INDUSTRIAL DESIGN PORTFOLIO




PROJECT STATEMENT:

American Girl sells toys to accompany their 18" doll line that tie into
historical based characters and books. | was asked to develop a
collection of accessories that recreated the experience of going
camping in the 1950s

The Sky’s
the Limit

My journey with

Maryellen
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Pantone Pastel, PMS 9064 C

FINAL ASSORTMENT:
the collection is maximized for margin, play
pattern, & provided diverse price points

3D modeling in progress




FINAL PRODUCT: FINAL PRODUCT:

Airstream Travel Trailer Hiking Accessories

FINAL PRODUCT:

Campfire Cooking Set




PROJECT STATEMENT

| conducted extensive market
research of decor retailers that
suggested two-tone finishes
were trending for both children
and adult bedroom furniture.
This fit into our strategy for our
Pillowfort brand to develop high
quality, modern furniture




FINAL DESIGN

My design features a contemporary
aestheic for children that parents could
count on maturing along with their kids
as the became adults. The collection
featured both white and gray finishes to
appeal to the bright and fun nature of an
adolesent’s bedroom, while also being
sophisticated enough to be used into
their teen years.

3D modeling

cadwork
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FINAL COLLECTION




PROJECT STATEMENT

Through market research, | helped identify play tents as an important white space opportunity for our new kids Pillowfort brand. | fought to get exclusive in-house designed print and pattern on
the tee-pees, even though market available fabric stock would have been a cheaper option. Because | cultivated a strong relationship with a new vendor | was able to negotiate innovative
add-ons to our product, like heavy gauge canvas, pom-pom trim, gold foil appliqué, and paint dipped poles. These unique additions makes our tee-pee designs on par with pottery barn kids

white painttips/ ) 4 & - I gold tip dowel rods

pink pompoms
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PROJECT STATEMENT

| designed a children’s play furniture collection to maximize durability and efficiency of material. The final product competes with low cost market goods while

offering high quality and authentic materials like stain resistant ash wood tops and cold rolled steel tubing. The collection features customizable shelving
Configuration, and table with cubby space

e

bench and play table desk with hutch horizontal bookcase

FINISH DEVELOPMENT

| worked with the vendor to develop a new finish. A walnut look was desired to give a mid century feel, but ash is
stronger and more affordable. | directed the vendor to mock red and dark cathedrals to look like walnut. Then
Sherwin Williams branded sealant was applied to protect the wood from water, paint, and food damage




white

FINAL PRODUCT COLLECTION

We launched these items underneath the new Pillowfort kids brand and named it the Boone
Collection. This name was selected to inspire families with the spirit of exploration and
creative discovery with simple and pure values that practical task furniture is meant to address

The collection is available in two different powdercoated metal finish options:

silver grey




PROBLEM: PATTERN:
Our Circo brand felt very dated. We updated kids furniture with Scandinavian influences | collaborated with our print team ' . . . . . .!
to create colorful trend right pattern '..'
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PROBLEM:

our beanbag collection lacked
market distinction, and were
s0 poorly sewn & blob-like in
structure, they often fell off of

store shelves

INSPIRATION: k =
structured seats -
incorporated into
beanbags

DESIGN:

made use of upholstery
piping to define the seat

FINAL PRODUCT:




DESIGN INTENTION:

create an accent table focal that
capitalized on light, spring colors,
coastal themes, mixed industrial
materials and simple modem
functional basics

i

MANUFACTURING:

we collaborated with the
manufacturer io develop an
exclusive, new finish. The
white washed paint mimics

‘the look of limed wood.

PROCESS:

we digitally rendered the focal store
space to plan out to maximize the
floorspace. The dimension of each table
was enlarged to fit. We knew we could fit
a console, coffee table, & two pedestals
comfortably, for a complete room look.

FINAL PRODUCT




PROBLEM: ' e

our accenltable run 1S not dn\nng a
1oV

BOX STOCK LIMITS

L more vanely inthe store. . “Wheniyou go to Target, nothing
& big online selechon st enough=dl  staged: Everything is in boxes an
want to know what I'm buying first” you' have to figure it out on your own?
- Target Shopper - Target Shopper

SOLUTION:
We built a strategy around grab-and-go
fast fashion accent pieces

inspiration

inspiration

The final accent collection featured 13
new tables, and 2 patentable designs




DESIGN INTENTION: STYLE COMPONENTS:

design an accent tables that adheres to the
guidelines of the Amazing Basics design tool. By
focusing on quality materials, highly valued
function, and proven aesthetics we will win on
providing an excellent experience

EXPERIENCE:

-fully assembled, guests can touch the item

-enhanced finish, highly durable & easy-to-clean

-drawer slides, rated for weight baring & smooth
slow action closing

FUNCTIONALITY:

-slide-out extension surface

-drawer (closed storage)

-shelf (open storage)

-tall enough to function as a nightstand

AESTHETIC:

I
anchored around American tradition, fused with B
historical global influence, imbued with decora-
tive heritage details, & presented in a comfortable
simplicity to fit the contemporary casual lifestyle

Crov Iding
&b

framing

FINAL PRODUCT

Since setting, the simply extraordinary
table has driven in sales, beating plan

It is selling so well that stores cannot
keep it in stock, so we decided to add
a second facing, maximizing volume

After a year in stores, Target.com
developed collection extensions,
based on the style popularity




The Wizard of 0z is a beloved
over. To commemorate the 70
fixture that represents the visual sfy

ELECTRICAL
COMPONENTS

No.1 chain catch
No.2 metal tube
No.3 metal bracket
No.4 pull chain switch
No.D rivet

No.6 wiring

No.7 socket

No.8 candelabra bulb
No.9 glass cylinder

The 0z chandelier is
designed for theatrical
lighting and is highly
customizable for
creating mood. Each
glass tube is wired to
an individual switch.
When the cylinder is
tugged downward, its
light bulb turms on.




FINAL RENDER - 9 ILLUMINATED VIEW

blackened powder-coated
metal static wall mount

semi-translucent
black acrylic sheet

tubular
tempered
glass
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DESIGN PARAMETER: create a man's belt for casual wear with denim jeans, that skews
young & hi e belt should have a modern edge, but not so unusual that it wouldn't sell.







CONCEPT: STRAP
- extruded rubber

pvc plastil::-.....
fastener

4.....--dark gun metal

CONCEPT: CORRUGATE

CONCEPT: RAVEN'S WING

faux ostrich hide /

‘\ dark, matte

finished steel

CONCEPT: ROYALTY

black anodized finish ~a

~ peeling & cracked finish

CONCEPT: TILT

copper tacks

i

chrome

CONCEPT: BOLT

\

\ deep red

rusted finish canvas

FINAL CONCEPT: ARROW

burnished steel \

AN

distressed leather
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PROBLEM STATEMENT

SpongeBob SquarePants is a universal icon and is considered ironically hip to yuppies.
Graphical wall art can be made by using imagery from the show that is not overly loud

or childish, still evokes the exuberant joy of the cartoon, and can be proudly displayed
in an adult's home "

-
FINAL ARTWORK ).

easily identifiable objects that nﬂélﬁ‘- eaf
episodes of the show are translated
graphics and can economically

FINAL PROTOTYPES

models made with spray paint, masking
agents, & printed on 4x4 inch canvases







QUICK STUDY MODEL:

1/6th scale model made from
hand cut laminated pine & maple
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The Holga toy camera creates spontaneous and un-
predictable photos taken with 120 film. | experiment
with multiple exposures, using color filters & flashes.




f traditional toy stores areglosing

because kids only want video games

toys that use advanced
technology tend to be creepy

TOY TYPE

vehicle
12%

TOY PLAY VS AVG. AGE VS AVG. TIME i

O average play
time in min.

W average age

# OF PEOPLE IN AISLE

BUSIEST STORE AISLES

STORE AISLE

O action figures
W transformers

@ \ehicles

W nurt

W Lego

@ video games

locally owned toy store target

toys'r'us

RETAIL STORE



interviewing parents and kids in their
homes revealed new opportunities for toys

TIMELINE
TIME PERIOD 10 min 50 min 5min 25 min
co1 | t } ; i
HOUSEHOLD bedroom  family room or bedroom outside/yard
PLAY AREAS media center
TIME PERIOD 15 min 20 min 30 min
cipz | : i : i
HOUSEHOLD kitchen or bedroom  computer room family room or
PLAY AREAS  dining room or office media center

While observing children playing within their homes, they spent time going between their
toys and video games. They spent the most time in rooms with computer technology.

RESEARCH: IN-HOME OBSERVATIONS

PLAYTIME DIAGRAM: dumps bin of | o
repeated patterns of behavior toys on the floor
while children interact with
toys within their own homes I
methodically
sets toys up
|
| | 1
- makes up smashes figures rolls vehicles
‘ o e own story together around figures
| 1 |
| 1
older brother younger sister
grabs toy away gets in the way
the cycle
¢ L | ] repeats itself
i 1
e =
et knocks all the
toys down
10 minutes I
runs around
the room
I
1
mom picks
watches tv up the toys
‘ 15 minutes I
|
dumps bin of
toys on the floor




CURRENT TOY MARKET

-no open-ended creativity
-little tactile play value

-too complicated for kids
-expensive & prone to breaking

STATIC
TOYS

OPEN-ENDED

PLAY-SETS

CLOSED SYSTEM
PLAY-SETS

INTERACTIVE
] TOYS A

logy to make playtime
nd usef friendly

e ms—, o

late cognitive development

THE SOLUTION:

toys must be open-ended and allow
children to express their imaginations

= =
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rfid reader

: CHARACTER

CREATOR 4

speaker

the story with
your characters
are animated on
) the screen

story selections are
displayed on the screen

P

characters are
scanned into the
system

embedded rfid chip

Rail System based on the

buildable human nervous system

pieces

cart takes balls to
the delivery station

brain pours
signal balls
onto cart

/

30

chain reaction at station




FINAL CONCEPT




STORYBOARD: assemble the figures...

No.1

spaceman

No.4 No.6
turn console on
PUT THE FIGURES
NEXT TO THE CONSOLE
reassembled figure §
No.7 & No.9,
speakers read the
icons out loud .x

SCAN THE FIGURES INTO THE CONSOLE

identification
through rfid tag

spaceman's phaser/

e

RFID CHIP EMBEDDED IN EACH PIECE

SELECTION PROCESS: ROOT MENU




STORYBOARD: console interface...

Characters #

SAMURAL

No.10 Once the figures are scanned in, more story options are
displayed on the screen. Customize the plot, 2 actions and the
ending.

- Retumn to Menu.

No.13 After navigating back to the “Menu,” you can define the
characters’ story further by choosing from 4 different
pre-programed plots, Each plot has its own logo.

Character # ). —

SAMURAL

No.11 Select “review personality” to look over all the informa-
tion that was scanned in about each figure. Each piece of the
assembled figure is represented on the screen.

story is generated based on
inputs

computer forms stories automatically from
algorithms

No.14 Once all the selections are made, choose “build your
story” to read the final results.

Characher # =

SAMURAT

No.12 Select “Define Alliance” to choose which figure will be
the hero, and which character will be the antagonist of the story.

Shirit was good, used |

e modh and pulled

No.15 The story is told through simple flash-based graphics, like
some video games. Watch the characters you built act out the
stories you created.



samurai  spaceman disassembled into pieces

No.2

interchangeable im
joints g

No.3

put the figures next
to the console

rfid reader

scan the figures
into the console

rfid chip
embedded in
each piece

identification
| through rfid tag

spaceman's /
phaser y

speakers read the

icons out loud ¢

touch
scrolling
screen

CHARACTEF FULLY ScANHED.

Characters # k
SAMURAL

Characters # g:

EFACEMAN

customize
plot, 2
actions, &

characters’
story by
choosing
from 4
different
plots.

story is generated
based on inputs |8

computer forms stories
automatically from algorithms

acher # k—

“Define
Alliance”
to choose
good vs

bad guys

rit was _good, used
» moohn and pulled




STORY MAPPED OUT...

| | | | |
“The COURAGEOUS SAMURAI, who's spirit was GOOD, used his JET PACK to SPACE WALK over the MOON and pulled out his PHASER to COMBAT the EVIL SPACEMAN..."

CRAZY FIGURES HAVE STORIES TOO...

“The good spaceman worked his way
up from a servant because he was
orphaned after a raid on his village. «
He trained at the star academy to be a
pilot and he used his samurai sword
to fight against the civil war he
caughtin...”

INTERFACE MAPPED OUT... CHARACTER TRAITS BY BODY PART
CHARACTER SKILLS BACKSTORY
spaceman piloting trained at academy by his father
samurai combat caught in civil way over feudal land
ACTION FIGURE pirate sailing  worked his way up from servant boy
centurion infantry orphaned after raid on his village
kil - 1 c"a:ﬁ?fffl'f"cs -4 Cprops-2 CHARACTER GOALS ATTITUDE
;..“.k:.,[,"” spaceman discover new planets  brave
e samurai restore clan’s honor Serious
pirate loot enemy ships jovial ?-\
goals centurion conquer new territories  angry g
CONSOLE SELECTIONS &
=]
alliance plot ]#S]acﬁuns -2 ending g_
good guy good guy wins
bad guy explore lunder bad guy wins
plunder—, L
physical toy attributes console attributes —‘ — over 30.720 uniaue stories
skills(4) x x aftitude(4) x backstory(4) x goals(4) x props(8) | ¥ [ plot(4) x alliance(2) x actions(12) x ending (2) | — ! q




CONSOLE:

modeled in solid works. Constructed out of 3d milled ren, powder
printing, laser cut acrylic, automotive spray paint, and decals




UPLOAD THE STORY ONLINE
DOWNLOAD NEW CONTENT

starter kit comes
with console & 2
action figures

packaging
mock-ups

expansion packs include —Lharacher Creator

more action figures —— I

MARKETING STRATEGY j i




DESIGN OBJECTIVE: INSPIRATION

Develop a fresh chair that represents the modern aesthetic but reflects the rich history of
furniture design. Its proportions must factor universally, for all body types. The final design
is realized in a fully functional prototype.

TIME LINE —= o— FINAL FULL SCALE-MODEL
W1 W2 - W3- —5-W5— W6 —- W7 - W8 —W9—W10
[-m design development [_

BAUHAUS

UNIVERSAL COMFORT










vide a comfortable, cozy,
and private resting area.
The 1/6th scale model is
made from cardboard cov-

ered in industrial felt.
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FINAL DIRECTION: TANGENT CHAISE

The tangent chaise gives the impression of 2D planer
forms coming together to create a new three dimen-
sional shape. The structure of the lounge follows the
tradition of a side-facing meridienne daybed and the
upholstery mirrors the interior of a vintage automo-
bile. The 1/6th scale model was machine sewn and
the wire frame was soldered together.
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ridder curve

7 =
g £
14.50

/ lumbar
support

MATERIALS

-frame: 60 feet of 1/2" bent and
mig welded cold rolled steel rod
-cushions: foam mounted on
wood upholstered with
black viny!

final
. render

SEAT MEASUREMENT  ALTERNATIVE NAME

2.5% FEMALE |50% FEMALE [75% FEMALE|

seat height (H) 'popliteral height :15“ 16.5" 17"

seat depth (D)  buttock-popliteral height  16.3" [19.2" 120.75”

seat width (W) hip seat [11.2* |14.6" [15.4"
backrest height (C)  sitting height 30.8” |33.8" |34.5"

lumbar height (B) (center of curvature height 7" 9" [10.5"

calf length (L) 'shank link 113.3" 15:1" |15.125" |
backrest angle (a) |105 degrees | 105 degrees |105 degrees |
seat angle () 15 degrees 15 degrees |15 degrees

— = 2
: ; <t
(4.5]
12.48
ANTHROPOMETRICS

Measurements for the chair are based on universal proportional
statistics for human factors. The chair can accommodate any human;
from the 2.5% body type, up to a 99% representative. The cushions
have built in lumbar support and follow the Ridder Curve. The 105
degree angles of the back, seat, and leg rest prescribe to a standard
lounger. The orthographics provide enough information for full-scale
prototypes to be constructed.

*data source: Humanscale, MIT Press




UPHOLSTERY
a professional upholsterer was commis-
sioned to sew together the cushions

\ tabs for screwing
in cushions

iy




FINISHED PROTOTYPE




FINAL PROTOTYPE

........




PROBLEM STATEMENT

Timber Tech is a composite wood material for building long-lasting decks. The objective
was to design a new, four-sided display that matches the visuals of their old, two-sided
display and maximizes store space.

Less Work, More Life.

IDEATION

DEVELOPMENT

FINAL RENDERING







FINAL RENDER




PROBLEM STATEMENT

design an innovative timepiece
that improves the way we wear a
watch & read time




INTERNAL WATCH MECHANISMS

eSS St

WATCH HANDS: needles are pulled across
the watch face by hidden timing pullies.

WRIST BAND: leather band does
not have tightening buckle. The
strap is wrapped up inside the
body of the watch face. The
strap is attached to elastic bands
and springs pull in the strap as
the button is pushed inward.

band constricts
and tightens

!

push button to
constrict band

FINAL MODEL: built and
rendered in Alias studio tools.
The watch is innovative
because it abandons the
traditional round faced watch
and tells time horizontally.
The watch face is divided into
12 equal parts. Each section
represents a 5 minute
interval of time. The thick,
short line tells the hour and
the long, skinny hand
represents the minutes,




MARKETING PARAMETERS: create a set that contains 325 pieces & has 22 unique models.
All models are graded for seven years olds & above. This set must retail for $ 20 USD

BRANDING:

START
week 1+ design brief

week 2 + brainstorming

week 3 + blue sky
ideation
week 4 —— marketing plan

week 5 —second phase
design refinement

week 6 - development
team review

FAST PACE
DESIGN SCHEDULE

week 7 -+ final model
week 8 -+ executive board
presentation

week 9 -+ graphics &

packaging

instruction

booklet

week 10 manufacturing
& production

FINAL PRODUCT

IMAGE BOARD:

MODELS REFINED TO REDUCE
PIECES AND LOWER COST

total pieces: 325
wholesale cost: $10.00
Retail Cost: $20.00

FIRST VERSION

BILL OF MATERIALS:

total pieces: $2.00
packaging: $2.00
manufacturing: $1.00

total production cost: $5.00

FINAL MODEL

K*NEX Industries is the world's
third largest construction toy
company. Their technique
combines modern tinker toys
with standardized brick pieces
to create quality building sets.
It encourages kids to engage in
fun, educational open-ended
play. K'nex is designed and
manufactured within the USA.




DESIGN OBJECTIVE: create a vehicle toy set that contains 325 pieces & has 22 unique
models. All models are graded for seven year olds & above. This set retails for 20 dollars.

ﬂ.

K'NEX Industries is the world's
third largest construction toy
company. Their technique
combines modern tinker toys
with standardized brick pieces
to create quality building sets.
K'NEX is designed & manufac-
tured within the United States.




FINAL PRODUCT:




DESIGN INTENTION:

its style and universal human facto

rework optometry equitment to impr? P

s

TOSR

L P ED

“...t...—

patient reclines as
doctor administers
eye drops

TASK ANALYSIS

patient waits
alone as eyes
dilate

Fy
CURRENT EQUIPMENT No.D
‘ / easy for
No.1 fingers or hair
limited range of = to get caught
maotion for light | ol in hinges
— l‘f‘ -
No2 RECLINING I DELIVERY No.6
arm rests are CHAIR STATION too many
too short types of
knobs &
handels
No.3
seat not wide ‘\ N7
enough for T cor.nrnls are
larger —p» i
patients f‘ hard to reach
No.8
No.4 eyeware is
foot rest is fashionable,
tripping its tools
hazard should reflect
this style
---‘-"--a.
doctor tests patient for No.5
prescription strength

microscope

doctor examines
patient's eyes with










CONCEPT 1

No.D

standardized hinge and
joint system makes it easy
to adjust chair system

No.o —
footrest and apron fold up
so that they are no longer
a tripping hazard

/ grip system increases
- ergonomics

‘\ No.1
gooseneck lamp adds mobility
| _— ND.2
curvy, tear-shaped styling
creates unity of appearance
I No.3
~ 7 longer armrest
1 nod
wider seat and increased
attention to human factors

No.7

No.B

s-shaped arms reduce
pinching hazards

No.9

covered lamp shade
cuts chances of burning

D — 1010

system base style
mimics chair base

No.11

controls moved to
accessible table

FINAL DIRECTION

combines the best quali-
ties of all three concepts







MULTI-SENSORY OPPORTUNITIES PLAN: FIRST FLOOR LAYOUT
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PROBLEM STATEMENT EXHIBIT TYPE ICONS:

Gallagher and Associates is a multidisciplinary team that designs exhibits, museum spaces,

and corporate signage. The expansion of the National Museum of American Jewish History

into a new location presented the opportunity incorporate a fresh floor plan, enhanced graphic

murals, and technology-rich interactive exhibits into an improved entertainment experience INTERACTIVE LARGE COMPUTER

FORMAT AV INTERACTIVE

> @

AUDIO INTERACTIVE MECHANICAL HANDS-ON ENVIRONMENTAL




OVERALL EXHIBIT SECTION: NORTH-SOUTH AT ATRIUM SECTION LOOKING EAST

images printed
on glass

floor 4

floor 3

timeline

R

'.! P".
|'I"."E| {

floor 2

timeline

S —

BUILDING _ _
ENTRANCE




PARTIAL EXHIBIT ELEVATION; TIMELINE ARRANGEMENT OPTIONS
TIMELINE LOCATION (OPTION A) TIMELINE LOCATION (OPTION B)
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ELEVATION - FOUNDATIONS OF FREEDOM (MEDIA OVERVIEW)

video projections —— video projections ——

entryway S




OVERALL EXHIBIT SECTION: NORTH-SOUTH AT ATRIUM SECTION LOOKING WEST

video projections video projections
on frosted glass —| on frosted glass |
A | I | VAN | v R N S E—
g | ; |
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media overview = = I | |
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| | \h [ floor 4
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exhibit area | 0 —
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|
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DESIGN OBJECTIVE: create
a child’s plaything that has
a simple mechanical action.




INTERNAL WORKINGS

o

vertical peg
attached to wheel
axel, allowing peg
to revolve and
push internal cam
back and forth

%\

attachment
between the
wheel and tail
causes the
tail to move
up and down







THANK YOU FOR YOUR
TIME & CONSIDERATION

VISIT: www.healy-design.info
EMAIL: ann@healy-design.info

ADDRESS: 5002 Sheboygan Ave #107
Madison, Wisconsin 53705

PHONE:  859-445-3601
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