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Abstract:

Art and design are increasingly important in Indian school curricula. But there is no
specific pedagogy to teach this subject. Different school follow different methodology to
teach art. For instance, some school follows traditional Indian and western painting, clay
modelling and art history, on the other hand, few schools follow only craft making
technique and copying traditional folk art such as Madhubani painting, Warli painting
and Kalamezhuthu painting. Although, Art education in India in 2010 reported clearly
that it is a significant tool for equipping students to simulate cognitive development and
encourage innovative and creative thinking. The report also stated that ‘Arts in education’
enhance multiple intelligence. And it also emphasis on using electronic media aids to
teach this subject. Nevertheless, the majority of the school are giving less importance to
teach art and they do not take the initiative to develop better pedagogy. Throughout the
observation on the activity of art and design activity at school, it is very significant that
teaching art and design with the aid of technology at school level is not so easy.

However, education pedagogy in recent decades has struggled to develop new methods
and tools for better learning. Virtual Reality (VR) is one of the major solutions of
technology-driven pedagogy. It provides a super real, simulation-based environment for
teaching and training. It allows to visualize of abstract content, provide information with
clarity, and allow students to actively participate in the learning environment. On the
other hand, a playful interactive teaching design can enhance learning motivation, engage
more deeply and inspire the student to learn. In the current scenario of school education,
VR based pedagogy can assist the student to improve their learning. In this changing
condition, the pedagogy of art and design requires new tools and methodology.

In this poster, the researcher would like to introduce a concept of a teaching-learning
Design with the aid of Virtual Reality technology for the 6th-grade student to learn art
and design. This immersive VR based environment helps the student learn better by
experiencing abstract points in a 3D environment. Bodily engagement in free space will
give them playful engagement with the topic and they will be able to explore it from a
different point of view. The teacher can explain the topic in many possible ways and make
the student understand easily.

Here, the researcher has chosen a topic on elements of art, from NCERT Art education
syllabus. During this phase, the student will learn to observe and draw simple objects.
They began to understand of contour line, shape, form, the difference between 2D and 3D
objects and perspective. On the other hand, elements of design are also quite similar to
art, such as line, texture, shape, form, point, space and so on. The researcher, therefore,



combines this topic as a fundamental element of art and design (A one-unit study). In the
poster, the researcher will illustrate the process of content design with the detail of the
layout to VR prototyping. To create the virtual reality 3D environment, the researcher
creates 3D models by using Maya, Sculpt and Substance Painter software and to enable
these 3D objects with various interaction researcher using unity platform.
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