basic needs,the potential size of market can be greatly expanded.

It is necessary to have a clear idea of how important good visual quality is to the suc-•	
cess of its products so that an appropriate amount of effort can be given to this aspect of 
design.

The message is the content of the design plus the story, because a story can help to get the •	
message across.Also,design can make people move.Because design is a message,if we can 
get it across we can succeed in moving the consumer.

Among the many ways of approaching the market there are two basic methods:•	
One is to produce a “way ahead product”,that through innovation or invention , opens 
up a hitherto undiscovered field; the other is to study that which exists,deliberately pro-
ducing a similar product at a lower price,thus eliminating the need for expensive market 
research,application engineering and market development.
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3.4 Survey Report of Traditional toys

              Where we stand?

India’s contribution to the supply of traditional toys in International market is re-
stricted to 0.3% only, and that too majorly in outdoor toys and a little in mechanical 
and learning kits.

Video Games as exception
Though not present in the above table,sales of video games have grown strongly 
during the past five years,with sales stabilizing at around 850 million pounds.Sales 
are expected to have risen again in 2006 after the introduction of the new games 
consoles by leading manufacturers.
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Inference :
The above study tell us about :

What market to focus?
Through the statistics its visible that the market trends keep on changing,so the recent re-
quirement lies more in toys for infants and figure  accessories.

What type of toys ?
Up till now India is venturing into more of outdoor games for exporting…including some 
of the mechanical and learning kits…thus more of explorations can be done for the indoor 
games.there is lot more opportunity if we enter into these other realms of toys available.eg:
toys for infant and pre school, video games, puzzles,animal and fantasy etc.

Condition of overall traditional toys is degrading as there are quite less manufacturers in this 
particular field.

There is a lot of opportunities in the new emerging areas where we have not thought of enter-
ing into like - Also the range of age group can be more explored …
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4.Understanding the user

             4.1  Theories of child’s development
 The stages of Child’s development were studied in order to understand the complexity of the 
problem or the concept that can be put forth to the child.Also of importance were the stages 
of concept formation and the development of play.

The categories of child development according to Jean Piaget are :

1) Sensorimotor Period                  ( 0 - 2yrs)
2) Pre Operational Period              ( 2 - 7yrs)
3)Concrete operatios Period          ( 7 - 12yrs)
4)Formal operational Period          (12yrs onwards)
The stages represent qualitative differences in modes of thinking , not merely quantitative 
differences.

                Stages of Cognitive development

 Stage                             Age                           Characteristics of Stage

Sensorimotor                      0–2                 The child learns by doing: looking, touching, sucking.
 The child also has a primitive understanding of cause-and-effect relationships. Object perma-
nence appears around 9 months.

Preoperational                   2–7                  The child uses language and symbols, including let-
ters and numbers. Egocentrism is also evident. Conservation marks the end of the preopera-
tional stage and the beginning of concrete operations.

Concrete Operations         7–11                The child demonstrates conservation, reversibility, se-
rial ordering, and a mature understanding of cause-and-effect relationships. Thinking at this 
stage is still concrete.

Formal Operations            12+                 The individual demonstrates abstract thinking, in-
cluding logic, deductive reasoning, comparison, and classification.

               

                Source : http://en.wikipedia.org/wiki/Jean_Piaget
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4.2 User Study:

User study was done among almost 40 kids ranging from few months to 12 years 
and onward to understand their basic psyche.An important thing which was no-
ticed that there is a wide range of difference between the two genders.

Understanding the age wise,gender specific psyche of children.
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4.3 Market need of specific age group

              Age and gender are the most defining elements for toys and games.             
On average,27% of toys and games is given to 0-3 year old,61% to kids in the ages 4 
to 11, and 12% to kids of 12 years and older.

             4.4. Inference

 The major opportunity, as can be understood by the above study lies in  the age •	
group of 7 years and above as 61% of consumption of toys lies in this particular 
group.

India has rarely ventured into this specific group. i.e. may give opportunity to •	
venture into  a different age groups. 

The child  in this group demonstrates conservation, reversibility, serial ordering, and a •	
mature understanding of cause-and-effect relationships. But thinking at this stage is still 
concrete.Thus a product which can enhance the capabilities of a child at this stage can cre-
ate a huge impact on an individual.
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5.Product brief

             Objective

The basic objective of this project is to design toys that can depict the richness and values 
of  Indian culture so as to create a niche in the International market through a unique 
identity.(The age group chosen is 7 years and above).

This is -

            - So as to open up new doors for Indian economy.
            - Provide the child with a new experience with cultural products.
            - To introduce into the child interests,learnings and skills that can later                 
              be improved upon and turned into a profession.
            

The USP of the product will be “Experienceing the rich Indian culture, its valuable 
teachings and thoughts through fun.”

Since the primary users are from the International market,the visual 
look,standardization,packaging and high quality finish are major areas to look upon.
Though the cost-effectiveness is not a major concern.

             Framing Requiremnts:

Age group….  7 and above …       psychology, major user audience,•	
       7–11                 The child demonstrates, reversibility, serial ordering, and a mature      
understanding of cause-and-effect relationships. Thinking at this stage is still con-
crete. Also 61% of games and toys are given to this age group.

Market Issues … High end quality product, Following new upcoming trends - •	
eco-friendly,uniqueness, Standardization, Identity hold in international market, 
visual appeal matters a lot.

Indoor toy/game … India is contributing near to 0% in this particular area…thus •	
it can open up new realms…

Material specification…Eco - friendly …so basic  material chosen is bam-
boo…
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6. Design Approach

              6.1 Approach

“It would be wrong to transmit an Indian Product made by keeping the reference of a 
Foreign customer In Mind,
                                      But we must make an Indian product which can be understood 
by the foreign customers”

further three major ways can be followed while conceptulisation:

                        Taking basic Indian Toys/Game principles 
                   And designing it further to create a full product.

Taking an Indian story and depicting it through a series of products.

Taking an Indian Animal/bird which represents/ symbol for India and creating an 
interesting toy out of it.

  

Or involving all the three to form a complete  kit of toys depicting an existing  story  
and involving  toys with basic principles.

Thus the design begins…
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6.2 Direction 1: Indian Street toys

 “upgrading street toy principals to produce a compact design for 
international market…”

Taking basic Indian Toys/
Game principles 
And designing it further to 
create a full product.

Taking an Indian Animal/
bird which represents/ sym-
bol for India and creating an 
interesting toy out of it.

Brainstorming begins...
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Modifying the very famous Indian street game - Gilli Danda
A modular unit for street toys - Do it yourself kit
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Idea 1 : Idea 2 : 

The Idea behind the modification of the famous toy “Gilli Danda” 
is to rejuvenate the old traditional game through making up to 
international standards. These ideas were conceptualized keeping 
in mind 

The compactness needed for the product. •	
Also various forms were explored which can give better ergo-•	
nomically details.
Modification of game was tried so as to provide more chances •	
to the player.

The Idea of designing modular units for Indian street toys came to 
mind because these are the games which contains a high fun value 
but with time, its getting lost due to urbanization. Thus various 
options were tried to provide a compact cluster of famous Indian 
street toys like a catapult, bow and arrow, top and the rolling 
tire....
Also the form was kept quite simple i.e. one unit comprises of a 
circular ring which opens far more possibilities of creating new 
games and can give a child an option of a “do it yourself” kit.



Modular solution for the Indian Street toys

*Rolling Wheel
*Catapult

*bow and arrow
*Boomerang

*new innovative forms

A modular arrangement that can form endless possibilities…enhance the cre-
ativity of  child.

                        INDIAN TOYS for INTERNATIONAL MARKET                                                                     25               

Idea 3 :



Modular solution for the Indian Street toys

An Outdoor toy.
7yrs and above.
Variety in one.
Revitalization of Indian street games.
Overall aesthetics looks Indian,
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Larger Bow 

Catapult

Idea 4 :



Direction 2: Depiction of Indian stories

Taking an Indian story and depicting it through a series of products.

“depicting a story while taking inspiration from virtual games”

Why virtual games?
*Virtual games are the most successful games designed in the present world.

What principle?
*By Taking the inspiration of playfulness involved in the video games and 
applying it to real existing toys,we can achieve a similar fun.

Understanding Video Games
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Designing controls,players and the track using Semantics:

Task: To make the snake go along the track and reach upto the end of the track 
using mechanical pullley.

Using Mechanical pulleys :

Devicing a system of vertical movements and break in between

Understanding characters and their movements.

Mock Up models and user testing done to test the 
workability and user’s reaction
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User’s reaction to the toy: 

First reaction was of great enthusiasm,•	
They liked the way pulley works,•	
 Later it becomes tedious to control and after some time they looses interest in •	
the game.
It was not something new to them.•	
Failed in seeking attention for a longer duration.•	
Sensitivity required in the play was not to their level.•	

So finally,a game inspired by video 
games but having an  Indian way of 
relating things was conceptulised.

Further modifyng the game 
included,creating of tracks on which 
the snake moves.

Understanding the movement of a snake and its variations in different materials.

Various tracks were devised so as 
to provide the minimum wastage 
of material. Also the material kept 
in mind was flexible so as to roll it 
back once played. (Keeping in mind 
the transportation).

The controls as required needed 
for both vertical movement and de 
acceleration. Thus various options 
were devised to reach the solution.



Direction 3:  Introduction of different material to increase the fun value.

Through the above user study it was found that Mechanical systems of pulley 
was not that much interesting for kids of age 7 yrs and above.
According to them...

It is tedious to play.•	
It becomes boring after some time.•	
Mechanical pulley is not new for them.•	
Interest level is low in the concept.•	

Thus to make it Interesting,
                    Introduction of “Magnets” was done which seems to be quite an 
interesting concept for kids of this particular age.
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Magnet as a material:

Concept of magnet and the way 
it behaves is highly an influential 
way of capturing kid’s attention
.
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Further experimentation with magnets was done to under-
stand its properties.

Following the same Task of the above concept:

Environment
Players
Controls

Experimentation with magnets

Trying to capture the movement of snake using magnets

Growth of a plant moving magnets along a transparent acrylic sheet

Creating characters that moves under the force of magnet

The above experiment was tried to understand the way 
magnet works and how it behaves under magnetic forces. 
Further various relationships were realized through the 
movements created. Like: 

A snake moving forward,•	
Automatic growth of plant,•	
Movement of a fly under magnet.•	



Idea 1 : creating a maze and solving it through a magnetic bug
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www.gettyimages.com

The Above idea is to put an led inside a dark space, which can get 
triggered under the magnetic force and gets “on”. Thus as tak-
ing the semantics, a firefly was created which can go under a pipe 
having various section. i.e. creating  a  dark maze and the task lies 
in moving the lighted fly in the dark maze and using the magnetic 
force.



Applying the fun value of magnets to depict a very famous Panchtantra 
Story....
The Monkey and the crocodile...
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Idea 2 : Using the very famous Panchatantra stories and acting the same using magnets

As per the story goes, the main characters of the story is a monkey and a 
crocodile. The environment is of a jungle and the controls are of magnets.
Thus to create the environment of a jungle, a half transparent sphere was 
taken. The character of monkey with a magnetic hand is inserted into the 
jungle. So the child’s task becomes to control the monkey through the other 
set of magnet in his own hand. Now the monkey has to grab all the magnetic 
fruits of the tree without falling down in the pond, which has a crocodile.

 



7. Choosing the Final concept
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Direction 1: Indian Street toys

Direction 2: Depiction of Indian stories through mechanical pulleys.

Direction 3:  Introduction of different material to increase the fun value.

Revitalization of Indian Street toys•	
Gives standardization to the toys, •	
which are almost getting extinct.
Incorporating the Kid by making a “Do •	
it yourself kit”.
Although a new concept, but the way •	
of transformation to an end product is 
not Indian.
The end result looses the Indian ness.•	
It may look similar to a many of toys •	
already present in the market.

Kids liked the way pulley works,•	
 Later it becomes tedious to control and •	
after some time they looses interest in 
the game.
It was not something new to kids of •	
that age.
Failed in seeking attention for a longer •	
duration.
Sensitivity required in the play was not •	
to their level.
Analogy taken from video games •	
doesn’t work well.
The products show Low fun value.•	
The play area is restricted to a 2D sur-•	
face only.
Increases his capability to coordinate •	
brain-hand movement.

The toy has a great fun value.•	
It incorporates the theme of Indian •	
stories.
Visually it lacks Indian ness.•	
 Innovative concept.•	
It’s good in deploying strategies in 3D •	
space.
Help the kid in understanding the •	
cause and effect relationship.
Increases his capability to coordinate •	
brain-hand movement.
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The above game is developed through a way of Indian story telling using a toy.•	
It enhances the capability of hand-brain coordination.•	
It is not like just reading a book or just playing with a toy but both the things are •	
happening simultaneously.
The game has a great fun value along with a lot of patience and concentration.•	
Though it is totally a new concept but has taken values and the way of depicting •	
from our culture, which is totally getting lost in the midst of globalize products. 
It can not only help to rejuvenate the learning of our culture but also create inter-•	
est in kids to know more about these vanishing stories and their values.
It’s good in deploying strategies in 3D space.•	
Help the kid in understanding the cause and effect relationship.•	
The toy has a great-added fun value because of the use of magnets.•	

Thus refining the concept and Taking inputs from 
other concepts is the next task.....

Now reviewing all the requirements of the project, this particular con-
cept had the maximum potential to fulfill all

(The basic requirements of the project:)
 •	 Age group….  7 and above …       psychology, major user audience,

       7–11                 The child demonstrates, reversibility, serial order-
ing, and a mature      understanding of cause-and-effect relationships. 
Thinking at this stage is still concrete. Also 61% of games and toys are 
given to this age group.

Market Issues … High end quality product, Following new upcom-•	
ing trends - eco-friendly,uniqueness, Standardization, Identity hold 
in international market, visual appeal matters a lot.

Indoor toy/game … India is contributing near to 0% in this particu-•	
lar area…thus it can open up new realms…
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8. Final concept Development

8.1 Sketches and refinements

Further refinements were done, keeping in mind the Indian way of association:

Now the next task was to complete the story, like two situations will arise at the end 
of every play:

The monkey falls down and is not able to collect all the fruits, and then there has •	
to be a way to get it out, secondly
How to put back the magnets for the next play?•	

                                                                                 Now to address these two problems, a 
concept has to be applied which can give the closing and opening of the globe. Other 
than this other functions which needs to be incorporated are as follows:

 Need a little height to play so that it comes to the eye level of the child.1.	
The toy should easily be handled i.e. lightweight and should provide easy rota-2.	
tion.
It should have a mechanism, which can provide access to the magnetic fruits back 3.	
once first chance of play is over.
While the fruits are getting inserted, to keep the element of surprise to increase 4.	
the play value, the part of tree should be hidden so that the child remains un-
aware of where the fruits will stick.
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So taking the Indian way of creating meanings a new arrangement of Flower petals 
were introduced:
It hides the globe while the petals are closed and provide an access to insert magnetic 
fruits.
When in an open position, it provides height to the toy.
Also it can provide a way to rotate around, making it easier for the kid to play the 
game.

Concept refinements:
introduction of petals

Section of Petals as a stand which gives height to the toy

The toy in the form of a flower,adding the surprise and 
fun value. 

When the petals are closed, the globe is hidden and becomes 
interesting to insert the magnetic fruits from the back without 

knowing where the magnets are going to get attach.
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Further, Understanding the way magnets work,the various magnets 
of different powers were studied,and finally the overall shape of the 
Globe was finalized which can adress to the distance of attraction for 
the above toy.
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Further refining it more,
The exact dimensions of the toy and the mechanical details were 
worked out:

Details of characters:
To keep the beauty of Indian craft,it was decided to 
create these characters hand crafted with the use of 
Bamboo and thread.And then painting it with eco-
friendly colours.



8.2 Product scenario

Parents and kids both are happy to buy not only 1.	
a learning story book but also in a form of a toy

2.         There is a sense of suspense in the first 
look,when the petals are closed.

3.         Once the petals open up, the environment is 
revealed.

4.         Now,the hand made characters are look upon

5.         Monkey is inserted and controlled through a 
magnet so as to grab all the fruits from the tree

6.         Like in every toy,there is a chance of failure 
during the play,The monkey can also fall into the 
pond(as to follow the story.

7.         To take the mokey and the 
attached fruits out,the toy will be 
turned around,

8.         Now the magnetic fruits 
will be reinserted,without know-
ing where they will fall.(sense of 
surprise)

9.         Again turning it round the 
petals open up and a new fresh 
environment is ready to play with.
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The overall concept portray the idea of presenting out our valuable moral stories of India in a very 
playful manner. Thus giving these small kids an opportunity to play and know about these stories 
simmultaneously,rather than just reading story books,which may seems a little boring and tedious 
to some of the kids.

Also the smaller kids can view their elders playing the game and love to see the beautiful magnetic 
properties that can further give them a sense of surprises.
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8.2 Renderings and details

when the petals are closed:
It is now ready to open up and start a new fresh 
chance of play

when the petals are open:
the environment is visible,and the height of the toy pro-
vides the child to play it in a better manner.



Final Renderings
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Front
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Perspective
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top view



Process of opening the toy
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Trying out with various colour range: the colours used are 
moreover primary colours
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8.4 Graphics and 
packaging  

Design of the base where the •	
toy will be kept and played

The center has an image of •	
magnetic crocodile ,where the 
monkey will fall.

The corners are there to place •	
the monkeys and the fruits at 
one place when the toy is kept 
back. 

The Idea behind these graph-•	
ics is to provide the base of 
this famous story,where the 
child can read and understand 
the morals along with an in-
teresting game to play with.

The Base
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packaging:

Graphics on the top leaf of the box:

  Keeping the export transportation in 
mind,the overall shape of the packaging 
box is kept as a box.
But the graphics can be so made that it can 
grab attention of the buyers in the first go.



Graphics and the details at the side 
leafs of the box.

keeping the story in mind,the graph-
ics were designed to showcase the 
characters and the elements. Further 
it was decided where to use the trans-
parent packing and where to hide the 
toy to create the emotion of surprise.
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10.Conclusion.

During the course of this project every effort was taken to design toys that can depict 
and give an introduction of the Indian culture to the outer world. Through this prod-
uct, the aim is to create a niche in the International market by producing a different 
identity.  
The project was considered as a whole, with due consideration given to the context of 
international market standards, the play value, depicting the way of our Indian think-
ing and how we associate things to different meanings, the method of manufacture 
and the visual aesthetics. 
Every effort was taken to ensure that the products designed are moreover eco-friend-
ly.
As far as the future scope of this project, most of the technologies and material used 
are already available and should not pose a problem in the future development of 
this project. As a future extension, similar stories can be used to depict using the same 
principle.
It is thus to keep in mind, that the final product so designed, not only give values like 
a story book but also involve the child to learn these morals in a play environment.
Thus focusing on specific areas of Indoor toys for children 7 yrs and above with a 
newer concept thus can create a niche in the market and thus possess potential to cre-
ate avenues and recognition as a whole.
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This toy is developed through a way of Indian story 
telling.

It enhances the capability of hand-brain co-ordination.

It requires lot of patience and concentration along 

with a great fun value.

It does not only rejuvenate the learning from our 
culture but also creates interests among kids to know more about 

these vanishing Indian moral givingstories and 
their values.Help the kid in understanding the 

cause and effect relationship.

Indian Toys for International Market
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Indian Toys for International Market
 

Analogy of opening flower : showing the day and night of the events

As per the story goes, the main characters of the story is a monkey and a crocodile. 

The environment is of a jungle and the controls are of magnets.

Thus to create the environment of a jungle, a half transparent sphere was taken. The 

character of monkey with a magnetic hand is inserted into the jungle. So the child’s 

task becomes to control the monkey through the other set of magnet in his own 

hand. Now the monkey has to grab all the magnetic fruits of the tree without falling 

down in the pond, which has a crocodile.

Product task
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Indian Toys for International Market
 

                                 
Various elements of the toy                                               

Packaging

Colourful hand painted monkeys  made out of bamboo 
with magnetic hand

Magical bamboo stick with 
magnets within

Base with the famous printed story 
of croc and the monkey (taken from 

Panchatantra ).

Holes at the back of the toy to insert magnetic fruits.Supporting 
petals are made out of laminated bamboo

Iron branches with magnetic fruits.
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