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Designathon 2025: RETHINK, REUSE. REDEFINE.
Designing a Sustainable Future through Innovation, Empathy & Impact

Venue: USDI, GGSIPU East Campus

Dates: 15th, 16th, and 17th April 2025
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INTRODUCTION

tool for sustainability and innovation. The three-day event focused on exploring how
empathy, creativity, and design thinking can help build a more sustainable and responsible
future,

Participants were motivated to rethink everyday systems, reuse materials and ideas
intelligently, and redefine sustainable living through innovative and people-centered
approaches. The event created a Space for collaboration, learning, and problem-solving,
where design became a bridge between imagination and real-world change,

EVENT SUMMARY

The Designathon was a three-day challenge where students from various disciplines came
together to solve real-world sustainability issues through design. Participants chose from
six key areas — Circular & Zero-Waste Systems, Mental & Emotional Well-being,
Sustainable Mobility, Toys & Learning, Smart Cities, and Sustainable Rural Development.

Teams were guided by mentors and faculty members throughout the process — from
research and ideation to prototyping and final presentation, The event included workshops,
interactive sessions, and feedback rounds that helped participants refine their ideas and
bring them to life,

On the final day, the teams showcased their projects through prototypes and storytelling
presentations. The event concluded with an award ceremony recognizing the most
impactful and innovative ideas, celebrating creativity and sustainability hand in hand.

OBJECTIVES OF THE EVENT
* To help students apply design thinking methods to real-world sustainability challenges.

* To encourage empathy-based innovation that focuses on user needs,

« To promote awareness of circular design and zero-waste principles.

* To build teamwork and collaboration among students from diverse fields.

* To develop hands-on problem-solving and communication skills.

* To connect participants with mentors and professionals from the design field.

* To assess creativity, practicality, and social impact through expert evaluation,

ORGANIZING COMMITTEE
Faculty:
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Dr. Nikhlesh Sharma

Ms. Komal Verma

Coordinators:

Dhawal Chakravarty

Atif Hakim

Volunteers:

Falguni Pathak, Anjani Dhingra, Samiksha Kesharwani, Vibha, Smayra Dhiman, Utsav Singh
Specialists / Mentors:

Dr. Amit Tuteja(Chief Guest)

Prof. Bindoo Ranjan

Mr. Ahmadullah Khan
DETAILED SCHEDULE

Day 1: Orientation and Ideation

The event began with an inaugural session where the theme “Rethink. Reuse. Redefine.” was
introduced. Participants were briefed about the rules, problem statements, and event
structure. A keynote session on “Designing for Impact and Sustainability” inspired teams to
think critically about how design can drive social and environmental change.

The day continued with brainstorming sessions, empathy mapping, and concept generation.
By the end of Day 1, each team had finalized a specific problem to work on and began
outlining their design direction.

Day 2: Prototyping and Mentorship

Day 2 focused on turning ideas into tangible outcomes. Teams began developing their
concepts through sketches, mockups, and early prototypes. Mentors interacted with each
team, giving feedback on usability, storytelling, and feasibility. Participants made

adjustments and refined their designs based on real-time input. The energy throughout the
day was high, with participants collaborating intensely to prepare for the final presentation.

Day 3: Exhibition and Presentation

The final day of Designathon 2025 featured an exhibition where teams presented their
projects and prototypes. Each group shared their design process, the problem they
addressed, and the impact their solution aimed to create. Judges evaluated the entries on
the basis of creativity, empathy, innovation, and sustainability. The event concluded with a
felicitation ceremony where the best-performing teams were awarded.



/¢

Designathon 2025 ended on a high note, leaving barticipants inspired and motivated to
continue designing for change — reaffirming the belief that design, when guided by
empathy and purpose, can truly shape a better future,

TEAM LIST

1.Bibblet

Head: Divyanshi Jindal

Members: Hemanya Daga, Samarth Mastal
2. Proto Three

Head: Tisya Jain

Members: Akshita Rao, Akriti Bhardwaj
3. Pantone

Head: Jaanvi Singh

Member: Mridul

4. Slavyana

Head: Suhani Jain

Member: Lavanya Jain

5.Team Mystico

Head: Ishita

Member: Varnika Vishnoi

6.Jiggle Fish

Head: Suham

Member: Gunjan Verma

7.Fair Child Republic A10 Thunder Bolt 11
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FEEDBACK FORM

School |_|:| Copy chart

19 responses

15

10

2 (10.5%)

1(53%) 1(5.3%)

uUsDI University School of... Usdi
University School of... University school of d...
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Feedback

18 responses

Got to learn something new!! crazy experience,
lots of fun and knowledge and got to know about
others creativity too.. new ideas and
opportunities.. it would have been better if they
also told what else can be added to make it
something more innovative.

I hope next time participants will be judged more
fairly. Rest the management and everything was
great. Thank you

The Designathon was an amazing experience! |
genuinely enjoyed participating, collaborating with
others, and exploring new ideas. It was a great
learning opportunity that helped me think
creatively and practically at the same time.
Overall, I had a lot of fun, learned a lot, and would
definitely love to be part of more such events in
the future!
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OUTCOMES AND ACHIEVEMENTS

1. Fostering Sustainable Design Thinking

*  Over 100 participants applied design thinking to address real
issues,

 Students learned to empathize with users and design practical, people-centered
solutions.

-world sustainability

2. Innovative and Impactful Prototypes

* More than 25 prototypes were developed across six key sustainability domains.

* Winning projects demonstrated creative use of recycled materials, circular
systems, and low-cost innovation.

3. Interdisciplinary Collaboration

 Participants from diverse disciplines — design,
management — collaborated effectively.

 The event encouraged cross-disciplinary teamwork, enhancing collective
creativity and problem-solving,

engineering, architecture, and

4. Mentorship and Professional Guidance

* Students received hands-on mentorship from industry experts and faculty
members, improving their ideation and presentation skills.

* One-on-one feedback sessions helped participants refine their concepts and build
stronger narratives for their projects.

5. Skill Development

* Participants gained practical exposure to research, prototyping, and storytelling in
design.

 The event strengthened critical communication, leadership, and collaboration

skills,

6. Promoting Awareness and Responsibility

e The Designathon raised awareness about sustainable living, zero-waste systems,
and empathy-driven innovation. _ 5 .

= It inspired participants to view design as a tool for positive environmental and
social change.
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7. Recognition and Motivation

o Top-performing teams were recognized for innovation, feasibility, and social
impact.

e The awards ceremony celebrated creativity, motivating students to pursue
sustainability-focused projects beyond the event.

8. Long-term Impact

e The event fostered a culture of sustainability and creative problem-solving on
campus.

o Several participants expressed interest in continuing their projects or collaborating
with NGOs and startups for real-world implementation.
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CONCLUSION

The Designathon 2025 successfully brought together creativity, empathy, and innovation
under one roof, proving that design can be a powerful driver of sustainable change. Over
the course of three days, participants not only developed practical solutions to pressing
environmental and social challenges but also gained a deeper understanding of how
human-centered design can shape a responsible future.

The event fostered collaboration across disciplines, encouraged critical thinking, and
inspired students to approach everyday problems with a mindset of sustainability and
purpose. Through mentorship, teamwork, and hands-on learning, Designathon 2025
cultivated a community of young designers ready to take on real-world challenges with
empathy and innovation.

Ultimately, the event stood as a testament to the transformative power of design —
turning ideas into action and imagination into impact.
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ACTIVITY REPORTS

Day Focus / Activities

Day 1 Introduction to workshop objectives; training in
Rhino software for digital jewellery design;
participants created their own digital models

Day 2 Hands-on jewellery making; introduction to
tools and techniques; participants worked in
groups to craft jewellery

Day 3 Exhibition of digital and handcrafted jewellery;
participants shared experiences; feedback from
faculties and authorities

PHOTOGRAPHS
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Key Outcomes

Understanding of digital
jewellery design;
successful execution of first
digital creations

Practical skill development;
teamwork and creativity
enhanced; tangible
handcrafted pieces created

Showcase of creativity and
craftsmanship; reflection on
learning; recognition of
participant efforts and
innovation

https://drive.google.com/drive/folders/1XtiBhMM6ee -1 yPyZ2lL 3-

oforazKibz?usp=sharing
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21.Mansi Yadav
22.Santushti
23.Vani

24 Rupshika
25.Kanak Wadwa

DAILY ATTENDANCE

REGISTRATION ATTENDANCE SHEET FOK 5 NEDIHENIA 2.0
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PARTICIPANT LIST

1. Ayush Bansal
2. Akshara Verma
3. Neepun

4. Gaurav S. Negi
9. Navya Gupta

6. Jitisha Aggarwal
7. Angel Gupta

8. Smayra Dhiman
9. Vansh Saha
10.Mehak Chopra
11.Diksha Batra
12.Stuti Jha
13.Dhruv

14.Mansi Yaday
15.Lagan Ahuja
16.Kinza Fatima
17.Neetigya
18.Tanu Sharma

19.Suhani Khurrana

20.Vedika Agrawal
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Day 2: Practical Jewellery Making

The second day focused on the manual creation of jewellery,
emphasizing craftsmanship and teamwork.

Participants were guided by Mr. Gopal Joshi and Mr. Mohan Kumar

Bagh who introduced various jewellery-making tools and materials.

Under their supervision, participants learned how to handle tools
safely and use different techniques for shaping and assembling
jewellery components.

Students were then divided into small groups to collaborate and
design their own handcrafted jewellery pieces.

The session was filled with creativity, teamwork, and hands-on
learning, as participants transformed their ideas into tangible designs
with expert guidance.

Day 3: Exhibition and Presentation

The final day of the workshop was dedicated to the display and
presentation of the participants’ creations.

Both digitally designed models and handcrafted jewellery pieces were
exhibited for viewing.

Participants proudly shared the stories behind their creations,
reflecting on their learning journey over the three days.

The exhibition was attended by faculties and higher authorities, who
appreciated the creativity, innovation, and skill demonstrated by the
participants.

The workshop concluded with words of encouragement from the
experts and mentors, acknowledging the participants’ hard work and
enthusiasm.



DETAILED SCHEDULE

Day 1: Introduction and Digital Jewellery Design

The workshop commenced with a warm welcome address by Mr.
Chanchal Kumar Dev, who introduced the participants to the
objectives, structure, and learning outcomes of the three-day
Jewellery Design Workshop.

He briefed everyone about the importance of integrating creativity
with modern technology in the field of jewellery design.

Following the introduction, Mr. Rahul Dev conducted a
comprehensive session on the digital aspect of jewellery design.
Participants were introduced to Rhino software, where they learned
the basics of 3D modeling and digital rendering techniques used in
professional jewellery design.

After the demonstration, participants were assigned a hands-on
digital design task, allowing them to apply their new skills.

By the end of the day, most participants successfully created their
own digital jewellery models, showcasing great enthusiasm and
adaptability.

538/¢



ORGANIZING COMMITTEE

Faculty:-

Dr. Tiju T. Thomas Sir
Mr.Yogesh Bhanu sir
Mr. Saurav Sil sir
Mr.Narendra Singh Sir
Coordinator:-

Rahul Dev

Prakhar Aggarwal

Volunteer:-

Tasnim Rahman
Prisha

Lakshay Suri
Tanisha

Specialist :-
Chanchal Kumar Dev
Priya Dev

Gopal Joshi

Mohan Kumar Bagh

591(c
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OBJECTIVES OF THE EVENT

To introduce participants to the fundamentals of jewellery design
through both digital and manual approaches.

To provide hands-on experience with Rhino software, enabling
participants to understand the digital modeling process in Jewellery
creation.

To develop practical skills in handcrafted jewellery making, fostering
creativity and attention to detail.

To encourage participants to blend technology with traditional
craftsmanship, promoting innovation in design.

To create a platform for participants to showcase their creations and
share their creative journeys.

To enhance participants’ confidence, design thinking, and
appreciation for the artistry involved in jewellery making.

To engage students in a collaborative and experiential learning
environment, guided by expert faculty and mentors.

To evaluate and appreciate the creativity, originality, and skill
demonstrated by each participant.



Jewellery Design and Fabrication Workshop

Location: USDI, UB Floor, Room Number: B-UB03
Dates: 15" , 16" and 17t October

INTRODUCTION

The Jewellery Design Workshop aimed to enhance participants’
understanding of design principles, craftsmanship, and creativity in the field
of jewellery making through an interactive, hands-on approach.

EVENT SUMMARY

The Jewesllery Design Workshop was a three-day creative journey blending
technology, artistry, and craftsmanship. The first day introduced
participants to Rhino software, where they explored the world of digital
jewellery design. On the second day, creativity came to life as participants
crafted their own jewellery pieces by hand. The workshop concluded on the
third day with a beautiful display of their creations, as participants proudly
shared their experiences and the joy of creating something truly their own.

5é/e
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DESIGNATHON 2.0

Undertaking by the Participating Teams

Undertaking by the Team Leader:

I D&K&ﬁ &JETA___ declare that as a team leader of participating team of

Designathon 2.0, 1 shall maintain all the codes of conduct. | shall cordially follow the college
and university's guidelines for the competition and discipline. In case we win the award money, 1
shall be solely responsible for sharing the winning prize with my team members

‘7!’/ 2 -
351225

Signalure with date

Undertaking by the Team Members

liwe W: R'-? bh , decare that as a leam member (s) of participating
2

team of Designathon'2.0, i'we shall maintain all the codes of conduct and discipiine. In case we
win the award money, we agree to the condition of the organizers to credit the winning prize in
the account of our team leader. We entrust our team leader in sharing the winning prize with us,
and shall not hold the organizers responsible in case of any mistrust.

Rkt e

Signalure(s) with date 2 5 ‘2 - 2 S -




59/

EEBEET F L

DDMMY Y YY

AL AT AT P T !

O H RO GO

i ke o8 prs o oy gy e g g
WA TET DT -5 rws




bofc

DESIGNATHON 2.0
Undertaking by the Participating Teams

Undertaking by the Team Leader:

| Varnika Vishnoi . declare that as a team leader of participating team of
Designathon 2.0, | shall maintain all the codes of conduct. | shall cordially follow the college
and university's guidelines for the competition and discipline. In case we win the award money,
I shall be solely responsible for sharing the winning prize with my team members

Signature with date

Undertaking by the Team Members

liwe Ishita , declare that as a team member (s) of participating
team of Designathon 2.0, i/lwe shall maintain all the codes of conduct and discipline. In case we
win the award money, we agree to the condition of the organizers to credit the winning prize in
the account of our team leader. We entrust our team leader in sharing the winning prize with us,
and shall not hold the organizers responsible in case of any mistrust.

?M""/‘ of
26>
Signature(s) with date




DESIGNATHON 2.0

Undertaking by the Participating Teams

Undertaking bv the Team Leader:

| ,PRA GYA— , declare that as a team leader of participating team of
Designathon 2.0, | shall maintain all the codes of conduct. | shall cordially follow the college
and university's guidelines for the competition and discipline. in case we win the award money,
| shall be solely responsible for sharing the winning prize with my team members

ok AEY

Signature with date

Undertaking by the Team Members

liwe ’[&N\“ UP‘P A-L , declare that as a team member (s) of participating

team of besignathon 2.0, ifwe shall maintain all the codes of conduct and discipline. In case we
win the award money, we agree to the condition of the organizers to credit the winning prize in
the account of our team leader. We entrust our team leader in sharing the winning prize with us,
and shall not hold the organizers responsible in case of any mistrust.

gy

Signature(s) with date

6lIC
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How engaging did you find the demonstration ?
10 responses

a8

0 ‘

1 2 3

The feedback chart shows an overall average rating of 4.5, indicating a high level of satisfaction among
participants.

How clear were the workshop objectives and instructions ?
10 responses

8

0 : ;

1 2 3

The feedback chart shows an overall average rating of 4.40, showing a positive reception to the
workshop/event.
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Day

Focus / Activities

Key Outcomes

Day 1

Participants were introduced to the
fundamentals of transforming everyday
objects into expressive characters through
observation, imagination, and sketching
exercises,

Students learned to visualize
ordinary objects creatively,
developing initial character
concepts that reflected
personality and story,

detailing, and presentation methods to
complete and showcase their final
character sheets.

Day 2 |Participants refined their sketches by Students gained an
focusing on form, emotion, and defining understanding of character
traits of their chosen objects to enhance expression, proportion and how
individuality and narrative depth. design elements communicate
mood and identity.
Day 3 |Participants explored coloring techniques, | Students produced polished,

colored character illustrations
displayed on soft boards
demonstrating Creativity, skill, and
conceptual clarity.

PHOTOGRAPHS

https://d rive.google.com/drive/u/0/fol

ders/IR - TwabFUTIthGDhqcbszntix-

T9n

FEEDBACK FORM




PARTICIPANT LIST

1.

2.

9.

Darsh Aggarwal
Shivani Sinah
Jiya Singh
Ramneek Kaur
Era Gupta
Meenakshj
Khushi dhingra
Riya Sharmau

Diya bhardwaj

10. Harsh

1. Neha yadav

12. Sanyam

13. Kajal Bhati

bz/e
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DAILY ATTENDANCE

GURU GOBIND SINGH INDRAPRASTHA UNIVERSITY
UNIVERSITY SCHOOL OF DESIGN AND INNOVATION (USDI) &A: :
s

Attendance Sheet of Character Design for Storytelling Workshop

Faculty Coordinators :Dr.ﬂanki-ﬂaﬂu.l'nﬂuondn&hgh. Wr. Yogesh Kumar Bhanu

$ No. NAME uss HaY DAY 02 v ee
(15.10.25) (16.10.25) (17.10.25)
1 Darsh Aggarwal usDI Present Present Present
2 Shivani Sinah USDi Present Present Present
3 Era Gupta (Volunteer) usDi Present Present Present
4 Ramneek Kaur {Volunteer' USD| Present Presant Present
5 iyaSingh (Volunteer)  USDI Present Present Present
6  Meenakshi J C Bose University (Faridabad) Present Present Present
7 Khushi dhingra J C Bose University {Faridabad) Present Present Present
8  Riya Sharmau J C Bose Universily (Faridabad) Present Present Present
9  Diya bhardwaj J G Bose University {Faridabad) Present Present Present
10 Harsh J C Bese University {Faridabad) Present
11 Neha yadav J C Bose University (Faridabad) Present
12 Sanyam J C Bose University (Faridabad) Present Present
13 Kajai Bhati J C Bose University ({Fandabad) Present

ATTENDANCE SHEET FOR SYNESTHESIA 2.0
1oty o, JiHoor DATE

DATE MORNING SIGN  [EVENING SiGN ‘EwE@

ACTIVITY REPORTS



DETAILED SCHEDULE

Day T: Introduction

The workshop commenced with a warm welcome address by Mr. Akash
Rajput, who introduced the participants to the objectives, structure, and
learning outcomes of the two-day Character Design Workshop.

He emphasized the importance of observation and imagination in
transforming everyday objects into expressive characters that tell a story.
Following the introduction, Mr. Akash Rajput delivered an engaging PPT
Presentation on the fundamentals of character creation, focusing on
shape exploration, exaggeration, and personality developrment.
Participants were then guided through a series of hands-on sketching
exercises that eéncouraged them to reinterpret common objects into
unique character concepts.

During the session, students explored different drawing techniques and
discussed how form, proportion, and emotion contribute to character
identity.

By the end of the day, participants had created initial sketches of their -
object-inspired characters, showcasing creativity, curiosity, and
enthusiasm for the process.

Day 2: Developing Character Expression and Identity

Participants were mentored by Mr. Akash Rajput, who guided them in
identifying the defining characteristics of their chosen objects and translating
those traits into distinct visual personalities.

The second day of the Character Design Workshop centered on
advancing the characters conceptualized on the first day, with a focus on
observation, expression, and narrative development.

Under his guidance, students refined their sketches by enhancing
posture, proportion, and emotion to give their characters greater depth

and individuality.

The session emphasized how subtle design decisions—through lines,
forms, and gestures—can effectively communicate mood, attitude,

and identity.

Yifle
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The atmosphere was filled with Creativity and thoughtful exploration, as
participants transformed simple concepts into fully developed character
illustrations,

By the end of the day, students presented their completed artworks,
reflecting originality, imagination, and a strong understanding of how to
turn everyday objects into expressive characters.

Day 3: Adding Color and Final Presentation

The third and final day of the Character Design Workshop focused on
adding color, detail, and personality to the completed character
sketches, leading up to the final preésentation of participants’ work.
Participants refined their final character sheets, experimenting with
tones, textures, and highlights to bring their illustrations to life.

The session encou raged a balance of creativity and precision as students
Prepared their artworks for display.

By the end of the day, all final character sheets were proudly exhibited on
the soft boards, showcasing a vibrant collection of imaginative creations
that reflected each participant’s unique style and artistic growth,

The workshop concluded with a presentation and discussion session,
Where students shared their creative process and received valuable
feedback from Mr. Akash Rajput.
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OBJECTIVES OF THE EVENT

To develop participants’ skills in live character sketching and illustration,
enabling them to translate creative ideas into expressive visual forms.

To understand and apply the principles of exaggeration, facial
expressions, and dynamic posing in character design for more engaging
artwork.

To explore various digital cartoon art styles and storytelling techniques
that enhance narrative-driven visual design.

To provide mentorship and guidance from professional artists and
designers, allowing participants to gain industry insights and refine their
artistic approach.

To build an understanding of proportion, gesture, and movement for
creating lively and believable characters.

To cultivate collaboration and peer learning through group activities,
critiques, and shared creative discussions.

To equip participants with the skills needed to conceptualize and
develop original characters from idea to final illustration.
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ORGANIZING COMMITTEE

Faculty Coordinator

1. Mr. Yogesh Kumar Bhanu
2. Mr. Narendra Singh
3. Dr. Nanki Nath

Specialist / Expert

Mr. Akash Rajput

Event Coordinator
1. Ayachi Singh Rathor

(B.des INTERACTION)
06818241622

2. Nandika Jain

(B.des INTERACTION)
05118241622

Volunteers

Vanshika Malhotra
Jiya Singh

Dhriti Moondhra
Ramneek Kaur

Era Gupta

NN
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synesthesia §

GURL GORIND SINGH
INDRAPRASTHA
UNIVERSITY

DESIGN

for STORY TELLING

lo-17 OCT 2029

10:00 am onwards

REGISTER HERE

VENUE: 1st Floor Drafting Studio

EVENT HIGHLIGHT

* Live Character Sketching &
llustration

* Leaming Exaggeration,
Expressions & Posing

* Exploring Digital Cartoon
Styles & Storytelling

+91.96500 58122 491 96673 54674
Faculty Coordinaters — Dr. Nanki Nath | Narender Singh
Dean USD{ - Dr. (Prof.) Arvinder Kaur

-
T T

Lo
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Character design for storytelling

Location: USDI, First Floor, Room Number: B102

Dates: 15", 16" and 17t October

INTRODUCTION

The Character Design with Storytelling Workshop aimed to help participants
understand the fundamentals of character creation, visual storytelling, and
stylisation. Through a mix of demonstrations and hands-on activities, the
workshop encouraged students to explore how stories influence character
design and how expressive, humanistic elements bring characters to life.

EVENT SUMMARY

The Character Design with Storytelling Workshop encouraged students to
explore creativity through the imaginative transformation of everyday objects
into characters. Over three days, participants learned to observe their
surroundings differently—seeing stories and personalities hidden within
ordinary items. The first day focused on understanding the fundamentals of
character design and the relationship between form, expression, and narrative.
On the second day, students applied these learnings through guided exercises,
reimagining objects with unique traits and emotions.

The expert provided valuable insights into stylisation, exaggeration, and the
storytelling potential of design. Students enjoyed experimenting with forms,
translating mundane objects into expressive characters, and gaining a deeper
appreciation for the creative process. The workshop successfully strengthened
their conceptual thinking and illustration skills, leaving them with a practical
toolkit to infuse originality and storytelling into future design projects.



FEEDBACK FORM

How useful was this workshop for your learning and skill development?
25 responses
@ Excellent
@ Good
Average
@ Poor

Which part did you find most valuable?

25 responses

Leaming Rhino {Digital Jewsllery

Design)
Handcrafted Jewellery Session 25 (100%)
Tool Demanstration 22 (B8%)
Final Showcase 12 (4B%)
20 25

10 ]

5

How was the guidance and support from instructors?

25 responses

@ Excelient

@ Good
Fair

@ Poor
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Did the workshop meet your expectations?

25 responses

@ Yes. completely

@ Parlly
Not really

University
25 responses

15

1 (4%)

USAR uspl Usdi
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OUTCOMES AND ACHIEVEMENTS

1. Enhanced Digital Skills

- Participants learned to use Rhino software for designing
jewellery.

o Successfully created their own digital 3D jewellery models.
2. Hands-on Craftsmanship

- Developed practical skills in jewellery making using
professional tools and techniques.

o Created tangible handcrafted jewellery pieces in groups,
promoting teamwork.

3. Creative Expression

» Participants explored their creativity and design thinking
through both digital and manual methods.

- Encouraged innovation by blending digital design with
traditional craftsmanship.

4. Teamwork and Collaboration

- Group activities fostered collaboration, communication, and
problem-solving skills.

5. Confidence and Skill Development

- Boosted confidence in applying technical skills to produce
professional-quality work.

» Gained a sense of accomplishment through completing both
digital and handcrafted jewellery pieces.
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6. Exhibition and Recognition

o Participants displayed their creations in a final exhibition,
receiving appreciation from faculties and higher authorities.

- Demonstrated originality, dedication, and skill, earning
recoghition for their efforts.

7. Holistic Learning Experience

- Bridged the gap between digital design and traditional
jewellery-making techniques.

- Provided a wholesome learning journey combining technical
knowledge, creativity, and practical application



SPONSORSHIP AND COLLABORATION

Collaboration with DevCreation

CERTIFICATE

gy% 1)

UNIVERSITY SCHOOL OF DESIGN AND INNOVATION

GURU GOBIND SINGH INDRAPRASTHA UNIVERSITY
EAST DELH CAMPUS

JEWELLERY DESIGN

b \
!/':' CERTIFICATE OF APPRECIATION ‘.\

THIS CERTIFICATE IS PROUDLY AWARDED TO I-‘
*" ( %a%{uf @6’7‘”{&: "‘
PROVIDFD VALUABLE GUIDANCE AND SUPBPORT AS A FRCULTY cuolnluﬂfﬂi (L]
TwE JEWELLERY DESIGH, SYNESTHESIA 2.0 20256

PHOF BINDOD RANJAN PROE ARVINDER KAUR PROF. AN SAWNI
P TR PEaAn LSEL & 1RAR VRECION

© sy%n IR

UNIVERSITY SCHOOL OF DESIGN AND INNOVATION
GURU GOBIND SINGH INDRAPRASTHA UNIVERSITY
Easy

DELHI CAMBUS

JEWELLERY DESIGN

/ \
”,‘:’ CERTIFICATE OF PARTICIPATION ‘:\\

ﬁ‘ Gtstar Oewma .‘/"

tOR PARTICIPATING AND CONTRIBUTING ENTHUSIASTICALLY N
e JewsLLLRY DLSIGN WORKEHOP, SYNESTHESIA 2.0 2025.

ME SOURAV 5L pRE 113U T THOMAS PROF BINDOO RANJAN PROF ARVINDER KAUR PROF. & K SRAINI
ATTRINY O mAR AL gty A mAwGE CHPDAAITN SINEETEES A LAN A5 R ShAR [
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EVENT POSTER

15-17 OCT 2020 ;I‘

10:00 am onwards ilfr

REGISTER HERE

EVENT HIGHLIGHT

» Live Demonstration Of

Design-To-Product Process
* Leaming Material Selection
& Craft Techniques
s Exploring Modern &
Traditional Jewellery Styles
* Guidance From Industry
Experts & Artisans

g

W
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CONCLUSION

The Jewellery Design Workshop successfully achieved its objectives of
blending digital learmning with hands-on craftsmanship. Participants gained
valuable knowledge in design software, developed practical jewellery-
making skills, and showcased creativity through their final displays. The
workshop provided a meaningful platform for experiential learning,
teamwork, and innovation. Overall, it was a highly enriching experience that
inspired participants to explore new dimensions of design and creativity.



Was the pace of the workshop -
10 responses

@ Too fast
@ Just right
" Too slow

How helpful was the session in understandi
etc ?
10 responses

ng character design basics (shape, form, personality)

@ Very helpful
@ Somewhat helpful
0 Not helpful

Rate the overall experience please
10 responses

8

G R

1 2 3 4

=]

The feedback chart shows an overall average rating of 4.5, highlighting participants’ overall satisfaction
and engagement

OUTCOMES AND ACHIEVEMENTS

22/,
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1. Enhanced Digital Skills

o Participants learned to use Rhino software for designing
Jewellery.

o Successfully created their own digital 3D jewellery models.
2. Hands-on Craftsmanship

o Developed practical skills in jewellery making using professional
tools and techniques.

o Created tangible handcrafted Jewellery pieces in groups,
promoting teamwork.

3. Creative Expression

o Participants explored their Creativity and design thinking through
both digital and manual methods.

o Encouraged innovation by blending digital design with
traditional craftsmanship.

4. Teamwork and Collaboratijon

o Group activities fostered col laboration, communication, and
problem-solving skills.

5. Confidence and Skill Development

o Boosted confidence in applying technical skills to produce
professional-quality work.

o Gained a sense of accomplishment through completing both
digital and handcrafted jewellery pieces.

6. Exhibition and Recognition

o Participants displayed their creations in a final exhibition,
receiving appreciation from faculties and higher authorities.

o Demonstrated originality, dedication, and skill, earning
recognition for their efforts.

7. Holistic Learning Experience
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o Bridged the gap between di

gital design and traditional jewellery-
making techniques.

o Provided a wholesome learnin

g journey combining technical
knowledge, creativity,

and practical application

SPONSORSHIP AND COLLABORATION

Collaboration with DevCreation

CERTIFICATE

.

GURU GOBIND SINGH INDRAPRASTHA UNIVERSITY
EAST DELHI CAMPUS « SURAJMAL VIHAR

UNIVERSITY $CHOOL OF DESIGN AND INNOVATION

)

CHARACTER DESIGN ‘
’,” CERTIFICATE OF PARTICIPATION ‘.\

"‘l THIS CERTIFICATE I8 PROUDLY AWARDED To .."
’ PARTICIPATED ENTHUSIASTICALLY AND CONTRIBUTED IN THE CHARACTER ‘
DESIGN WORKSHOP.

DR. NANKI NATH MS. MANISHA PROF. BINDOO RANJAN PROF. {DR.) ARVINDER KAUR PROF. (DR.) A.K. SAINI

ACTIVITY INCHARGE ACTIVITY INCHARGE COORBINATOR SYNESTHESIA 2.0

DEAN USDI & USAR DIRECTOR
FACULTY FACULTY
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EVENT POSTER

i, i,

DESIGN

for STORY TELLING

lo-17 OCT 2020

10:00 am onwards

REGISTER HERE

VENUE: 1st Floor Drafting Studio

T T T T TN T

EVENT HIGHLIGHT

 Live Character Sketching &
llustration

* Leaming Exaggeration,
Expressions & Posing

e Exploring Digital Cartoon
Styles & Storytelling

Artists & Designers

CONTACT:-
Student Coordinators - Ayachi Singh | Nandika Jain
= +91 96500 58122 +51 96673 54674

Faculty Coordinators - Dr. Nanld Nath | Narender Singh
| Dean USDi — Dr. {(Prol.) Arvinder Kaur

‘% SN




CONCLUSION

The workshop successfully met jts objective of nurturing originality and
storytelling in design practice, leaving students motivated to continue
exploring character-driven Creativity in their future work.

23/
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WORKSHOP REPORT

GUILD ED @

DESIGN DIALOGUE PISRUPTION

3 ] ] =1 - 1 i

Virtual Reality & Architecture meets imagination,
now these pixels become places, and how design
transcends the screen to become something you

can step inside, just as produced, by you

YNSSUhesie

1
L

jmal Vihar, Delhi

East Dethi Campus, Sura

a University,

October 15 - 17"

2025 .

Guru Gobind Singh Indraprasth

Delivered by seasoned professionals from Inkspire™, this immersive workshop blends design
thinking with real-world technology, led by experts who've engineered Forbes-featured ArchViz VR
projects and are among the first in India to deliver interactive, walkabie virtual experiences.

AR/VRWORKSHOP

Location: USDI, Ground Floor, Room Number B-003
Dates : 15th, 16th and 17th October
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INTRODUCTION

Reality Construct is an immersive VR + Architecture workshop by Inkspire™, hosted under
GUILDed 2025 at Guru Gobind Singh Indraprastha University. Experience how imagination and
design converge through technology to create walkable, interactive virtual spaces — where

ideas transcend the screen and become reality.

EVENT SUMMARY

The three-day Reality Construct workshop by Inkspire™ explored the fusion of architecture,
design, and immersive technology. Day one introduced AR/VR concepts and showcased real-
worid projects. Day two engaged students in interactive VR experiences and collaborative team
activities. On the final day, participants presented their projects, reflecting on their creative
journeys and newfound understanding of virtual design. The workshop inspired innovation and
redefined how students perceive digital spaces.

OBJECTIVES OF THEEVENT

1)To introduce students to the fundamentals of AR and VR, enabling them to understand how
immersive technologies are shaping the future of design, architecture, and digital experiences.

2)To provide hands-on exposure to professional ARIVR workflows, tools, and walkthrough
technigues used by industry experts.

3)To bridge the gap between theoretical learning and practical application by allowing
participants to engage with real-world immersive erwironments and VR headsets.

4)To encourage creative thinking and innovation by guiding students to explore how virtual
spaces can be designed, experienced, and interacted with.

5.)To offer mentorship from industry professionals, allowing students to learn directly from
experts featured in global platforms like Forbes.

6.JTo equip participants with project-based learning, including take-home tasks that help them
apply ARIVR concepts independently.

7.)To foster a collaborative and engaging learning environment where students can discuss,
ideate, and build awareness around emerging technologies.
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DETAILED EVENT SCHEDULE (3 DAYS)

Conducted by Team Inkspire (Sahil Sir & Aaditya}

Day 1 - introduction & Deep Exploration of AR/VR
Time: 1900 AM — 3:00 PM

Tearm Inkspire, led by Sahil Sir and Aaditya, introduced the participants to the workshop.
Overview of Augmented Reality and Virtual Reality fundamentals.

Deep exploration of immersive technologias and thair evolution.

Demonstrations of glokbal ARJVR use cases in design and architecture.

Cpen discussion and Q&A led by Team Inkspire to build conceptual clarity.

Day 2 ~ Technical Walkthroughs & Hands-0On Learning
Time: 00 AM - 4:00 PM

L]

L

"

Team Inkspire (Sahil Sir & Aaditya) conducted an expert session on AR/VR wslkthrough
design.

Live demonstration of professional project workflows and their creation process.

Hands-on experience with VR and AR headsets, allowing students to interact with immersive
spaces.

Explanation of tools, software, and pipeline structure used in the industry,

Participants received a home assignment to practice and apply the concepts taught.

Day 3 - Review, Jury Evaluation & Feedback
Time: 1100 AM = 4:00 PM

&

Participants submitted their assignments for evaluation by Sshil Sir and Aaditya from Team
Inkspina.

Detailed review and individual feedback were given 1o each student.

Students refined their work based on suggestions from the experts.

Final work was prepared and presented to the Dean Ma'am and other jury members for
academic assessment,

The session concluded with acknowledgments and appreciation from Team Inkspire,



ORGANIZING COMMITTEE

Faculty:-

1. Yogesh Sir
2. Karthik Sir

Coordinator:-

L Ayushman Advitya Singh
2. Rukshant Wyas

3 Privansh Tyagi

4 Kalpit

5.Simran

E.Tanu

7. Yash

8. Prateek

Volunteer:-

1 Kalpit
2.3imran
3.Tanu

4, Yash

5. Prateek

Specialist :-
Team inkspire

1. Sahil Bansal 5ir
2. Aaditya Kumar
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ACTIVITY REPORTS
Day Focus { Activities | Key Outcomes

Day 1

Focus | Activities:

Introduction to workshop objectives;: overview of
& Aaditya) conducted s deep exploration of

ARIVR fundamentals; Team Inkspire (Sahil Sir

N o immersive t , |
AR{VR applications; intersctive Q& echnologies; demanstration of global

Key Outcomes:
Fnun?ational und:us:standing of AR/VR concepts: inereased awareness of immersive design
passibilities; participants Bained conceptual clarity and exposure to real-world applications.

Day 2

Focus { Activitias:

Hands-on learning session lad by Team Inkspire; technical walkthroughs of professional ARI/VR
projects; live demo of VR/AR headsets; discussion on tools, pipeline, and workfiow; home
assignment given for practice.

Kay Outcomes:
Practical insight into AR/WR workflows; enhanced technical understanding; hands-on exposure
to VR environments; development of applied skills through guided tasks.

Day 3

Focus { Activities:

Submission and review of participant assignments; Team Inkspire (Sahil Sir & Aadityes)
evaluated work and provided deteiled feedback; refinement sessien; final work showcased to
Dean Ma'am and jury members for academic review,

Key Outcomes: )
Constructive expert feedback; improved project quality through revisions; recognition by
faculty and jury: increased confidence and professional exposure for participants.



iy gidd

PARTICIPANTLIST

LiHarshit
2.JPrabhleen kaur
3.)Prachi sharma
4. )Prachi singh
8.)Huziyah hesam
& Jhashi

7.Pranjal Jindal
8.)Samya

S At

10 ) Sanvi
N.)Gurchit
12.)Divya
13.)Sanchita
M.]Aitsh&y

15, JAditi
16.)Ananya Wadhwa
17.¥akshad

18. )Stavak

19 JKeshav Gupta
20, )Utsav Singh
21.)Aditya Kapoor
22 JRishabh Gupta
23.)Chadar Mohan
24)5uhani Kalra
25.)Harshita Surana
26.akshita
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SPONSORSHIP AND COLLABORATION

Collaboration with Inkspire™ And Tap India

BEALLITY.
CONMSTRLUICT

Certificate
of Participation
This coritficate is prowudly presanted Lo

oy pasticipativeg i Reality Conalvest 20ES: Wierual Bality
i Besigm i Intesotion: Divlopmens’ conducied by
Cutld ARSRRE . »worinhop o atheancosd corvengenee Bl
dBest g anald wetual realty mechamics, lad by Aading Wames
% Satvil Bameal fmen 55 - 17 Ociniesy S0ES

paNsas | BiabBPEPE | HINEFETIGR

. Bndoo Fanjan P diviredar M ot &8 Saw

i

UNIVERSITY SCHOOL OF DESIGN ANMD INNOVATION

GURL GOEIND SINGH NORAFRAS THA UNIVERSITY
EATT DL CAMPLS

VIRTUAL SCAPE :‘\

CERTIFICATE OF PARTICIPATION

FHIS CERTEFISATE 15 FROUDLY AWARDEDR TO ""

EOR BARTICHPATING AND CONTRIBUTING ENTHUBASTICALLY IN
THE VIRTUAL SCAPE, SYNESTHERIA 2.0 IDIG

e, daiv. Bl M, AADIT TR RUlShE
OISR DAE, ETRREE TRk e R, | e
R, EARTINETS CHAMDAS ME YORESN K. HHaly  FPROF. BMDIO BAMIRH PREE, afViabER CALS PROF. ALK, SRR
ACTIRITT PRDHEIDE FEDULTT  RITIEITT SDEANDE FECLLTT Creabtuaios gesRbiniae £ TEAM BT K JUAS SIpRETEE
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Our pictures in
Day-2 -» ARSVR falder
Day-3 » Dean ma'am visit faldar

OUTCOMES AND ACHIEVEMENTS

1) Epmm:ed Understanding of ARJVR Technologies
P.arflmpa{at; gainef.i a Strong conceprual foundation in sugmented and virtual reality, including
their applications in design, architecture, and interactive environments, |

2.)Hands-0n Exposure to Professional Tools
Students experienced industry-level AR/VR warkflows, intaracted with VR headsets, and
abserved expert-leg demonstrations by Team Inkspire,

3.)Practical Skiil Development
Thrnygh gu.iﬂed Bssignments and walkthrough exercises, participants developed skills in
spatial design, immersive environment creation, and visualization technigues,

4.JExpert Foedback for Improvement
Parsonalized evaluation by Sahil Sir and Aaditya helped students refine thair work, understand
industry standards, and improve their project output.

5.)increased Creativity and Innovation
The workshop encouraged students to think beyond traditioral design, inspiring them to
experiment with immersive mediums and virtual SpRCes.

6.)Professional Exposure and Recognition
Participants showcased their final work to the Dean Ma'arm and jury members, receiving

appreciation and recognition for their efforts.

7.)Strengthened Collaboration and Engagement
The event fostered teamwork, active participation, and rmeaningful interaction between

students and experts from Team inkspire.

8.)Successful Completion of a Three-Day Immersive Program
The workshop achieved its objectives, offering a complete learning eycle—from introduction to
practice, review, and professional presentation.
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CONCLUSION

The three-day AR/YR workshop conducted by Teamn inkspire, led by Sahd Sir and Aty
successtully provided students with 8 comprebensive and immmersive leaming experience
From understanding the faundational principles of sugmentad and virtusl reality 10 engaging n
hands-on dermnonstrations and prajoct-based activities. participants gained valushie insights
inld the growing workd of immersive design.

The expert-led sessions not only enhanced techaical knowiedge but also encouraged
creativity, critical thinking, and expedmentation The redew and fesdback process oo the final
day enabled students 1o refine ther work to maet professional standards, culminating i a
canfident presentation before the Dean Ma'am and jury members.

Dverall. tha warkshop achiaued its intended objectives—bridging theary and practice,
intracucing industry-refevant skills, and inspiring students 3o explore the dynamic possibilibes
of ARVVR = their scademic and creative journeys The event stends ps 8 successivl
collaboration betwean the univarsity and Tesm nkspire, marking & rmaaningful step toward
integrating emerging technologies into design education,
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Introduction

The 3D Surface Modulation Workshop was organized to provide
students with practical exposure to contemporary surface design
techniques used in interior architecture. The workshop focused on

event aimed to bridge the gap between theoretical knowledge and
real-world application through hands-on learning.

Event Summary

faxplore surface modulation techniques, texture creation, lighting
Integration, and final installations. Expert guidance ensured a

structured and enriching learning experience throughout the event,

Objective of the Event

The primary objectives of the workshop were:

 To introduce students to 3D surface modulation concepts in
interior design
To provide hands-on experience with POP application and
finishing techniques
To familiarize students with materials, tools, and CNC processes
To encourage creative exploration of textures, forms, and lighting
To enhance teamwork and collaborative design skills
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DETAILED SCHEDULE

Day 1: Introduction & Material Understanding

Introduction to the concept of 3D surface modulation
Overview of wooden boards, theijr types, and applications
Explanation of CNC cutting techniques and their role in surface
design

Introduction to POP (Plaster of Paris) and its usage in interior
surfaces

Familiarization with raw materials and tools used in surface
modulation

Day 2: Practical Application & Texture Development

Hands-on POP application on wall surfaces

Demonstration of techniques to create various textures and
finishes

Experimentation with depth, patterns, and surface detailing

Discussion on lighting integration and wall décor to enhance visual

appeal

Interactive sessions encouraging student participation and
creativity

Day 3: Finishing, Lighting & Installation

Painting and finishing of textured surfaces
Application and positioning of lighting elements

Final installation of POP boards ‘
Group-based collaboration to create individual wall panels

Presentation and review of completed surface designs
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DETAILED SCHEDULE

Day 1: Introduction & Material Understanding

Introduction to the concept of 3D surface modulation
Overview of wooden boards, their types, and applications
Explanation of CNC cutting techniques and their role in surface
design

Introduction to POP (Plaster of Paris) and its usage in interior
surfaces

Familiarization with raw materials and tools used in surface
modulation

Day 2: Practical Application & Texture Deirelopment

Hands-on POP application on wall surfaces

Demonstration of techniques to create various textures and
finishes

Experimentation with depth, patterns, and surface detailing
Discussion on lighting integration and wall décor to enhance visual
appeal

Interactive sessions encouraging student participation and
creativity

Day 3: Finishing, Lighting & Installation

Painting and finishing of textured surfaces
Application and positioning of lighting elements

Final installation of POP boards
Group-based collaboration to create individual wall panels

Presentation and review of completed surface designs
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Tanmeen kaur

Khushi Khandelwal
Kanak
Supriya
Kartik
Mannat
Vedika
Saakshi
Khushi M
Upangna
Ankur
Fabeha
Ayushi Garg
Mehek
Anjali
Khushi
Mansi
Sudiksha
Harsuchetan
Diya

Chirag
Dhruv

Jiya

Digij
Farhaan
Jassimar
Avneet
Lakshita
Niharika
Vidushi
Vidhi
Yashika
Khushi Gupta
Riddhima
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OUTCOMES AND ACHIEVEMENTS

The 3D Surface Modulation Workshop successfully achieved its
intended academic and practical goals, resulting in significant
learning and skill development among the participants. The key
outcomes and achievements of the workshop are outlined below:

1. Development of Practical Skills

Participants gained hands-on experience in Plaster of Paris (POP)
application, including surface preparation, layering, texturing, and
finishing techniques. Students learned how to handle tools and
materials confidently, translating theoretical concepts into real,
tangible outcomes.

2. Understanding of Material Behavior

The workshop enhanced students’ understanding of the physical
properties and behavior of materials such as POP and wooden boards.
Participants learned how different materials respond to application
techniques, thickness, drying time, and finishing processes, enabling
them to make informed design decisions.

2. Understanding of Material Behavior

The workshop enhanced students’ understanding of the physical
properties and behavior of materials such as POP and wooden boards.
Participants learned how different materials respond to application
techniques, thickness, drying time, and finishing processes, enabling
them to make informed design decisions.

3. Exposure to Industry-Relevant Techniques

Students were introduced to CNC cutting techniques and modern
fabrication methods commonly used in professional interior and
architectural practice. This exposure helped students understand
current industry standards and the practical feasibility of complex

surface designs.
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4. Creative Exploration and Design Thinking

The workshop €ncouraged experimentation with forms, textures,
patterns, and depth, allowi ng students to explore creative approaches
to surface modulation, Participants developed original wall panel
designs, strengthening their conceptual thinking and visual Creativity.

5. Integration of Lighting and Surface Design

transforms the overall aesthetic of g surface, resulting in more
dynamic and visually engaging wall panels,

6. Teamwork and Collaborative Learning

By working in small groups, students developed collaboration,
coordination, and Communication skills, The team-based approach

7. Completion of Physical Design Outputs

Each group successfully completed a 3D textured wall panel,
demonstrating their ability to conceptualize, execute, and finish a
design within a limited timeframe. These Panels served as tangible
evidence of skill acquisition and creative achievement.

8. Confidence Building and Professional Exposure

The hands-on nature of the workshop helped boost students’
confidence in working with materials and tools. Interaction with
experienced architects provided valuable professional insights,
motivating students and preparing them for real-world design

challenges.
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UNIVERSITY SCHOOL OF DESIGN AND INNOVATION
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RFACE MODULATION IN INTERIOR .
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FOR PARTICIPATING AND CONTRIBUTING ENTHUSIASTICALLY IN THE “30 SURFACE
MODULATION IN INTERIORS” WORKSHOP, IN COLLABORATION WITH DESIGN
STYLIO ARCHITECHTS AND INTERIORS ON 16TH-16TH OCTOBER, SYNESTHESIA

THIS CERTIFICATE IS PROUDLY AWARDED TO

2.0 2025,
AR. AMAN KATOCH AR. KANIKA SINGH
BERIGN STYLIO ARCMITECTS DESIGN STYLID ARCHITECTS
AND NTEKIORT AND ENTERIORS

MS. SHUBHANG!I SAXENA M35, DEEMSHALI ANAND PROF. BINDCO RANJAN PROF. ARVINDER KAUR PROF. A.K. SAINI
ACTIVITY INCHARGE FASULTY ACTIITY INCHABGE CODRMINATOR GYNESTHESIA 2 0 DEAN USDI & USAR DRECTOR
FATULTY

w IRJ

UNIVERSITY SCHOOL OF DESIGN AND INNOVATION
GURU GOBIND SINGH INDRAPRASTHA UNIVERSITY
EAST DELHI CAMPUS

i 28 iTF
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? PROVIDED VALUABLE GUIDANCE AND SUPPORT AS A FACULTY COORDINATOR N ‘

m
A

THE 30 SURFACE AND MODULATION, SYNESTHESIA 2.0 2025,

AR, AMAN KATOCH AR. KANIKA SINGH
PESIGN BTYLIO ARCHITECTS DESIGR STYLIO ARCHITECTS
AND PRTERIORY ARD INTERIONS

PROF. BINDOO RANJAN PROF.ARVINDER KAUR FIOF';I:;IYI;?AIIR
COORDINATOR SYNESTHESIA 2 O BEAN USDI & USAR
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WALL FINISHING
OSHOP

“TEXTURE" is an exclusive hands-on
workshop focused on Plaster of Paris
(POP) woll finishing techniques.

EVENT HIGHLIGHTS
Live Demonstration of POP Wall Finishes

Leaming Surface Preparation & Layering

e

Exploring Decorative Textures & Finishing
Techniques

Guidance from Faculty & Expert
Instructors

DATE VENUE TIME
'5_ ROOM NO. 402 10:00AM
16 4™ FLOOR ONWARDS
OCT 2025 B BLOCK, USDI
Dean- Dr. Arvinder Kaur
Synesthesia Coordinator- Prof. Bindoo Ranjan

Faculty Coordinators- Ar. Deekshali Anand | Ar. Shubhangi Saxena
Student Coordinators- Nitesh Singh | Vasu Anand . 9821320745 | 9654716192
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CONCLUSION

The 3D Surface Modulation Workshop was a highly successful
academic and practical initiative that provided students with an in-
depth understanding of contemporary surface design techniques
used in interior architecture. Through a well-structured three-day
pProgram, participants were able to seamlessly integrate theoretical
knowledge with hands-on application, gaining direct exposure to
Mmaterials such as Plaster of Paris, wooden boards, and modern
fabrication methods including CNC cutting. The step-by-step
progression from materia| introduction to final installation allowed
Students to clearly understand the complete workflow involved in
designing and executing three-dimensional surfaces.

The workshop significantly enhanced students’ technical skills,
creative thinking, and confidence in Working with real materials and
tools. The inclusion of texture development, finishing techniques, and

the design industry. The expert guidance provided by experienced
architects ensured high-quality learning, practical insights, and
continuous motivation throughout the sessions.

Overall, the workshop proved to be a valuable learning experience
that strengthened students’ academic foundation while preparing
them for real-world design challenges. The outcomes not only
enriched their practical skill set but also contributed to their
professional growth and portfolio development. The'suc'cess of the
event highlights the importance of experiential learning in .
architectural education and sets a strong precedent for conducting
similar skill-based workshops in the future.



