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Editorial

Education has always benefited from the structure and discipline of
planned lectures, studio critiques and conceptual grounding remain
the key for professional formation. Parallel to these traditions, this
cohort of student essaysprompt a complementary epistemological
method that underscores the human-environment relationship as

central to cognitive development (Ingold 2000; Wilson, 2002).

The cohort of sophomore undergrads were given the freedom and
choice to explore sensory stimuli and create data points fortheir own
neuro cognitive development.With the situated pedagogy in mind
the students went about tocreate their learning pathways.Their
essays demonstrate that cognitive development and design thinking
do not solely reside within the classroom walls but unfolds across

real time negotiations and decision making.

What emerges from their reflections is an extension ofthe education
system, where learning emerges not from containment, but from
lived experiences and human-environment relationships.Students in
an open environment not just simply retain more information, but
they also reorganise how they perceive, remember and construct
meaning. These essays reveal cognitive and ontological shifts in the
students, through their distributed, embodied and environmentally

entangled ways of learning (Ingold, 2000; Kartal, 2021).

It is critically imperative that exploration of learning environment
and their related factors is an important parameter connected to the

reversal of Flynn effect.(Bratsberg&Rogeberg, 2018).
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The Human Brain Learns, The Classroom Doesn’t
Saumya Singh
Sharanya Nigam

Abstract

This article examines the systemic disconnect between institutional
higher education and the cognitive architecture of the human
brain.Through the lens of a vivid, sensory rich field trip to Purani
Dilli (Old Delhi), the authors juxtapose the lasting impact of
experiential learning against the passive retention from

conventional lecture-based instruction.

It argues that the modern classroom with standardized layouts, rigid
schedules, and one-way transmission of information is a relic of the
Industrial Revolution, designed for control and efficiency rather than

for deep meaningful learning.

Drawing on neuroscience, developmental psychology, and learning
theory, the article demonstrates that natural learning is multimodal,
social and context dependent. It highlights the central irony within
design education itself, where students are taught to innovate

within a system that itself resists innovation.

In response, the authors propose a shift towards the concept of
Brain Ergonomics: the intentional design of learning environments
that align with the cognitive, emotional, and social ergonomics of
the human mind. It proposes a shift away from the systems
historically structured around control, standardization, and
efficiency, and toward an educational system grounded in how

humans naturally learn.
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Introduction

To where it all began, in our third semester, our interaction design
professor told us to observe Old Delhi (Purani Dilli) in groups of 2-3,
for this task the main goal was to abstract the essence of the place
using all of our five senses - sight, smell, touch, taste, sound -
alongside our ‘gut feeling’ as well as our instincts. Besides observing
the architecture, the market crowd, absorbing the chaos, the history
we were also asked to talk to people in that environment. We

became sponges.

Pondering upon our experiences, we remember so much more of
that particular field trip than we ever did of any other class or what
we had for dinner last night.The paradox on how students are able
to retain and grasp onto information they collected during their field
trip rather than the months of learning they did in a traditional
classroom, the fact that the brain is able to learn things effectively
through lived experiences rather than a classroom which is
supposedly designed for learning. This was a fundamental difference
in how memory is encoded. This made our thoughts wonder how
babies learn full languages without using any textbook, grammar
lessons, tests, or classrooms as the formal education usually seems

to be relying deeply on a standard structure and control.

This article is a small insight of our thoughts and opinions on how
education, especially higher education should be designed in a way
human brains naturally work, rather than forcing the brain to adapt
to standard rigid systems. We termed this as Brain Ergonomics:
Designing learning environments that fit the cognitive, emotional,
and social ergonomics of the human brain. It asks us to move

beyond systems built on control and create education systems that
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align with how the brain naturally learns. The truth is that the
education system we see today is not failing at its job yet it is
succeeding at the job it was originally created to do. Built for
control, standardization, and efficiency, not for individuality,
creativity, or deep thinking. And until we question its foundation,
classrooms will continue to struggle to produce the kind of learning
they claim to value.Education systems must evolve to align with how
the brain learns, or they will fail to remain meaningful. Ultimately,

the brain determines what is truly learned.

The Central Paradox:How Classroom Spaces Shape Passive

Learning

In today’s day if we walk into any conventional classroom, you are
greeted with a physical arrangement that communicates through
one-way transmission of information, not conversation. The desks
are arranged in uniform rows and columns, all facing one direction
implying a clear idea of how knowledge in that space flows in only

one way, from the speaker to the passive compliance.
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Fig 1: Four chicks gaze with wonder at a cooked chicken. The image presents a
satirical commentary on the education system that transforms raw curiosity into a
pre-determined product.
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In a subtle way, the physical layout of the classroom defines the role
on how one speaks and others receive. Learning in such spaces is
equivalent to listening considering delivering information doesn’t

ensure understanding.

Time, Rules, and Control

Time is divided into uniform blocks, signalled by a bell which is
neither empathetic towards the depth of discussion or the level of
the student’s concentration on the lecture. Movement is restricted,
as students are required to remain seated in their designated places
unless given permission. Set rules often unspoken; listen more than
you speak, follow the present path of the curriculum, and value the
questions in the back of the book over the question forming in your

own mind.

\El"'
Mole.

Fig2: A chick is trapped in a rigid playpen, a 40-minute timer looming over its
head. This illustrates the constraints of the traditional classroom, where natural
exploration is confined by standardized time blocks and physical s barriers.
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Learning here doesn’t move with curiosity but with the emphasis on
completing the syllabus in a set timeline while assessment becomes
the primary focus. A student’s “"why” is often met with “"because it's
on the syllabus” or worse, a silencing glance. Amid all this, the
grading system isn't just Kkilling curiosity, it's hunting it down

systematically.

Surprisingly, it seems that the human brain hasn’t evolved enough
to do wonders in a 40-minute span of uninterrupted sitting.
Moreover, simply gathering a group of students in a four walled
enclosed space called classroom, doesn’t guarantee learning. This
leads us to look beyond the present and examine the roots of the
system itself, asking why classrooms came to be structured the way
they are. These conditions all together not only shaped the
curriculum and educational policies, they also shaped the physical
environments in which learning was expected to occur. Its roots lie
not in the science of learning, but rather in the social, political, and
economic conditions under which mass schooling was first

developed.

Historical Perspectives on School Architecture
As historians Catherine Burke and William Whyte (2021) argue,

school buildings have long been understood as more than simple
containers for education. Rather, "“it is widely accepted that
buildings are never neutral containers and their design powerfully
shapes behaviour.” supporting the belief that classroom design
influences how students act, move, and participate. This belief is not
new. As the Victorian headmaster Edward Thring famously stated,
“the almighty wall is... the supreme and final arbiter of schools.” His

words reflect a broader nineteenth century conviction that school
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spaces were built not just to support learning, but with the belief

that architecture could influence not only learning but society itself.

Nineteenth-century school buildings were seen as “symbolic of

n

social and educational reform,” with a belief that changing school
space could change the society itself. The physical structure of the
classroom, the rows, walls, fixed positions was historically tied to
supervision and standardisation rather than curiosity or exploration.
Schools were described as “sermons in brick” which depicts the
belief of how building spaces were meant to teach values, discipline
and mould the society and citizen’s civic character through this

structure.

This system developed alongside the industrial revolution, where
efficiency, order, and control were highly valued. Bells signalled time
just like factory shifts, rows resembled assembly lines, and uniform
curriculum allowed large numbers of learners to be instructed in the
same way. The goal was not to nurture curiosity, but to produce
disciplined, punctual, and obedient workers who could fit into an
industrial economy.Although society has since changed, the
classroom system has remained practically unchanged even after all

these times.
THE COGNITIVE ARCHITECTURE OF LEARNING

Nature of learning

Outside the classroom, life has evolved in countless ways, but inside
it, the basic system remains strikingly familiar. This contrast

naturally leads us to think what does it really mean to learn?

Learning is not simply the acquiring of information or the repetition

of facts. Rather, it involves an active process in which individuals
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engage with ideas, interpret experiences, and build understanding.
In this sense, learning can be understood as the acquisition of
knowledge through reasoning (Schneider, 2024). Seen this way,
learning is dynamic rather than static. It happens through doing,
sensing, discussing, reflecting, and relating ideas to the experiences.
At its most basic, learning is how organisms adapt. From the
moment a baby is born, it is ready to learn and is in fact learning
every moment as their life progresses, just by passively absorbing
information rather than by actively forming connections with

whatever they come across with their five senses.

Piaget's Theory

Jean Piaget’'s theory of cognitive development proposed that
children actively build their understanding of the world by
interacting with their environment and are active constructors of
their own understanding. (Piaget, 1952). As they grow, they
organize their experiences into mental frameworks, which he called
schemas. (Piaget, 1952). When children encounter something new,
they either connect it to what they already know or adjust their
understanding to include the new experience. (Piaget, 1952). (refers
to assimilation and accommodation) Through this continuous
process, their thinking gradually becomes more advanced. Thus,
learning for Piaget is not merely the accumulation of facts, but the
gradual restructuring of thought as children actively interact with
and adapt to their environment. (Piaget, 1952). This process of
cognitive development unfolds through two driving forces, biological
maturation (the natural unfolding of neurological capacity) and

continuous interaction with the environment.
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Learning Through Experience

Contemporary neuroscience demonstrates that learning is a process
of physical brain change, involving the strengthening, weakening,
and reorganization of neural networks in response to experience.
When learning experiences involve active engagement with their
environment, involving multiple sensory systems align closely with

the brain’s natural mechanisms for memory formation and

understanding
]
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Fig 3: Initial conceptual mind map depicting the interconnections among key
elements identified during the initial phase of the study.

Such ways of learning activate more neural networks, associated

with greater retention and more flexible knowledge than passive,
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decontextualized instruction. Experiential learning, in this matter,
structures the learning around situations that require them to think,
act, and reflect by engaging both mind and body in the learning
process. This form of learning often involves active participation in
doing tasks, problem-solving in real world contexts, interacting with

others, and reflecting on the experience.

Our Old Delhi (Purani Dilli) field trip was one such moment - an
example of experiential learning that became a lasting memory
because it bypassed the traditional classroom’s limitations.
We weren’t learning about the place but learning within it. The city
and its interactions became the curriculum. The smells, sounds,
textures, and social interactions weren’t distractions from learning,
they were the learning. No one told us what to notice. We followed
our curiosity and observed things around us. If a shop upfront
looked interesting, we explored it. If it looked interesting, we

explored it.

This curiosity led exploration activated our attention and motivated
us in ways passive listening could never. Learning did not happen
individually, we talked through our observations, compared our
perspectives and built an understanding together. There was no test,
no grade. Our motivation to learn was intrinsic, the desire to
understand, experience, and to embody what we were observing and
to build a meaning from it.After reflecting on our experience, we
realised looking back on it that we remember so much more of that
particular field trip than we ever did of any other class or what we

had for dinner last night.
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Experience Leads to A Lasting Memory

This difference in memory is not accidental, it aligns with what
neuroscience tells us about how learning occurs.
During an experiential learning, learners encode experiences
through visual, auditory, and kinaesthetic channels simultaneously a
multimodal sensory engagement creates dense networks of
associations, making memory traces more stable and easier to

retrieve.

The theory of embodied cognition helps explain this process. It
suggests that thinking is not confined to the brain alone but is
deeply shaped by the body’s interactions with the world. Movement,
gesture, posture, and physical engagement all contribute to how we

understand and remember.

Listening Learning Approaches
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earning Learning
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brain wasn't fully focused on it
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Fig.4: A flowchart contrasts cognitive input: passive learning funnels only two
narrow streams (listening, reading) into the brain, while experiential learning
floods it with five rich, simultaneous streams (sight, sound, smell, touch, active
gathering) weaving a dense web of understanding.
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Closely related is the idea of situated learning, which proposes that
knowledge is inseparable from the context in which it is formed.
Understanding develops through participation in real environments
shaped by social interaction, physical surroundings, and cultural
practices.Our experience in Old Delhi (Purani Dilli) was not abstract
or detached, rather it was embedded in a living, dynamic setting.
The environment, the people, and the cultural atmosphere with the
chaotic sensory experiences became a part of the learning itself,
linking knowledge to real situations that enhanced memory, making
it easier to recall it later.The fact that our most vivid educational
memory comes from outside the classroom reveals the obvious
misalignment in the system.This suggests that a classroom should
not be defined merely as a four-walled space where information is

delivered.

The “"Third Teacher” and Cognitive Mismatch

A classroom is simply a physical environment; it becomes a place of
learning only when it supports curiosity and interaction. This idea
aligns with Loris Malaguzzi’s description of the environment as the
“third teacher,” alongside adults and peers, emphasizing that space
itself actively shapes learning (Malaguzzi, 1998). The design of a
space influences how learners move, engage, and think, determining

whether learning becomes passive or participatory.

Yet many traditional classrooms are structured in ways that work
against the brain’s natural learning processes. Prolonged sitting
hours, one-way instruction, and heavy reliance on abstract
information place excessive demands on working memory, often

leading to cognitive overload rather than meaningful understanding.
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If learning is shaped by movement, emotion, interaction and
context, then educational systems must be designed in alignment
with how the brain works, rather than expecting learners to adapt to

inflexible structures.

Learning Creativity using Colouring Books

There is a rich irony simmering in design schools. Students arrive
eager to practice creativity, human centered thinking, and
innovation problem - solving. Their coursework urges them to ‘break
the mould,’” Yet from day one the educational structure gently then
firmly suggests they first learn to sit neatly one facing forward, in a

standardized box.
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Fig.5: Chicks enter a conveyor belt system and exit as a cooked chicken. The
illustration depicts that if the educational system remains unchanged it will
continue to shape individuals’ thinking into standardized forms.
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These budding designers are taught to prototype with empathy for
their future users, all while navigating a system that often displays a
curious lack of empathy for its own. They spend time in the studio,
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where ‘failing’ is a celebrated part of the process. Then they march
to another hall to take a multiple-choice exam, where failure is not a
step forward but a mark of error. They are being trained to design
intuitive, human experiences for the world, while their own
academic journey can feel like it was engineered by a committee
more fluent in spreadsheets. It is, one might say, similar to teaching
chefs in a kitchen where all dishes must be cooked at the same

temperature regardless if they work or not.

This disconnect is not a minor flaw. It is the logical outcome of a
fundamental mismatch. Contrast this to the vivid learning from a
field trip - where understanding is built through conversation,
sensory experience, and genuine curiosity with the passive receipt
of information in a lecture hall. One approach aligns with how the
brain naturally learns through experience, story, and emotion. The
other, shaped by an old logic of standardization and control, seems

to work against it.

Consequently, the most profound learning often happens not
because of the traditional classroom, but in spite of it. The
institution promises to teach creative and systemic thinking, yet it
frequently employs a pedagogy that is, itself, uncreative and
systematically rigid.The degree program speaks of fluidity but
operates through rigidity. It promotes design thinking while being
confined within a rigid institutional mould. Until the learning
environment itself is redesigned to adapt to the human mind, rather
than forcing the human mind to comply with the educational

blueprints from the past.
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Conclusion

What began as a simple field assighment in Old Delhi (Purani Dilli)
unfolded into a deeper realization about learning itself. The contrast
between what we remembered from a lived experience and what
silently disappeared from months inside classrooms revealed more
than a preference for a fun learning experience. It brought light to
the misalighment between how education is structured and how the

human brain actually learns.

Neuroscience, developmental psychology, and learning theory all
converge on the same truth, learning is not passive absorption. It is
biological, embodied, social, and deeply tied to context as well as the
environment. The brain forms durable understanding through
movement, sensory experience, emotional relevance, and interaction
with the environment. Yet many educational systems still operate on
models built for control and standardization, not for curiosity, and
understanding.The issue lies not with the learners or teachers, but
with educational systems that fail to align with how the brain

naturally learns.

If learning is shaped by movement, emotion, interaction, and
context, then educational systems must be designed in alighment
with how the brain works, rather than expecting learners to adapt to
inflexible structures. Classrooms should not be containers for
information delivery, but environments intentionally structured to
support the natural processes of human learning.This is where the
idea of Brain Ergonomics becomes essential. Just as physical
ergonomics designs tools and spaces to fit the human body, Brain
Ergonomics calls for learning environments and systems that fit the

cognitive, emotional, and social architecture of the human mind.It
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shifts the central question from How do we make students fit the
system? to How do we design systems that fit how humans naturally
learn?The future of education isn‘t about adding more content,
control, or assessment. It's about redesigning the conditions in
which learning happens. When environments align with the brain
instead of against it, curiosity comes naturally, motivation grows on

its own, and learning doesn’t have to be chased.

It simply happens!
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Aadya

B. Des 2"d year (Delhi Technological University)

Aadya, a multidisciplinary designer and an aspiring product
designer, currently in my sophomore year of my design degree. I am
a person interested in psychology and behaviour, hence like social
experiments and observing human behaviour in the social world and
how its related to design. I am a person who likes to leverage my
skills for crafting an impactful solution. Through this article I wanted
to connect how multi-sensory input impacts the decision-making

ability and the overall experience.
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The Living Laboratory: Market Analysis of Chandni
Chowk Through Interaction design

Aadya

Abstract

This article presents various inputs gathered during the field visit to
Chandni Chowk. The trip was to gather touch points and interaction
based or design based substantial observations. This explores the
market analysis of the place in terms of sensory input, navigation
and consumer behaviour with a minor remark about the general
settlements and structures of the shops there. Key insights highlight
the role of bargaining, factors that affect decision making in
markets, explorative purchasing alongside the challenges of
navigating the challenges of narrow streets, crowd flows and
landmark-based orientation. The navigation aspect explores how
consumers navigate the dense spatial layout and how their
behaviour is shaped by the social interactions and environmental

cues.

Keywords

Market analysis, sensory inputs, visual, tactile, olfactory, auditory,
flavours, navigation, landmark, social, crowd-flow, narrow, multi-
sensory, consumer behaviour, purchases, herd mentality,

explorative purchasing, mental shortcuts, experience, memory.
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Introduction

Market analysis is often understood as a study of supply, demand,
pricing, and consumer trends, but when looked upon through the
lens of interaction design, it becomes a more meaningful exploration
of how people, environments, and cultural practices shape
commerce. Unlike modern retail with a standardized layout, Chandni
Chowk thrives on dense networks of crowded streets, sensory

immersion and adaptive navigation.

OPEN Siyce,

e g
KOWART

map

Fig.1 Representation of the entire visit in a visual mind

During the field visit, observations of consumer behaviour - from
bargaining to explorative purchasing revealed how dynamic a
marketplace is in nature. Similarly, the physical layout of narrow
lanes, landmark based navigation and crowd flows highlight how
spatial design directly affects decision-making. The different input
gathered could be divided into categories to better understand and
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make out some meaning and relationship between the marketplace

and the inputs.

Starting with the field visit, the most engaging and interactive part
is the sensory input. Here is a division of all the sensory inputs that

were gathered while visiting.

Tactile

The tactile input includes everything perceptible by touch or felt
physically. The field visit was done on a rainy day. Hence the sensory
overload. Tactically the place felt very sticky, mushy and humid. You

could feel that the place was overcrowded even in the rainy season.

Fig.2 Humidity Fig.3 Dirty and sticky (rainy)

The sticky humid feeling felt like the Fig. 2, like one is melting away

at the excessive multi-sensory stimuli available. While slowly trying
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to move though the crowd, it felt like illustrated in Fig. 3, as if one is

almost squirming to get out of the tight ropes.

Everyone was bumping into each other as the streets are too narrow
to contain the amount of people that visit there, at all times.
Overcrowding when it’'s raining is not a nice combination and that
too when you have to keep walking and exploring through the

streets, trying to protect yourself from the passing by rickshaws.

Fig.4 Overcrowding

It feels like illustrated in Fig. 4, too many people and the identity of
a person getting lost amidst it. And the vehicles move both ways, so
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it’s not a rare sight to see rickshaws getting stuck and trying to go
to their opposite directions while bumping into the people trying to
walk in the cramped area. There was mud and dirt sticking to the

feet as one tried to overcome the tight spot.

Auditory

This input includes everything related to the sense of hearing. In
contrast to the tactile input, the auditory input was actually
intriguing and creative. There was of course that constant buzz of
the market. Apart from that, the shopkeepers and the vendors were
constantly trying to sell their wedding wear to almost every passer-
by.Now this is where they got creative. The extravagant descriptions
and their enthusiastic approach of selling their products would
actually make a person stop for a second and consider at least to

window shop.

The descriptions included:

“"Sapno main aanewaala lehenga”
“"Baarish main bheegenewaala lehenga”

“"Sherwaanichahiye madam?”

Table 1. Diary entry on communication.

All of these statements indeed made us laugh and even more
curious. For the first time, implementation of such selling strategies
was seen. Apart from this there was the pitter patter of the rain,

sizzling oil and paranthas going into the big cauldron. There was
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also a procession of some sort going on with dhols and chants

amidst the already present chaos.

Visual

This input includes all the observations related to sight. The visual
input included layering of the multi - generational shops, the busy
streets with shopkeepers trying their best at the doorstep of their

shop to sell, lots of tangled wires up in the streets etc.
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Fig.5 Old Building in Old Delhi
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Fig.6 Cultural layering

The main highlight was the cultural layering which was a Gurudwara
and a Masjid being adjacent to each other right at the beginning. The
Gurudwara is Sikh architecture with Mughal influences along with
which it features a golden dome and white marble facade. People
from all religions were visiting them and it was really moving as

such scenes are seen once in a while.

Fig.7 Town hall

And then there was the mess the rain had caused. There were a lot
of cycle rickshaws there, more than battery rickshaws which shows

that the traditional essence is very much there in the place.

35 February 2026 Vol-21 No-2 Design for All Institute of India



ISSN: 2582-8304

Everyone could see that the streets were dirty, there was water
dripping even in shades and the food was not kept or made in the
most hygienic manner but still people were waiting in the long
queues just to experience the traditional and young essence of the

place.

Olfactory

This input includes everything related to the sense of smell. The
olfactory experience out of all was not that outstanding. It was
majorly because of the rain and the humid climate. But there was an

exception to it which was the...

'‘PARANTHA WAALI GALI’

Table 2. Diary Entry on Paratha WaliGali.

as it freshened us up a bit. The flavourful smell of the paranthas was

a delectable break from the rainy stink.
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Flavour

Fig.9 Kulfi (flavour input)

This input includes the sensory impression of food. The main
highlight part from the place you visit is the food you eat there
because you actually remember that well. So, the new and
seemingly weird dish that was heard upon and eaten for the first
time was French fries made up of "moong kidaal”. An interview was
taken of the owner to get to know about the evolution of the dish.
The other flavourful dishes included tea and kulfi. Also, a new
flavour was discovered which was a purple coloured grape kulfi.

Apart from the sensory inputs, other key points that are of

importance are Navigation and Consumer Behaviour.
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MuRti-sensory journey graph
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Fig.10 Representation of multi-sensory inputs throughout the journey

The graph above shows how satisfactory and unsatisfactory the
multi-sensorial inputs were during the whole journey. The x-axis
represents the scale for the inputs like -200 stands for worst and
200 stands for best, similarly 0 stands for neutral or not applicable.
The y-axis has been divided into five marks which is meant to
represent different stages of the journey like 1 represents right
when Chandni Chowk was entered through the exit of the metro
station, 2 represents the journey to the NaiSadak or the
‘paranthawaaligali’, 3 represents the exit from there and entry in the
mall, 4 represents the journey to Ballimaran (Mirza Ghalib havelli)

and 5 represents the food.

Navigation

The navigation of the place is a challenge in itself as the place is too
cramped up and the streets are too narrow. There is limited signage.

One of the ways people navigate around is by using landmarks like
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“paranthawaaligali” or Jama Masjid. The other is asking around to
the rickshaw drivers and local vendors for directions. Here the
navigation is socially mediated and replaces the digital system. Even

for them the directions generally include a way through the starting

which is the Gurudwara, also a landmark.

RN G-

Fig. 11 Getting lost in the lanes and Love for Doors.

But even after that, it is very easy to get lost or lose track. The
essence of the place and the special montages are often seen deep
in the streets, away from the throbbing public places like the
Naughara which is away from the main road but is a significant part
of the history of the place. And as one goes deep into the streets, the

navigation becomes more and more of a task.

The tourists rely on landmarks, the shopkeepers and local vendors

rely on mental shortcuts and spatial familiarity, shaped by
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experience and memory. Also, the crowd flow dictates movement as
navigation is not fully voluntary but the crowd density and flow
dictate it especially during peak hours as at that time it is really
difficult to stop at a shop midway when the whole crowd is moving

forward.
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Fig. 13 Map of Chandni Chowk (2026)

Apart from all this, there is transport interference in the already
cramped streets so navigation is constantly negotiated between
pedestrian flow and vehicular interruptions. And navigation is not
just for shoppers but for vendors also as they optimize routes for
efficiency. They would particularly prefer to go out carrying goods
during low traffic hours. To conclude navigation is multi-sensory -

smell and sight act as natural way finders.
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Consumer Behaviour

The consumer behaviour in such socially crowded places depends on
a lot of variants. Decisions such as which shop to buy from or where
to eat or whether to bargain, all depend on those variants. One of
those variants is herd mentality which is that the consumers often
choose shops with the largest crowds and queues, assuming that

they are popular and that that equals quality.

An old and famous aloo tikki shop had a long queue and people kept
on joining that queue. There was even seating available at the first
floor but everyone was eating standing just like customers before
them did. The other common consumer behaviour is exploratory
browsing which is that the consumer does not have any specific in
mind and lets the environment guide their purchases. Most people
visiting any place with too many shops often use this method. Also,
consumers at such markets view bargaining as a ritual, it’s a form of

conversation with the vendor even if the sign on the shop says

‘no bargaining.’

Table 2: No margaining meant Bargain.

Other notable behaviour that was observed was multi-sensory
decision making. Decisions were influenced by smell, sight and
audio. Though audio might not play that important role in some

cases. But choosing which shop to eat from in the whole
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‘paranthawaaligali’ is based on multiple senses. They would rather
prefer a multi-generational family led shop than a new shop. The
consumers constantly compare between shops and their prices and

make that basis for bargaining too.

Auditory
100

____Olfactory

Tactile

Visual

Fig.15 Representation of impact of multi-sensory inputs on consumer behaviour in
terms of decision making

The graph represents how multiple senses and external factors
impact a consumer's decision-making ability. The graph shows the
impact in terms of four categories of products which are parantha,
saree, home decor (festive) and earrings respectively. For each
product, there is a different impact of each sense and in some cases
one or two senses don't even matter. Here 100 is for matters the
most, 50 is for may matter for some and may not for the others and

0 is for not applicable or doesn’t matter.

The shift in the payment methods is quite significant amongst the
younger and the older generation. The younger generation prefers

convenience which is digital payments as it provides for quick
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purchases while the older shoppers value tradition like cash. Many
rickshaw drivers (especially cycle rickshaws) simply don’t accept the
online payments and demand cash as they haven’t adapted to that

technology or maybe can’t due to some factor.

Other than these specific inputs, the general observation about the
shops there and how people manage it is that the people over there
have had their shops since generations. A vegetable vendor said that
he has only ever sold vegetables in Chandni Chowk and nowhere

even remotely outside of it for his whole life.

Coming back to shops, the shopkeepers generally have their shop at
the ground floor of their home and live at the other floors. One
notable thing is that for almost every shopkeeper, the door to their
house remains open, while the access to the stairs is easily
accessible and is when the place iscrowded. This shows the
comfortable and familiarity they have with the place and also that

each and every adjacent shopkeeper is like an extended family.

Conclusion

In conclusion, the field visit reveals that traditional marketplaces are
more than sites of commerce, instead a dynamic ecosystem where
interactions in various forms constantly takes place. The interplay of
consumer behaviour, navigation and sensory inputs creates a
layered experience. Observing how people negotiate, and respond to
multi-sensory cues highlights the importance of designing for
adaptability and engagement. It offers valuable lessons that design

must embrace complexity, inclusivity and remain responsive.
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Arnab Roy, a second-year design student at Delhi Technological
University (DTU), is very interested in fashion and focuses on
designing/styling accessories and products and also has future plans
to be a creative director. Motivated by a desire to craft sustainably,
he uses the "Cradle to Cradle" concept to turn waste industrial
materials into modular, highly personalized pieces. In his work,
brutalist aesthetics and sustainability are expertly combined to
create a "industrial-punk manifesto”, In addition to his creative

endeavors, he enjoys sketching, playing the flute.
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Deconstruction of the Construction

Arnab Roy

Abstract

This essay, "Deconstruction of the Construction,” describes a
creator's path from dissatisfaction with the mass-produced, soulless
saturation of the accessories industry to the adoption of a radical,
environmentally conscious design philosophy. Inspired by the
"Cradle to Cradle" concept, the author began a project to produce
distinctive, individualistic, and modular pieces. The procedure
entailed gathering discarded "junk,"” or industrial "technical
nutrients,"” and transforming these things with a "scavenger's eye".
Through sketching, prototyping, and material testing, the creator
mastered the art of combining brutalist aesthetics and sustainability.
The resulting one-of-a-kind objects are marketed as a type of
"wearable rebellion," elevating salvaged electronics into an
industrial-punk manifesto that favours raw originality over

conventional luxury.

Key Words
Sustainable Crafting, Circular Economy, Upcycling, Modular

Accessories, Industrial-Punk, Cradle to Cradle
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Introduction
“To eliminate the concept of waste means to design things products,
packaging, and systems from the very beginning on the

understanding that waste does not exist.” (Cradle to Cradle)

While doing research and making progress for a project related to
sustainable crafting, the author very funnily stumbled upon the book
Cradle to Cradle by William McDonough and MichealBraungart
because of their growing frustration of trying to find and create
unique pieces, something that the people haven’t seen or at least

haven’t been.

Body

They began to obsess over the idea that the relentless march of
global capitalism was driving an increasing commodification of every
aspect of life, flattening artistic expression into mere marketable
units and making true novelty nearly impossible to achieve within
the existing framework. It was, therefore, with a distinct sense of
ironic humour that amidst this existential creative crisis, generated
by the very difficulty of finding something new, they stumbled
directly upon the seminal text Cradle to Cradle by William

McDonough and Michael Braungart.

Research had failed the author to give something similar in terms of
modular accessories and brands that work. The author has
disheartened of seeing the same designs splattered across
everywhere and they question them self and people why does
everyone want to look the same? What's the point of accessories
and jewellery if they are not curated to each individual? The

increasing saturation of the market filled with the china made pieces
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led the author to question why there is no individuality to jewellery

anymore?

Why does everything look so soulless? Why is quality compromised
everywhere? There was a clear path on what the author had to make
in terms of satisfying them self or the hunger of creation. This led
the author to desigh and create a few accessories which are unique

to them and catered to their personality and character.

The Process

Materials and acquiring “Junk”
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Fig1: Figjam chart of the junk

After gathering some materials like chains and charms from either
old pieces or recycling some junk from here and there, the author
had quite a supply in their hands. The author also tested how the
materials behaved to get some rough ideas about the prototypes of

the accessories and makes a flow chart of materials he found.
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Sketches and Initial Ideas

The author started with hand-drawn sketches to explore shapes,
layering, and mechanical assemblies and exploring what all
elements they can make which are unique to themselves and their
personality using leather straps and cycle chains as well making
sure that the designs are workable at least inserting chains here and
there with keychain rings and rings to make all kinds of things work

and made some rough layouts showing where can attach.

Fig 2: Rough sketches with citations of the process
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Fig 4:Rough sketches of the sizings and the tie design
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Final designs and prototypes
After the sketches and a lot of rings and chains being opened and
closed, the author was finally able to get the final pieces and some

final sketches of some of the pieces.
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Fig 5: Final sketches

WRIST WEAR

BRACELET

Fig 6: Final sketches of two more products
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Fig 7: Actual image of the 2 bracelets

Fig 8: Punk bracelet
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Fig 9: The painted custom tie. Fig 10: Wrist wear.

Conclusion

The author has become adept at turning industrial "technical
nutrients" into valuable objects, successfully connecting the
starkness of brutalist design with the principles of Cradle to Cradile.
With a "scavenger’s eye," the creator goes beyond standard jewelry,
adopting a design approach that responds to the existing narrative
of discarded materials, shaping each unique piece. This approach
has grown into a wearable form of defiance, demonstrating that
materials often dismissed as "junk" can be transformed into a
sustainable, industrial-punk statement, valuing raw authenticity

over traditional notions of luxury.
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In Dilemma: Unfiltered Chandni Chowk

Adarsh K Suresh

Abstract

The article explores Chandni chowk as a space that defies singular
definition and rather presents it as a cluster of experiences,
contradictions and unanswered questions. Beyond its lanes of exotic
clothes and food and products lie lanes of culture, congestion and
dilemmas. The very act of defining chandni chowk, which requires
defining the ideals of inclusivity, connection and development itself
is what's presented in the article. The project, through juxtaposing
personal encounters and questioning romanticised narratives,
frames the visit as an observation that Chandni Chowk differs in

meaning based on one's perspective, this article being one of them.

Introduction

Describing Chandni Chowk to someone who hasn’t lived in or around
it throughout their childhood is an interesting concept in itself,
because one always runs into the trouble of describing it the wrong
way. It defies description - not because language fails, but because
it already arrives overwhelmed with different cultures and classes
and languages and architecture and food and people, such that one

is bound to miss out on something.

The very existence of this place is a living argument against order.
Chandni Chowk, economically, is a market one relies upon to buy,
well, anything. The entire market is divided into narrow lanes, each
solely dedicated to a single product - gullies, as they are called.

Gullies for exotic collections of sarees, lehengas, and kurtas. A gully
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for cameras. A gully for parathas (flaky layered flatbreads). As all-
encompassing as it is for products, it is equally comprehensive in its
customers, ranging across class, age groups, ethnicities, and

genders.

Fig1: Everyday life in Chandni Chowk, shot on old cameras and Google Pixel 7
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“Lehenga Lelo Madam!1!”

The only difference between a saree cheaper than a meal and one

that costs more than a car might just be a few hundred steps.

|7

TN TP N A\
Fig 2. A gully for everything, Gullies for lehengas, sarees, parathas... a sketch

Having visited this maze of a place a couple of times had given a
sense of confidence - delusion, really - that navigation would be
possible without any external help, and so Google Maps was ditched.
Truth be told, it wasn’t overconfidence but the fact that Chandni
Chowk has lanes worth getting lost in, and the young fire that
wanted to explore on its own accord, that led to this decision. To
have an unbiased walk that would allow reaching spots that might

have been left unexplored in previous runs.
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Babu Bhai Kebabs
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Fig 3. Project display in interaction class, a sketch of babu bhai kebab wala.

The interactions included Babu Bhai Kebabs, the mastermind behind
perhaps the best kebabs in the Delhi NCR region. He does not have a
typical shop one might expect, with tables and chairs and menu
cards. In fact, he does not even have a stall. Babu Bhai Kebabs
operates on the side of the road, with just a kebab grill and his food
products, and yet his shop is what everyone looks for, either after
reading a review from the internet or through word of mouth from a
close friend. What is noticeable is that even the locals can be seen

eating from his shop.

He is what would be called the answer to a question often thought of
in Chandni Chowk, which is,"How do shopkeepers not just sustain
but also run their businesses so successfully even when their shops
are deep inside the gullies?”

As absurd as this might sound in the capitalistic context of everyday
life, the answer lies not in MRPs but in loyalty. Loyalty in the
relationships that customers have with their sellers - relationships
based on trust over the quality of both the product and the
conversations in between. Watching people bond over thirty-forty
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percent discounts is an everyday scene one gets to withess in these

places.
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Fig4. Mind map of purnidilli

And it is not just the market that makes Chandni Chowk what it is. It
is also the architecture - the Mughal planning, the colonial overlays
and the havelis. It is the pedestrian-priority zone, with rickshaws
constantly weaving through. It is the people of different races and
religions who live with and around each other. It is the food, which
has a cultish following so deep that people willingly trudge through
lanes and mud just to find that one niche kebab connoisseur. And
vet, with all this grandeur and harmony, one is often conflicted -

doubtful, even.
“Is this all what Chandni Chowk is?

Does it not include the mud puddles or polythene bags that one

steps on?

Is it not the wires dangling above one’s head?”
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Gully of Dilemmas

Fig5. Comic panel, experiencing the dilemmas in Chandni chowk 1.

To sum up one’s trip to Chandni Chowk would be to carry back a
heavy bag of dilemmas. A dilemma, in particular, of not being able to
have absolute answers to the various questions that arise during the
visit. Questions such as how this place is glorified as a haven of
religious secularism, yet remains divided into sections with rigid
local laws that seep even into its food practices. Questions like
whether what is called a cultural, experiential trip might actually be
a hellscape of a place to call home for those who live there.
Questions like whether the creation of the Omaxe Mall is justified
simply because its intended users are the high elite class, and
therefore it supposedly does not disrupt the “average shopkeeper-

average consumer” relationship.
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Fig6. Comic panel, experiencing the dilemmas in Chandni chowk 2.

The relationship with Chandni Chowk is arguably broader, in the
sense that what its citizens feel about this place may be similar to
how they feel about the country itself. Do they know how to
differentiate when a shop gives them a price too high? Do they see
the rot and the wrinkles on the walls for what it is, or are they
trapped in a trance of its beauty? Do they notice the ridiculously
obvious social and physical cues that place people into rigid groups?
And do they fix it or freeze it — in the sense of whether they rebuild
and develop, or let it be, to keep it from changing an identity they

have grown to love?

No Full Stops...
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Conclusion

Fix it or
Freeze It?

Cult
following

for niche
kebab
connoisseurs

Fig 7. Placards for overall thoughts regarding Chandni chowk

Even with Chandni Chowk’s inclusivity and comprehensiveness, it
cannot have an umbrella description that everyone agrees upon. It
could be concluded that it is perhaps the perspective through which
one sees Chandni Chowk that fills in the details of its description.

This project was not about full stops or answers to these questions,
but about the observation itself - the people encountered, the food
eaten, the socio-political questions that surfaced along the way.
Quite honestly, it was overwhelming. So, concluding this project
without a definite statement felt like an excuse at first - but it is not.
This is how the trip is meant to conclude: in a dilemma. A dilemma of
questions that apply not just to Chandni Chowk, but perhaps to the
country itself.
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Abhishree Srivastava is a second year college student at Delhi
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Fear an Experience

Abhishree Srivastava

Abstract

This article shows the documentation of the process of making a
short horror film. The inspiration for the plot of the film was actually
derived from a real experience encountered by a student. Rather
than using typical horror elements like extreme jumpscares or dark
shots, the project explores how a particular emotion, fear in this
case, can be communicated to the audience by just sound, pacing,

framing, editing etc.

Keywords

Horror movie, Sound Design, Narrative Storytelling, Editing,
Character Development, Student Film, Film Making, Camera Angles

and Cuts.

Introduction

“"Based on true events” is a phrase often used in many horror and
thriller films to create fear and uneasiness in the audience, however,
in this short horror film- “"The Dream”, the phrase can be used for
the film’s plot inspiration, with its literal meaning in mind as this

film is, infact, based on true experiences.

Whatever one sees on the screen, it is derived from an actual
experience of a student, an experience that was disturbing enough
to be considered as horror. So in this article, this student-made short
horror film at Delhi Technological University, explores how just by

using different sounds, pacing and changing rhythm of the videos,
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using different camera angles etc. can lace a film with the horror

genre, without use of any explicit visuals.

Journey Map of the Movie created

The making of the film was done with a clear plan in mind, however
it was an iterative process, as changes were made to the film plot,
props and settings when different stages of the film-making process

unfolded: -

IDEATION

So, in the ideation stage, the plot of the film was decided and

finalised. Everyone in the group first listened to the actual

experiences of the student, made notes and a few changes in the

plot according to the available setting that they shot the film at.
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Figure 1: Ideation Sketches

The students mainly focused on the narrative parts of the scene,

while keeping the sound effects and camera angles in mind, few
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changes and many decisions were made so that the film had minimal

narrative but high emotional understanding.

PLANNING

In this stage, the students decided on the concept of elements that
were to be used in the film, that includes location, props, character
roles, director, shot composition, sound choices etc. Because of the
limited time, the main focus area was using the environment for the

story to the fullest and keeping a smooth narration throughout.

EXECUTION

The execution phase involves the actual making of the film. Scenes
were shot with a particular frame and look in mind, removing
possibilities of any extra or unnecessary footage. During this phase,
many technical applications were also explored like attention to
frames, checking the light appropriate for the scene, making sure to

record the scene in the camera angle it requires etc.

EDITING

In editing, things like colour grading, sound cuts, pacing and
rhythming the videos, placing them orderly were few of the things
involved. Intense background music was cued in certain scenes that
were important, silent cuts were made in order to end a particular
scene, different camera cuts like L cut and J cuts were used as well

for smooth transitions.

CHARACTERS

In the film, there are 2 main characters. The background details
have not been specified for each character, leaving the audience to
project their own understanding and interpretations to the

happening events in the film.
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B

Figure 2: Character Sketches

One is a girl, who is currently living in the hostel in her college. She
is shown doing a bunch of things that any girl living in a hostel
would commonly do- waking up, brushing their teeth, going to class,
working or studying after class, sleeping etc. This character was
used to convey fear. The character shows that something is out of
place, and gives a series of reactions that indicate that whatever
events happened in the film were not right and were unsettling.

Hence, this character is being used as a medium to show fear.
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Figure 3: Ghost Character.

The other character is a ghost of a girl. So, at the beginning of the
film, her full presence is rarely shown, she is seen as something
watching the hostel girl continuously and haunting her as she never
comes in front of her. However, there is a perspective changing arc

in the film about this character.

Everyone thinks that the spirit is evil and wants to hurt the hostel
girl, as she keeps haunting her, but in reality, she is doing- what
looks like she is haunting the girl- because being a spirit, that’s the
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only way she can interact with the hostel girl. And when things got
too intense, she started appearing in the dreams of the hostel girl, to

give her a message.

“"Wake Up”...

Table 1. Wake Up.

“"Wake Up” as soon as the hostel girl wakes up from her dream, the
scissors that were hanging above her head, over her bed fell. Had
she not woken up; the scissors might have hurt the girl's eyes.
Indicating that the spirit that we thought all along was evil, was

actually to save the hostel girl from something terrible happening.

Storyline
The plot of the film involves blurring the line between reality and
dreams, making the unsettling idea sit in the audience as the story

progresses.

At first, you see a girl that is living in a hostel, going on about her
day but throughout the day, she feels like something is near her and
observing her. At first, she catches a glimpse of a head, peeking
from a wall in the washroom, but when she goes to check it out,

there is no one.
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Figure 5: Storyline

Then as she is going to class, she waits for the lift, and while
waitingshe sees a reflection of a girl standing behind her, but as

soon as she turns around, she sees no one.
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Figure 6: Scene Details.

The time skips to the night, she is studying in her hostel room at
night, and eventually gets tired so she goes to sleep.

In her dream, she sees a girl running in the hallway of the hostel

and enters her room.
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Figure 7: Hallway.
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She locks the door behind her, then sits beside her bed and she sees

Figure 8: Enters Room.

her own sleeping form in the dream.
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Figure 9: Watching her sleep.

The girl had a few scars on her face, was quiet, and almost seemed
like a ghost, and she is now sitting beside her bed, just watching her
sleep.And slowly, the girl moves her hand forward- as if trying to
touch the face of the sleeping girl, getting closer and closer but

suddenly-

Figure 10:Hand.

The hostel girl wakes up from her dream.
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She grabs a bottle of water as she is a little out of breath, feeling a
bit scared of the dream and looking at the place where the girl in the

dream was sitting, as if to make sure that she isn't there in real life.

Then after calming down- she goes back to sleep again, only to end

up in another dream.

Figure 11: Sitting Across.

In this dream, she is again in her room, sitting on her bed. She looks
around in her dream, noticing that she is in her room, and suddenly

notices that the running girl is sitting across from her on her bed.

The ghost/running girl sits in front of her, slowly saying “"wake up”
in a normal voice and repeating again and again, increasing the

volume of her voice each time.

Figure 12: Wake Up.

As the voice volume increases, the breathing of the girl also

increases, and after the ghost girl says wake up in her loudest voice,
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there is silence, which is broken by a whisper after a few seconds-

“wake up”

Suddenly the girl wakes up from the dream, opens her eyes and sits
on the bed.

Scissors, that were hung from a hook over her bed, fell.

And had she not woken up-

Figure 13: Accident.

So, the end of the story is that the ghost girl appearing in her
dreams, was actually a good ghost, and was in her own way, trying
to warn the girl. The ghost girl saved the hostel girl from a bad

accident.

The intended impact of the film was achieved by using controlled
pacing, sound led storytelling, uncomfortable repeated cues rather
than explicit visuals, strategic camera movements and angles etc.
Some shots were taken in such a way that they restricted certain
information from the audience, for the scene to be shot the way it

was intended to. Moments of silence were deliberately preserved in
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order to give importance to the action being done in certain places of
the film.

Music

The overall music of the film included background noises and sounds
that were appropriate to the scenes. The sounds used for ambient
background are low frequency sounds that manipulate the brain into
feeling dread, anxiety and tension by triggering a physiological
“fight or flight” response.

O O Horror Atmosphere 16_Collision Course Loop

Horror Atmosphere Ambience - created by layering various field recordings

and applying processing and effects. A readymade loop that can be extendeq

Figure 14:Horror atmosphere low frequency sound, (freesound horror)

There are certain areas in the film where the tempo of the sound
effect is slow, but increases with the pace of the video, often helping

the audience understand the context and nature of the scene.

Horror Build up 2 Guys...We are not alone.wav

Horror Build up Riser Sound FX - created by layering various field recordingy

sounds and processing them. This sound is part of a pack of 16 ...

a-up dread

Figure 15: Horror Build up sound, (freesound)

In the picture above, one can see a "Build up sound”, meaning it's a
sound that starts slow in volume and rhythm but gradually increases
in volume, as well as speed. This type of sound has been used for the
scenes in the film that involve some reveal happening at the end of
the audio. Something that helps the audience feel anticipation and

curiosity to look forward to the scene.

78 February 2026 Vol-21 No-2 Design for All Institute of India



ISSN: 2582-8304

Issues faced in Various Aspect

Throughout the shoot there were certain issues experienced. First of
all, while shooting, it was realised that certain tasks were hard to
perform without professional equipment, like getting props ready or
getting a particular thing to fall from a distance, getting the
appropriate setting of the lighting required by the scene etc. Then
there were other aspects as well like in the sound aspect, it was
hard to get the sound of the real time scene with the background
environment noise, which prompted the students to create their own
voice overs even after recording the video for the film or finding
substitutes for the audio, which was proven to be a quiet hard, as

they had to find audios that suited their footage.

Conclusion

Through the process of this short film making, one learns to
demonstrate how any emotion can be well communicated to an
audience even without dialogues, simply by using visual cues or
sound cues. The journey mapping helps in realising that taking every
stage of the task into consideration is important as it helps shaping
audience experience. Moreover, the challenges faced during the
shoots further elaborates and proves that it encourages thinking out
of the box solutions rather than limiting the brain to only existing

ones.
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Sailing into the Unknown: A Pirate’s Spirit on

Campus

PawniChandna

Abstract

This article examines the use of fashion as a narrative tool to
explore uncertainty, self-discovery, and growth within the college
experience. Through a pirate-inspired outfit worn on campus, the
author reflects on the emotional parallels between navigating higher
education and sailing into unknown waters. The project incorporates
character development, costume design, makeup, accessories, and
final imagery to convey themes of resilience, adaptability, and
exploration. Rather than presenting fashion as performative or
decorative, the article positions it as experiential learning—an
embodied reflection of personal identity during a transitional life
stage. The pirate metaphor allows space for imperfection, trial and
error, and emotional honesty, emphasizing that progress does not
require clarity, but movement. By documenting both the physical
design process and the emotional experiences associated with
wearing the outfit, the article highlights how creative expression can
foster self-awareness and confidence. Ultimately, the piece argues
that uncertainty can be a meaningful space for growth, and that the

journey itself plays a vital role in shaping identity.

Keywords

Fashion as self-expression, college identity, uncertainty, experiential
learning, costume design, metaphor in fashion, youth identity,

creative exploration, personal narrative.
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Introduction

Fashion has long served as a medium of self-expression, storytelling,
and identity formation, particularly during transitional phases of life.
On college campuses, clothing often reflects more than aesthetic
choices; it captures emotional states, evolving identities, and
personal narratives. This article explores how a pirate-inspired outfit
became a symbol of navigating uncertainty, growth, and self-
discovery during the college experience. By combining character
development, costume design, accessories, and lived experience, the
author uses fashion as a metaphor for “sailing into the unknown,”
illustrating how uncertainty can foster resilience, curiosity, and

personal evolution.

Sailing into The Unknown

The outfit emerged from a simple but powerful feeling: not knowing
what comes next, yet choosing to move forward anyway. Wearing it
did not feel performative or theatrical. Instead, it felt honest,
reflecting a stage of life defined by curiosity, uncertainty, and a

gradually growing sense of trust in the process in Fig 1.

Fig.1 Hourglass with flowing water symbolizing uncertainty and passage of time.
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The idea of sailing into the unknown resonated deeply because it
mirrored the experience of college life, where progress often
happens without a clear destination and meaning is discovered
gradually through movement.This illustration represents the fluid
nature of decision-making during early adulthood, where time
moves forward despite unanswered questions, emphasizing trust in

the ongoing process rather than fixed outcomes.

Uncertainty carries both fear and excitement. As a college student,
particularly in the early years, there is often an expectation to have
answers that have not yet had time to form. Questions about future
plans, career paths, and long-term goals are constant. More often
than not, those answers remain unclear. While this uncertainty can
feel heavy, it can also be freeing. Like a pirate setting sail without a
map, not knowing does not signify being lost; it signifies

exploration.

Outfit Assembly

Before assembling the outfit, the author focused on defining the
character behind it. Rather than envisioning a loud or fearless pirate,
the character was imagined as observant, grounded, and quietly
resilient - someone who continues forward despite uncertainty and
adapts rather than resists change. This character closely reflected
the author’'s own experience as a college student, and it guided
every design choice, ensuring that the look felt authentic rather than

performative.

The foundation of the outfit was a white off-shoulder dress chosen
for its simplicity and symbolism of the old world(seeFig.2). The
colour represented openness and new beginnings, while the

silhouette referenced traditional pirate attire. It was important that
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the outfit felt natural and wearable on campus rather than rigid or
costume-like. To balance the softness of the dress, a dark corset-
style belt was added to provide structure and definition, symbolizing
strength and stability amid uncertainty. A layered chain belt further
enhanced the rugged, adventurous quality of the look, reflecting the
balance between vulnerability and confidence that the author is

learning to navigate.

Fig.2 Illustration of the Fig.3 Bear-themed Fig.4 From the Costume
pirate-inspired character corset detail.

The drawing Fig 2. captures the understated, grounded nature of the
character—observant, resilient, and quietly adventurous—serving as
a visual foundation for the outfit’'s conceptual development.Fig 3.
symbolizes familiarity, softness, and reassurance, highlighting how
strength can coexist with vulnerability during periods of transition

and uncertainty.
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Make Up

Makeup was intentionally kept minimal and understated. Dramatic
elements were avoided in favour of warm, natural tones that allowed
the look to feel lived-in rather than theatrical. This choice
emphasized self-embracing over transformation and helped maintain
a sense of grounding throughout the experience. Accessories played
a significant role in shaping the narrative. The bandana anchored the
outfit in pirate imagery while also serving as a symbol of identity.
One of the most meaningful details was the bear-themed corset
element, which introduced a sense of comfort and familiarity.
Incorporating something playful and unexpected represented
emotional grounding during a time of uncertainty, highlighting that

strength can coexist with softness.

Fig 5. (A) Make up (b) With Shades Accessory
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The final photographs captured the emotional tone of the
experience. Rather than appearing posed or performative, the
images reflect ease, thoughtfulness, and authenticity. Photographs
taken with friends were especially significant, emphasizing an
important truth: while the pirate metaphor highlights independence,
growth rarely occurs in isolation. These represent alliances -
friendships and shared experiences that make uncertainty feel less
overwhelming and reinforce the idea that exploration is often a

collective journey.

Fig.5: Illustration Fig 6: Shared exploration (a) and (b).

One moment that stood out occurred during a walk to the
department on a lightly rainy day. The rain was not heavy enough to
stop movement, but it created discomfort. This moment felt symbolic
of the author’s current stage in life. The rain represented subtle
challenges such as stress, doubt, and pressure - elements that may
not arrive dramatically but persist nonetheless. Rather than rushing

through the moment, the author allowed the experience to unfold
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fully, reinforcing the understanding that discomfort is an essential
part of growth.

Map

Pirates do not abandon their journey when the weather changes,

and students do not stop evolving when the path becomes difficult.

{8 T

"\\)

\>

Fig. 6 Pirate map illustration symbolizing journey, exploration, and non-linear
growth.

The map reflects the pirate metaphor central to the concept—
embracing trial, error, and adaptation—where progress is defined by

movement and experience rather than a predetermined destination.
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The pirate metaphor is particularly meaningful because it allows
room for imperfection. Pirates do not follow linear paths; they learn
through experience, trial and error, and adaptation. This perspective
offers comfort. Progress does not require having everything
planned, only the willingness to keep moving forward. The outfit
represents choosing curiosity over fear and movement over
stagnation. Wearing it on campus, documenting the process, and
reflecting on the experience became a form of experiential learning.
While the destination remains uncertain, the journey itself is

shaping who the author is becoming.

Conclusion

The pirate-inspired outfit ultimately became more than a stylistic
experiment; it functioned as a reflection of an internal journey
shaped by uncertainty, growth, and adaptation. Through thoughtful
costume design, understated makeup, meaningful accessories, and
experiential moments captured in photographs, the project
demonstrated how fashion can communicate emotional and
psychological states. The experience reinforced that growth does not
require certainty, only the courage to continue forward. By
embracing discomfort, imperfection, and collaboration, the author
found meaning in the process rather than the destination. This
exploration highlights how creative expression on campus can
become a powerful tool for self-understanding, reminding students
that uncertainty is not a weakness, but an essential part of

becoming.
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Spider Webs Entangling the Steel Souls: An Evening
in Old Delhi's Labyrinth

Devaashnabh Hazarika

Abstract

This article documents an evening field exploration of the Chandni
Chowk area, focusing on the sensory experiences of navigating Old
Delhi's metal market district near Jama Masjid. Through
photographic documentation and direct observation, the study
examines how urban infrastructure, commercial activity, and
cultural practices coexist in densely populated traditional markets.
The exploration reveals the contrast between the serene interior of
Jama Masjid and the chaotic energy of surrounding commercial
zones. Key findings include observations on informal spatial
organization, the role of light and shadow in defining spatial
character, and moments of human connection within commercial
environments. The methodology employed photography as the
primary tool, supplemented by interactions with local vendors. This
approach highlights the value of night-time exploration in

understanding how spaces transform across different times of day.
Keywords

Urban exploration, Old Delhi, Chandni Chowk, sensory mapping,
cultural documentation, spatial contrast, metal markets, Jama

Masjid, photographic ethnography

92 February 2026 Vol-21 No-2 Design for All Institute of India



ISSN: 2582-8304

Introduction

Old Delhi remains one of the most complex urban fabrics in
contemporary India, where centuries of history compress into
narrow lanes. While the field trip was scheduled for morning hours,
heavy rainfall during the day presented an opportunity to reconsider
timing. Accompanied by a friend visiting from CEPT, the decision was
made to venture into Chandni Chowk during evening hours, when
the area transforms completely. This shift in timing proved
significant, as the absence of harsh daylight and the presence of
artificial illumination created an illusion which are often overlooked
during daytime visits. The journey began at a metro station and
proceeded through the metal workshop district, eventually reaching
Jama Masjid. What emerged was not merely documentation but

immersion into a sensory landscape where rust and incense, noise

and silence, hunger and hospitality coexist.

Figure 1: Lanes of Chandni Chowk, showing activity within narrow passages.
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The Metal District and Overhead Infrastructure

The entry point was the metal workshop area locally known as
"Metal," situated near Jama Masjid. The visual impact was
immediate. Large metal components, industrial machinery parts, and
fabricated structures occupied every available surface,
barringunexpected resemblance to cyberpunk aesthetics rendered in
rust rather than neon. This space existed outside conventional
design narratives, where functionality dictated form with brutal
honesty. When photographing this environment, a shop owner
inquired about the documentation purpose. Upon learning it was for
academic purposes, his response was mild curiosity rather than
suspicion, suggesting students documenting these spaces is not

uncommon.

components and dense industrial activity within narrow passages.

The lanes are characterized by constricted width, forcing constant
negotiation between pedestrians and occasional motorcycles. What

particularly caught attention was the overhead electrical wiring
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criss