
 

 

DESIGN FOR LEARNING DESIGN - A HYPOTHESIS 

(Author: Deepshikha Sinha 
Co-Author: Avinash  Pratap Singh Chauhan) 

 

Abstract 

This paper is an attempt to improve upon the conventional structure and design of graduation 

campuses for design/design derivative schools. The design streams compel students to bring 

out innovation through design these days, for a better lifestyle of the masses as well as 

contribute in the national economy and nation building as a whole.  

To understand the reason behind a new design approach, the authors start from the very origin 

of “Art & Design”. The “design” as a whole has advanced the civilization from the earliest 

human settlements (in terms of planning) to the smallest designed elements like a pen or a 

piece of clothing. By the latter the authors mean to emphasize that every step of the advancing 

civilization has had a new design approach and human nature suggests that we stride for a 

better lifestyle from the contemporary, insinuating that there’s no end to it. From the initial 

designs of the plumbing designs of Mohenjo-Daro to the latest technological innovations like 

smart phones, are results of the same design approach we have been following from the 

earliest known forms of human existence. The design process ever-going and in order to aid & 

abet the process we need to create a new design environment for the budding artists, 

architects, urban planners, product designers, technological visionaries, fashion designers, 

interior designers and all other kinds of beacons of tomorrow.  

To propose something new we need to understand the existence and origin of Design-process 

and how it has been derived from Art (also known as art-forms). Here in the paper, when the 

authors, speak of art, they mean specifically the pure form of fine-arts and its direct derivatives 

(that we have graduation campuses for) and design being a means to feed the consumerist 

society shaping the course of human civilization, by far. The aim for the paper is to present the 

ideas for such campuses and the zones/belts/spaces/points that may truly be beneficial for the 

“process of designing” and the Artistry. 
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Birth of Art and Design- 

When the nomads decided to settle down (initially around fertile lands and rivers), a civilization 

was born. This would mark a progress in the human timeline and the settlers understood that. 

With the civilization, came the knowledge that needed to be passed down for generations to 

come.  

 

When the first incidences of "Artistry/Artistic-form” was brought to use in a certain manner, a 

"schematic thing" transpired. 

 

Now (by the very way of writing in quotes) it is to be highlighted that the “Artistry/Artistic-form” 

or the "schematic thing" is still a fluid definition of Art and Design everywhere. A piece of art for 

one might not be seen as such by another. Being subjective, it's also very general to refer 

something as an art, these days.  It's difficult to define these using specific words but if some 

characteristics of an event or product are mentioned, one can easily categorize them as an Art 

or Design "thing". Moreover, art and design vary vastly with region and places, based on many 

other conditions as well. 

With time, every stone pelted could be an art piece and every well thought-out act a design 

'product' or, in other words, a result of a design 'process'. 

To have a general idea of design, one may relate to it, as an organized solution to a specific set 

of constraints’. Basically Art is a “thing”/ a “noun”/ an “object”, & design is a “verb”/ an 

“action”/ a “process to achieve a piece of Art”. 

Also we need to understand how the phrase, “Piece of Art”, works. Art has been described as a 

Universe, time and time again. Every individual has a way of thinking, looking at things and 

imagining new ideas. The Art is just another way of communication like the words. Ever heard 

the phrase “Paint me a word picture”? By the latter, an individual is trying to understand an 

element of what the other person has either seen or how they imagined a scenario. But words 

are not enough in certain circumstances to explain a lot of things rang ing from emotions and 

feelings to ideas and pictures. So to sum up the expression, every intentional design or form 

always falls in the category of the Art. Everything can’t be explained and might not be 



 

 

attractive/appealing to everyone. These pieces do fall in the category of artistic universe 

nonetheless. Hence they’re and shall always be described as a “Piece of Art”.  

 

...the Journey so far and 'a general idea' 

Picturing the first 'conscious art' being made, the reasons behind its making, its process and the 

outcomes, the first pieces of art must have been an organized way of spreading an idea and 

passing it down the generations. 

When we trace back the steps of human civilization, the foremost come the  cave paintings. 

When a man realized he could leave a trace on the stones by chiseling, creating various shapes. 

He might have been fascinated by his own creation!  

Initially, this form of (fine) arts was most obviously individualistic, a perception of creator - an 

expression or a message, a selfish work or something to create awe amongst the others.  

Making just a hypothesis, this art-piece must have been acknowledged and asked about, 

appreciated, accepted or defied and rejected with time. Gradually, humans started to tame it 

and hone the skills required for the same. All this started making a mark at different levels. 

With being purely used for aesthetics, art found its way in and around almost everything from 

something as big as massive architectural monuments to small daily life things like a spoon. Art 

became a medium of strong expression, gradually, a matter of pride and power as well. This has 

been an intrinsic character of art and it's a definitive of expression for the bearer. 

Small changes and refinement started transpiring over the time. Expressing oneself with the 

help of stick on ground, embarking on wall, devising colors were brought not just to canvases, 

but to high ceilings, building facade, furniture, coffee mug, clothes and what not. This was all a 

part of a big design process.  

The empirical era bore an intense encouragement to art and its initial derivatives (fine arts, 

architecture, designing of material values). Aristocratic stands refined the form and a period 

witnessed an essential reasoning and to art and design using modules of civilization-system* in 

the form of architecture, wall and canvas paintings, pottery and sculpture. These art pieces 

became first the material in use/ornamentation or a symbolic representation of identity/power 

and later referred to as ''Art".   

The gradual shift from the ecstasy of the individual to pride of a clan, court, state and territory 

established art as an order, giving birth to number of sororities in it. 



 

 

Now consciously or unconsciously, very many fronts of art have been explored and defined. Yet 

the definition keeps ever-expanding and yet remains loose and vivid for one and all. A man at 

his home may see art everywhere, a man on the footpath might not, or vice versa. It's 

extremely subjective yet could be generalized for masses. 

From the era of kingdoms to democratic civilization system, a shift was seen from the individual 

needs to individual’s taste. Governments were made on 'national' level and needs of a common 

man dictated the demands of 'design', regionally, nationally and universally. Now in the 

consumerist market everybody wanted a particular class of lifestyle and in the pursuit of 

betterment the market expanded in the material terms. This gave a lot of scope to art and 

design to blend in with activities and shape the means used for each and every strata of 

'leading a life'. 

Hence perceptiveness, for formalization of art and design, was established. Now it has become 

a large and important part of the current civilization-system. Today, art and design have greater 

responsibilities than those times that the homo-sapiens we spent fighting for food and land. 

Technology has thrashingly prevailed, destroying many prevalent notions and uncertainties 

with variety of solutions simultaneously adding up to the definition of 'Art ' and 'Design'.  

 

Hence, the relation of Art and Design - an understanding 

Be it anything, truth of our lives currently is  that we are being molded by the design world, 

where the authors would like to quote that “design” here stands for the thought, subject to 

specific constraints, made to organize a process, to achieve an end-product.  

Note here, that a design can solve a question as easy as "how to sell a product" or "how to 

manufacture merchandise on a large scale" or "how to advertise" or "how even solve a daily life 

problem with a new solution (designed)”. 

Art can/can’t be a raw material used in the design process or one of the means to serve in the 

making of a desired end-product and even the aforementioned end-product. 

Art can/can’t just be an expression while design is a definite expression because of specific 

reason(s). An art in itself is a design. 

Additionally, a design is loosely referred to the end-product of a design process, these days, 

which by the virtue of its existence is an attempt to be a piece of art.  

 



 

 

Globalised Design Scenario - in existence these days 

Today masses have grown out of just the basic needs. Maslow's pyramid is in prevalence and 

everybody wants to reach higher in hierarchy.  This gives the consumerist market a lot of 

opportunities to work in improving the quality of life. Be it a pen that one puts on one's table or 

a fancy shoe that one likes to display. Things have become a part of the populaces’ personality 

and a matter of taste for all. There is a wide range of products that are available for the public. 

Factory line production of every product is facilitating the definition of specific mass’ needs 

with speed and is refining day by day. We are busy encouraging entrepreneurship at various 

levels for a better life. 

A person has become choosy due to the options created by the market in his daily life. One 

needs defined groceries from a store, buy clothes that suit, have food one likes in eateries, big 

schools and colleges to read at and what not.  

In short, we have travelled far in the civilization system and are phasing in the part where art 

and design hold a lot of stake in almost every realm of our lives.   

 

Ideal Atmosphere of Design - An idea 

Design is a boundless field at many levels.  

The formalization that the authors referred earlier stands for the refined and structured design 

atmosphere that we see today. Market to impart design education and market to sell and buy 

are in existence. From the very beginning of a thought-process regarding something to the very 

end of utilizing them, there's a parallel and horizontal stacking with many layers.  

Arena of Design - Broader Classification - 
Design - creation and manifestation 

Design - availability and attainability 

Not going in the market scenario of sale and purchase, the paper would concentrate on the 

atmospheres where these design processes/products/services are being thought about 

(primarily) and exerted on how to bring in to being. 

Since, now is the time where a workforce is trained to be a 'designer' with desired abili ties, 

design schools and university campuses are the systems that impart the said guidance and the 

training. 



 

 

A typology of environment is achieved in these systems to train the learners to become avid 

and contributory role-players in national economic system and the nation building as a whole 

(from an urban planner to a product designer, such as a shoe-designer).   

 

 

Taking forth the lineage of Design in a consumerist economy 

Theory of the environments to train designers/culminate design attitude - 

 

The Hfg system (Ulm School of Design - Hochschule für Gestaltung) that is predominantly being 

followed in the contemporary post-compulsory education system, work on some basic common 

features. An atmosphere for learning "design" (be it art, architecture, fashion and other forms 

of design), the curriculum is framed with the intention to equip the learner with basic tools 

necessary to practice and propagate their field and train the mind in the manner that is most 

suitably needed for the progression in the ideas for the same. 

 

Basic tools of the field:  

The most general techniques that have been devised through all these years by the 

professionals and philosophers of a given arena establish ground rules for a field. These tools 

advance with time leaving the pages of history as a guide to judge the situational effects of a 

particular progression in the same. The skills to be honed and events to be read constitute a 

major part of the preliminary years of training.     

Ideas in the direction: 

Hfg system of training: 4-5 years of post-compulsory education in an environment that is 

designed with all the physical and mental resorts to be in a passive period of preparation to 

enter the real field and self-reflection. Besides, being a fresh age for learner to grasp theoretical 

advances, opportunities to experiment in the real world is made available with the professional 

interaction and opportune teaming up. Exposure to a wide variety of reasonable hypothetical 

circumstance (design problems) and real time problems taking in account present challenges 

help learners to induce a concern to solve contemporary problems.  

The Recent past for design -  

The recent past particularly has witnessed a revolution. The formalization of design noticeably 

began from the appearance of industrial revolution. Design was the fundamental that came 

into operation. This started gathering attention of masses and the design again started to 



 

 

respond. Such population needed a functional and quickly available solution. Gradually with the 

movement forth, aesthetics added on. Simultaneously, designing grew with specific constraints 

on the whole with Maslow's hierarchy (Maslow's Draw).  

 
 

Demands have changed and fluctuated with time, but the overall system is governed by the 

sustainable form of government system across the countries. 

There's unification and diversification that co-exist. 

 

Design Education - Birth of Design in contemporary world  

With the system of governance prevalent in today’s world, the education sector for the fine-

arts and their direct derivatives is governed by a concerned ministry and a governing authority 

(one instance is C.O.A. for Architecture in India). The system has become very rigid with a 

proper methodology to be followed to get into a particular stream of career. From the entrance 

exams to the counseling levels and the admissions are administered by these governing 

authorities. So it is safe to say that the aspirants that do get into such academies are really 

serious about the prospects of the field and the kind of atmosphere needed for design studies 

and practices is in the hands of the built environment and spaces. 

The courses have a fixed curriculum and timeline, through which the scholars are supposed to 

go through and none of these can be surpassed by the students. Once the course curriculum is 

met and the pupils graduate, only then do they receive a certification of having completed their 

degree. Following these procedures the graduates then apply for a license from the governing 

body to practice and propagate their knowledge in the real world.  



 

 

 

Prologue to Design Atmosphere in India 

Institutes like SPA(School of Planning and Architecture), NIFT(National Institute of Fashion 

Technology), NID(National Institute of Design), and a few other private veteran colleges, are 

looked upon as the breeding grounds for the creative. Apart from generating designers, they 

are also responsible to produce skilled craftsmen, managers and effective communicators. The 

fields of 'design' and 'technology' work in collaboration with many central and subsidiary 

systems, this necessitates for them to encourage diversity and interactions among different 

branches.  

Unlike MBA or literature studies, these institutes need a 'learning by making' approach where 

learners are made to participate in the practical works besides being taught theories. The 

design problems that the students are meant to deal with require a certain design atmosphere 

that can’t be solved by just delivering a spacious or even innovative hostel space, academic 

block, libraries and other conventional spaces.  



 

 

Here in the paper, the authors propose a necessary intervention in terms of campus design in 

order to facilitate the design atmosphere for the students, semi-professionals as well as the 

professionals. Delivering a place such as that would not only involve professionals hanging out 

and spending their brain-storming hours with/without the presence of professional faculties, 

semi-professionals and other young souls in the same field. Such space should allow the same 

freedom to each and every individual that uses the space. The students should be able to sit in 

solitude or in groups if they wish to and go around asking any doubts about all kinds of things 

ranging from the confusions of the field, a subject or life in general, from the experienced 

(seniors, faculties & the professionals  or even amongst themselves). 

Interaction arranged in such a manner that promotes the brain storming for everyone and 

interested people may come and spend their time learning things that the scheduled classroom 

syllabi don’t cover. Faculties and students from all years and all departments and professionals 

from the related fields interacting shall bring out the change that we hope to see.  

And most important of all, any college arena and especially design fields require an 

environment that endows the inhabitants an opportunity to self-reflect and contemplate. 

Hence the space also needs points where students can actually sit and work as well, without 

any kind of disturbances. Space like that needs intricate planning and well thought out ideas 

that the authors would like to share in the concluding headings. 

 

A pro forma to facilitate present design education 

The situation that exists for the education is highly prevalent with college/university campuses 

spread all across the world. These could be licitly picturized as organized training camps ideally 

based on a theoretical agenda, largely, to produce able human resource for a particular vision 

(in a set frame) for national economy, thereby, a global relativity. 

 

Design Education Campuses - Checkpoints 

Physical environment – 

Why ?  

Like any other discipline, design disciplines require a chunk of land to live, grow and preserve 

itself in, material resources to manifest and practice with, and later, a marketplace to present 

itself. This doesn’t just include a defined campus but simultaneous physical interjections in 

neighborhood areas and professional culture.  



 

 

What ? 

In regards to this a proper syllabus is being made to practice throughout in with a set of 

prescribed resources in a given time frame (Now time here is intangible yet serves as a 

dimension of physical environment, e.g.: four years of fashion design course, five years of 

bachelors in architecture in a given campus, etc.). This time duration is the period of transition 

of a learner in a given design campus. The primary part of the pedagogical element begins from 

the physical environment, that includes every tangible aid as classrooms, libraries, hostels, 

internet cafes, books, raw materials for model-making.  

Emotional environment 

How the classrooms should be made that it stands for a design environment? How should the 

staircases not only fulfill the function but be something more for a designer in making? How a 

learner should find a place where he can talk to himself? 

These aspects do not affect only the individual but for design as a fraternity as well. All these 

thoughts for the smallest of the physical environment encourage an emotional atmosphere, on 

a personal and a communal level that is of influence.   

Now, this emotional environment gives way to what is called ‘creativity’ and sometimes to 

‘individual genius’. Physical environment is a support to enhance a learner’s emotional 

direction. It may well be encouraged by the environment around or find an entire new direction 

based on the learner’s experience.  

We may well be as pedagogical inspectors dictate a certain framework but what a design 

product requires is more than just a direction.   

Social Overlap 

Whom are we serving as designers in the end? The people in the consumerist economy. 

One can picturize every functioning community or group of people/worker/learner as a bubble, 

small or big. All these are affected by the bubbles around them (picturize with simple principles 

of thermodynamics). Now to serve these bubbles of community or to develop cohesion, it 

needs to develop some of its own properties.  For the same learner needs to know the people, 

their needs and demands. Be affected and respond. Such is the need of social overlap and the 

responsibility of a designer to react aptly. 

How? 

Each one of these elements – physical, emotional environment and social overlap are 

interdependent to reach the aspect of “How?” 



 

 

How to develop an environment to produce artists and designers in the contemporary world for 

a consumerist economy? 

There are some basic points to keep in mind while designing a design college/university campus 

to facilitate the same – 

Facilitate ‘Collision’ – 

Word ‘collision’ has been used to emphasize on the ‘by chance’ nature of events. These include 

a visual and verbal collision that provides a learner with opportunities to add on to his 

experience. Visual collision includes natural and man-made landscapes. Verbal collision is to 

engage in efficient conversations with people of common interests. 

Facilitate Self-reflecting areas – 

Apart from common or individual dorm-rooms there has already been found a need to provide 

student recreational areas in campuses. Notably, there are spaces required in a campus that 

randomly provides points for self–realization in any manner, be it a point of admiration, 

contemplation, puzzlement or vantage. Interactive and variety in seating, lying or even eating 

spaces facilitate static points for a diverse crowd of learners in a design campus.  

Facilitate overlap – 

Overlapping theory with practice, education with profession and self with the people is what is 

needed. There should be spaces and enclosures that facilitate formal and informal discussions  

with professionals and amongst each-other. Some regulated movement of different community 

bubble could be informally let in for learners to observe and interact with. 

 

Design Ideas 

Spaces need to be woven into Interaction Points that enhance not just the quality of public 

place but the quality of interaction among the peers as well as all other necessary entities that 

are a part of the institute arena and culture. Spaces need to offer a range of quality zones 

ranging from public to private, quiet to lively, sober to vivid areas, interlinked and planned in a 

way that improve the quality of life within the campus.  

Examples of Objective Areas of Interventions - 
Stairwells:  In a college campus, 

staircases are one of the 

celebrated spaces where 

 



 

 

students are seen sitting, chatting, of course moving etc. These should be designed in such a 

manner that optimum conditions of light, ventilation and space is met, so that the feeli ng of 

celebration could be emphasized. The author would prefer staggered staircase placements 

instead of aligning them vertically (thereby forming a stairwell!). 

Corridors: Corridors are vital spaces that provide transition from one space to another. 

Dimensions of corridors define typology of interaction it encourages (closed group, open ended 

etc.). Is it necessary for them to bear a singular character? Should corridors be demarcated by 

only one wall or it can have more than one directional walls? ... 

 

Level Differences: Difference in levels provide varying level of visual collisions  

 

Varying ceiling heights: 
Mismatched ceiling heights provide 

variety in sense of enclosure and 

improve the quality of overall space 

weaving various spaces into one 

singular organic structure. 

 

Classroom: Now class’ROOM’ signifies what? Are rooms 

always meant to be cuboid? Can we change the number 

of walls of a room? 

There are some functions that a class has to support 

and an environment to build around the learners 
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