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Children ...







Playingis ....

natural educational technology

play...




Importance of Playing...




School going children ...
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School going children....




Secondary School Children
Grade VI to X

School going children....




Who?
Secondary school children

Defining user....




MATHEMATICS sruosno rve

Studying the course structure...




Studying the course structure...




Understanding the situation....
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Students

¥ | love Maths

* | like Maths

m Difficult to understand
= Confusing

® Neigher like nor dislike

® Not taught properly

m Boring
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| eisure time act




L eisure time activities...










Teachers’ opinion...




basic understanding
confused the geometric formulae
can’t remember formula
visualization
perimeter and area

volume and surface area..

Teachers’ opinion...



Perceptions of children about volume...




O Not Clear

m About Sound as
volume
B object as volume




Clearness

m Vagueness




~ Correct

Wrong

Cylinder Cube




correct

wrong

M not attempted













Wrong answers drives design insights...




design insights...




boost their interest in the learning
fun Factor

strategy based games

perception of volume
logical measurement techniques

design insights...



PLAY AND LEARN KIT
SCHOOL GOING CHILDREN
VIITH  VIIITH

CONCEPT OF VOLUME
PLAYFUL MANNER

BRIDGING THE GAP

Project brief...



toys

puzzles

educational aid kits and
games

Analyzing contemporary products...










Educational Kits...







encourage the children
perception of the volume

platform of the strategy games
tacit knowledge and the perception
competitive spirit
chance factor

play this game again and again.

Product positioning...



Keywords for explorations:

Explorations




Explorations




Explorations




Explorations




Explorations




Explorations
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Explorations




Stories and games




Explorations
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Explorations




Explorations




Explorations




Explorations




Explorations




Explorations




Explorations




Explorations




The different forms, having volume same




Volume and Perception




Volume and Perception




Explorations




Explorations




Explorations




treasures boxes

Concept A:




Value die Form die
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Concept C:




pick a card

card contains an image







The concept B is developed further..

Concept development...




A sorcerer kidnaps eight princess

Concept development...
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Rubber wood Pine wood

natural dyeing method




traditional










After playing ...







The development continues...




AkaarNitee

A strategy based educational game

designed for Secondary School Children
age group : 12 & 13 years

playing with this kit the children will develop their
spatial thinking and learn the concept of volume
tacitly




f‘ﬁa;e_qs e-
we'd pUOREINPY paseq
e SN Heexy






AkaarNitee

a strategy based educational game

Two levels
Trekking Treasure Chance based strategy
Count-n-Fun Complex level intellectual strategy
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Playing Trekking Treasure




Playing Count-n-Fun




The desire to win the game, will promote children

to know the logic of volume applications.

Thus by playing again and again
the experiential learning will boost

tacit knowledge, in the volume domain.

AkaarNitee — strategy based educational game




a creative methodology,

industrial design

education strategy
instruction design

About the process...




Papert Saymour

Michael Polanyi

Marvin W. Daehler, Danuta Bukatko

Steve Peek

Text books: Standard Vth to IXth

Text books: Standard Vth to IXth

Colouring Bamboo Strips with Natural Dyes

Marg




Thank you...




