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“Much that once was is lost, for none 
now live who remember it.”
 
– Galadriel in The Lord of the Rings: The Fellowship of the Ring. (J. R. R. Tolkien)
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Purpose of the project

  Our memories have a tendency to fade 
away over time  and the narratives become 
disconnected from our everyday lives.  The 
cherished memories of a place that once 
held such meaning to us can vanish without a 
trace, leaving us with a feeling that something 
precious has been lost forever. This is 
particularly true when it comes to preserving 
local histories, where the phenomenon of 
societal extinction can result in the loss of 
cultural knowledge.

Board games offer a powerful tool, capable 
of captivating and engaging audiences while 
conserving and conveying local history. 
Players are transported into the depths of 
the city’s heritage by recreating historical 
events and landmarks, generating a profound 
appreciation for the people and incidents that 
have impacted the community over time.

Through these games, one can reconnect 
with the community and gain an 
understanding of the complexities of 
urban planning. Rediscover the beauty 
and significance of places that have long 
since disappeared physically, keeping them 
present in our everyday lives through our 
shared cultural knowledge!

It is important to remember that cultural transmission 
does not have to be limited to board games alone. 
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Motivation

      My feet are still making their way through the intricate streets of 
Mumbai as a novice. As I go about the city, my gaze is pulled to the 
overwhelming monuments of Malabar Hill. This area is a testament 
to the cultural and structural influx that has come to characterize 
Mumbai. The history concealed behind these walls, the events and 
people who have made their stamp on this place, speak to me with a 
voice that cannot be brushed aside.

I’ve started an effort that tries to preserve the tales of Malabar Hill 
in an original and engaging way out of a desire to give back to this 
place that has so captured my heart. I intend to create an immersive 
experience that will enable people to share my enthusiasm for the 
past by developing an educational game that is based on the history 
and culture of this area. 

I’ve begun to piece together the rich web of stories and recollections 
that have been woven into the fabric of Malabar Hill after numerous 
hours spent poring over archives and conversing with residents. Each 
piece of knowledge, each part of a story, has pushed me closer to a 
more complete understanding of this location and its significance in 
Mumbai’s history.

The chance to support the preservation of Mumbai’s cultural heritage, 
even in a small way, humbles me. Knowing that the stories I’ve 
gathered will be passed down and appreciated by future generations 
fills me with excitement and optimism for the future. In the words of 
Ursula K. Le Guin, “the past is always beginning again.” Through this 
effort, I wish to ensure that the history of Malabar Hill is kept alive for 
subsequent generations to come. 
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History

Amidst the wide Arabian Sea, there is a 
collection of islands that have witnessed 
centuries of history, each leaving their 
stamp on the country. The Kolis, a tribe of 
fishermen, navigated the turbulent waters 
between these twenty three isles, throwing 
their nets for plentiful catches. Their  way 
of life, however, was continually threatened, 
since the Malabar Coast was known for its 
notorious pirates who preyed on passing 
traders.

Mumbai has a long history dating back to 
antiquity. It was ruled by dynasties such the 
Mauryas, Chalukyas, and Rashtrakutas. The 
islands were under the Sultanate of Gujarat 
until the 16th century, when they were ceded 
to the Portuguese.Upon their arrival, the 
Portuguese worked in cohesion with the Koli 
tribe to build strong forts along the western 
shoreline to safeguard their territory from 

pirates and plunderers. 

However, as they stretched their reach, 
the islands at the core of the sea became a 
prized possession. Soon, thoughts of fresh 
prospects and fortunes began to materialize, 
and the East India Company was the first to 
capitalize on this promising territory. 

Gerald Aungier, a man of tremendous 
ambition, set out from Surat in quest of a 
suitable replacement for the Company’s 
lone port on the west coast, which was 
quickly silting up. He envisioned a “harbor 
waiting to be created” that would serve as 
the cornerstone for the Company’s growing 
trade lines. The islands were acquired as a 
royal dowry gift in 1662, when King Charles 
II of England married the Portuguese 
Duchess Catherine of Braganza.

It wasn’t long until the Company asserted 
possession of the Port and islands for a ten 
pound yearly rental and a 50,000-pound 
loan, a splendid amount indeed. The duty 
of building the Port was assigned to ship 
and dock builders, the Parsis, who were 
summoned from Surat. The workmen were 
recruited from the Konkan coast by the 
promise of stable labor and a better living.
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     The western ridge of Mumbai was a basalt barrier, stretching from 
Bassein to Alibag, interrupted only by a creek opening into Bombay 
harbor. Over time, the hilly tracts on the islands came to be occupied 
by sacred sites or the homes of wealthy residents.

At the turn of the twentieth century, many of the hills were flattened, 
their rock being used for the great reclamation projects undertaken 
by the British authorities to provide more land for the rapidly growing 
population. Very few of the original hills of the Bombay islands 
survived the onslaught of reclamation, including Sion Hill, Mount 
Mary at Bandra in the north, and the Malabar and Cumballa Hills 
located on the H-shaped and the largest of the original seven islands.

The Malabar Hill, in particular, is said to be named after the many 
pilgrims from the Malabar coast who traveled to the Bombay islands 
to pay homage at the Walkeshwar Temple. It is also said to derive its 
name from the fact that the neighborhood of the Walkeshwar Temple 
was a favorite haunt of the Malabar pirates.

From the early years of the 9th century until the mid 13th century, the 
Silhara or Shilahara dynasty reigned in the region that lay between 
Bombay islands and the districts of Colaba and Thane to the north. 

Worshippers of Lord Shiva, they built a rich temple in basalt stone 
dedicated to the god on the mainland to the north-east of the Bombay 
islands, near Kalyan, which had earlier developed into an important 
trading center.

The little village, situated about a thousand yards west of the temple, 
was subsequently named Ambernath or Ambarishwar after the Shiva 
temple that stood in a grove of mangoes and tamarinds on the bank of 
a tributary of the Valdhan River.

The Haji Ali tomb was set up around the 15th century, which initiated 
the gradual transformation of the singularly Hindu character of the 
Malabar Hill in the decades to come. As a result of religious insecurity 
created by the rule of an alien religion in the Bombay region, or 
perhaps as a result of the many growing legends through the 13th and 
14th centuries, the Banganga tank evolved as a focus that provided a 
sanctuary for members of the Hindu faith. As more and more temples 
came to be built in nearly areas, the tank became a well-defined 
center of a tangible Hindu temple complex, which by then comprised 
dharamshalas, maths and samadhis together with many shrines and 
temples, with the Walkeshwar Temple serving as the anchor.

A glimpse into the story of Malabar hill
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     The Hindu character of the hill transformed again after the 
construction of buildings for the new religion introduced to India by 
the Parsi immigrants who had begun to settle in Bombay in increasing 
numbers. The Britishers, in their anxiety to draw more migrants to 
the Bombay islands, ensured opportunities to trade and complete 
freedom from religious oppression.

Ramaji Kamath belonged to the Shenvi or Gaud Saraswat Brahmin 
community, originally from the Goa region. During Portuguese 
rule, they migrated northward to Bombay as laborers and traders. 
Some members of the community became successful traders and 
built several temples in Bombay, including Walkeshwar, Bhuleshwar, 
Thakurdwar at Mahim, and the Vyankatesh Mahadeo temple in the 
Fort area. According to an account in Marathi by G.N Madgaonkar, 
the Shenvi community claimed ownership of the entire village 
of Walkeshwar as the property of the Walkeshwar temple. Since 
the population of the hill was only forty people and the area was 
frequented by robbers and other dubious characters, the Shenvi 
community, as owners of the village, allowed Hindus of other sects to 
build more temples and dharamshalas in the area without charging 
any ground rent, to provide more security to the area.Thus, there are 
temples more numerous than the houses in Walkeshwar.

In the heart of Malabar Hill stood the All Saints Church, its grand 
spire reaching towards the sky. Built in 1888, it was a symbol of the 
influx of Christian residents to the area. The sacred hill, once lush 
and verdant, was becoming increasingly cosmopolitan as different 
religions and cultures mingled together.

The lure of wealth and trade drew many to the mountain of God, 
and soon the landscape was transformed by towering high-rises and 
sprawling complexes. The character and ambiance of the Banganga 
complex, once a tranquil oasis, was radically altered.

As the years passed, new religious landmarks emerged. In 1903, the 
Swetambar Jain community built a temple dedicated to Rishabhdev 
on the ridge of Malabar Hill, adding yet another layer to its rich 
tapestry of faiths.

Despite the city’s encroachment, the remnants of Malabar Hill’s past 
still remained, serving as a reminder of its once-verdant past. The 
temples and landmarks punctuated the landscape, but it was the tank 
at the center that remained the ultimate focus – a hollow, water-filled 
nucleus that held the secrets of the past.
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The area was a palimpsest of history, full 
of memories and legends waiting to be 
uncovered. Like a potter’s wheel, time 
continued to turn and shape the city, but the 
thread of continuity remained unbroken, 
woven through the myths, legends, and 
traditions of generations.

As the city evolved and grew, the landmarks 
of Malabar Hill served as a testament to its 
enduring legacy. The tales of the past were 
etched into the very fabric of the landscape, 
waiting to be discovered and passed down to 
future generations. For in Malabar Hill, time 
stood still even as it continued to change, 
preserving the sanctity and richness of its 
past for all who cared to listen.
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Secondary research 

  To get an idea of what information is 
available, I decided to look further into 
parallel research studies on Mumbai and 
Malabar hill, and what approaches are easily 
accessible to obtain a better picture of what 
information is available. 

For example:  
• Soak: Mumbai in an Estuary
(Anuradha Mathur and Dilip da Cunha), 
The act of writing allows for a fresh 
perspective on the intricate interplay of 
topography and oral narratives. Through 
the compression of these complex and 
multilayered narrations into brief written 
pieces, one can gain a deeper understanding 
of the stories and traditions that have shaped 

a place. In an effort to distill the essence of 
these tales, I have crafted an overview that 
captures the essence of the rich history 
and cultural significance of the region. This 
condensed portrayal seeks to convey the 
essence of the intricate web of stories and 
memories that have been woven into the 
fabric of this place, providing a glimpse into 
the complex and multifaceted nature of its 
past.

The act of thinking is challenging, but the 
act of unthinking is even more difficult. This 
is the central theme of Anuradha Mathur 

and Dilip da Cunha’s exhibition, which 
challenges us to unthink our preconceptions 
of Mumbai. Instead of focusing solely on 
the physical attributes of the city, such as 
its architecture and infrastructure, this 
exhibition invites us to explore the deeper 
concepts of place, time, and space.

One of the challenges presented to designers 
in the estuary is to create a new visualization 
of Mumbai. The estuary, where land meets 
sea, presents unique challenges that require 
new ways of thinking about space and design. 
The exhibition explores these challenges and 
invites viewers to consider the possibilities of 
working with the natural environment rather 
than against it.

Overview of Soak
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One of the most important concepts that 
the exhibition explores is the contrast 
between land and sea. In the past, Mumbai’s 
relationship with the sea has been one of 
waiting for the monsoon season to arrive 
and then fighting against it. Recent floods 
in the city have led to the creation of hard 
edges and clear boundaries between 
land and sea, privileging land over water. 
However, an estuary demands fluidity and 
accommodation of the sea. The exhibition 
proposes that by recovering the world 
of soak, Mumbai can move away from a 
language of war with the sea and monsoon, 
and towards a new appreciation of its 
natural ecology.

Soak offers a new way of seeing Mumbai, 
shifting from an ‘island city’ to an ‘estuary’. 
Instead of separating land and water, Soak 
proposes to hold rain in multiple ways and 

negotiate rain and tide. By encouraging 
designs that work with the gradient of an 
estuary and accommodate uncertainty 
through resilience, Mumbai can embrace 
its natural environment and move towards a 
more sustainable future.

Overall, Mathur and da Cunha’s exhibition 
challenges us to think differently about 
Mumbai, to unthink the way we have thought 
about the city in the past, and to embrace 
a new perspective that values the natural 
environment and the importance of fluidity 
and resilience in design. 
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  As a design student, it’s essential to 
appreciate the intersection of design and 
storytelling when designing games. Design 
can be a powerful tool for communicating 
narratives about cities, cultures, and 
development, and educational games can 
serve as a particularly effective medium 
for doing so. By creating games that tell 
compelling stories and offer engaging 
experiences, designers can avoid the 
potential monotony that often accompanies 
educational material. This allows players 
to remain interested and invested in the 
game, leading to a more effective learning 
experience overall. Using this as a base idea, I 
further read: 
• Design is storytelling by Ellen Lupton.

“Design Is Storytelling” by Ellen Lupton is 
an investigation of the ability of design to 
communicate narratives and ideas. The book 
is structured into five sections, each delving 
into a distinct facet of design narrative.

“What Is Storytelling?” sets the tone for 
the remainder of the book by defining 
storytelling and its function in design. 
According to Lupton, narrative is a basic 
component of human communication, and 
design can use it to create meaningful and 
compelling experiences.

The second portion, “Forming the Story,” 
focuses into the design process of building 
a story. Lupton delves into techniques like 
mapping, diagramming, and storyboarding

to assist designers in organising their ideas 
and creating cohesive narratives. She also 
emphasises the significance of developing a 
strong visual language to complement 
the story.

“Designing the Story,” the third segment, 
goes into the practical components of 
creating a story. Lupton investigates the 
use of font, colour, images, and layout to 
elicit an emotional reaction and establish 
a connection with the audience. She also 
highlights how important it is to consider 
the audience’s wants and expectations when 
writing a story.

Overview of Design is storytelling



20

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023

“Engaging the Audience,” the fourth portion, looks at how designers 
might develop interactive and immersive experiences that invite 
audience participation. Lupton demonstrates how technology, 
animation, and interactivity can be used to create experiences that 
transcend beyond static design.

The third section, “Case Studies,” offers real-world instances of good 
design narrative. Lupton shows off a number of projects, such as 
branding campaigns, exhibition designs, and journalistic layouts, 
to show how storytelling can be utilised effectively in a variety of 
situations while designing.

Lupton emphasises the need of empathy and knowing the audience’s 
perspective throughout the book while developing a story. She also 
emphasises the importance of designers being deliberate in their 
decisions and using narrative as a tool to effect good change.

“Design Is Storytelling” is a thorough examination of the function of 
narrative in design. This book is a fantastic resource for designers and 
anyone interested in the power of design to express ideas and create 
meaningful experiences, with practical guidance, intriguing case 
studies, and thought-provoking insights.



21

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023

In addition to soaking up knowledge, I 
adopted various methods of interpreting 
maps and cities from books such as:  

• Banganga: Sacred tank on Malabar hill 
   (Rahul Mehrotra and Sharada 
    Dwivedi), 
• Bombay to Mumbai: Changing 
   perspectives 
   (Pauline Rohatgi, Pheroza Godrej, and 
    Rahul Mehotra)
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Experiencing the City Firsthand

      As an inquisitive individual striving to comprehend the 
complexities of urban design, I have studied the city personally 
through several history walks and personal guided tours offered by 
residents. By immersing myself in the physical experience of the city, I 
developed a better knowledge of its oral histories and local narratives, 
as well as the motivations of the populations that inhabit these areas 
and how changes affect them. In contrast to just reading about the city, 
this technique gave a more thorough and nuanced understanding of 
its urban planning fabric. 

 
Curated walks I attended: 
• Banganga tours by Khaki tours 
• Adaptive reuse of mills in mumbai by Prasad Shetty,  
• Because Byculla by Hutokshi Rustomfram 
• Kamathipura beyond sex work by Zoya Kathawala
• Looking at public art by Alisha Sadikot,  
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How it was decades ago
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How it is now
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Understanding geographic space

  Urbanisation has resulted in fast 
city expansion, often at the price of the 
natural and cultural legacy that previously 
distinguished them. Local communities and 
their traditions are sometimes disregarded 
in this drive for advancement, resulting in 
the destruction of historical and culturally 
significant structures.

The issue is that governments’ urban 
planning strategies frequently prioritise 
economic expansion and growth over 
cultural preservation. As a result, local 
communities are rendered impotent in 
the face of big developers and corporate 
interests seeking to benefit from their land 
and resources.

This is worsened by the fact that many of 
these institutions and traditions operate 
on a local rather than a governmental level, 

leaving them more vulnerable to neglect 
and destruction. When these structures are 
destroyed, so are the memories and histories 
they carry, removing a significant element of 
the community’s cultural fabric.

There are, thankfully, efforts that may be 
taken to maintain and safeguard historic 
structures. Policymakers may establish more 
sustainable urban planning strategies that 
take into consideration the cultural and 
historical relevance of the regions they are 
developing by interacting with local people 
and listening to their concerns.

While sustaining local cultures and traditions 
in the face of increased urbanisation 
poses significant obstacles, they are not 
insurmountable. We can create cities that are 
both prosperous and culturally rich by taking 
a more holistic approach to urban planning 

that prioritises cultural preservation 
alongside economic development. 

In addition, a holistic approach to urban 
planning should also prioritize sustainability 
to ensure the long-term health and well-
being of both the environment and the 
community. 
 
To summarise, this may produce a sense of 
belonging and connection to the location, as 
well as a common identity that transcends 
race, class, and ethnicity.
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Bulging of Mumbai over the years
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Malabar hill
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Why it matters? 
Close up of reclamation project

2020

2021

2022

    Urban planning is a multifaceted process that requires a deep 
understanding of a space’s environment, history, and cultural 
significance. It shapes not just the physical landscape of a region, but 
also its cultural fabric. Take the Banganga tank on Malabar Hill, for 
instance, whose natural spring is a result of water cascading through 
the terrain of the hill. Pouring concrete along the coast without taking 
into account the micro-connections within the ecosystem might have 
disastrous consequences for the natural flow of the spring. This might 
lead to the steady degradation and eventual death of the heritage 
monument, which has existed since long before the city was built.  

The state must recognise the intricate links between the natural 
environment and cultural heritage and adopt an integrated approach 
to urban development that takes into account both the physical and 
cultural features of a location. A more careful and sustainable strategy 
may protect a place’s legacy while meeting the requirements of an 
expanding population.
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Knowns and 
known unknowns

      Malabar Hill is in a state of constant 
flux, with old structures being demolished 
to make way for new ones. This rapid 
change has resulted in the loss of significant 
spaces that hold major historical events. 
Unfortunately, with each passing generation, 
oral histories are forgotten, and few have 
the desire to preserve them. There is little 
documentation of these stories, leaving few 
places to turn to for information. While not 
all stories hold scientific or historical value, 
some provide entertaining narratives about 
the daily lives of past inhabitants of the 
area. It is common to hear people speak of 
incidents or places they have heard of but 
cannot trace back to their origin. This gap 
in information and accessibility disconnects 
present inhabitants from the rich history and 
culture of the space they inhabit.
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Timeline of monument/ space/people/ object

Banganga tank                                                	 9-13th century AD, later 18th
shri gundi	                                                             10th century
Trimurti	                                                             10th century
Walkeshwar temple	                                              Same an banganga or re-built in 1715-1724 the temple
siri road	                                                             10th century
Tower of silence	                                              1672-73, second tower in 1750, and third in 1779
Dharamshalas                                               	 1700s
5 pillars of banganga	                                              later re-constructed around 1715 C.E
Babulnath temple                                       	 1780
Akhada samadhi	                                              18th century
jabresheshwar lane	                                              1840s
Jabreshwar temple	                                              1840s
Raj bhavan/ Governer’s estate	                1850s
Pandit Vishnu Narayan Bhatkande script	 1860
Hanging garden	                                              1885
All saints church	                                              1888

Middle ages to early modern period

Demolished/ non-existent 
9 out of 33 = 30% approx.
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Dhobi ghat	                                                             early 1900s
Swetambar jain temple-rishabhadev	                1903
Babu Amichand Panalal Jain temple                 1904
Bunker museum	                                              1907 to 1913
Connecting stair at huges road                       	 1908
Durban hall	                                                             1911
Punjabi dharamshala-1st holi of bollywood	 1930s-40s
South court- M.A Jinnah’s House	                1936
St. Elizabeth hospital                                  	 1937
Homi Bhabha’s bungalow at Malabar Hill	 1939 - later in 2014 destroyed
Kamala Nehru park	                                              1950
Parrot point - Kamala nehru park	                1950s
Teen batti cross road	                                              1953 film
Priyadarshani park                       	                1990s
Charles korrea	                                              2015
Shilo shiv suleman wall art - ‘Pyaas	                2021
Bandman’s govt’ quarters	                               -

Contemporary times

Demolished/ non-existent 
9 out of 33 = 30% approx.
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Rameshwar shiva temple	                               19th century
Ganpati temple	                                              1842
Laxmi narayn temple	                                              1890s
Onkareshwar mahadeo                                      	 -
Vithoba rukhmai temple	                               1890s-1912 rebuilt
Kashimath Sansthan/madhavendras matth	 1755
Hanuman mandir	                                              18th century
Northern end of tank- memorial stones	 -
Kavle matth                                                       	 1809 n before
Mahalaxmi santoshi mata temple	                1973
Vyankatesh balaji temple	                               1781
Siddheshwar temple with samadhis	                1830s
Jagnath or jagannath mahadev temple	 1858
Rama mandir                                               	 1918
Parashuram temple	                                              1965
Samadhi in compound of anurag building	 1970s
Ram kund	                                                             -

Temple Parikrama
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     Game creation based on real-world 
settings may be a very immersive and 
informative experience. By incorporating 
real-world locales, players are able to explore 
and engage with areas they may not have had 
access to otherwise, providing a new depth to 
their learning experience. 
 
An instructional game based on real-world 
locales can give a unique chance for players 
to learn about history, geography, and 
culture. A game modelled on the streets of 
ancient Rome, for example, can allow players 
to travel and experience the city, learn 
about its landmarks, and develop a greater 
appreciation of its cultural value. Similarly, 
a game situated in a natural park may teach 

players about the region’s flora and wildlife 
while simultaneously teaching them about 
environmental protection.

A well-designed educational game based 
on a real-world place may not only provide 
a pleasant and engaging experience for 
players, but it can also help them develop 
crucial skills like critical thinking, problem-
solving, and decision-making. The game can 
be designed to push players to perform tasks 
or solve puzzles that demand them to think 
creatively and tactically, while also motivating 
them to explore and learn more about the 
environment in which they are playing.

Furthermore, an instructional game based 

on real-world locales might benefit the 
tourist sector by encouraging players to visit 
and experience the real-world site. Such 
as a game set in a historical city may pique 
players’ interest in visiting the area in person, 
thereby increasing tourist income and 
improving the local economy.

In all, game creation based on real-world 
locales may be a great instructional tool 
that offers a one-of-a-kind and immersive 
learning experience. It may add value to 
players’ education, encourage cultural 
understanding and preservation, and even 
have a positive influence on the tourism 
economy if done correctly.

Unlocking the power of learning through game design
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The unique opportunity to physically engage 
with the game world that tangible games 
provide gives players a better knowledge of 
the setting and all of its constituent parts. 
Players gain a stronger feeling of spatial 
awareness through the manipulation of 
actual game pieces and objects, enabling 
a more intuitive understanding of the 
environment being represented.

Additionally, tangible games may be 
customised to fit particular learning goals 
or to draw attention to certain features of a 
location, including historical occurrences 
or cultural customs. Players may have a 
more memorable and engaging learning 
experience by including these components 
into the game mechanics.

Tangible games benefit players by fostering 
teamwork and social engagement. Players 

may speak with one another, share ideas, and 
build a feeling of community while fostering 
collaboration through shared involvement in 
a physical place.

subsequently people with impairments or 
other accessibility requirements may enjoy 
tactile games more. A larger spectrum of 
players may be accommodated by tangible 
games by adding elements like physical 
feedback or aural clues. Considering that 
they provide a distinctive, dynamic, and 
fun method to learn, tangible games have 
the potential to be a successful tool for 
informing people about a specific region.

Digital games are still valuable for educating 
players about a given space, even though 
tangible games offer benefits over intangible 
ones. Digital games have their own special 
advantages, such as more interactive and 

customizable gameplay, richer experiences, 
and better involvement. They may also be 
distributed more extensively and made 
available to a larger audience, which is 
advantageous for reaching those who have 
limited access to physical games owing 
to financial or geographical restrictions. 
Furthermore, as digital games may be 
updated and enhanced more regularly than 
physical games, their material is frequently 
updated and improved.

It is important to note that I did not explicitly 
compare physical games to VR games 
when I said they were more accessible. I was 
contrasting them with abstract games, like 
video games or smartphone applications, 
instead. Due to the lack of specialised 
equipment or technological requirements, 
physical games, such as tabletop games, are 
frequently more accessible than the other. 

Tangible games v/s Intangible(digital) games
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They are accessible to a wider spectrum 
of individuals regardless of their financial 
situation or access to technology.

Even while VR equipment might be pricey, 
it still represents a practical game that 
can provide a very deep and participatory 
experience. But not everyone has access 
to this technology, and some audiences 
or educational contexts might not be 
appropriate for VR gaming.

Therefore, tactile games like tabletop games 
may offer a more inclusive and accessible 
experience while still being successful in 
disseminating information and encouraging 
participation when it comes to educating 
consumers about a certain location.
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Portable: Card games are more portable 
and simpler to transport than board games, 
which makes them an excellent choice for 
educational settings that may have space 
restrictions or that need to be transferred to 
various places.

Cost-effectiveness: Due to their lower 
production costs than board games, card 
games are sometimes a more cost-effective 
choice for educational institutions with 
tight resources. 
 
versatility: Card games may be modified to 
suit a variety of learning levels and objectives 
and give greater gaming versatility. They 
are thus a more flexible alternative than 
conventional board games for instructional 
purposes while playing.

Engagement: Card games may be designed 

to be fast-paced and interesting, which keeps 
students interested and motivated. 

Basic rules and mechanics: Simple rules and 
mechanics make many card games simple 
to pick up, making them approachable to a 
variety of learners. In educational contexts 
where students may have varied degrees 
of experience or expertise, this can be 
extremely helpful.
 
In comparison to traditional board games, 
adopting card games for educational 
purposes may often provide a number of 
advantages. Card games are a significant tool 
for educators aiming to create interesting 
and successful learning experiences for 
their students, from cost-effectiveness and 
mobility to engagement and flexibility.

Playing cards over board game
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Types of Playing cards

The most popular kind of playing cards, 
standard cards include 52 cards, four suits 
(hearts, diamonds, clubs, and spades), and 
13 ranks (Ace, 2–10, Jack, Queen, and King). 
They are used in numerous games.

Tarot cards: A deck of 78 playing cards that 
includes both the major and minor arcana 
and is used for divination and fortune telling.

Games like Magic, the Gathering and 
Pokémon are examples of collectible card 
games, in which players construct their own 
decks of cards and compete with each other.

Games that involve trick-taking include 
Bridge and Hearts, where players attempt 
to earn tricks by playing the highest-ranking 
card in a specific suit.

Playing cards used in casinos may be regular 
playing cards with unique markings or 
patterns to deter cheating.

Novelty playing cards, these are cards with 
non-traditional designs, sometimes with 
allusions to pop culture or amusing artwork. 
 
Educational playing cards intended to impart 

knowledge or abilities, such as language 
acquisition or historical events.

These are only a few varieties of playing 
cards; there are many more available for a 
wide range of uses and interests.
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Types of gameplay in card game

Card games include numerous forms of 
gameplay, including:

Trick-taking games: In these games, players 
take turns playing cards, and the winner of 
each round is determined by the highest 
ranking card played or by a set of rules 
governing which cards win. 
 
Shedding games: In these games, players try 
to get rid of their cards as rapidly as possible, 
generally by matching suites or ranks.

Rummy games: In these games, players 

attempt to build sets or runs of matching 
cards in their hands, and the winner is 
determined by the player with the highest 
score at the end of the game.

Collectible card games: In these games, 
players collect and assemble decks of cards 
with unique powers and attributes, and then 
combat each other using their decks to win.

Solitaire games are single-player games in 
which the purpose is to manage a deck of 
cards to achieve a certain goal or satisfy a set 
of rules. 

Trading card games: Similar to collectable 
card games, players create decks of cards 
with distinctive powers, but instead of 
gaining cards randomly, they trade and buy 
cards with other players to build their decks.

Casino games: These games are frequently 
played for money or chips, and the goal is to 
win by holding the best hand or beating the 
dealer.

There are several other kinds and forms of 
gameplay in card games, but these are the 
most frequent.
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Types of game mechanics

Action Point Allowance System: Each turn, 
players have a certain number of action 
points that they can spend to conduct 
activities in the game.

Bidding/auction: Players bid on cards or 
other game elements, with the highest bidder 
winning the object. 

 
Deck Building: Players begin with a tiny deck 
of cards and gradually build it up by gaining 
new cards during the game.

Drafting: Players take turns picking cards 
from a pool and assembling their own 
personal decks or hands.

Hand Management: To gain an edge, players 
must manage the cards in their hand and 
utilise them intelligently.

Roll and Move: Players roll dice to decide 
how many squares on a board or game mat 
they can move. 
 
Set Collection: To get points, players must 
gather sets of cards or other game pieces.

Take That: Players can directly hurt or 
sabotage other players by playing cards or 
doing actions.

These are only a handful of the numerous 
game mechanics that may be employed in 
card games and other sorts of games.
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Selection of gameplay and game mechanics

     Designing a card game that captures 
the essence of Mumbai’s Malabar hill 
region, I am confronted with the challenge 
of developing a gameplay that not only 
provides a quick and easy way to process 
the information, but also instills a subtle yet 
powerful sense of curiosity in the players.

The fundamental objective of the game, 
which uses a deck of 51 cards, each 
representing a distinct historical landmark, 
venue, or person from the region, is to allow 
users to subconsciously absorb knowledge 
about the region’s history and culture while 
strategizing to get rid of all their cards first.

The timeline is the focal point of the 

content I’ve gathered, encompassing the 
various incidents and monuments from 
the region’s past, it’s critical to design a 
gameplay that allows players to experience 
the chronological order of the events without 
forcing them to adhere to a rigid gameplay 
structure. In this sense, I’ve drawn inspiration 
from a variety of traditional card games, 
including Sevens (also known as Fan Tan), 
Dominoes, and Parliament, each of which 
has a distinct shedding card method that 
corresponds to the primary premise of the 
gameplay.

The goal is to build a gameplay that not only 
expresses the spirit of the region’s history 
and culture, but also gives an immersive 

and engaging experience to the players, by 
meticulously picking game mechanics that 
draw from an array of current card games. 
As I go deeper into the creative process, I 
am hopeful that the ultimate result will be a 
game that not only teaches and entertains, 
but also inspires amazement and wonder for 
Malabar Hill’s rich cultural heritage.
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Study of existing designs

  I took the time to study various existing 
card game designs to better understand 
how different layouts function and how the 
size of cards can affect their playability. By 
examining a range of popular card games 
and analyzing their designs, I was able to gain 
insights into how the layout and size of cards 
can impact the user experience.

I also looked into the different materials and 
finishes used for cards, such as paper, plastic, 
and laminate. Through my research, I learned 
how these materials can impact the durability 
and texture of cards, which can in turn affect 
the way they feel in a player’s hand.

By examining the designs of existing card 
games, I was able to identify both successful 
and unsuccessful elements of card design. 
This knowledge will prove invaluable as I 
move forward with designing my own card 
game and seek to create a design that is both 

functional and aesthetically pleasing.



45

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023



46

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023



47

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023



48

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023



49

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023

Standard sizes of cards
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Anatomy of playing cards

    The face of a card is where the design and 
value of the card are displayed. The design 
should be aesthetically beautiful and easy to 
understand, with the value clearly displayed 
in the top left and bottom right corners.

The back of the card displays the deck’s 
consistent design. It should be constructed 
in such a manner that it is impossible to 
recognise the card from the reverse.

The index is the number or letter that shows 
the rank of the card. It is normally positioned 
in the top left and bottom right corners of 
the card face and should be simple to see.

Pips are the symbols that signify the card’s 
suit. They are often located in the centre 
of the card face and should be plainly 
discernible at a glance. 
 

The border is the card’s outermost design 
element. It can be created anyway you like, 
but it must not obstruct the reading of the 
other card parts.

The arrangement of these components 
is essential to the card’s use and aesthetic 
appeal. The layout should be balanced, clear 
to read, aesthetically and appealing. 



51

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023

Visual language

      In order to capture the spirit of the 
place that I was depicting in my cards, I was 
inspired by the vibrantly coloured cards of 
other games. I wanted my cards to capture 
the vitality and variety of the Malabar 
Hill neighbourhood in Mumbai, which is 
a location steeped in history and culture. 
I decided to use illustrations that were 
not minimalist in style but rather a riot of 
traditionally painted colours to accomplish. 

Each card features a historical figure, 
location, or monument from Malabar Hill, 
and the pictures’ colours and fine details 
perfectly convey the setting’s personality. For 
instance, the Banganga Tank card, a historic 
water tank in Walkeshwar, is decorated with 

blue, green, and brown hues to represent the 
surrounding water, plants, and rocks. Similar 
to this, the card showcasing Mumbai’s 
Hanging Gardens is depicted with lush 
greenery and a vivid sky blue to express the 
tranquilly of the park and the breathtaking 
city vistas it offers.

The game’s educational component is 
further enhanced by the traditional artwork 
style, which motivates players to research 
and discover the local art and culture. Players 
may study and learn from the intricate 
drawings’ inclusion of historical features 
including architectural styles, and other 
historical nuances.

Overall, I think that my instructional card 
game conveys the distinct personality and 
history of Malabar Hill through the use of 
classic, vibrant artwork.

Following are a few illustrations from the 
50+ cards to be designed for this deck. 
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Structure of the content in gameplay  

     It was crucial to me as a designer that 
the players not just rely on the numbers 
written on the cards. Instead, I wanted to 
use this deliberate complexity to motivate 
them to memorise and recite the titles of the 
cards as well as determine their order. The 
learning process would be aided by repeated 
exposure and reliability on the sequence 
card, which would eventually result in a 
greater comprehension of the importance 
of the cards. I avoided putting numbers on 
the cards to do this and instead relied on the 
players’ memory and observational abilities 
and further added symbols and alphabets to 
simplify it.

I divided the cards into three timeframes to 
better organise the order of the cards and 
their structure. The first two timelines were 
organised according to a periodic pattern, 
while the third one depicted the parikrama 
path that pilgrims took to visit the temples 
in the area of Banganga. It was determined 
that the Khandoba card would serve as the 
starting point for the game. In Maharashtra, 
where we visit the Khandoba temple before 
beginning any worthwhile endeavour, the 
Khandoba card has important cultural and 
religious significance. The Khandoba, with 
his five spouses, served as the beginning of 
the sequence. The data was then split into 
three cards, each of which functioned as the 

beginning of a different sequence.

Eight cards were arranged in an upward 
motion, and eight more were arranged in a 
downward motion with respect to Khandoba 
card. With the use of this reasoning, three 
sequences were produced, each of which 
had three Khandoba cards and 24 cards 
that moved up and down in the appropriate 
chronology.

The gameplay comprised a variety of power 
cards, each with a special benefit that offered 
the players an advantage over other players. 
These power cards gave players a tactical 
edge and were content-driven, 
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increasing the gameplay’s significance. The Tower of Silence card, for 
instance, permitted the player to surreptitiously inspect one card of 
any other player without revealing it.

To win, you have to discard every card from the deck. The participants’ 
chosen gaming approach would eventually decide who would win. 
This game was created to be played by 3 to 4 players, giving each 
participant an immersive and exciting experience.
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Brochure details  
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Exploration for sequencing of cards
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Playtesting and feedback

     After multiple rounds of playtesting, I saw 
that players who were well-versed in playing 
sevens had a higher proclivity to think well 
and foresee their next action, particularly 
when using power cards. The redundancies 
built within the game’s design were 
discovered to boost a player’s retention and 
remembrance of the many locales included 
in the game through the usage of power 
cards. Notably, because khandoba acted as 
an admission card, it was frequently heard 
by players being vocalised loudly during 
games. However, players were agitated by the 
lack of numerical sequencing on the cards, 
which made it difficult to comprehend the 
sequential sequence of play at first.

Taking these findings into account, I opted 
to use gestalt’s law rather of numbers to 
help players navigate the game’s sequences. 
Nonetheless, after numerous rounds of 
playtesting, the final design has yet to be 
constructed, therefore I am still waiting for 

comments from players who have played the 
functioning prototype.
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Conclusion

     The process of creating a card game to 
preserve the oral histories of a culturally 
diverse region has been both tough and 
gratifying. I was able to uncover major 
sites and events that formed the history of 
the Banganga area in Maharashtra, India, 
by diving into its cultural origins. I then 
incorporated these locations into the design 
of the card game, pulling inspiration for each 
card from the vibrant colours and traditional 
paintings techniques.  
 
By purposefully excluding numbers from 
the cards, I hoped to encourage players to 
recall the names and sequences of the cards, 
fostering active learning and memorising. 
During playtesting, I discovered that players 

who were previously experienced with 
playing sevens were able to strategize and 
memorise the landmarks more effectively 
thanks to the power cards. However, I 
noticed that the absence of statistics initially 
frustrated several players. This inspired me 
to look at other options, and I eventually 
decided to use Gestalt’s Law instead of 
numbers to lead players through the process. 
 
As urbanisation continues to affect many 
areas’ cultural landscapes, it is critical to 
conserve the rich oral histories and cultural 
practises that are frequently lost in the 
process. Games like this may be a fun and 
engaging method for future generations to 
learn about these histories and traditions. 

Players may learn about the history and 
cultural significance of places by including 
cultural monuments and events into the 
design of the card game.

Finally, creating this card game has been an 
amazing adventure that has taught me the 
importance of maintaining cultural heritage 
through inventive and interesting techniques. 
This project has not only allowed me to 
investigate Banganga’s cultural roots, but 
it also illustrates the possibility of utilising 
games to preserve and communicate oral 
histories with future generations.



70

MAPPING MUMBAI

IDC SCHOOL OF DESIGN, 
IIT-BOMBAY

MASTERS IN 
COMMUNICATION DESIGN

PROJECT III REPORT 
SPRING SEMESTER 2023

Learnings

     This project has given me a better 
understanding of the role of urbanisation in 
the erasure of oral histories, as well as how 
gamification can be an effective strategy 
of preserving and sharing these tales. 
By concentrating on the Banganga Tank 
precinct, I’ve investigated how this game 
might serve as a place of belonging and teach 
the populace about their neighborhood’s 
cultural past. 
 
This initiative also emphasises the potential 
for policymakers to utilise this knowledge 
to guide decisions concerning urban growth 
and conservation activities. The combination 
of vibrant colours, classic pictures, and 
gestalt rules in the card design resulted in 
the creation of an interesting and accessible 

game that serves as a starting point for a 
discourse about the protection of history and 
the environment. 
 
It is vital to emphasise, however, the 
constraints of such initiatives, such as the 
timetable and scope, accessibility, and 
the need for continuing maintenance and 
upgrades. Despite these obstacles, I believe 
this project has showed the potential for 
gamification to act as a form of recording and 
conservation of geographic space.
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