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Scan the QR code to explore the full Toy Design Project.

A Step-by-Step Process
for Creating Engaging
and User-Friendly Toys
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Thank You for Reading
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Thank you for taking the time to explore this guide on toy des

ign. | hope it has provided you with valuable insights and practical

= [0
steps to create toys that delight and inspire. Remember, the key to @bﬂh ‘—
great design lies in understanding and empathizing with your users.
Best of luck with your design journey!
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Overview of the Toy Design Process

Initial Phases
Initial steps to define the problem and gather background information. Identify Problem
High-Level Phases Secondary Research

In-depth exploration to gather data and insights. | |

Naturalistic Observation Ethnographic Research Market Research

Experimental Research

High-Level Phases

Combining research findings to form actionable insights. Key Observations

High-Level Phases

Generating and refining ideas into tangible designs.

Ideation

Experimental

High-Level Phases Final Prototype

Finalizing the prototype and gathering feedback for improvements.
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Introduction

1.1 Why This Guide?

This guide walks you through the step-by-step process | used to design a toy, offering
flexibility to adapt it to your own project needs. Whether you're an experienced
designer or a beginner, these steps will help you create toys that kids love and parents
trust. The focus is on extensive research, particularly primary research, and user
interaction. By following this guide, you'll learn how to gather meaningful insights, test
your ideas, and refine your designs to ensure your toy is both engaging and user-
friendly. The process is designed to be tailored according to your specific goals, making it
adaptable to different types of projects and user needs.

1.2 The Power of Toy Design

Toys are more than just fun—they help children learn, grow, and connect with the world.
Thoughtful design can spark creativity, build important skills, and foster imagination. The
right toy goes beyond entertainment, playing a vital role in a child’s development.

Author’s Note:

| believe that research is the cornerstone of creating anything
meaningful. Since products are made for people, empathizing with
them is crucial. By talking to and understanding the users, we can
truly grasp their pain points. When this step is done properly, the rest
of the process flows smoothly. Understanding the user is the key to
creating products that not only solve problems but also bring
happiness to their lives.

Research Phase

2.1 ldentifying the Problem

Before diving into the design process, it's crucial to identify a problem area and validate
it through research. In my project, | noticed a gap in the market: while many toys today
promote independence in children, the important aspect of parent-child interaction is
being lost. | aimed to create a toy that would maximize time spent together. To confirm
this, | conducted initial market research to see if others recognized this issue. Once
validated, | moved forward with more in-depth research. Here's how | approached the
research phase.

2.2 Conducting Secondary Research

In this stage, | conducted secondary research by exploring relevant literature on child
psychology, the importance of parent-toddler bonding, and the role of play in adulthood.
| read books and articles that deepened my understanding of these areas. For your
project, focus your secondary research on areas that align with your toy design. If your
toy or game is also intended for adults, consider studying the importance of play in
adulthood as well. | found Erikson's stages of development particularly insightful.
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Primary Research

2.3 Naturalistic Observation

Naturalistic Observation is a research method
where subjects are observed in their natural
environment without any manipulation by the
researcher. This approach provides authentic
insights into behaviors and interactions as they
occur naturally.

0 1 Choose the Setting: Observe in a natural environment where children
typically play, like a playground or museum.

0 2 Define the Objective: Focus on specific behaviors or interactions you
want to understand.

0 3 Observe Without Interference: Watch without intervening to see
natural play behaviors.

04 Choose the Setting: Observe in a natural environment where children
typically play, like a playground or museum.

O 5 Define the Objective: Focus on specific behaviors or interactions you
want to understand.

O 6 Observe Without Interference: Watch without intervening to see
natural play behaviors.

Ethical Considerations: Respect privacy and obtain consent if recording or photographing.

For my primary research, | used a method called Naturalistic Observation. | visited the
Beany House of Art and Knowledge in Canterbury, where a section was dedicated to
children’s toys like Legos and wooden blocks. | spent a few hours observing how
children and adults interacted with these toys. This allowed me to gather valuable
insights, such as how children engage with toys using all their senses, the importance of
touch and feel, and their need for appreciation after creating something. This method
provided a deep understanding of how toys are used in a natural setting, which you can
replicate in your research.

2.4 Ethnographic Research

Ethnography offers a lens through which we can understand complex social interactions
and cultural norms by immersing ourselves in the community we study. This method
provides an in-depth look at the subjective experiences, everyday practices, and social
interactions that shape different cultures.

EthnographKey Concepts of Ethnography

O 1 Participant Observation

Ethnographers actively engage with their subjects. This direct
engagement allows for a nuanced understanding of social behaviors
and norms.

0 2 Interviews and Conversations

Through formal and informal discussions, researchers gather individual
perspectives and community narratives, which are crucial for
understanding cultural interpretations.

O 3 Artifact and Cultural Analysis

Analyzing material culture—like art and clothing—provides insights into
social values and historical changes within the community.
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Real-World Application: Little Seeds Event

During a three to four-month volunteer stint at the Little Seeds event, | engaged in
ethnographic research involving children aged O to 7 and their parents. This setting
offered a unique opportunity to observe and interact directly with participants in a
naturalistic environment. Key activities included:

e Building Trust: Over months, through consistent interaction, | gained the trust of
parents, which led to deeper insights into delicate and personal aspects of parent-
child dynamics.

e Diverse Interactions: | not only engaged with children and parents but also
conversed with other volunteers and staff, including cleaners, broadening my
understanding of child behavior from multiple perspectives.

e Observation and Engagement: Balancing between observing and directly interacting
with participants helped in capturing a broad spectrum of behaviors and responses,
providing a rich tapestry of data.

Data Analysis

In ethnographic research, data collection and analysis often occur simultaneously,
necessitating detailed field notes and, where appropriate, visual documentation like
photographs or video recordings. The process involves three steps: describing,
categorizing, and interpreting the data, which can be structured chronologically, by daily
life patterns, critical events, or through narrative development to uncover the general
nature of the group's practices.

Ethical Considerations

In ethnography, ethical considerations like informed consent and authentic
representation are paramount. Researchers must ensure participants are aware of the
study's scope and how the findings will be used, all while accurately reflecting their
culture without bias.

Challenges and Limitations

While ethnography provides deep insights, its subjective nature and time-intensive
demands pose challenges, particularly in terms of generalizability and practical
application in fast-paced settings.

Conclusion

%

My experiences at Little Seeds underscored the power of ethnography to

unveil the intricate web of human interactions and cultural nuances.
Ethnography, by delving into the depths of human experience, offers
invaluable insights that are often overlooked by more quantitative research
methods.
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2.5 Market Research

As part of my primary research, | conducted market research by visiting various toy
stores and other outlets. | closely observed and evaluated toys for their colors, forms,
materials, textures, safety features, and functionality. | also examined product labels for
safety information and other details. Beyond toys, | explored items like baby utensils,
bathtub accessories, and potty training products to understand material choices and
sizing. Additionally, | visited bookstores to see how baby books are designed and what
innovative features they include. This comprehensive exploration of products related to
children provided valuable insights that informed my toy design.

2.6 Experimental Research

During my primary research, | also conducted a few simple experiments, mainly as part
of my ethnographic research. These experiments don't have to be complicated; they can
be as straightforward as observing how many times a child repeats an action before
losing interest. For example, | would drop a toy, have the child pick it up, and repeat the
process to see when the child gets bored. Such experiments are useful for studying
specific behaviors, like a child's response to repetitive actions. You can design your
experiments based on what behaviors or interactions you want to observe and then
carefully document your findings.

Experiment done by me -

-

The research aims to examine children's behaviors relevant to toy design through primary research methodology. The experiment involved
testing various toys or actions, each repeated to observe the point at which toddlers became bored. The process consisted of a series of
straightforward actions.
Experimental T Time spent engaged | mper of repetitions | Observations on the
Procedures N inthe act\wty‘ before | hefore boredom toddlers' behavior during
8 boredom set in. oceurred. the activity.
Putting aring on
the top of the . . Did not have trust in the start but
slide. and then 1 7 mins 84 times later started to enjoy it.
asking the id to Could not balance himself while
push it so that it ) P a q
e 2 4 mins 48 times picking up the object and putting
N it on the top of theslide but still
the slide. then N
P was doing it
again picking up . . ) .
and keeping the 3 12 mins 130 times Was very focused while doing
ring to its original the actions
place.
Keeping the 12 months. 5 mins 60 times Keep looking at his mom at the
object on the lid start but later kept repeating the
of the box. the action
kids were 9 months 9 mins 177 times Was a bit distracted after the
suppose to put action been repeated 50th time
the toy inside the i but after a few seconds again
box. once they 18 months 17 mins 223 times started doing the same thing
had done it then
removing the Had to be appriciated after evry
same oobject time, if not then did not do the
and keeping it on action again
the lid again.
),

2.7 Making Key Observations

Children prefer
repetitive activit

Adults engage with «

materials rather tha
purchasing new one

play.

KEY Parents enjoy engr

creative activities
OBSERVATIONS their children.

Children apprec
immediate prais

Children aren't
naturally compt
unless pressure

Both children
adults enjoy a
activities.

After completing both secondary and primary research, | gathered numerous insights
and carefully documented everything. From this thorough analysis, | identified several
key observations that became the foundation for my toy design. These observations are
crucial, as they highlight the most important findings from your research. For example, |
noted that both children and adults enjoy art activities and that children appreciate
immediate praise. These key points guided the direction of my design. Once your
research is complete, identifying your own key observations is essential, as they will
significantly influence the next steps in your project.
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eation and Concept Development

3.1 Brainstorming ldeas

For the ideation phase, | started by brainstorming around existing toys, which helped me
transition smoothly into creating my own concepts. This approach allowed me to explore
a wide range of ideas, from board games to various types of toys. Throughout this
process, | kept my key observations in mind—sometimes incorporating all of them into a
single idea, and other times focusing on just a few. It's important to let your creativity
flow during this stage. Experiment with unique designs, or consider redesigning existing
toys to make them better.

%
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3.2 SWOT analysis

Before finalizing on an idea, you can conduct a SWOT analysis to thoroughly evaluate
each option. Here's how you can do it -

e Strengths: Identify what makes the idea strong. Consider its unique features,
advantages, or any resources you have that support it.

e Weaknesses: Acknowledge any limitations or challenges within the idea. These could
be resource constraints, skills needed, or potential difficulties in execution.

e Opportunities: Look for external factors that could benefit the idea. This could
include market trends, gaps in the competition, or emerging technologies.

e Threats: Consider potential risks or obstacles. These could be competitive pressures,
changing market conditions, or other external challenges that might hinder success.

Strengths Weaknesses

Innovative Concept: Unique idea addressing e Complexity: Challenges in implementation

a specific gap. and communication.

Thorough Research: Strong foundational ¢ Resource Intensive: Requires significant time
research. and resources.

Clear Focus: Well-defined goals and « Limited Application: Immediate impact may
direction. be hard to demonstrate.

Threats Opportunities

Competition: Similar projects might affect e Trend Alignment: Matches emerging
uniqueness. industry trends.

Technological Challenges: Risk of ¢ Collaboration Potential: Opportunities for
unforeseen development issues. partnerships.

Funding Risks: Difficulty in securing e Scalability: Potential to expand or adapt the
necessary funds. project.

By systematically evaluating each idea with a SWOT analysis, you gain a clearer
understanding of its overall potential and can make a more informed decision on which
idea to refine and develop further.

3.2 Refining Concepts

After generating several ideas, | focused on one that stood out and refined it further.
You can follow a similar process: ideate broadly, then narrow down to one concept and
develop it in greater detail.

10




Prototyping and Testing

4.1 Quick Prototyping

After finalizing a game concept from my ideation
phase, | created a quick prototype. | didn’t spend a
lot of time on it—just enough to get a tangible
version of the idea. The purpose was to have
something to work with and start gathering
feedback. Quick prototyping is valuable because it
allows you to experiment with your idea in a low-
cost, low-commitment way before diving into the
final version.

4.2 Testing and Feedback

With the quick prototype in hand, | conducted several testing sessions involving adults,
children, and parent-child pairs. This hands-on testing provided invaluable feedback and
real-world insights. It's crucial to test your prototype, even if it's rough, as this helps
identify potential issues and areas for improvement. The feedback collected during this
phase ensures that when you create the final product, it's more polished and aligned
with the needs and preferences of your users, minimizing mistakes along the way.

4.3 Embrace Creative Freedom

During the prototype testing, | observed that while children initially played the game as
instructed, they soon began inventing their own games with the pieces provided. This
underscored the importance of allowing users, especially children, to interact with the
prototype in their own way. By doing so, you gain valuable insights and ideas that can be
incorporated into the final design. Always leave room for improvement and let users
explore the product freely during testing—it can lead to unexpected and innovative
enhancements.

4.4 Focused Experiments

The testing and feedback process occurred in two main parts. The first involved testing
with parents, children, and adults to gather feedback on various aspects, including the
emotional experience of playing the game. The second part involved conducting specific
experiments to refine the design. For instance, | needed to determine whether a stand
was necessary for the game board. To do this, | conducted experiments using motion
capture technology, where participants played with the board in different positions to
assess comfort and usability. Although the initial motion capture results were
inconclusive, additional experiments ultimately showed that the stand was unnecessary.
These focused experiments with the quick prototype allowed me to address specific
design questions before moving on to the main prototype.




4.5 Empathy Map: Understanding User Experience

Before analyzing the interactions, it's essential to gain a deep understanding of the
child's experience while playing with the toy. The empathy map helps us visualize what
the child might be saying, thinking, feeling, and doing during their engagement.

Empathy Map Name:

What does she Say?

This is fun!
| can't figure this out
Look what | made!
Can you help me?

What does she Do? What does she feel?

Explores Different Features Excitement
Builds or Constructs Frustration
Seeks Help Pride

Observes Closely Curiosity

What does she Think?

What happens if | try this?
Am | doing this right?
| hope this doesn't break.
How can | make this better?

While creating the Empathy Map, carefully observe the
testers and try to put yourself in their shoes to understand
their experiences better. These insights, along with the

conclusions drawn from all experiments and empathy
mapping, can be effectively used to refine the toy design as
we move forward.

Final Prototype Development

5.1 Gathering Insights and Planning

After conducting quick experiments with your initial prototype, you should have a clear
idea of what the final product should look like. Begin by jotting down all the feedback
and insights you've gathered during the testing phase. List the key points and features
that need to be incorporated or adjusted in your final prototype. This planning stage is
crucial to ensure that all aspects of your design are thoroughly considered before
moving forward.

5.2 Detailing Individual Components

When creating your final prototype, pay close attention to each individual component of
your game or toy. If your design includes multiple parts, like a board, frame, or pegs,
evaluate each one in detail. Experiment with different materials and methods for each
component. For example, | tested various materials for a frame in my game, including
foam, acrylic, and plastic. Similarly, | worked on the pegs, considering the tolerance
needed for them to fit securely into the board. This meticulous approach ensures that
each part of your toy is optimized for durability, functionality, and user experience.
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5.3 Trial and Error in Fabrication

Expect multiple iterations for some components. For
example, while creating my game board, | tried various
methods like CNC machining and laser cutting. One
attempt damaged the board, but trial and error is
essential. Keep experimenting with different techniques
and materials. Setbacks are part of the process, bringing
you closer to the final prototype.

Final Testing with Target Audience

6.1 Preparing for the Final Test

Once your final prototype is ready, it’s time to test it with your target audience. This is a
crucial step, so ensure that you've arranged everything in advance. Connecting with your
target audience can sometimes be challenging, but persistence is key. Reach out to them
through emails or phone calls to schedule a suitable time and place for the testing. If
your testing takes place outdoors or at a specific venue, arrive early to set up. This gives
you the chance to organize your materials and even conduct a quick run-through of the
test by yourself or with a helper. This preparation will help you understand the timing
and steps required, allowing you to make any necessary adjustments before your
audience arrives.
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6.2 Conducting the Final Test

When your target audience arrives, be ready to start the testing process. Although most
participants will arrive on time, it's wise to plan for a buffer in case of delays. Begin by
clearly explaining the game or toy, using simple language that’s easy to understand—
especially if your audience includes children. Establish a friendly and comfortable
environment by engaging with the participants before starting the test. If children are
involved, get to know them by asking their names and interests. This helps create a
relaxed atmosphere, making the testing process feel more like play and less like a task.

6.3 Building Rapport and Gathering Honest Feedback

For testing with adults, take time to connect on a personal level, discussing topics
beyond the game itself. Building this rapport encourages participants to share more
personalized and honest feedback. The goal is to make them feel at ease so they can
provide natural, unfiltered opinions about the toy or game.
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6.4 Documenting the Testing Process

It's important to thoroughly document the final testing session. Use multiple devices to
capture the process from different angles. For example, | used my phone to record
video, had a friend take photographs with a DSLR, and used another phone to snap
pictures from various perspectives. This comprehensive documentation ensures you
capture every detail of how the game or toy is used and can review the session later for
further insights.

6.5 Assisting During Testing

As participants engage with the game or toy, be attentive and ready to help if they
encounter any difficulties. Providing assistance when needed not only improves their
experience but also allows you to observe how they interact with the toy when guided.
Maintaining a personalized touch throughout the testing process helps create a positive
experience for your audience, leading to more meaningful and constructive feedback.

Branding and Packaging

7.1 Developing the Brand Identity

Once your prototype is finalized, it's time to consider the branding elements. Start by
selecting colors, shapes, and a logo that best represent your toy or game. Keep in mind
that children are often drawn to bright, vibrant colors, so incorporating these into your
design can enhance its appeal. The logo should be simple yet memorable, reflecting the
essence of your game.

7.2 Designing the Packaging

If you plan to commercialize your toy or game, packaging is crucial. Consider how the
toy will be packaged to attract attention on store shelves while ensuring it's functional
and protective. The packaging design should align with the overall branding, using the
same color schemes and design language.

7.3 Creating an Instruction Manual

INSTRUCTION
MANUAL

Create Beautiful Art
Togeth

An instruction manual is essential if your toy or game requires explanation. Keep the
language simple, clear, and friendly, breaking down tasks into smaller, easy-to-follow
steps. Adopt a warm and welcoming tone to make the instructions approachable for
both children and parents. Including pictures, icons, and visual aids can greatly enhance
understanding, especially for younger audiences.
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sting and Manufacturing Considerations

8.1 Cost Analysis

For the costing phase, break down the costs associated with producing your toy or
game. This can be split into two categories: luxury production and mass manufacturing.
Calculate the cost of making one toy or game if it's produced as a high-end, limited-run
item versus the cost if it's mass-produced. Consider factors such as materials, labor,
packaging, and distribution. Understanding these costs will help you price your product
appropriately and make informed decisions about production scale.

nclusion

9.1 Recap of the Toy Design Process

This guide has walked you through a comprehensive process for designing a toy, from
identifying the problem and conducting research, to ideation, prototyping, testing, and
finalizing your design. Each step is crucial in ensuring that your toy is not only fun and
engaging but also safe, educational, and marketable.

9.2 Final Thoughts and Future Directions

Remember that the design process is iterative and ongoing. As you continue to refine
your toy or create new ones, stay open to feedback and be willing to adapt. The skills
and insights gained through this process will serve you well in future projects, helping
you create products that resonate with both children and parents alike.
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In conclusion, designing a toy is an exciting journey that
blends creativity, research, and user-centered thinking. By
following a structured process—from research and ideation
to prototyping and testing—you can create toys that are not

only fun but also meaningful and enriching for children.
Keep the users at the heart of your design, stay open to
feedback, and let your creativity guide you to craft
something truly special.
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