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Creative Learning and Practice Program (CLaP) is conceived by members of the Centre 
for Arts and Social Practice (CASP) to be implemented in 51 government schools in 
East Delhi, India. In its second phase, the project has taken place in 49 schools to date. 
The project was developed in partnership with SEEDS (Sustainable Environment and 
Ecological Development Society) - a Delhi based architecture firm. The project is funded 
by Honeywell International Inc.  
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CLaP mentors further collaborated with a group of artists, architects and engineers who 
worked with the students to shape the interactive artworks installed in these schools.  
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Most of the ideas developed in the CLaP project are centered around the research done 

on the school environment, its architecture and the spaces that are either under-utilized 

or have no interactions at all. CLaP was directed to address multiple issues that impact 

students' learning abilities and modes of teaching. The students in these government 

schools mainly come from low income families. The schools follow a standard syllabus 

and have limited activities and exposure to art. Their art activities include poster making, 

scenery, and other basic drawing and painting techniques along with various kinds of 

craft. The students have almost no exposure to the field of contemporary art and social 

practice art.  Hence, CLaP became an opportunity for us to not only use contemporary 

art as a tool to expand the art education in these schools, but also stimulate the 

student's creative impulses.   

The primary idea was to activate dead and negative spaces in these schools into 

cognitive learning spaces. Given, most of these schools are built to facilitate the basic 

needs of the education system, they lack the aesthetic and imaginative capacity to allow 

students to access all the areas in these schools. Another important aspect of the 

project was to activate the Non-Structural mitigation (NSM) that was implemented by 

SEEDS, India. 

Most of these students and their families are migrants from different parts of rural India, 

and their social realities are significantly diverse as are their spoken languages. We 

wanted this project to become a multi-directional process that can bring diversity in the 

methods of teaching and learning. Whereby the participatory context generated by both 

the collaborators and the students could also be used to learn about the reality of the 

students, their households, neighborhoods, and communities at large. The project 

aimed at reflecting on various concerns around the social ecosystem and the 

environment that the students live in. 

As an artist, my interest in integrating art into the education system is to activate 

methods of teaching that allow for experiential learning rather than textbook oriented 

top-down teaching approaches. This does not only expand a student's ability to learn, 

but allows them to collectively shape the artworks in the project. ClaP is a social 

practice project that is executed through a delegated model of collaboration, where 

along with others, I mentored the collaborating artists, architects and engineers to 

shape the outcomes. The project employs relational aesthetics that centers around 

human relations and their social realities. Here, the artist plays the role of a catalyst for 

generating the overall experience. In contemporary art, often people who are not trained 

in conventional art education or operating in the mainstream art market are seen as 

outsiders. This is where CLaP plays an important role as the work is co-authored by 

artists, architects, engineers, and school children. Here, the school students along with 

other collaborators could also potentially claim it as their work as well. The project is 



 

also an experiment on how art can be embedded in everyday life while creating spaces 

for emotional release. Most of these works have also created new rituals around time 

and the process of interactivity with the works. Many of the works in the project require 

collective or team work to be able to interact with them which also helps students to 

understand the role of interpersonal relationships and coordination. Hence, the project 

also could be seen as a way of relationship building. Another important aspect of the 

project is the audience, where the students who are the primary audience of the project 

also actively participated in creating the work in different capacities. While the objects in 

the project are seen as the aesthetic outcome, student’s interactions with the work will 

continue to produce aesthetic experiences where art will live and grow in everyday life. 

 

CLaP Outcomes 

 

STAPU (HOPSCOTCH): The work was developed to generate discussion around waste 
management in cities. We adapted the traditional game of Stapoo (Hopscotch) as a tool 
to reflect on how students can interact with the concern in an embodied manner that 
can enhance their understanding of sustainable disposal of waste.  

 

 



 

WALL OF THE FUTURE: In our society, children are expected to choose from only a few 

professions which our society validates. As a result, those who can pursue high value 

professions are seen as successful and those who work in low value work are 

undervalued and often are subjected to disrespect. Given most of these students come 

from low income backgrounds, such a value system impacts student’s self-esteem or 

understanding of self-worth. The idea was to create a wall of professional practices that 

perceives all professions with a sense of respect while understanding their 

interdependence in our social fabric. 

 

 

 

 

 

 

 



 

 
 

 

CHALKBOARD: Chalkboards are the conventional medium of instruction inside the 

school for teachers to teach the students. We wanted to reverse the process by allowing 

students to use the chalkboard as a self- learning tool in a fun and playful way.  This 

was also intended to activate the facade of the school buildings which are not often very 

inviting for the children and has a static look. The project not only provides students a 

safe space to express themselves, but also constantly shifts the aesthetics of the 

building.  

 

 

 

 

 

 

 

 

 



 

 
PHONE A FRIEND: Most of the students in these schools live in areas that are 

continuously exposed to noises the city produces. Such noise level then gets 

normalized in their lives. Where students themselves actively take part in producing 

such noise level without consciously understanding its impact on their mental and 

psychological health. Hence we wanted to use the model of a toy that we ourselves 

used to play with in our childhood that allows sound to travel through a thread between 

two tin cans. We took that reference to create a pipe phone designed in a way which 

acts as a means of understanding the wavelength of sound in a playful manner. 

 

 

 

 

 

 



 

 

 

 

SAANP SEEDHI (SNAKES & LADDERS): The ancient Indian game of Mokshapatnam 

or Gyan Chaupar was used to teach kids about morality and Karma.  We created the 

modern day Snakes and Ladders as a tool to playfully engage with the students about 

human values like empathy, honesty, determination and love. In the workshop, students 

came up with different virtues and vices that were then incorporated in the design. The 

designs were developed in a site-specific way. 

 

 

 

 

 

 

 

 

 

 



 

 

JAM PAD: The work was developed with the students in a way that would enable them 

to recognize the sound of objects from their daily lives and their associations with 

different activities. The music teachers of school played important roles in activating 

these works. 

 

 

 



 

 

TOTEMS: Totems were created to enable students to understand spaces from a 

perspective of movement. Given each totem demands certain circumference for its 

movement, the students would have to understand coordination of time between the 

totems. Through physical interaction, the work creates a space for students’ emotional 

release. The objects used for creating the totem are mostly everyday utensils, bamboo, 

and cowbells. 

 

 

 

 

 

 

 

 



 

 

 

 

 

ON MIGRATION (Tales of the Missing Animals): This work was initiated for students 

to investigate different species that are missing from our cities due to pollution, 

construction, and loss of natural habitat. The idea was to engage students with the 

environment they live in and sensitize them towards the ecosystem. It was also a way to 

activate the dialogue around the importance of knowing the ecosystems to be able to 

protect them. Through the medium of clay and storytelling, we engaged the kids in 

dialogue about such endangered species and the threats they face in the city. The final 

products were later strategically placed around the school premises to activate these 

spaces. 

 

 

 

 

 

 

 



 

 

BUILDING WITH A BOX: Learning about architecture and structural engineering by 

using building tools, intuitive knowledge of structural behavior, team building as the kids 

work together. 

 

 

 

 

 

 

 

 

 

 

 



 

 

     Takeaway Comics: Takeaway comics were made around the stories related to the 

subjects in the project for children to take home the comics and share with their families 

and friends. 

 

     While the CLaP project is still growing and incorporating new ideas for interactive art 

pieces, the idea of the project is to create a deeper and longer impact on the students’ 

understanding and ability to respond to the environment in a constructive way that can 

foster the imagination of new possibilities. The project incorporates the Reggio Emilia 

approach of pedagogy within a setting where the education system is mostly a top down 

approach. The idea of CLaP was to enable spaces for self-directed experiential learning. 

Here, the scope of the work is not limited to mere creation and interaction with the art work 

but its long term impact on the student’s own life. 


