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them have been selected by Jindal Stainless Ltd. 

Each of these products endorses his philosophy of 

simplicity. All these designs have a language of their 

own, and they have been designed keeping spatial 

dimensions in mind. These products have practical 

applications, but their aesthetic value has not been 

compromised upon. Prototyping of stainless steel 

furniture was carried out in order to bring about 

modifications in existing designs, and this resulted 

in the making of prototypes with stainless steel 

pipe bending and other procedures. Apart from 

uniquely designed tables and chairs (Fig.2 and Fig. 

4); new designs of racks, containers and trays were 

created after sheet metal was introduced into the 

application process. The book also features a range 

of hospital furniture, designed keeping in mind the 

importance of safety standards in hospitals (Fig.1 

and Fig. 3). The designs shown here have a good 

stainless steel in making hospital furniture. In a 

hospital, one often comes across furniture that 

has razor-sharp edges. Safety and hygiene are of 

great importance while designing furniture for 

hospitals. A series of hospital furniture such as 

general purpose ward bed, side table, instrument 

trolley, foldable screen and transfusion stand were 

designed and prototyped. I also saw to it that all 

the activities of the Chair were integrated with the 

academic programmes at NID.

Fig. 1: General purpose ward bed

Q. What design methodology would you recom-

mend to our students?

A. Every student must have a profound under-

standing of structure. Nothing should be taken for 

granted while designing. Though one might follow 

the tried and tested procedures or approaches, it is 

not unnatural to hit upon a novel idea in such a situ-

ation. Students should not become susceptible to 

various philosophies, but must develop one of their 

own. A sincere design student must engross himself/

herself in a constant endeavour to better his/her 

design practice. Each such experience should make 

the student realise that he/she is just a novice in 

the field of design, and must begin at the beginning. 

Therefore, a mind fuelled with curiosity will only 

be an added advantage. Any kind of design should 

help to serve two functions at the minimum. That 

is, a design must be used to its utmost potential. A 

student must create designs that are concomitant 

with the existing technology of the day, and at the 

same time; it should be dynamic enough to meta-

morphose into constructive futuristic applications.

 

Q. Having spent more than thirty years in the field 

of designing steel products, you must have devel-

oped a design philosophy of your own. Could you 

share the same with us?

A. My design philosophy can be summed up in one 

word: simplicity. A design should be so simple that 

any individual should be capable of making it with 

ease. To me, a successful product is something 

which has long lasting design value. A design must 

have simplicity as well as aesthetic appeal. I endorse 

simplicity, as I believe that any object that is created 

must be self-explanatory. Its design should not 

create any ambiguity regarding its functions in the 

mind of the user. Besides, it should be environment 

friendly. It may sound paradoxical, but a simple 

design is the consequence of hard work. There is no 

place for ostentation in design. Its simplicity must 

manifest itself through silence.

Fig. 2: Cafeteria chair 

SIMPLY STAINLESS: An Overview

Simply Stainless is the apogee of Prof. Gajanan 

Upadhyaya’s expertise in the field of stainless steel 

product innovation. He has been instrumental in 

designing several products; thirty-two of which 

have been featured in this book and eleven of 

scope of being prototyped and perfected with the 

help of latest technology. The versatility of stainless 

steel reveals itself brilliantly through all the

products presented in this book.

Fig. 4: Arch chair

Fig. 3: Hospital foldable screen and transfusion stand
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A PROJECT REVIEW

PARADIGM OF INDOLOGY IN 
THE CONTEMPORARY LIFE-
STYLE DESIGN CONTEXT

SHEKHAR CHATTERJEE

“By studying this existing 

system of water conserva-

tion, the project intends 

to establish a foundation 

on which the concept of a 

futuristic system to preserve 

water can be erected.”

Debris of every run-down monument narrates a tale 

of the entire civilization that existed in its time. It 

speaks of the events that it beheld in its good times 

and the lifestyle that adorned the lives of the people 

who witnessed those good old days. Of all such 

monuments, one architectural structure of Gujarat, 

which has been visited over and over again to be 

explored from the architectural point of view is the 

Patan step-well or Rani ki Vav (Queen’s step-well), 

as known to the locals. The discovery of a lifestyle 

way ahead of its times, made at the Patan step-well, 

once more makes the descent of its stairs necessary; 

this time for a purpose never adequately visited 

before, as Shekhar Chatterjee perceives amongst 

the rubbles of Rani ki Vav, a fascinating scope of 

studying the ancient framework of life and gener-

ating contemporary design ideas from those discov-

eries in his research project Paradigm of Indology in 

the Contemporary Lifestyle Design Context.

  

Rani ki Vav, known to be a royal building, yet social 

as deduced from the material with which it is made, 

was commissioned in the last decades of the eleventh 

century by queen Udayamati as a memorial to her 

husband, Bhimdeva I (c. A.D. 1022-64) of the Chalukya 

dynasty.  Being buried in the sand and debris 

brought by a major flood in the river Sarasvati at the 

end of the thirteenth century and other subsequent 

floods, the step-well was barely visible.  It was only 

during the last 15  years, when the Archaeological 

Survey for India started desilting and conserving it, 

that it became visible.

Paradigm of Indology in the Contemporary Lifestyle 

Design Context focuses on the now visible structure 

of the Patan step-well, and tracks the historical 

roots behind the construction of the well and the 

impact it left on the life of the people. To do this, 

the semi-divine creatures and those at the bottom 

levels of the well depicting the regular life processes 

are differentiated from the gods and goddesses, 

who are much larger in size than the others, and are 

observed closely. In addition to this, even the local 

tribes are studied to see what features of the era 

have been still preserved and what has been given up. 

The project takes you along the multi-storied 

colonnades of the Patan step-well, presenting you 

with a new way to look at each of its aspects. From 

the entrance arch to the far side of the well,  this 

piece of architectural excellence is embellished 

with more than 400 sculptures of exquisite work-

manship. The sculptors minutely define each atti-

tude, each expression and gesture, the garments, 

coiffures, jewellery, and symbolic elements. All 

these play a meaningful role in the representation 

of the mythical and historical personages. The 

entire stepwell and all its components including 

the pillars, corridors, and ceiling, adorned with 

various motifs like that of lotus, lotus leaf, water 

bowl, mango trees, hybrid animals,and pearls, used 

in variable sizes, create the illusion of an entire 

monument springing out of the water surface, just 

like the lotus stemming from the water. 

Unlike the unreachable Shikhars or the Gopurams of 

the various temples found in India, decorated with 

sculptures of divine figures, Rani ki Vav displays an 

entire pantheon of gods, goddesses and other divine 

creatures with heavenly powers, at a level that 

meets the eyes of the visitors. It lifts their spirits to 

get a close look of these mythical beings captured 

in time and action; the most alluring being that of 

Vishnu resting on the serpent Sesa, in the Yoga-nidra 

state, interpreted as being in the mode of creation. 

The entire array of deities and divine beings that 

flank the walls surrounding the well, speak of the 

richness implicit in the Indian culture and the trea-

sure of knowledge, power and luxury or wealth that 

braced the people of those times. Female forms of 

Goddesses, Apsaras or divine maidens, are often seen 

adorning themselves with jewellery; with a mirror, 

pitcher, a child; or simply emulating dance forms. 

Sculptures representing love, passion, and war also 

find place amongst all these.  The postures of each 

of these sculptures serve a rational explanation 

for the specific positions in which they are carved 

and the various mudras they assume. Whereas, the 

various elements that surround or embrace these 

sculptures decipher the metaphor that underlines 

each of them. Female figures adorn the walls more 

than male ones. Besides the statues of goddesses, 

female figures are shown to be indulged in activities 

followed by sophisticated women of a higher class. 

The sculptures also characterise the era as one in 

which the women enjoyed a much respectable and 

dominant position in the society, as several amongst 

them depict women punishing their male slaves 

for their indecent behavior towards them. This can 

be inferred from the size in which the women are 

sculpted in comparison to their male slaves. The 

evil souls are shown through animal forms and also 

assume the same sizes as those of the slaves. 

This research-project also unearths the existence of 

a world of logic and technology created to suit the 

purpose of life, that too in a time when these terms 

did not even seem to exist. It is a known fact that 

water forms the major life force and an element of 

great importance in the Hindu tradition. Step-wells 

were primarily built to preserve water, especially 

in arid regions like that of Gujarat and Rajasthan, 

which often suffer due to scanty rainfall. These step-

wells not only served as receptacles of rain water 

but also made access to ground water and issues 

of maintaining and managing it easier for people, 

with a flight of stairs forming its basic feature. While 

studying the well as a structure preserving water, 

it came up that Bhimdeva I was a worshipper of 

Sun God or Surya Dev and Udayamati was devoted 

towards Vishnu, the water-god. This fact, according 

to Shekhar, plays an important role in the making of 

the step well. There was a time when Surya Dev was 

worshipped for a good yield of crops. But later, when 

western region of India was hit by a severe drought, 

the water-god began to be worshipped and Rani 

ki Vav, in addition to being a tribute to Bhimdeva, 

was built as a tribute to Lord Vishnu. Hence, every 

floor has sculptures of Vishnu.  Besides conserving 

water, Rani ki Vav also served as an efficient weather 

cooling structure used by the royal family to beat 

the summer heat. By studying this existing system of 

water conservation, the project intends to establish 

a foundation on which the concept of a futuristic 

system to preserve water may be erected.

 

The final aim behind this extensive research carried 

out at Rani ki Vav, is the execution of contempo-

rary efforts to unearth the rich lifestyle of classical 

and medieval India. The project deals sufficiently 

with the socio-cultural aspect of that particular era 

in terms of lifestyle, accessories, ornaments, etc. 

Besides exploring the perspective of Lifestyle and 

Accessory Design, and translating the same into
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relevant design development in the present 

context, the research broadens its area of study 

with a comparative analysis of similar step-wells in 

the vicinity, unveiling interesting facets of socio-

cultural fabrics, which adorned the lifestyle of that 

period and its evolution. It shows how certain areas 

when adorned with ornaments receive a thera-

peutic effect. Thus, the research-project weaves 

the ancient designs into the present-day fabric by 

focusing primarily on apparels, ornaments, and 

lifestyle as depicted in the sculptures of the step-

wells, and illustrating its use in the contemporary 

design context.

“…we humans, because of 

our various needs, gradu-

ally change nature. And we 

do so by using materials 

available in nature itself.”

- Kumar Vyas

In modern times where the aspiration to estab-

lish an independent existence soars higher than 

the ever-increasing height of the skyscrapers, 

a ‘no strings attached’ attitude lurks in every 

modern soul. A proud glance at the human-built 

environment devouring masses of land in the 

name of development, makes them feel that they 

owe nothing to the surroundings in which they 

breathe and manoeuvre themselves. In spite of 

intelligence beaming bright enough to take man 

A BOOK REVIEW

DESIGN AND ENVIRONMENT: 
A PRIMER

EDITORIAL TEAM

to the moon, human beings very often overlook the 

chord of dependency that they share with their own 

habitat and fail to decipher its importance in their 

lives. With an aim to make people realise the inter-

dependence shared between man and environment 

comes the book Design and Environment: A Primer, 

by Kumar Vyas.

Design and Environment: A Primer can be seen as 

an all new avtar of its earlier version Design and 

Environment: An Introductory Manual published in 

1982, not only in terms of the title of the book and 

its form but also in terms of the content. Kumar 

Vyas breathes new life and soul into the old content 

by adding new chapters and dimensions, making it 

rich enough to enlighten the readers on the already-

discussed and the yet- to-be-discussed topics. Six 

completely new chapters have replaced the first 

two chapters of the earlier version. The chapter on 

design process is completely revised and an extra 

chapter is added, making the book more informative 

for those users of the Primer who may later aspire 

to become designers.

He chooses to bring in an element of simplicity into 

the book as he adopts a ‘conversational’ tone and 

transforms the earlier version of the manual into a 

Primer by describing things at such a primary level 

so as to be understood by everyone without any 

external help. Though the ultimate purpose of the 

book remains the same, that is, to develop a sensi-

tivity in its reader towards the inseparable nature of 

design and environment and to establish design as 

a catalyst, which would bring about a change in our 

environment, yet maintain the ecological balance 

of our planet, it can be termed as no mere revision; 

as each concept and idea of the earlier version has 

been revisited with broader and novel perspective. 

The book unfolds a journey in two parts, the firstof 

which is called ‘Knowing your Environment’. As 

the name suggests, this section urges the readers 

to strike an acquaintance with their surrounding 

environment. By setting up a face-to-face encounter 

between the readers and the environment, the 

former are encouraged to step down into their 

neighbouring street and observe in detail all that 

is perceived by the senses. The manner in which 

the detailed descriptions, right from the selection 

of the place to the recording of experiences and its 

critical evaluation, find place in the book gives the 

reader a feel of a real walk. The Primer tells us how 

learning derived from such experiences can be used 

to analyse larger issues related to our physical and 

socio-cultural environments. But the journey does 

not end here. It continues as the book takes the 

reader to the time when design can be said to have 

originated. It shows us how from the rock-cut tools of 

the Stone Age to the new age of gadgets and gizmos, 

the never-ending desires and aspirations of human-

kind as well as its yearning for the application of 

creativity have led to the transformation of design.

  

The second part of the book called the ‘Design 

Process in Action’ takes the journey further by veri-

fying the process of design application introduced 

by and discussed in the first part. It then shifts the 

focus from the application of design to designers 

as it discusses their role in the present scenario 

and how they can provide solutions to actual prob-

lems by the use of design in the real context. It also 

serves as a miniature guide for the designers of 

modern times guiding them towards the right way 

of thinking and making them aware of the wide 

vistas of learning open for them.

A PROJECT REVIEW

KREEDA@COMPUTERS

EDITORIAL TEAM

A review of Sumiran Pandya’s diploma project:

Interaction Pattern for Games for Kids: 

Home PC Scenario 

Any discussion on technology must involve the 

inventor and the user. The inventor has to develop 

such a technology that not only proves his/her 

intellectual prowess, but also allows itself to be 

user friendly. If the user cannot derive proper utility 

from the new technology, the very purpose for 

which it was created stands defeated. The latest 

developments in software technology and telecom-

munications, rests on this idea. It is easy to develop 

a technologically sound design, but the value of the 

must be enhanced. 

Today, technology must place the user’s interac-

tion with it as paramount. This last statement is 

justified in the initial sections of this project, which 

mentions, “Interaction design is not about making 

technologies more useful and beautiful but is about 

trying to understand the social, cultural or ethical 

effects of these technologies.” Computers are no 

longer a luxury, but a necessity in modern India. The 

project focuses on how computer games determine 

the process of growth and development of four to 

eight year old children. 

Throughout the project, one comes across a reit-

eration that technology has enslaved individuals, 

especially children. The massive influx of computer 

games has literally obliterated the active play time 



TH
E

 T
R

E
LL

IS
 : 

SE
P

TE
M

B
E

R
 2

00
8 

: I
SS

U
E

 0
2 

       

10

TH
E

 T
R

E
LL

IS
 : 

SE
P

TE
M

B
E

R
 2

00
8 

: I
SS

U
E

 0
2 

       

11

of children. The project examines why children 

in metropolitan cities are addicted to computer 

games. It was found that this problem germinates 

from a flawed urban planning mechanism. There 

has been a steady rise in the country’s population. 

Economic prosperity becoming easily accessible, 

has created a class of nouveau riche in our cities. 

This has led to a haphazard expansion of cities and 

a deteriorated urban environment has been created 

as a result of the former. Therefore, the demands 

for proper infrastructure, energy, transportation, 

educational opportunities, and better recreational 

facilities have only increased.

 There is a description of how people in multi-

storyed buildings ‘live on each other’s head’. 

Through this humorous expression, the suffocation 

of the entire situation is revealed. Taking the inves-

tigation further, it was found that the basement 

in majority of these buildings houses the parking 

area for vehicles. The remaining floors built over it 

are residential. Since children do not get adequate 

space to run about and play, they are forced play in 

the parking area, amidst vehicles. 

Very rightly, this project establishes how increasing 

criminal activities in the cities precipitates the 

confinement of children into their homes. Many 

individuals believed that it was unsafe to leave their 

children alone in the playground. It was imperative 

for a parent or close relative to accompany chil-

dren when the latter play outside. This might not 

be possible in the current urban scenario, where 

nuclear families have become the norm and both 

the parents pursue their own careers. Therefore, 

parents prefer to keep their children indoors, along 

with the computer and television as children’s 

new-age companions. Thus, children have become 

victims of a sedentary lifestyle.

The project employed the method of contextual 

inquiry while observing the behaviour of children in 

a playground. Children displayed a high level of curi-

osity in their surroundings. On realising that they 

were being observed, they tried to improve their 

adeptness at the games they were playing.

For a layperson, play might not be a significant issue 

at all. However, this project focuses attention on the 

complex phenomenon that play is. Play has a direct 

influence on learning. The project mentions that 

till the age of three, the child would prefer playing 

with his/her toys. Later on, the need for affiliation 

and socialisation takes precedence.  Children must 

learn to interact with various life situations, in order 

to build a solid foundation for good interpersonal 

relations and identity formation. Play is an essential 

component of a child’s life because “…motor activity 

such as head movement, manipulation of objects, 

sitting, standing, walking, running, jumping, vocali-

sation and handwriting are important to a child 

during his growth and development. Each of these 

complex movements must be mastered, if it is to 

serve the individual all through his life.”

The project emphasises that computer games rein-

force the element of fantasy in children. The project 

concentrates on the fundamental reasons for 

children’s addiction to computer games. These 

games satisfy stimulus hunger. Inquisitiveness 

about one’s world is at the highest during child-

hood. Exploring new avenues and the resultant 

excitement is satisfied through the medium of 

computer games. Children like to resist all sorts 

of parental control. The virtual world of computer 

games is totally under the control of children, thus 

satisfying their need to assert power. Majority of 

the games have vivid graphics, which keeps the 

children engrossed. Each time that a child plays 

a game, he/she aims to better his/her previous 

record. Unlike television and films, where the child 

is a passive recipient of images, online games offer 

them a challenging environment. In the event of a 

defeat, the children do not feel humiliated as the 

competition takes place in a virtual world. An inter-

esting observation is made with regard to children 

with underdeveloped motor and manual dexterity. 

The computer enables them to create works of supe-

rior quality that matches their idea of perfection.

 

A majority of the computer games are designed 

keeping the male psyche in mind. Some companies 

have evinced interest in developing games specifi-

cally for girls. However, they should be responsible 

enough to create games that are intellectually chal-

lenging and refrain from reinforcing stereotypes. 

The project places children and elders on the two 

ends of a spectrum, indicating that each responds 

to computer games in a different manner. While 

children are in awe of computer games, elders 

treat the same with disdain. Since educational and 

professional success become important, elders 

believes that actual life situations must be dealt 

with, instead of living in the imaginary world of 

computer games. 

Amongst the disadvantages that the project enlists, 

lower social interaction, loneliness and distorted 
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perception of reality are the major ones. The line 

between the real world and the imaginary one 

is often blurred, leading to severe adjustment 

problems in children. Overexposure to computers 

also takes its toll on physical health as children 

have begun to suffer from disorders such as 

Obesity, Insomnia, Repetitive Stress Injuries (RSI), 

Carpal Tunnel Syndrome, Cervical Radiculopathy, 

Epicondylitis, Ganglion Cyst, Tendonitis; that 

affects the joints, neck and wrists.

A business model is suggested, wherein simple 

and inexpensive electronic modules can be used 

to develop an application-oriented interface, 

that can connect the real and the virtual world. 

An ideal computer game interface must try to 

preserve the multisensory experience offered by 

the activity of play. Instead of the conventional 

method of providing inputs with the mouse click, 

innovative methods of providing the same should 

be developed. The computer user experiences 

limited physical mobility. Therefore, the interac-

tion patterns should be such that it encourages 

the development of gestures in the user. The 

games should be more should be more explorative 

and connected to real life.

Much water has flown under the bridge, ever since life 

was breathed into the clay prototype of the primeval 

human being. Now the Creation wants to play the 

Creator, as seen in the case of some technologically 

advanced countries persistently striving to create a 

‘thinking’ or ‘feeling’ robot. Anthropomorphism in its 

distilled form is what was; and is, being sought after 

in both the cases, as the attempt to create something 

in ‘one’s own image’ reigns supreme. This concept is 

very well embedded in this project and it successfully 

conveys the idea that computer games cannot be 

dismissed as a passing fad, but as sophisticated media 

having the potential for establishing a profusion of 

interactive patterns with children. Computer games 

can evolve into something that can stimulate the 

younger generation to make a logical and compre-

hensive interpretation of contemporary reality.

A PROJECT REVIEW

INCANDESCENCE TO
IRIDESCENCE

EDITORIAL TEAM

A review of Pallavi Shrikant Kulkarni’s diploma

project: Accessibility for the Differently Abled 

This project report begins with an apt exposition, 

a quotation ascribed to the legendary Helen Keller.  

The fundamental aim of this project is to ensure that 

persons with visual disabilities are able to make 

satisfactory adjustments to various environments 

they may be a part of, at any given point in time. 

To substantiate this claim, the project elucidates 

how Universal Design is quickly gaining momentum 

in some progressive nations of the world. India is a 

nation that has just begun to experience economic 

prosperity. Therefore, the concept will take a lot of 

time to percolate into the general consciousness of 

society. The report correctly points out that ‘preva-

lence of oppressing realities such as poverty, popu-

lation pressures, illiteracy and lack of infrastruc-

ture’, hinders the introduction of a proper Universal 

Design concept in India. 

Blindness is described as a ‘sensory deprivation-an 

absence of light’. However, the persons affected 

by this condition respond to the same in different 

ways. Some people might take up their condition as 

a challenging one, while, some others may go into 

a permanent state of depression and suffer from 

severe inferiority complex. This project makes an 

honest, though scathing claim that Indian society is 

apathetic to people who are visually impaired and 

the latter suffer more due to the social stigma asso-

ciated with their condition. Blindness is considered 

to be an anathema. Mythology and folklore rein-

force this attitude. This project emphatically justi-

fies that it is quite natural for a visually impaired 

person to possess self-respect, as it is something 

intrinsic in every human being.

 

A salient feature of this project is an attempt to 

explore the psychology of the visually impaired. It 

delineates how a child, who is congenitally visu-

ally impaired, has a psychological construct similar 

to that of a child with normal vision. The ‘self’ 

possesses the quality of maturing and evolving in 

both the cases. The report successfully argues that 

a child who is visually impaired interacts with the 

environment in a different manner, as compared to 

a child with normal vision. 

‘Haptic Perceptions of the Visually Disabled’, is 

a noteworthy section of this project. Germane 

illustrations explain how tactile sensations assist 

the visually impaired to adjust to various environ-

ments and orient themselves in space. The report 

points out that a person who is visually impaired, 

needs concrete physical contact with the thing to 

be ‘observed’; as he/she  fails to perceive objects in 

his/her environment due to sheer inaccessibility, the 

distance at which the object is located and its size.

This report has been compiled on the basis of a 

coherent research methodology, as is evident from, 

the incorporation of the views of psychologists and 

heads of several NGOs. It also carries interviews 

of persons with visual impairment, wherein they 

reveal their special skills and general disposition 

to life. Most of them felt that employment was a 

serious concern. This report echoes the sentiment 

that society must concentrate on the abilities, 

rather than disabilities of such individuals. 

The project accurately explains how orientation 

skills should be imparted at the perceptual and 

conceptual level. People with visual impairment 

move around with the help of human guides, 

walking sticks or canes and electronic travel aid.  

For the persons with visual disability in India, the 

most affordable means is cane travel.

This project presents an in depth analysis of what 

a person with visual disability feels, when he/she 

has to move about in a shopping mall. The slippery 

floors and the absence of instructions in Braille 

worsened his/her shopping experience.  Identifying 

entry and exit doors was a problem. The haphazard 

construction of pillars obstructed the smooth 

movement of the trolley. The disorganised arrange-

ment of racks and paucity of space to move around 

contributed to an unsafe shopping experience. 
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Adopting a sensitive approach, this project presents 

appropriate design guidelines to provide a mean-

ingful shopping experience to the visually impaired. 

It presents a simple layout, where each section is 

clearly demarcated and the exit points are the same 

everywhere. Tactile signages placed at the turning 

point of each section indicate what the next section 

contains. Appropriate placement of fans and air 

blowers help the person realise that he/she is moving 

out of one section into another. Indeed, accessibility 

is a right; every human being is entitled to it.  

This project correctly points out that accessible 

technology must pay special attention to the 

specific needs of persons with disabilities. It must 

enable such people to fully participate in life and 

must also support their individual living. Technically, 

these objects might be perfect and bear testimony 

to innovative research and development endeav-

ours. Judging from a human perspective, it is neces-

sary to determine whether, such people can use 

this technology and make their adjustments to life 

more successful. Accessible technology must aim at 

creating products that are easy to use and require 

minimal training. To support this claim, the project 

gives a detailed description of various devices that 

can assist the people with visual impairment in 

going through their everyday life in a normal and 

independent manner.

The project concludes with a prognostication that 

disability can occur to any individual. Contrary 

to accepted belief, it is not always a congenital 

phenomenon. This project emphasises that our built 

environment must metamorphose into an inclusive 

and hospitable one; thereby enabling persons with 

disabilities to explore various opportunities life has 

to offer. As claimed, this project succeeds in putting 

forward a user-oriented design, which can go a 

long way in making an inclusive society. This report 

establishes that aesthetic gratification is not the 

sole objective of design and it cannot be divested of 

its social, economic and cultural responsibilities.

A SEMINAR

UNIVERSAL DESIGN:
THE WAY AHEAD

EDITORIAL TEAM

As a prelude to the formal launch of the Jamsetji Tata 

Design Research Chair for Universal Design at NID, a 

seminar was conducted on July 18, 2008 at the Institute 

premises. The panel comprised Dr. Darlie O Koshy, 

Director, NID; Mr. A.N. Singh, Trustee, Jamsetji Tata 

Trust, Mumbai; Prof. S. Balaram, Director, D.J. Academy 

of Design, Coimbatore; Prof. Shashank Mehta, Activity 

Chairperson, Research and Publications, NID and Prof. 

Tarun Deep Girdher, Coordinator, Graphic Design and 

Head, NID Printing Labs. 

Prof. Shashank Mehta began the proceedings by 

stating that the Jamsetji Tata Design Research 

Chair for Universal Design, would be a significant 

addition to the existing Design Research Chairs at 

NID. Applications and nominations for this presti-

gious post would be called for by advertising in the 

print media and through online procedures. In this 

context, an effort would be made to reach out to 

eminent individuals doing research in the field of 

Universal Design.  

Dr. Darlie O Koshy, mentioned that a research chair 

for Universal Design was being introduced for the 

first time in India, and its activities would be initi-

ated at NID. Design is an eclectic discipline, drawing 

heavily from various branches of knowledge.

Therefore, there is an urgent need for developing 

a research methodology for the same. He also 

mentioned that the credibility of any discipline 

depended upon the body of knowledge it possessed 

and Universal Design being a fairly novel concept, 

needed to develop its own body of knowledge. Dr. 

Koshy concluded his speech by saying that design 

research was of fundamental importance in

NID’s curriculum.

 

The Chief Guest for the evening, Mr. A.N. Singh, began 

his presidential address by saying that the Jamsetji 

Tata Trust acknowledged design as a creative and 

innovation-oriented activity, which resulted in the 

creation of a new product or concept. The Trust was 

willing to come forward and promote these ideas 

or concepts, and provide students with tremendous 

encouragement. It would be funding the diploma proj-

ects of ten students. Mr. Singh concluded his speech 

by saying that this collaboration would facilitate the 

socio-economic-cultural development of the country. 

Prof. S. Balaram, in his keynote address entitled

The White Imperative, spoke about the relevance of 

Universal Design in today’s world. He emphasised 

that design as a profession was capable of intro-

ducing radical changes in the quality of life and also 

in the social environment. An interesting aspect 

of this address, was the distinction made between 

Universal Design, Inclusive Design and Accessible 

Design. Inclusive Design stresses on the avoidance of 

exclusion and normalisation of all. Accessible Design 

concentrates on creating products and buildings 

that are accessible to disabled.  Universal Design 

focuses on the non-specialised features in things 

and the environment. It guarantees accessibility to 

all individuals, including the ones with disabilities. 

Prof. Balaram explained the concept of ‘difference’ 

in connection with disability. He said, “A differ-

ence must be recognised, but treated neither with 

sympathy nor in a patronising manner. A difference 

must be respected and facilitated.” Only the urban 

areas of our country have been able to enjoy the 

benefits of globalisation, while rural areas continue 

to be plagued with lack of infrastructure and poverty. 

The fact that the prevalence of disability is three 

times higher in rural areas than in urban ones, 

revealed the gravity of the situation. 

The panel members: (L to R) Dr. Darlie O Koshy, Mr. A.N. Singh, Prof. S. Balaram and Prof.  Tarun Deep Girdher.
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Apart from differences in physical and mental abili-

ties, differences were also seen with regard to age, 

gender, ethnicity, religion, language and culture. In 

order to create a society, wherein differences harmo-

niously coexist, an individual must adopt an attitude 

of empathy towards differences. The idea of ‘loving 

and living with differences’ must be inculcated in 

young minds right from the primary school level. The 

concept of corporate social responsibility would gain 

more credibility, if the people concerned would fund 

Universal Design projects or set up a research chair 

for the same.  Corporate houses could set a good 

example by adopting Universal Design concepts in 

their factories and offices. The Government should 

not only frame Universal Design policies, but must 

also enforce them.  

Universal Design possesses varied economical, 

social and psychological uses; which Indian 

designers must explore.  It is neither expensive nor 

complex. Designers are expected to bring in a little 

diversity to the processes of designing and planning 

in order to give a totally new dimension to Universal 

Design. Authentic application of Universal Design 

ideas include building ramps, tactile paths, tactile 

signage, audio and visual announcements, bilingual 

signage and widening of doorways to name a few. 

Universal Design should be such that, it is possible 

for every individual to use it and benefit from the 

latest technological advances. However, Universal 

Design practices can never justify the lack of appro-

priate public policies, and the inability of providing 

individual adaptation and assistive technologies. 

Prof. Balaram also drew attention to the fact that 

Universal Design was not totally altruistic in nature. 

It had the potential of being a profit making venture. 

The primary reason for this was the rapidly increasing 

diverse population. In every economic class there 

would be a certain group of people, who might 

require completely different design parameters for 

adjusting to the environment. Secondly, any business 

could survive only if society appreciated and acknowl-

edged it. Universal Design could be the apt example 

of such a business. Prof. Balaram concluded his 

address by saying that true Universal Design should 

echo the sentiment, ‘design for our future selves.’  

Prof. Tarun Deep Girdher presented 1:10 – a case 

study on how design intervention can help in the 

prevention of disability. He worked on a project 

in which NID collaborated with a renowned 

organisation called Handicap International and the 

Government of Gujarat. This project covered nine 

districts of Gujarat. The project focused on how, 

most of the work done by agencies dealing with 

disability, focused on the persons with disabilities 

and hardly paid attention to the societal atti-

tudes towards such persons. The project aimed at 

acquiring an in depth understanding of disability, 

what were the kind of messages that should be 

conveyed to the people in the rural areas and also 

ensure that they were able to understand the 

communication in an appropriate manner. 

Prof. Girdher mentioned that disability is a restric-

tion or lack of ability as a result of abnormality of 

structure or function of the body. Persons with 

disability are marginalised from society and unfair 

treatment is meted out to them. He pointed out 

that rural Gujarat had very little awareness about 

disability. People generally displayed an attitude of 

pity towards the disabled. The lack of concern was 

evident from how such individuals suffer constant 

rejection and apathy from family members. There is a 

tendency to connect disability with destiny or myth. 

It was found that mental retardation was not consid-

ered to be a disability, but the handiwork of God. 

The project wanted to emphasise that persons with 

disability have a right to participate in society. 

The project established that awareness messages 

should reach the target group through a multi-

pronged approach. Television and radio were used 

to give generic messages and raise critical level of 

awareness. The print media complimented this by 

reinforcing the specific points of the message. Wall 

paintings, posters, calendars showing aspects of neo-

natal care and information booklets were given out 

to the primary health care workers. The radio carried 

jingles on the importance of vaccination, rights of the 

persons with disability and several other important 

issues. On television, DD11 (Gujarati), carried ten to 

thirty second spots covering the issue of disability. In 

all, seventy-two tools talking about different modes 

of disability were developed. 

This project made students realise that design must be 

divested of all kinds of elitism. Prof. Girdher concluded 

his presentation by saying that a responsible designer 

must work for the betterment of society. 

NID has pledged to eradicate the inconsiderate 

attitude that society harbours towards people with 

disability. The Institute has taken the first step in 

this direction by setting up the Jamsetji Tata Design 

Research Chair for Universal Design. This collabora-

tion promises to be a significant milestone in the 

path of accelerating interest in the field of Universal 

Design in India and the world.

A SEMINAR

TEXTILE TECHNOLOGY AND 
DESIGN: AN INNOVATIVE 
AMALGAMATION

EDITORIAL TEAM

The concluding seminar held on July 29, 2008 was a 

meritorious post script to the successful completion 

of the first cycle of the John Bissell Design Research 

Chair for Textile and Apparel Design Technology. The 

distinguished panel comprised Dr. Darlie O Koshy, 

Director, NID; Prof. P.B. Jhala, John Bissell Design 

Research Chair for Textile and Apparel Design Tech-

nology, NID; Dr. P.R. Roy, President, Textile Associa-

tion of India; Dr. S. Mukherjee, FCPIT, Institute for 

Plasma Research; Prof. Aditi Ranjan, Head, Textile, 

Apparel and Lifestyle Accessory Design, NID; Prof. 

Errol Pires, Coordinator, Textile design, NID; Prof. 

Shashank Mehta, Activity Chairperson, Research 

and Publications, NID and Mr. R.S. Rajsekharan, 

Postgraduate student, Textile, Apparel and Lifestyle 

Accessory Design, NID.

  

Prof. Shashank Mehta initiated the seminar by 

saying that the John Bissell Design Research Chair 

for Textile and Apparel Design Technology was the 

first design research chair that was established 

at NID. The industry had begun to recognise NID’s 

strength in carrying out path breaking design 

research. He also mentioned that the Institute had 

made a transition by moving from industry-focused 

design projects to research-oriented design projects. 

Dr. Darlie O. Koshy began his address by making a 

paradoxical observation about design. He said that 

design as a profession advanced due to practice, 

but its knowledge base did not develop accordingly. 

There was a perception that intrinsic development 

Dr. Koshy and Mr. A.N. Singh releasing the call for the Chair while
Prof. Shashank Mehta looks on
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of knowledge was not necessary as far as design 

was concerned. Whether it was the methodology of 

design research, which could be replicated through 

some conceptual learning, rather than purely skill-

based learning; the focus must inevitably be on 

design. Research, in the modern context demanded 

true innovations, rather than mere documentations. 

The John Bissell Design Research Chair for Textile 

and Apparel Design Technology was set up with 

the help of the Ford Foundation in 2004. Dr. Koshy 

acknowledged the work done by Prof. P.B. Jhala, 

the first incumbent of the said chair, who had done 

yeoman work by creating the Atmospheric Plasma 

Processing for Angora Wool (APPAW). This tech-

nology was created in collaboration with the Insti-

tute for Plasma Research. The Angora fibre industry 

will be the greatest beneficiary of this technology. 

Dr. P.R. Roy mentioned that textile design research 

must be multidimensional. He pointed out that 

textile research all over the world was being done 

on similar subjects, but each country had its own 

way of interpreting the subjects and initiating 

research in the same. Dr. Roy concluded his address 

by saying that textile had immense potential for 

research and development. 

Two books written by Prof. P.B. Jhala, Plasma Glow 

Brightens Angora Fibre Industry Future and Nano 

Infused Function into Handloom Fashion Accessories 

were released by Dr. Darlie O. Koshy and Dr. P.R. Roy. 

The publications brought out by Prof. P.B. Jhala will 

definitely invigorate students to take interest in this 

unique application of plasma technology to textiles.

 

The pedagogy of Textile Design at NID emphasised 

on research, opined Prof. Aditi Ranjan. Textile Design 

must be a synthesis of knowledge from various fields 

like environment, anthropology, economics, informa-

tion technology agriculture, chemistry, marketing 

and business policies. Interaction with each of these 

disciplines is essential for a coherent understanding 

of the nuances of Textile DesignShe said that design 

is an anticipatory science. The textile designer must 

be a link between the user, the market and the 

producer. He/she must understand the manner in 

which the triad functions. Research cannot occur in 

isolation from the milieu in which the craft is prac-

ticed. It was only through field work that a student 

could understand the same. Students must help the 

weavers to understand new markets and develop 

entrepreneurial skills. Prof. Ranjan pointed out that 

globalisation had resulted in a rampant homogenisa-

tion of everything. Therefore, a community would 

strive to preserve the identity of its craft through 

its products, choice of materials and the distinct 

style given to these products by the craftspersons. 

Highlighting the importance of craft documentation, 

she said it must provide a holistic understanding of 

a particular craft practice. Prof. Ranjan concluded 

her speech by saying that several narratives were 

encoded within textiles in the form of the users, the 

manufacturers and the region and cultural environ-

ment in which textiles were created. These aspects 

could be source of tacit knowledge on textiles. 

Dr. S. Mukherjee presented a detailed slideshow on 

how plasma technology was employed to improve 

the quality of Angora fibre. He elaborated upon the 

complex properties of plasma. He also explained 

that just as the path of every new scientific endea-

vour is ridden with obstacles, the development of 

the Atmospheric Plasma Processing for Angora Wool 

(APPAW) was also a strenuous one. Through a series 

of trials and errors, the ultimate result was achieved 

and the effort was recognised by the Department 

of Science and Technology, which conferred an A+ 

rating on this venture.

Textiles are an integral part of Indian heritage 

and Prof. P.B. Jhala’s aim was to help innovate the 

handloom and cottage industries. Focusing on his 

project Plasma Treatment to Angora Wool, Prof. 

Jhala mentioned that Angora fibre, in its purest 

form was extremely delicate and it had to be mixed 

with fibres like Mohair, Alpaca, Silk and Wool. 

With plasma etching, the friction and cohesion 

of Angora fibres was enhanced and brought on a 

level similar to that of Merino wool.  Efforts were 

made to modify the surface of Angora fibre by cold 

plasma treatment. This would reduce shedding and 

help design unique products. It took almost three 

years of systematic scientific approach to create 

the Atmospheric Plasma Processing for Angora 

Wool (APPAW) technology. This technology, which 

is already patented, has made it possible to process 

2-3 kg of wool per hour. At a time when no research 

institution in the country had developed an instru-

ment to measure fibre friction, Prof. Jhala and his 

dedicated team, successfully assembled the Single 

Fibre Friction cum Strength Tester. This instru-

ment has also been patented.  Thus, plasma treated 

Angora fibre could be efficiently spun and woven. 

Prof. Jhala also talked about another significant 

achievement of this Chair- High Altitude Clothing 

for Soldiers. A group of students was sent to Leh, 

Ladakh in order to know more about the kind of 

uniforms soldiers wore at such a high altitude. 

Some parameters like elasticity, balance, ergonomic 

design, breathability and anti-microbial tenden-

cies were identified. The Chair has also introduced 

Nanotechnology applications to textiles. Nano face 

Prof. Shashank Mehta addressing the audience. The panel members:  (L to R) Mr. S. Mukherjee, Prof. P.B. Jhala, Dr. Darlie O Koshy, Dr. P.R. Roy,
Prof. Aditi Ranjan, Prof. Errol Pires and R.S. Rajsekharan.

Prof. Aditi Ranjan addressing the audience

Prof. P B Jhala addressing the audience
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masks and arm gloves were designed to provide 

protection from UV rays and break down air pollut-

ants. Nano finish head gear using Zycrobial finish, 

which will prevent bacterial growth and control 

odour was also developed. 

A postgraduate student of Textile, Apparel and 

Lifestyle Accessory Design, R.S. Rajasekharan began 

working on high altitude clothing for soldiers. This 

was a classroom project undertaken by him. At a 

slightly later stage, he collaborated with the activi-

ties of the John Bissell Design Research Chair for 

Textile and Apparel Design Technology. He made 

a presentation in which he shared his experience 

of interacting with soldiers who were stationed 

in regions like Leh and Siachen. The first thing he 

mentioned was that breathing became almost 

impossible for them at a height of 18,000 feet. It was 

observed that the soldiers wore protective gear that 

weighed almost 18 kg when they were in armour.  It 

was obvious that their condition would worsen in 

times of war. Clothing interacts with the immediate 

environment. Keeping all these aspects in mind, it 

was thought that multilayered clothing must be 

developed for the soldiers. Though Angora fibre 

was very soft, the presence of natural cavities in it 

makes it warmer than merino wool. Thus, the middle 

layer of the cloth was made of Angora fibre and 

whereas polyester microfilament fabric was used in 

the innermost layers. With Prof. Jhala’s guidance, a 

prototype of this clothing was also developed. 

A film, Plasma in Aid of Angora Cottage Industry, 

was shown. It documented the collaborative efforts 

of the National Institute of Design and Institute of 

Plasma Research, in making plasma treated Angora 

wool accessible to the Shiva Weavers Cooperative 

Society, Kullu. This film was made by Prof. S.B Saxena, 

a faculty of Communication Design at NID.

Finally, Prof. Errol Pires congratulated Prof. P.B. Jhala 

for his diligent efforts in trying to make technology 

relevant to Indian cottage industries. 

The first quarter of the John Bissell Design Research 

Chair for Textile and Apparel Design Technology 

has proved that owing to its dynamism, numerous 

permutations were possible in the field of textiles; 

and disciplines as varied as Plasma Technology and 

Textiles could be successfully interwoven. 

ANNOUNCEMENTS

In order to commemorate fifty years of the Eames 

Report and in continuation of the NID-Konstfack 

Thinktank, the Institute will sponsor some diploma 

projects. These projects will espouse the spirit 

of India Report and could be totally research 

oriented, or based on products and services. The 

Institute will be sponsoring the diploma projects 

of Armeen Kapadia (PG Graphic Design) and Sanjay 

Basavaraju (PG Graphic Design). These projects 

may culminate in individual publications. Armeen 

Kapadia, whose project is called Mapping Stamps, 

will highlight the importance of design through 

a set of commemorative postage stamps. Sanjay 

Basavaraju’s project, Design Primer, will aim at 

simplifying the concept of design and rendering it 

more accessible to the layperson.  

The Research and Publications panel has approved 

of the work done on the manuscripts of two 

students, Aarti Prakash Badamikar; whose book is 

entitled Himroo: A Textile Tradition of Aurangabad 

and Akhila Krishnan’s Moments in Time: The Journal 

of a Design Student. 

Prizes for the book review competition were given 

away by Ms. Arshia Sattar on July 16, 2008. 

She shared interesting nuances on book reviewing, 

the ethics of reviewing a book and her personal 

experiences on the same.  Neelam Prabhugaonkar 

(ADM), Rohit Iyer (AFD) and Rachita Sareen (FID) were 

awarded the first, second and third prizes respectively.

LIST OF PUBLICATIONS

A TREE IN MY VILLAGE  

By Paritosh Sen

Price: Rs. 150.00

ALL ABOUT NOTHING (currently out of stock)

By Nina Sabnani

Price: Rs. 120.00

ANIMATING AN INDIAN STORY: RAMANLAL MISTRY

By Prakash Moorthy

Price: Rs. 100.00

BAMBOO AND CANE CRAFTS OF NORTHEAST INDIA 

(HARD BOUND)  (currently out of stock)

By M.P. Ranjan, Nilam Iyer and Ghanshyam Pandya

Price: Rs. 370.00

BAMBOO AND CANE CRAFTS OF NORTHEAST INDIA

(SOFT BOUND)

By M.P. Ranjan, Nilam Iyer and Ghanshyam Pandya 

Price: Rs. 300.00

BAMBOO INITIATIVES

Edited by M.P. Ranjan and Mann Singh

Price: Rs.175.00.  

DESIGN AND ENVIRONMENT: AN INTRODUCTORY 

MANUAL  (currently out of stock)

By H. Kumar Vyas

Price: Rs. 60.00 

DESIGN CONCERNS: VOLUME 1 

(currently out of stock)

Edited by M.P. Ranjan, Sudhanva Deshpande

and R. K. Banerjee

Price: Rs. 40.00

DESIGN EDUCATION TRADITION AND MODERNITY

Edited by Vijai Singh Katiyar and Shashank Mehta

Price: Rs. 1350.00

DESIGN FOLIO: VOL.9  

Edited by R.K. Banerjee

Price: Rs. 40.00

DESIGN SAMVAD

Edited by Mihir Bholey

Price: Rs. 200.00

DESIGN: THE INDIAN CONTEXT

H. Kumar Vyas

Price: 150.00

DYNAMIC FOLK TOYS (currently out of stock)

By Sudarshan Khanna

Price: Rs.25.00

EDUCATION: HANDS ON MINDS ON 

Edited by Mihir Bholey and Nirmala Khadpekar

Price: 250.00

GRADUATE DIRECTORY 1999-2000 

Price: Rs. 50

GRADUATE DIRECTORY 2003-2004 

Price: Rs. 50

INDIAN ANTHROPOMETRIC DIMENSIONS FOR ERGO-

NOMIC DESIGN PRACTICE

By Debkumar Chakrabarti

Price: Rs. 990.00
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JOY OF MAKING INDIAN TOYS

By Sudarshan Khanna

Price: Rs. 45.00

LEARNING FROM THE FIELD: EXPERIENCES IN COM-

MUNICATION

By Lakshmi Murthy, Amita Kagal, Ashoke Chatterjee

Price: Rs. 150.00

LEADING LIGHTS ON DESIGN

Price: Rs. 175.00

MUKAND AND RIAZ

By Nina Sabnani

Price: Rs. 120.00

NANO AND SMART TECHNOLOGY TEXTILES

By P.B. Jhala

Price: Rs. 100.00

PLASMA TEXTILE TECHNOLOGY

By P.B. Jhala

Price: Rs. 100.00

REFLECTIONS ON DESIGN 

Price: Rs. 40.00

RURAL CRAFTSMEN AND THEIR WORK 

(currently out of stock)

By Eberhard Fischer and Haku Shah

Price: Rs. 150.00

SIMPLY STAINLESS

By Gajanan Upadhyaya

Price: Rs. 400.00

THE INDIA REPORT 1958

By Charles and Ray Eames

Price: Rs. 50.00

THE REUNION AND OTHER STORIES

Price: Rs. 50.00

THINKING DESIGN (currently out of stock)

By S. Balaram

Price: Rs. 400.00

TOYS AND TALES WITH EVERYDAY MATERIALS

By Sudarshan Khanna, Gita Wolf

and Anushka Ravishankar

Price: Rs. 225.00

YOUNG DESIGNERS 1990-1991

Edited by M.P. Ranjan, Aditi Ranjan and S. Balaram

Price: Rs. 60.00

YOUNG DESIGNERS 1991-1992 

Edited by M.P. Ranjan, Binita Desai and Aditi Ranjan

Price: Rs. 120.00

YOUNG DESIGNERS  1992-1994 

Edited by M.P. Ranjan, Binita Desai and S. Balaram

Price: Rs. 120.00

YOUNG DESIGNERS 1994-1995 

Edited by M.P. Ranjan and S. Balaram

Price: Rs. 120.00

YOUNG DESIGNERS 1995-1997 

Edited by S. Sethuraman, S.M. Shah , Tridip Suhrud

Price: Rs. 150.00

YOUNG DESIGNERS 1997 

Edited by S. Balaram, S.M. Shah, Tridip Suhrud

Price: Rs. 150.00

YOUNG DESIGNERS 1998 (currently out of stock)

Edited by S. Sethuraman, S.M. Shah , Tridip Suhrud

Price. Rs. 150.00

YOUNG DESIGNERS 1999 

Edited by S. Sethuraman, S.M. Shah, Tridip Suhrud 

and Punam Zutshi

Price: Rs. 175.00

YOUNG DESIGNERS 2000 

Edited by Aditi Ranjan and S. Balaram

Price: Rs. 175.00

YOUNG DESIGNERS 2001

Edited by Aditi Ranjan, Arun Gupta, Debashish 

Chakrabarty and Prosenjit Ganguly

Price: Rs. 100.00

YOUNG DESIGNERS 2002 (currently out of stock)

Edited by Debashish Chakrabarty and Rupesh Vyas

Price: Rs. 230.00

YOUNG DESIGNERS 2003

Edited by Debashish Chakrabarty, Kavita Arvind

and Rupesh Vyas

Price: Rs. 230.00

YOUNG DESIGNERS 2004

Edited by Kavita Arvind and Shilpa Das

Price: Rs. 250.00

YOUNG DESIGNERS 2005

Edited by Kavita Arvind, Tarun Deep Girdher

Price: Rs. 300.00

YOUNG DESIGNERS 2006 

Edited by Shilpa Das and Kavita Arvind

Price: Rs. 500.00

YOUNG DESIGNERS 2007

Edited by Shilpa Das 

Price: Rs. 375.00

SUBSCRIPTION INFORMATION

EDITORIAL TEAM

For newsletter subscription and purchase of books 

kindly contact:

Research and Publications,

National Institute of Design,

Paldi, Ahmedabad- 380 007 India.

E mail: publications@nid.edu

Faculty Advisors

Shashank Mehta

Shilpa Das

Editorial Head

Shilpa Das

Content Writing and Editing

Helga Govindan

Rashmi Rajan

Design

Sanjay Basavaraju

Armeen Kapadia

Assistance

Gopalan Nambiar

Smita Govindan

Print Advice

Tarun Deep Girdher

Shirish Shah

Bharat Suthar

Printed at

Printing Lab, NID
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