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PREFACE

An important issue generally debated amongst the planners and academician’s world over is how technical
education can contribute to sustainable development of the societies struggling hard to come in the same
bracket as that of the developed nations. The rapid industrialization and globalization have created an
environment for free flow of information and technology through fast and efficient means. This has led to
shrinking of the world, bringing people from different culture and environment together and giving rise to
the concept of world turning into a global village. In India, a shift has taken place from the forgettable years
of closed economy to knowledge based and open economy in the last few decades. In order to cope with the
challenges of handling new technologies, materials and methods, we have to develop human resources
having appropriate professional knowledge, skills and attitude. Technical education system is one of the
significant components of the human resource development and has grown phenomenally during all these
years. Now it is time to consolidate and infuse quality aspect through developing human resources, in the
delivery system. Polytechnics play an important role in meeting the requirements of trained technical
manpower for industries and field organizations

In order to meet the requirements of future technical manpower, we will have to revamp our existing
technical education system and one of the most important requirements is to develop outcome-based
curricula of diploma programmes. The curricula for diploma programmes have been revised by adopting
time-tested and nationally acclaimed scientific method, laying emphasis on the identification of learning
outcomes of diploma programme.

The real success of the diploma programme depends upon its effective implementation. However best the
curriculum document is designed, if that is not implemented properly, the output will not be as expected. In
addition to acquisition of appropriate physical resources, the availability of motivated, competent and
qualified faculty is essential for effective implementation of the curricula.

It is expected from the polytechnics to carry out job market research on a continuous basis to identify the
new skill requirements, reduce or remove outdated and redundant courses, develop innovative methods of
course offering and thereby infuse the much-needed dynamism in the system.

Manoj Kumar

Director

Institute of Research Development & Training
Kanpur, U.P.
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1. Salient Features of Diploma in Costume Design and Garment Technology

1)  Name of the Program : Diploma in Costume Design and Garment Technology
2)  Duration of the Program : 3 Years (Six Semesters)
Entry Qualification : Matriculation or equivalent NSQF Level as

Prescribed by State Board of Technical Education, UP
(in any Discipline)

3) Intake : 60 (or as prescribed by the Board)
4)  Pattern of the Program : Semester Pattern

5)  NSQF Level : Level 5

6)  Ratio between theory and Practical :  40:60(Approx.)

7)  Student Centered Activities:

A provision of 2-3 periods per week has been made for organizing Student Centered Activities for overall
personality development of students. Such activities will comprise of co—curricular activities such as expert
lectures, self-study, games, hobby classes like photography, painting, singing etc. seminars, declamation
contests, educational field visits, NCC, NSS and other culturalactivities, disaster management and safety etc.

8) Internship & Project

e During the First Year, students are supposed to go for the Academic Tour in the cities with Heritage Textiles
and Clothing Museums, for e.g.

o Jaipur: City Palace-Textile & Clothing Museum.
o Bhuj: Anokhi Textiles & Craft Museum
o Ahmedabad: Calico Museum

o Bhopal: Indira Gandhi Mankind Museum

e After completion of the Second Year, students are supposed to go for the internship for 30 days with a Theatre
group in summers.

o After completion of Summer Internship, students are supposed to prepare a detailed project report based
on the work they have done in their internship.

e After completion of Final Year, students are supposed to go for Internship of 2 months preferably under a

Costume Designer.
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2. Employment Opportunities of Diploma Holders in Costume Design and
Garment Technology

Employment Opportunities:

Assistant Costume Designers with Bollywood

—

Design assistants with T.V. serials, dramas, plays, advertisement, movies, etc.
Stylist for Designers, Models and Fashion shows.

Stylist, quality inspectors, fashion illustrators, merchandisers.

Pattern makers and Designers.

Designer with Buying and Design house.

Accessories Designer.

Teaching Institute — ITI, RVTI, Polytechnic and Colleges High school and Inter School.

$ x® N kWD

Examiners for skill development programs.

Industry:

1. Film Industry

Television Industry
Fashion Industry
Accessory Industry
Boutiques/Design Studio
Online E-Commerce

Buying House & Export House

©® N kWD

Retail Market of the Fashion Industry

Self-Emplovment:

Job Work

Boutiques/Design Studio

Exhibition and sales

Small scale cottage industry for making simple garments and accessories.
Making Uniforms for Schools, Dresses for functions, Linen for Hospitals etc.

vk L=
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3. LEARNING OUTCOMES OF THE PROGRAMME

S.No. Learning Outcomes
After due completion of the course, a. Diploma holder in Costume Design and Garment Technology will
be able to:
1. Communicate effectively in the field of Costume Design for Entertainment Industry.
2. Able to apply basic elements of designs.
3. Able to apply basic principles of designs.
4. Prepare designs for Characters of Cinema, Television, OTT platforms, Theatre and personal
clients.
3. Design outfits based on requirement of the script.
6. Appropriate knowledge of color schemes according to occasions.
7. Able to draft garments according to design.
8. Able to fabricate garments according to designs.
9. Able to design fashion accessories.
10. | Able to design costume jewelry.
11. | Full knowledge of different types of embroideries and their application.
12. | Knowledge of embroidery stitches and their variations.
13. | Designing variation of outfits and different stages of life.
14. | Fabrication of outfits in different stages of life
15. | Quality control of garments
16. | Major knowledge of fabric identification.
17. | Major knowledge of fabric dyeing.
18. | Major knowledge of fabric printing techniques.
19. | Major knowledge of fabric yarn and fabric constructions.
20. | Major knowledge of fabric stain removals.
21. | Designing for events like marriages, etc.
22. | Knowledge of good fits in garments and their alterations.
23. | Basic Knowledge of computer designing.
24. | Basic knowledge of E-Commerce.
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STUDY AND EVALUATION SCHEME FOR DIPLOMA PROGRAMME IN COSTUME DESIGN AND GARMENT TECHNOLOGY

FIRST SEMESTER

STUDY MARKS IN EVALUATION SCHEME Total
SUBJECTS ~ SCHEME Credits ™ INTERNAL EXTERNAL xi‘e"rklf‘a‘;f

Sr. Periods/Week ASSESSMENT ASSESSMENT &

No. L T P Th | Pr | Tot | Th | Hrs | Pr | Hrs | Tot | External
1.1 | History ot Cinema 6 _ i 5 20 _ 20 50 21 _ - 50 70
1.2 | Costume Design 2 - 6 5 20 | 10 30 50 2% 20 3 70 100
1.3 | Basic Principles of Garment - 6 40 40 - - 60 3 60 100

= | Technology . )
1.4 | Fashion Illustration & Application - - 6 5 - 40 40 - - 60 3 60 100
1.5 | Digital Tool — I * 4 - 4 4 20 10 30 50 2% 20 3 70 100
1.6 | Communication skills* 4 - 4 4 20 10 30 50 2% 20 3 70 100
#Student Centred Activities (SCA) - - 4 1 - 30 30 - - - - - 30
Total 16 - 30 29 80 | 140 | 220 | 200 - 180 - 380 600

* Common with Craft Technology

# Student Centred Activities will comprise of co-curricular activities like extension lectures, self-study, games, hobby clubs e.g., photography etc.,
seminars, declamation contests, educational field visits, N.C.C., NSS, Cultural Activities, disaster management and safety etc.
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STUDY AND EVALUATION SCHEME FOR DIPLOMA PROGRAMME IN COSTUME DESIGN AND GARMENT TECHNOLOGY
SECOND SEMESTER

STUDY MARKS IN EVALUATION SCHEME Total
SUBJECTS SCHEME Credits ™ INTERNAL EXTERNAL xi‘errknsa‘;f
;r- Periods/Week ASSESSMENT ASSESSMENT &

0 L T P Th | Pr | Tot | Th | Hrs | Pr | Hrs | Tot | gxternal
2.1 | Design Thinking & Idea Generation | ¢ - - 5 20 - 20 50 2% - - 50 70
2.2 | Costume Design for Cinema 2 - 6 5 20 10 30 50 2% 20 3 70 100
2.3 | Accessory Design - - 8 5 - 40 40 - - 60 3 60 100
2.4 | Drafting Adaptation & Clothing - - 8 5 - 40 40 - - 60 3 60 100

Construction
2.5 | Digital Tool —II * 4 - 4 4 20 10 30 50 2% 20 3 70 100
2.6 | English* 4 - 2 4 20 10 30 50 2% 20 3 70 100
#Student Centred Activities (SCA) - - 2 1 - 30 30 - - - - - 30
Total 16 - 30 29 80 | 140 | 220 | 200 - 180 - 380 600

* Common with Costume Design and Garment Technology

# Student Centred Activities will comprise of co-curricular activities like extension lectures, self-study, games, hobby clubs e.g. photography etc., seminars,
declamation contests, educational field visits, N.C.C., NSS, Cultural Activities, disaster management and safety etc.
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STUDY AND EVALUATION SCHEME FOR DIPLOMA PROGRAMME IN COSTUME DESIGN AND GARMENT TECHNOLOGY
THIRD SEMESTER

STUDY MARKS IN EVALUATION SCHEME Total
SUBJECTS SCHEME Credits ™ INTERNAL EXTERNAL xi‘e"ﬁa‘f
;r- Periods/Week ASSESSMENT ASSESSMENT &

o L T P Th | Pr | Tot | Th | Hrs | Pr | Hrs | Tot | pxternal
3.1 | Costume Design for Theatre 2 - 6 4 20 10 30 50 2 20 3 70 100
3.2 | Pattern Grading - - 6 |5 20 |- 20 50 | 2% - - 50 70
3.3 | Pattern Exploration - - 8 5 - 40 40 - - 60 3 60 100
3.4 | Computer Aided Fashion Design I - - 8 5 - 40 40 - - 60 3 60 100
3.5 | *Environmental Studies 3 - 2 3 20 10 30 50 2% 20 3 70 100
3.6 | French -1 6 - 2 |4 0 | 10 |30 ] 50 [2%] 20 3 70 100

#Student Centred Activities (SCA) - - 2 1 - 30 30 - - - - - 30
Total 11 - 34 27 | 80| 140|220 [ 200] - | 180 | - | 380 600

A Common with Apparel Design and Fashion Technology
* Common with other diploma courses

# Student Centred Activities will comprise of co-curricular activities like extension lectures, self study, games, hobby clubs e.g. photography etc., seminars,
declamation contests, educational field visits, N.C.C., NSS, Cultural Activities, disaster management and safety etc.
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STUDY AND EVALUATION SCHEME FOR DIPLOMA PROGRAMME IN COSTUME DESIGN AND GARMENT TECHNOLOGY
FOURTH SEMESTER

STUDY MARKS IN EVALUATION SCHEME Total
SUBJECTS ~ SCHEME Credits ™ INTERNAL EXTERNAL xi'e"rklf‘a‘;f
Sr. Periods/Week ASSESSMENT ASSESSMENT &
No. L T P Th | Pr | Tot | Th | Hrs | Pr | Hrs | Tot | External
4.1 | Draping _ _ 6 |5 ] 40 | 40 _ _ 60 | 3 60 100
4.2 | Apparel Production & Quality 6 - - 5 20 - 20 50 2% - - 50 70
Control
4.3 | Computer Aided Fashion Design I | - - 8 5 - 40 40 - - 60 3 60 100
4.4 | Fashion Styling 4 - 4 s 20 | 10 [ 30 [ s0o|2w] 20| 3 70 100
45 | French -11 4 _ 2 |4 20 | 10 | 30 | 50 | 2% | 20 | 3 70 100
4.6 | Aesthetics 6 - - 4 20 |- 20 50 | 27 - - 50 70
#Student Centred Activities (SCA) - - 4 1 - 30 30 - - - - - 30
Total 20 - 24 29 [80 | 130210200 - |160]| - | 360 570

A Common with Apparel Design and Fashion Technology

# Student Centred Activities will comprise of co-curricular activities like extension lectures, self study, games, hobby clubs e.g. photography etc., seminars,
declamation contests, educational field visits, N.C.C., NSS, Cultural Activities, disaster management and safety etc.
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STUDY AND EVALUATION SCHEME FOR DIPLOMA PROGRAMME IN COSTUME DESIGN AND GARMENT TECHNOLOGY
FIFTH SEMESTER

STUDY MARKS IN EVALUATION SCHEME Total
SCHEME Credits INTERNAL EXTERNAL Marks of
;ro SUBJECTS Periods/Week ASSESSMENT ASSESSMENT g‘temal

) L T P Th Pr Tot Th | Hrs Pr Hrs | Tot | External
5.1 %’?&%’?ﬂ Ie)ne’\;e\lz\?g)ar?)em & Construction | _ R 8 |5 _ 40 40 _ _ 60 3 60 100
5.2 Ea&g}l ?Vggaerlfpment & Construction | _ - 8 |s - 40 | 40 - - 60 3 60 100
5.3 | Digital Costume Library - - 8 5 - 40 40 - - 60 3 60 100
5.4 | Enterprise Management 6 - - 5 20 - 20 50 2% - - 50 70
5.5 | Photography * 4 - 2 4 20 10 30 50 2% 20 3 70 100
5.6 | Sustainable Concepts* 4 - - 3 20 - 20 50 2% - - 50 70
#Student Centred Activities (SCA) - - 4 1 - 30 30 - - - - - 30
Total 14 - 30 28 60 | 160 | 220 | 150 - 200 - 350 570

* Common with Costume Design and Garment Technology

# Student Centred Activities will comprise of co-curricular activities like extension lectures, self study, games, hobby clubs e.g. photography etc., seminars,
declamation contests, educational field visits, N.C.C., NSS, Cultural Activities, disaster management and safety etc.
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STUDY AND EVALUATION SCHEME FOR DIPLOMA PROGRAMME IN COSTUME DESIGN AND GARMENT TECHNOLOGY
SIXTH SEMESTER

STUDY MARKS IN EVALUATION SCHEME Total
SCHEME Credits ™ INTERNAL EXTERNAL Marks of
;ro SUBJECTS Periods/Week ASSESSMENT ASSESSMENT gremal

) L T P Th Pr Tot Th | Hrs Pr Hrs | Tot | gxternal
6.1 | Portfolio Development - - 15 10 - 80 80 - - 120 - 120 200
6.2 | Range Development - - 20 |15 - 80 80 - - 120 - 120 200
6.3 | Professional Practices 6 - - 3 20 - 20 50 2% - - 50 70
#Student Centred Activities (SCA) - - 4 1 - 30 30 - - - - - 30
Total 6 - 39 |29 20 | 190 | 210 [ 50 - 240 - 290 500

# Student Centred Activities will comprise of co-curricular activities like extension lectures, self study, games, hobby clubs e.g. photography etc., seminars,
declamation contests, educational field visits, N.C.C., NSS, Cultural Activities, disaster management and safety etc.
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5. GUIDELINES FOR ASSESSMENT OF STUDENT CENTRED ACTIVITIES (SCA)

It was discussed and decided that the maximum marks for SCA should be 30 as it involves a lot of
subjectivity in the evaluation. The marks may be distributed as follows:

A) 1. 10 Marks for general behavior and discipline
(by HODs in consultation with all the teachers of the department)

ii. 5 Marks for attendance as per following:
(by HODs in consultation with all the teachers of the department)

a) 75 - 80% 2 Marks
b) 80 - 85% 4 Marks
c) Above 85% 5 Marks

iii. 15 Marks maximum for Sports/NCC/Cultural/Co-curricular/ NSS activities as per
following:
(by In-charge Sports/NCC/Cultural/Co-curricular/NSS)

a) 15 - State/National Level participation
b) 10 - Participation in two of above activities
c) 5 - Inter-Polytechnic level participation

Note: There should be no marks for attendance in the internal sessional of different subjects.
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1.1 History of Cinema

Course Objectives:
The objective of this module is to impart knowledge of the golden history of Cinema.

Course Contents/Syllabus:

Module

Session

Module I: Historical Background of Indian Cinema

Descriptors/Topics
Introduction to the basic evolution of cinema. Journey of Cinema worldwide over
several decades and centuries.

18

Module IT: Hollywood

Descriptors/Topics
About Cinema of Hollywood, Study of popular Director, Houses, Designers, Costumes

18

Module I1I: Bollywood

Descriptors/Topics
About Cinema of Bollywood, Study of popular Director, Houses, Designers, Costumes

18

Module IV: Tollywood

Descriptors/Topics
About Cinema of South India, Study of popular Director, Houses, Designers, Costumes

15

Module V: Regional & Parallel Cinema

Descriptors/Topics
About Parallel Cinema and movies of other regional languages, Study of popular
Director, Houses, Designers, Costumes

15

Student Learning Outcomes:

At the end of the course the students will develop ability to:
e Develop understanding of Cinema worldwide

Pedagogy for Course Delivery:

Blended learning

Informed learning’

PowerPoint presentations and lectures
Demonstrations

Lab/ Practical’s details, if applicable:

List of Experiments:

e Documentation

e Watching movies

e Experiments will be conducted according to the module content.

Text Reading:
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e Costume Design by Bhanu Athaiya

1.2 Costume Design

Course Objectives:

This is an intermediate module designed for students to learn the basic understanding of the principles of theatrical design
and intensive study of costume design and the psychology of clothing. Students develop designs that emerge through a
process of character analysis, based on the script and directorial concept. Through this, the students will be trained to
understand the intricacies of visual media and to know the concept of designing costumes for films, television and theatre.

Course Contents/Syllabus:

SN

Module

Session

Module I: Anatomy of Cinema:

Storyline, Characters, Background, Art Direction, Production House, Direction,

Music & Choreography

25

Module II: Understanding the Characters (Through Movies)

Basic study of various Characters and their behavior

Study the connection of characters with the background

Basic requirement of the look.

25

Module III: Costume Design for Film and Television

How the system works, Cheat Sheets, Clothing Kit Check

Sourcing and renting

20

Module IV: Preparation of the Shoot

Using storyboard to communicate visually, Ironing/Steaming Clothing, Shoot

Etiquettes, Keeping Track of Clothing

24

Module V: Terminology

ABC'’s of Fashion, Design terms, Terminology of the Shoot

18

Student Learning Outcomes:

e Students will be able to design garments as per special requirements.
e They will be able to utilize different elements of design effectively for different characters and their situation.

Pedagogy for Course Delivery:

Blended learning

Informed learning’

PowerPoint presentations and lectures
Demonstrations

Movies

Lab/ Practical’s details, if applicable:

e Watching Movies and creating costumes sketches
e Experiments will be conducted according to the module content.
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Text Reading:
e Costume Design by Bhanu Athaiya
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1.3 Basic Principles of Garment Technology
L T P
0 0 6
Course Objectives:
Embroidery and Garment construction is an integral part of the fashion design process. This module provides

students a basic knowledge and understanding of principles, techniques, terminology and functioning of garment
technology.

Course Contents/Syllabus:

Module Session
Module I: Garment Manufacturing
A brief overview of garment Manufacturing (design study, sample garments, costing of 15

products). Terminologies of garment manufacturing. Measuring & Drafting tools

Bodylines, System chart, the 8 head theory, measuring devices, marking devices, Cutting
tools

Module II: Drafting & Pattern making

Drafting & Pattern making techniques, Paper Pattern, Pattern Terms, and Pattern Grain lines | 15
Marker planning (lay-out), Sewing machine & its components (types of machines,
components & uses), Stitches & Seams (machine & hand) and their uses.

Module I1I: Basic Blocks

Drafting of Basic Blocks: - 18
Child& Adults bodice, Sleeve, Skirt, Trouser blocks.

Upper garment
Bodice Block: - Child bodice block, Adult bodice block (1/4 scale), A line kurta.

Lover garment

Skirt blocks: - Straight skirt, Half circular skirt, full circular skirt.
Trouser: - Types of trouser length, trouser block, Churidar, Salwar.
Sleeve blocks: - Loose sleeve, fitted sleeve, fitted sleeve with dart.
Module IV: Basic hand stitches

Basic hand stitches - Even basting, Uneven basting, Hemming, Over casting, Blanket stitch, | 18
Open herring bone, and types of fringes, Ten types of Smocking,

Basic Machine seams-Flat Seam, Bound Seam, Lapped Seam, French Seam etc..
Module V: Basic product operations

Basic product operations: - Quilting, Darts, Tucks, Pleats, Gathers, Shirring, Ruffles, 18
Facing, Plackets, Interlacing, Piping etc.

Additional product Operation: - Pockets, Belts & Bands, Cuffs, Closures: - Zippers, Buttons
& Holes, Hooks & Eye, Snaps, Fasteners).

Student Learning Outcomes:

e Students will learn different types of drafting, seams, stitches and its variations with sewing machine
operations

Pedagogy for Course Delivery:

e Blended learning

Informed learning’

PowerPoint presentations and lectures
Demonstrations

Experimentation

Lab/ Practical’s details, if applicable:
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List of Experiments:

e Working on various material’s

e Innovating on various materials

e Documentation

¢ Experiments will be conducted according to the module content.
Text Reading:

o Garment technology for Fashion Designers (Gerry Cooklin).
o Sewing for the apparel industry (Claire Shaeffer).

e Pattern making for fashion design (Helen joseph- Armstrong).
e Apparel making in fashion design (Injoo Kim Mikyung Uh).
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1.4 Fashion Illustration & Application

o™
o -
- Y-

Course Objectives:

It prepares students for a career in fashion illustration and related fields through the exploration of a wide range of
traditional and contemporary approaches to drawing and image creation. They will develop their drawing skills and
experiment with different medium and have the opportunity to learn a wide range of illustration and visual communication
skills.

Course Contents/Syllabus:

Module Session

Module I: Drawing Men

Male fashion figure-front, back, three-fourth & side views, Stick figures
Male facial Features- eyes, nose, lips, ears etc..... 15
Male hairstyles

Co ordination of Male & Female figures
Module II: Fabric Representation

Fabric Representation-rendering different fabrics and solids, prints, checks,
stripes, floral, dots...

15

Module III: Drawing & Rendering

Drawing & Rendering Various Clothing Categories including their
specifications with color, fall, fit, fabric, and proportion- such as, Casual 18

wear, Formal wear, Ethnic wear, Beach wear, Lounge wear, Functional
wear (uniforms etc.)
Module IV: Presentation-

Based on Fashion Seasons: Spring-Summer & Autumn-Winter
e Report on forecast

e Report on Designer’s Collection 18
e Creation & rendering of new designs

Module V: Crougies

Drawing Flats & Specs 18

Stylized Crougqies
Marking large cut outs

Course Learning Outcomes:
e After mastering the female croquie, students learn to draw male croquie in various fashion postures.
e Various types of fabrics are rendered with different techniques and color mediums.
e Drawing of flats and specs for production drawing will help students in building a professional
approach to design.

Pedagogy for Course Delivery:
Blended learning
Informed learning
PowerPoint presentations and lecture
Demonstrations
e Market survey
Lab/ Practical’s details, if applicable:
e List of Experiments:
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e Experiments will be conducted according to the module content.

Text Reading:

e Illustrating Fashion Concept to creation by Steven Stipel man, 2™ edition, Fairchild Publications, Inc. New York
Publication Year — 2005
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1.5 Digital Tools — I
(Common with Diploma in Craft Technology)

&~
o -
A

Course Objectives:
The paper is designed to cover the aspects of Internet, social media and smart phones that are most relevant to
day-to-day life and to make students aware of how to use it to the optimum.

Course Contents/Syllabus:

Module No. of

Sessions
(Theory/
Practical)

Module I: Internet Surfing & Email
Descriptors/Topics 20
Introduction to the basic social media platforms and other internet surfing tools
including emails.

Module II: Social Media (Social Networking Sites) & Micro Blogging
Descriptors/Topics 20
Introduction to the commercial social media platforms and their promotion tools and
micro blogging

Module III: Mastering Search Engines (Ad words Advertising)
Descriptors/Topics 24
Training of Ad words advertising for promotion of one’s business
Module IV: Mobile Marketing

Descriptors/Topics 24
Marketing on mobile based apps for Domestic and International Market
Module V: Making Presentation

Descriptors/Topics 24
Making presentations for marketing on various social media platforms

Student Learning Outcomes:

At the end of the course the students will develop ability to:
e Students will be able to perform the basic functions related to Net Surfing, Social Media & its utility in
professional world.

Pedagogy for Course Delivery:

Blended learning

Informed learning’

PowerPoint presentations and lectures
Demonstrations

Lab/ Practical’s details, if applicable:
¢ Experiments will be conducted according to the module content.

Text Reading:
e New media: Technique and trends, by Ashwin Rajdan, Vitasta Publishing Pvt. Ltd.
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1.6 Communication Skills
(Common with Diploma in Craft Technology)

Course Objectives:
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To prepare students in effective communication skills with modern communication techniques. The students
will be exposed to various forms of personal and professional communication. The self-learning tasks designed
will facilitate to enhance effective communication skills in a modern, globalized context.

Course Contents/Syllabus:

General Principles of Writing; Improving Writing Skills, Essentials of good style,
Expressions and words to be avoided; Grammar and Usage

Module No. of
Sessions
(Theory/
Practical)
Module I: Communication: The basics
Descriptors/Topics 20
Definition of Communication; Function and purpose of Communication; Process of
Communication; Barriers of Effective Communication; Types of communication,
Verbal communication, on-verbal communication; The Impact of Communication on
Performance
Module II: Business Communication
Descriptors/Topics 24
Communication in Organizations: Internal Communication; Stake Holders in Internal
Communication; Channels of Internal Communication; External Communication;
Stake Holders in External Communication; Channels of External Communication.
Communication Network: Scope and Types of Communication Network; Formal
and Informal Communication Network; Upward Communication; Downward
Communication; Horizontal Communication; Diagonal Communication.
Module I1II: Employment Communication
Descriptors/Topics 24
Resume: Contents of Good Resume; Guidelines for Writing Resume; Different Types
of Resumes; Reason for a Cover Letter to Apply for a Job-Format of Cover Letter;
Different Types of Cover Letters, Job Interview: Importance and Factors Involving
Job Interview; Characteristics of Job Interview; Job Interview Process; Job Interview
Techniques- Manners and etiquettes to be maintained during an interview; Sample
Questions Commonly asked During Interview
Module IV: e-Communication
Descriptors/Topics 24
Basics of Computers, usage of Short cut keys, taking out print outs, page set ups,
making of presentation & other related functions
Making and Delivering Presentations
Conversations, interviews, speeches and presentations.
Answering questions, giving speeches, giving presentations, key messagesl5
Module V: Language and Communication
Descriptors/Topics 20

Student Learning Outcomes:

APPROVED IN CDC COMMITTEE MEETING OF BTE,UP,LKO DATED:26-09-2021 @RASHMI SONKAR

25



At the end of the course the students will develop ability to:
e Develop understanding of various Indian crafts.
e Develop understanding of factors effecting crafts

Pedagogy for Course Delivery:

Blended learning

Informed learning’

PowerPoint presentations and lectures
Demonstrations

Lab/ Practical’s details, if applicable:

List of Experiments:
e Documentation
e Presentation & Viva

Text Reading:

Skills Foundation Book by John Jackman, Wendy Wren, Nelson Thornes
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2.1 Design Thinking & Idea Generation
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Course Objectives:

This module is designed to inculcate the ability to think design by nurturing the potential of Idea generation. Students will
be able to understand the design process and develop basic design attitudes and skills, which is required to become a design
professional, who is a creative thinker having developed perceptual abilities. The module introduces foundational skills
on how to plan, conduct, evaluate, and document idea generation in the form of brainstorming sessions, collaborative
whiteboard sketching and diagramming, idea sorting, concept mapping, scenario development, personae development, co-
design and participatory design, and design concept definition.

Course Contents/Syllabus:

Module Session
Module I: Introduction to Design Thinking & Idea Generation
Descriptors/Topics 18
Mind mapping, Examples & case studies.
Techniques of Idea Generation
Scamper technique, Brainstorming, Understanding human needs.
Module II: Design process
Descriptors/Topics 18
Design brief, Analysis, Research, Specification Problem solving,
conceptualizing & documenting, Presentation
Development ,Testing ,Implementation ,Evaluation and conclusion
Constructive criticism, Redesign
Module III: Approaches to Design
Descriptors/Topics 18
Various approaches to design
Module IV: Methods of Designing
Descriptors/Topics 15
Exploring ,Redefining, Managing ,Trend spotting

Module V: Presentation

Descriptors/Topics 15
Final presentation: class presentations of Final projects

Student Learning Outcomes:

e Students will be able to demonstrate the design process and develop basic design attitudes and skills.
e Students will be able to portray foundational skills on how to plan, conduct, evaluate, and document ideas.

Pedagogy for Course Delivery:

e Blended learning

e Informed learning’

e PowerPoint presentations and lectures
e Demonstrations

Text Reading:

e The Dynamics of Fashion (Elain Stone) by Fairchild.
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2.2 Costume Design for Cinema
L
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Course Objectives:

This is an intermediate module designed for students to learn the basic understanding of the principles of theatrical design
and intensive study of costume design and the psychology of clothing. Students develop designs that emerge through a
process of character analysis, based on the script and directorial concept. Through this, the students will be trained to
understand the intricacies of visual media and to know the concept of designing costumes for Cinema. They will be trained

for National as well as International Cinema.

Course Contents/Syllabus:

T P
0 6

Module

Session

Module I: Anatomy of Cinema: Bollywood

Storyline, Characters, Background, Art Direction, Production House, Direction,
Music & Choreography

22

Module II:_ Understanding the Characters (Through Movies)

Basic study of various Characters and their behavior, Study the connection of
characters with the background, Basic requirement of the look.

22

Module III: Costume Design for Bollywood

Designs for characters from Cinema of Bollywood, How the system works, Cheat
Sheets, Clothing Kit Check, Sourcing and renting

24

Module IV: Costume Design for Hollywood

Designs for characters from Cinema of Hollywood, How the system works, Cheat
Sheets, Clothing Kit Check, Sourcing and renting

22

Module V: Costume Design for Television

As Television has emerged as the strongest medium, students will be trained for
Televisions shows as well

22

Student Learning Outcomes:
e Students will be able to design garments as per special requirements.

e They will be able to utilize different elements of design effectively for different characters and their situation.

Pedagogy for Course Delivery:

Blended learning

Informed learning’

PowerPoint presentations and lectures
Demonstrations

Lab/ Practical’s details, if applicable:
Experiments:

e Innovation in material

e Form development

e Documentation

e Experiments will be conducted according to the module content.
Text Reading:
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e Costume Design by Bhanu Athaiya
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2.3 Accessory Design
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Course Objectives:

The students will be introduced to the world of accessories and its appropriate terminology and language. The module
provides an understanding of the relationship between accessories and garments in order to create the overall look. It will
make students well informed about all aspects of accessories, ranging from the raw materials used to the actual designing,
production, matching, costumer use and marketing.

Course Contents/Syllabus:

Module Session
Module I: Introduction to Accessories
Importance of Accessories, Terminology of Accessories 22

Components of accessories:

Gems & Settings, Laces & Braids, Leather, Fur, Feather, Straw and Straw like
materials, other components of Accessories

Module II: Accessories

(History & Significance to Fashion, Anatomy & types) 24
Belts, Eyewear, Footwear, Gloves, Handbags, Headwear, Hosiery, Handkerchiefs,
Jewelry, Luggage, Shawl, Scarves &, Ties & Neckwear, Umbrella, Handkerchiefs,
Veils, Watches, Wigs & Hairpieces etc.

Module III: Costume Jewelry

Introduction, concept & idea generation and prototype 22
Module IV: Handbags
Introduction, concept & idea generation and prototype 22
Module V: Headgears
Introduction, concept & idea generation and prototype 22

Student Learning Outcomes:

e Students will understand and demonstrate their ability to communicate original design ideas and
technical information utilizing a variety of methods appropriate to the accessory design industry

e  Students will learn to apply theoretical understanding into a practical application.

e Students will be able to use alternative materials to construct aesthetic and functional prototypes.

Pedagogy for Course Delivery:

Blended learning

Informed learning’

PowerPoint presentations and lectures
Demonstrations

Experimentation

Lab/ Practical’s details, if applicable:
List of Experiments:
e Working on various stationary material’s
e Drawing
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e Documentation
e Visits to places for perspective drawing
e Experiments will be conducted according to the module content.

Text Reading:

Encyclopedia of Fashion Accessories- Phyllis Tortora

A Jeweled Splendour- Asha Rani Mathur

Costume Jewellery- Caroline Behr

Making Leather Handbags- Ellen Goldstein-Lynch, Sarah Mullins and Nicole Malone

el
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2.4 Drafting Adaptation and Clothing Construction

Course Objectives:

In this module students will learn how to involve measurements derived from the sizing systems or accurate
measurements taken on a person, dress or body form, incorporating ease allowances which is finally marked on
paper and construction lines are drawn to complete the pattern. Drafting is used to create basic, foundation or
design patterns. It prepares students to develop and apply intermediate and advanced construction techniques
and couture sewing methods to new projects. Understanding commercial pattern guidelines for more complex

o™

construction projects and applying basic pattern alterations to these projects will be covered.

Course Contents/Syllabus:

Circular Skirt, Four Gore Skirt, Eight Gore Skirt, Princess Line Skirt, Skirt with
Flounce, Skirt with Inverted Pleats, Skirt with Box Pleats, Skirts with Knife Pleats,
Skirt with Yoke Skirt with Set in Pleats

Basic Trouser Block

Module Session
Module I: Dart Manipulation
Introduction to Dart Manipulation and it’s uses on Different Garments 22
Types of Dart Manipulation, Types of Dart Position, Types of Princess Line
Types of Bodice Style
Module II: Collars & Sleeves
Types of Basic Collars- Convertible Collar: Peter Pan Collar, Round Collar, Sailor | 24
Collar, Square Collar. Non-Convertible Collar: One Piece Shirt Collar, Two Piece
Shirt Collar, Stand Collar, Mandarin Collar & Chines Collar (Nehru Collar).
Introduction to Sleeve Types and Sleeve Lengths: Bishop Sleeve, Leg-O- Mutton
Sleeve, Puff Sleeve, Cap Sleeve, Bell Sleeve, Cowl Sleeve & Patel Sleeve
Module II1: Basic Adult Bodice Block
Basic Adult Bodice Block Variation & Garment Construction: - 22
Bodice Style, Basic Female Shirt (Positioning Buttons, Button Holes & Plackets),
Neckline Shaping, Facing, Princess Line Bodice, Halter Top, Waist Top, Dress Block,
Cowl Top. Basic Jacket Blocks Drafting
Module IV: Drafting of Collar & Sleeve
Basic Collar Drafting & Construction: - Collar: - Peter Pan Collar, Round Collar, | 22
Sailor Collar, Square Collar, Two Piece Shirt Collar, One Piece Shirt Collar,
Mandarin Collar (Nehru Collar, Stand Collar).
Basic Sleeve Drafting & Construction: - Basic Sleeve Block, Semi- Fitted Sleeve
Block, Tightly Fitted Sleeve Blocks Construction. Set- In Sleeve Variation: - Bishop
Sleeve, Leg-O- Mutton Sleeve, Puff Sleeve, Cap Sleeve, Bell Sleeve, Cowl Sleeve.
Module V: Basic SKkirt Drafting & Construction
Basic Skirt Drafting & Construction: - different skirt Types: Circular Skirt, Semi | 22

Course Learning Outcomes:

e Students will be able to learn the pattern making and construction of various types of garments

Pedagogy for Course Delivery:
e Blended learning
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Informed learning

PowerPoint presentations and lecture
Demonstrations

Market survey

Lab/ Practical’s details, if applicable:
List of Experiments:
e Experiments will be conducted according to the module content.

Text Reading:
e Garment Technology for Fashion Designers (Gerry Cooklin).
e Sewing for the Apparel Industry (Claire Shaeffer).
e Pattern Making for Fashion Design (Helen Joseph- Armstrong).
e Apparel Making in Fashion Design ( Injoo Kim Mikyung Uh).
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2.5 Digital Tools — I1
(Common with Diploma in Craft Technology)

L
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Course Objectives:

T
0

The objective is to create an understanding of various design specific soft-wares and their functioning.

Course Contents/Syllabus:

Module

No. of
Sessions
(Theory/

Practical)

Module I: Corel Draw

Descriptors/Topics

Introduction to Corel Draw, Terminology & Concept, Overview of the software Object,
Drawing, Vector Graphic, Bitmap, Flyouts, Artistic Text, Paragraph Text, Title Bar, Menu
Bar, Toolbar, Toolbox, Drawing Window, Property Bar, Editing Tools, Curve a Line, Closed
Objects, Mirror, Rotate, Pen Tool, Outline Tool, Drawing Rectangles and Squares, Drawing
Ellipses, Circles, Arcs, Drawing Polygons And Stars, Drawing Spirals, Drawing Grids,
Drawing Predefined Shapes, Digitization of products, Shaping Objects, Basic & Advance
Shapes, Drawing Shapes.

20

Module II: Designing Tools

Descriptors/Topics

Working With Filling Objects, Symbol, Colors

Applying Uniform Fills, Fountain Fills, Pattern Fills, Texture Fills, Postscript Texture Fills,
Using Symbols In Drawings, Managing Collections And Libraries, Sharing Symbols Between
Drawings, Choosing Colors, Creating Custom Color Palettes, To Choose a Color Using a Fixed
Or Custom Color Palette, Adding Three Dimensional Effects to Objects, Changing the
Transparency of Objects, Adding & Formatting Text, Shifting And Rotating Text, Fitting Text
To A Path, Theme Based Conceptualization of Croquie and Corresponding Jewelry Set, Four
Theme Based Croquie, Female Croquie with Help of Measurement, Jewelry, Gold Shading,
Kundan, Stones, Diamond, Rings, Necklace, Earings

24

Module II1: Photoshop

Descriptors/Topics

Photoshop terminology & concept , Over view of the software, Creating a new document,
Opening an image to edit, Cropping an image, Using brush & pencil, Adding & creating
gradient, Making different shapes, Making selection with different selection tools, Elliptical
marquee, Rectangle marquee, Lasso Tool(Polygonal & Magnetic Lasso tool), Magic wand,
Add to Selection, Subtract from selection, Intersect with selection & Feathering.

20

Module IV: Layers

Descriptors/Topics

Working with layers, Creating new layer (Layer via cut & copy), Duplicate layer, renaming a
layer, deleting layer, Rearranging layers, Advanced Practice of Layers, Layer style, Merging
Layers (merge down, merge visible), Linking layers, flatten image, Locking & unlocking
background layer, Blending modes, Changing opacity of layers, Creating layer set, Attributes
of an Image (Sizing & transforming images)

24

Module V: Repairing & Retouching Tools

Descriptors/Topics

24
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Healing Brush, Patch tool, Clone stamp, Pattern stamp, Eraser Tool, Dodge, Burn & Sponge
tool, Warping text, Rasterizing text layer, Changing the transparency of objects. Creating
Pattern like Khadi, Silk, Denim, Jute, Cotton etc.

Collage Making, Poster Making, Composition & Calendar, Applying makeup on a face.
Setting up the Project Database, Assigning and Copying Object Data, Viewing an Object Data
Summary, Making Composition & Posters based on various themes.

Student Learning Outcomes:

e Students will be able to perform the basic operation of fashion design like making fashion croquies,
creating motifs and designing jewelry through the computer.

Pedagogy for Course Delivery:

e Blended learning

e Informed learning’

e PowerPoint presentations and lectures
e Demonstrations

Lab/ Practical’s details, if applicable:

e Experiments will be conducted according to the module content.
L]

Text Reading:
e Coreldraw X4 (Lawpoint Publications).
¢ Rapidex DTP Course (Shirish Chavan).

APPROVED IN CDC COMMITTEE MEETING OF BTE,UP,LKO DATED:26-09-2021 @RASHMI SONKAR
35



2.6 English
(Common with Diploma in Craft Technology)

L
4
Course Objectives:
To make students understand the proper usage of English language.
Course Contents/Syllabus:
Module No. of
Sessions
(Theory/
Practical)

Module I: Basics of English
Descriptors/Topics 15
Introduction to Communication, Grammar- Consonant & Vowel Sounds, Indianism,
Syllable & Syllable Stress, Articles, Tense & Time, Preposition, Prepositional
Phrases, Subject-Verb Agreement, Intonation & Modulation, Conjunctions

Module II: Writing Techniques & Vocabulary

Descriptors/Topics 18
Composition Writing, Business Letters (Functions of a Business Letter, Layout of a
Business Letter, Other important parts of business letter, Salient Features of a
Business Letter, Kinds of Business Letters, Application Writing, Paronyms,
Synonyms, Antonyms

Module III: Conversation Skills

Descriptors/Topics 15
Nature of Conversation, Purpose of Conversation, Guidelines for Effective
Conversation Skills, Proverbs used in Everyday Conversation with their
Meanings/Explanations, How to Greet, Introducing Oneself

Module IV: Verbal & Non-verbal Communication

Descriptors/Topics 18
Verbal communication- Extempore, Just a Minute, Declamation, Dialogue &
monologue, Non verbal communication- Guess the Mime, Dumb charades, Facial
Expressions, Dressing & clothing, Oral Communication — Day to day talk, formal
talk, informal talk, conversation

Non Verbal Communication - Body Language, Right body postures, Eye contact, Pet
Fiddles, How to walk talk & present oneself, Group Discussion Skills(Meaning,
Characteristic, Do’s & Don’ts, Relevance, Moderating a group Discussion,
Presentation Skills, Confidence, Effective delivery of ideas, convincing the
clientele/audience, basic Courtesies.

Module V: Design Communication

Descriptors/Topics 18
Collecting newspaper clippings, articles related to Fashion, Magazine articles, Group
Discussions, Debates & Dialogue, Telephonic Etiquettes, Use of telephone, Radio,
TV, newsletter, Mails, news or Magazine Articles, and Newspaper Columns, learning
how to make PPT’s, number of Slides, font, font size, Table Insertions, Picture, Clip
Art, Chart,

Student Learning Outcomes:

e Students will be able to understand and communicate their ideas in English properly.
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Pedagogy for Course Delivery:

e Blended learning

e Informed learning’

e PowerPoint presentations and lectures
e Demonstrations

Lab/ Practical’s details, if applicable:

List of Experiments:

e Documentation

e Presentation

¢ Experiments will be conducted according to the module content.

Text Reading:

e Practical English Usage (3™ edition), Michael Swan

e Oxford English Grammar, Sidney Greenbaum
e High School English Grammar & Composition by Wren & Martin from S. Chand & Company
Publications.
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3.1 Costume Design for Theatre
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Course Objectives:

This module is designed for students to learn the basic understanding of the principles of