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THOUGHTS ON GOOD TOY DESIGN 

IMAGINATION, INSPIRATION, AND INNOVATION 
In response to the growing needs within the industry, the Fashion Institute of Technology 
created the first accredited baccalaureate program in toy design. The goal of the toy program is 
to train the students to create great toys that will have a lasting impact on a child by respecting 
their intelligence and inspiring creativity and discovery. 

Toys of lasting value will be those that can transform a child’s innate curiosity and playfulness 
into a passion for learning. A good toy is user-friendly, inviting fun and substantive play, not just 
drawing the transient interest of children by tempting them with flashy accessories. When the 
rewards of a particular toy, excitement, accomplishment, joy, satisfaction, friendship, and 
learning are reliably rich, a child will return to it again and again. 

Toys have an enormous impact on children’s lives. Toy designers are presented every day with 
opportunities to create experiential and educational products. Truly great toys aspire to inform 
and entertain. Toys are created to help children develop emotionally, physically, mentally, and 
creatively. Through toys, they learn about themselves and their environment. A good toy is a 
safe toy that reflects the play needs of a child. A successful toy exhibits a keen understanding of 
the market. A great toy combines these elements while including the paramount yet elusive 
ingredient of inspiration. 

Regardless of what age we live in, a good toy is both timely and timeless. As a child grows up, 
the positive experiences brought about by play affect her way of looking at the world. The bond 
between a child and a toy can be very powerful, even transforming, as described in the classic 
children’s story The	Velveteen	Rabbit. In one particularly poignant scene, the rabbit wants to 
understand how to distinguish what is real. 

“‘Real isn’t how you’re made,’ said the Skin Horse. ‘It’s a thing that happens to you. 
When a child loves you for a long, long time, not just to play with, but REALLY 
loves you, then you become Real.’ ” -Margery Williams, The	Velveteen	Rabbit 

Invention is born out of experimentation, “playing around” with ideas until they become 
tangible, useful things.  New product concepts are at the very heart of our industry and the 
future of toys depends upon the continued innovation of designers.  Play is, of course, an 
invaluable part of childhood. 

A GOOD TOY… 
• leads to discovery and creativity. It incites children’s imaginations and encourages them to

create their own worlds. It focuses and envelops them in the moment at hand.

• is fun – and provides a child inspiration, delight, surprise, satisfaction, and adventure.

• is educational. It helps the child understand things. Good toys help develop language skills, hand-
eye coordination, and teach the child something about himself. Toys may also encourage
problem solving or teach important skills about interaction.

• is age appropriate. A good toy never frustrates or bores a child. It complements the child’s
development in terms of both physical dexterity and cognitive learning.

• is safe. It is well made and durable, and meets the safety regulations and product safety
standards set by the United States Consumer Product Safety Commission.

• respects a child’s intelligence. A good toy does not underestimate a child’s capacities.

• is user-friendly, inviting and fun, stimulating a child for more than a few minutes.
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PLAY 
Play is the essential joy of childhood. In this precious time, spontaneous acts reveal new worlds: 
Window curtains become the entrance onto a stage and painting a pinecone can occupy an 
entire afternoon. 

Imparting a comprehensive knowledge of consistent play patterns is of utmost importance. This 
knowledge, when coupled with quality design, is what creates innovative and lasting product 
that supports children’s development.  

As we grow up and our lives become laden with responsibility, taking time to play allows us 
reentry into life’s magic and mystery. When we are aware of possibility, all things are possible: 
a typewriter gives birth to a book; a blank sheet of paper yields a beautiful musical score. 
Something as simple as a piece of wood, plastic, or fabric transforms a toy. 

Play is a child’s work. Great toys are, of course, fun, and also give us an opportunity to learn. By 
playing with certain toys, we begin to understand our world. We learn about ourselves and 
others, and our environment. Remember, great toys teach us to interact socially, develop 
language skills, mental abilities and hand eye coordination, as well as encourage us to solve 
problems. Play helps us become aware of color, form and proportion. 
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DESIGN PHILOSOPHY	
There are four inseparable components of design. These four components form the 
underpinning and structure of any great designer’s experience. 

• The first is the aesthetics of design, evocative of the element Air. The aesthetics of a product 
breathe life into a design. Like a baby first coming into contact with the world, feeling 
temperature and breathing in, aesthetic is like oxygen. It is our first experience of an object. 

• The second element is the communication of how to manufacture a design; indicative of 
Water. The process of communicating the manufacture should be smooth, and have fluidity 
and flow, a means of attaining equilibrium with the movement and path of nature. 

• The third element to add to these is the understanding of business and branding, which 
must be interwoven into the designer’s practice. This element is indicative of Earth, as it 
deals with practical, fundamental aspects of moving a product to its intended user – the 
place where we ‘dig in.’ 

• The fourth element is the most important and perhaps the most elusive. It is the Fire - the 
designer’s understanding, compassion and appreciation of humanity, our relationship to 
nature and the unlimited possibilities inherent in every human being -especially a child.  

Products that thrive in a competitive marketplace don’t sacrifice play value but, instead, expand 
it. Toys of lasting value will always be those that can somehow transform a child’s innate 
curiosity and playfulness into an incredible passion for learning. It is this passion for learning 
developed through play that our new products can support. 

DESIGN 
Good design plays a critical role in the creation of really great toys. We are not born with good 
taste—it is acquired. Through play, children begin to develop sensitivities to color, form, and 
proportion. It is the responsibility of the designer to educate children at an early age by 
providing them with well-designed objects that excite, elevate, inspire, delight, remind, 
invigorate, and inform. Children exposed to good design will ultimately be more receptive to 
well-designed product in adulthood.   

Culture-driven design arises in response to people’s specific needs and desires, and at this 
exciting moment in the history of the industry, designers must be keenly trained to what today’s 
consumers really need. 

WHAT MAKES A DESIGNER 
“I have always believed in a holistic approach to education.  I’ve also always believed in the 
breadth and depth of human experience and this expansive approach, indeed, is one of the 
hallmarks of FIT’s mission.  An education at FIT’s Toy Design Department does not focus 
exclusively on the simple acquisition of technical knowledge and the goal of employability, but 
includes, too, the shaping of the mind and the expansion of the intellect for creative pursuits.  By 
selecting students and mentoring them wisely, we graduate not just great designers, inventors, 
and managers, but citizens of the world--people prepared to think about their lives and work on 
many different levels.” – Judy Ellis 

With the merging of technology and traditional toys, toy designers are becoming entertainment 
and information designers for children. Information design in its broadest sense is about the 
selection, organization, and presentation of information to a given audience. Toy designers of 
the future will be regarded as transmitters of information. As choices increase with respect to 
the design of toys, excellence in the field will be measured by the clarity, precision and economy 
of execution - the seamless integration of concept and form.  
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ON TEACHING 
To teach is a privilege and challenge, providing the unique opportunity to inspire and share in 
the process of discovery. I find that one of its truly satisfying aspects is observing how those 
that I have taught continue the cycle by sharing their knowledge with the next generation. Toys 
have an enormous, enduring impact on the lives of children, since it is primarily through play 
that children understand and act upon their new world. Watching students impart their 
educational experience into the design of meaningful and valuable products for children gives 
me great satisfaction and hope for the future. 

INDUSTRY IMPACT 
Neil Friedman, President of ALEX Brands, and former President of Mattel/Fisher-Price, has 
counted many FIT alumni among his employees. “The department has been an invaluable 
resource to the toy industry and their graduates have been invaluable to the companies they 
work for,” he says.  “The FIT Toy Design Department has given their students the ability to 
understand the workings of the toy industry as well as unleashing the creativity that has 
enabled the companies they’re associated with to grow to new heights and take products to 
new levels of success.” It is a successful partnership of educational integrity and business 
practicality 

TOYS OF TOMORROW  
21st century advancements in technology have made this an exciting and challenging time for 
toy designers. Robotics, computers and new materials give us the capability to extend the 
learning that goes into play to heighten a child’s experience. 

Designers of children’s product are in essence designers of information: they select, organize, 
edit and present information to children making a vital and formative impression upon them.  
Certainly, the effect of toys on children will increase in the future as exciting new technology 
integrates into design and expands the definition and nature of play.  Exceptional designers 
must know how to integrate new technology in a seamless way, formulating insightful solutions 
to evermore-sophisticated design problems.  They must answer philosophical questions 
concerning the purpose and function of toys, recognize that children remain at the center of 
product and that technology in toys is most compelling when it engages natural play patterns. 

Children will always possess a brilliant capacity for unhindered, improvisational learning, and 
technology is a wonderful tool in creating toys that encourage the self-directed exploration that 
comes most naturally to children. 
Technology nurtures the kind of 
non-linear thinking that extends 
the imagination. We are training 
our designers to produce these toys 
of tomorrow, which will offer new 
ways for our children to explore the 
world, reminding both children and 
adults of the power of play in our 
lives. 

 
 

 Hyojoo Seo, class of 2018 
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DEPARTMENT FACTS	
 
MISSION STATEMENT AND DESIGN PHILOSOPHY 
Mission	 Statement. FIT’s BFA program in Toy Design is committed to preparing creative, 
socially responsible, professional designers, who can produce safe, marketable, fun product that 
respects and honors children, provides open-ended play, promotes learning and encourages 
inspiration. The program interweaves four inseparable components of great design into a 
practical and analytical curriculum; these include: the aesthetics of design with a focus on 
innovation, the communication of how to manufacture product for children, the understanding 
of business and branding, and a compassion and appreciation for the importance of play.  

 
LEARNING OUTCOMES 
Upon graduation, the students in the BFA Toy Design Program will achieve the following 
learning outcomes: 

• Students will be able to explain child safety and testing requirements and be able to 
apply this knowledge to select appropriate materials. 

• Students will be able to determine appropriate manufacturing methods to satisfy 
specific design and safety requirements, as well as produce a product that stands 
up to the rigors of normal use and foreseeable abuse. 

• Students will be able to design and invent innovative products that will have a lasting 
impact on children by respecting their intelligence and reflecting their play needs. 

• Students will be able to utilize technology to enhance content and the play experience. 
• Students will be able to identify and analyze play patterns as they relate to children’s 

developmental and emotional needs. 
• Student will be able to demonstrate skills required by the industry, such as: the ability to 

work to deadlines, problem solving, teamwork, and presentation and 
communication skills; with a focus on contributing to a company’s product 
development. 

• Students will be able to display technical drawing and illustration skills at a professional 
level. 

• Students will be able to design children’s product within relevant, timely, innovative 
product categories that are determined by market trends and buyer behavior. 

The goal of FIT’s Toy Design department is to nurture and prepare socially responsible 
designers to produce marketable toys that respect and honor children. The Toy Design 
department recognizes the essential relationship of technology and humanity, and keeps a 
strong focus on the future of toys. Young designers must learn to connect with themselves in 
order to be more adept at creating children’s product; this is the exciting challenge put forth to 
our students; to effectively take their audience to another plane of understanding, while 
allowing their creativity to be free and unaffected, to translate ideas rather than dictate them. 

In addition to addressing the aesthetics of design, communicating how to manufacture the 
design and understanding business and branding, the program encourages students to cultivate 
an awareness of beauty, craft, cultural trends, environmentally responsible use of materials, the 
appropriate integration of technology, and the updating, redevelopment and/or redesign of 
classic brands. 
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THE ITINERARY 
The program is a course of study with a concentration on toy design for the infant through 
‘tween markets. The courses, all taught by industry professionals, are presented in a team-
teaching format that simulates an on-the-job, cooperative design environment.  

The curriculum focuses on mastering conceptual dexterity and technical design, while a strong 
liberal arts component encourages awareness of cultural trends. 

Core courses include design and engineering of soft and hard toys; game and doll design; 
product safety; child psychology; motor learning development; digital interactive design; 
packaging; Computer Aided Industrial Design; 3D modeling; marketing; promotion; and the 
business of toys. 

HARD TOYS 
Through play, children learn to socialize, solve problems and control their bodies as they enrich 
their creativity and develop leadership skills. Observing such activities and working directly 
with children is a key element of the curriculum. 

Participating in the Cardinal Spellman Head Start program provides an opportunity for the 
students to be with children for periods of exploration, sharing, and learning. Here they study 
the play patterns, abilities, needs, and desires of children to prepare for product development. 

PRESCHOOL TOYS 
It is the responsibility of the toy designer to stimulate play, the essential joy of childhood. A 
good toy enhances the play environment and creates a space in which the child can experience 
magical moments of discovery. Children are visually educated when given well-designed, fun 
toys that excite, inform, delight and inspire. 

Designing for preschoolers requires careful consideration of the changing needs of the young 
child. During the exploratory time, children delight in simple toys that encourage developing 
motor skills such as reaching, pulling and grasping. The interactive play patterns of toys must 
challenge and stimulate the child's imagination. 

SOFT TOYS 
Almost everyone had a favorite toy to cuddle as a child. Many of these soft creatures, now worn 
with love, are still too precious to discard. Soft toys have a timeless and universal appeal that is 
illustrated by the fact that this segment of the toy market is always growing. Now technology 
has transformed these toys by adding electronic elements and sound chips. The cuddly toys can 
respond with songs, jokes, and giggles. 

GAMES 
Games provide children structured contexts for socialization and competition. They each have a 
personality, a set of goals and rules for play. The challenge for the designer is to invent a game 
that is so much fun, or so intriguing, that a child will want to play it over and over again. 

COLLECTIBLES 
Collectible toys appeal to a child's desire to save things. The small scale allows them to reign 
over a world that is fun and portable. Collectibles can be based on real life objects such as 
homes, shops and vehicles or fantasy worlds. The challenge for designers is to create a product 
line that will encourage the impulse to collect. 
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DOLLS AND ACTION FIGURES 
As children begin to use their imaginations, toys are integrated into their private stories and 
secret dramas. Dolls provide children the opportunity to explore their nurturing sides and 
action figures are used to act out fantasy scenarios. In order to achieve success, a line of action 
figures must offer an original spin on the heroic fantasy that the child craves. 

CANDY 
The incorporation of candy into small, inexpensive toys is a popular category of toy design. 
From twirling lollipops to novelty containers, candy and toys have been fused together into 
objects that last beyond the consumption of the treats. 

OUTDOOR TOYS 
The U.S. Surgeon General reports that, to date, more than 17% of people ages 2 to 19 years are 
overweight.  Teaching children the importance of being physically active at a young age is 
crucial to reversing these trends. Outdoor toys continuously inspire active play. Innovative 
outdoor toys with features like aerodynamic tails, sound effects and digital displays enhance the 
performance of the toys and add exciting play patterns to physically active enjoyment.  

CHILDREN’S BOOKS 
Books are an important part of learning. Through the design of books for children, our 
designers not only learn about character development and storytelling, but also about building 
a curriculum around the “The World of…” a character. Students choose a soft toy that they have 
built as a prototype and bring to life the adventures and dreams of that character in the form of 
a professionally designed children’s book. 

LICENSED PRODUCT 
Children are attracted to familiar images and sounds. The understanding of creating product as 
part of a license is an important part of marketing toy ideas. The design of a licensed product or 
product extension helps to teach designers the aspects that make a toy attractive to their 
audience. Great characters bring a toy to life. Great toys stay true to the character and 
incorporate play patterns that make sense in their world. 
 

 
 Danwei Lando, class of 2017 
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TOY DESIGN STUDENTS 
FIT Toy Designers are independent and prepared, have high expectations and learn for the joy 
of it. They thrive on challenging themselves. They make choices with a sense of balance and 
good judgment. There is a generosity about them and a desire to help others. They have the 
skills to work as part of a team.  

We pride ourselves on the diverse personal and professional backgrounds of our students. FIT 
Toy Design students hail from four continents. The program attracts particularly mature, 
focused, responsible and hard working students. Students are required to enter the program 
with at least an associate’s degree in an arts related area, but many enter holding bachelors’ or 
masters’ degrees in a variety of disciplines including: fine art, industrial design, fashion, 
architecture, illustration, mechanical engineering, display & exhibit, child development, 
advertising and the sciences.  

Following is a cross section of our students’ educational histories from the past few years: 
• B.A. from Brown University 
• B.A. in Child Development from NYU, as well as an AAS in Fine Arts from FIT 
• B.A. in Communications Design from Northwestern University and an MA in Special Education from 

San Francisco State University 
• B.A. in English from Williams College and M.A. in Human Dev. from Cornell 
• B.F.A. from the Architecture Tama Art University (Tokyo, Japan) 
• B.F.A. in Computer Engineering from Rochester Institute of Technology 
• B.F.A. in Fashion Design from FIT with experience working for designer Betsy Johnson 
• B.F.A. in Graphic Design and Advertising from L’Ateneo Creativo (Milan, Italy), as well as Certificates 

from SVA in Animation and from Pratt in Web Design. 
• B.F.A. in Industrial Design from Pratt Institute 
• B.S. in Architectural Studies from Philadelphia College of Textiles 
• B.S. in Engineering from Brown University  
• M.A. in Education from Columbia University 
• M.A. in Product Design and a B.A. in Chemistry, from Kwangwoon University (Seoul, Korea) 
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WORKING WITH CHILDREN 
During the school year, the department encourages its students to work in child-centered 
projects with local schoolchildren who play with and critique toys produced by the program. 
Through the Discover Together program, toy design students participate in a number of special 
projects that give them the opportunity to interact directly with children. Senior toy projects 
have included in-depth investigation of topics such as environmental concerns and nutrition.  

	

THE DESIGN COMMUNITY 
Over the years, the department has participated in several outside professional and artistic 
projects through organizations such as the Art Directors Club, the Smithsonian Institute’s 
National Museum of American History, and The Business of the Arts Program/Arts Connection. 

THE TOY INDUSTRY ASSOCIATION 
The Toy Design Department at FIT has always shared a strong relationship with the Toy 
Industry Association, (TIA) the not-for-profit trade association for producers and importers of 
toys and youth entertainment products sold in North America.  TIA’s more than 535 toy 
manufacturers and importers account for approximately 85% of the annual U.S. domestic toy 
market. TIA has a long history of leadership in toy safety, including development of the first 
comprehensive toy safety standard.  TIA serves as the industry’s advocate; enhances the growth 
of the industry by promoting products at its trade shows and events; and fosters philanthropy 
to children via the Toy Industry Foundation.  
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CURRICULUM BY SEMESTER	
	

SEMESTER FIVE 
The first semester constitutes the foundation of the program.  The creative design component 
consists of blue-sky product development in both hard and soft toys.  Technical skills are honed 
in courses devoted to presentation rendering, drawing, drafting (to facilitate the execution of 
pre-engineering exploded views) and model making.  Product materials and safety standards 
are addressed in courses where students study machinery and methods used in molding, 
assembly and packaging of toys, the properties of materials used in the manufacture of plastic 
and non-plastic toys, voluntary toy safety standards and mandatory government regulations. 
Additionally, issues of sound safety are covered, as well as an introduction to sound electronics.  
A component in child development is essential for equipping students to design responsible 
product.  
 
SEMESTER SIX 
Building on the foundation skills of toy conception, basic drawing and engineering acquired in 
Semester Five, students design and fabricate three-dimensional prototypes, including the 
development of CAD drawings, and the use of digital technologies standard in the industry 
workplace.  The focus is on the development of both hard and soft toy prototypes, from an 
artist’s rendering drafted by the students in the prior semester (hard toy) and the students’ 
own concept drawings (soft toy).  The students study marketing enabling them to assimilate 
market awareness as an integral part of the design process.  They also incorporate the 
principles of motor learning into the process, resulting in developmentally appropriate toys.  
Additionally, the course in industrial design history provides product knowledge from the past, 
present and future so that they may design toys including innovation and integrity. 
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SUMMER INTERNSHIP	
The Summer Internship takes place between the academic years, providing an important 
component of the educational experience.  Interns are assigned to work across the country in 
full-time positions that allow them to experience a range of design and manufacturing areas: 
from brainstorming to modifying existing toys, presenting to management, and creating goods 
within production guidelines.  This opportunity allows students to practically apply all of the 
understanding that they have acquired in their first year in the program and insures a smooth 
transition for graduates when they enter the industry. Often student work designed during the 
internship is on the market upon their graduation. 
 

Toy Design students have interned at all of the following companies, among others: 
ALEX Brands 
Alexander Doll Company 
Binney & Smith 
Commonwealth Toy & Novelty 
Design Innovation 
Disney Consumer Products 
Faber-Castell/Creativity for 
Kids 

Fashion Angels Enterprises 
Fisher-Price Core 
Gund 

Hasbro 
Hedstrom Entertainment 
Just Play 
KIDdesign 
K’NEX 
Leapfrog Enterprises 
LEGO Systems 
Little Tikes 
Manhattan Toys 
Mattel 
Mattel/Fisher-Price Brands 

MGA Entertainment 
Meyer-Glass Design 
Nickelodeon Consumer Products 
Ohio Art 
Rubie’s Costume Company 
Skip*Hop 
Spin Master 
Sprig Toys 
S.R.M. Entertainment, Ltd.  
Toy Biz 
Toys 'R Us 

 
Because FIT’s interns bring an abundance of creative energy and professional awareness to the 
design process, we have been able to gather the following comments from the industry: 

“[Our FIT Intern] had a	big	hand	in	the	development of two newly acquired international 
properties where she worked closely with other designers on conceptualizing ideas and 
generating presentation boards for meetings with upper management.  Many of her concepts 
were well received and at least 7-8 are moving	 forward with our upcoming toy lines.” 
 – Fisher-Price Brands 

“We	 relied	heavily	on [our FIT intern] for our product graphics, presentation boards, and 
product art due to her high proficiency and technical skills. She was a valued	asset	 to help	
clarify	 direction	 for our product line and in correspondence	 to	 our	 partners	 in	 Hong	
Kong. [She] currently holds the record for Tiger interns for the amount of product designed 
that will ship to retail by the end of the year. That is an amazing accomplishment for any 
student with her level of experience.” - Hasbro, Inc. 

“[Our FIT Intern] was able to make a significant	contribution to our spring product launch. 
From concept to product research, competitive analysis to preliminary bill of materials, 
made up samples and instruction writing, [she] was an enthusiastic and competent 
contributor during all phases of development. Working under very tight timelines, [her] 
ability to grasp the assignment and move forward with efficiency, creativity and minimal 
supervision is a true testament of her overall skills and abilities.”  
 – Faber-Castell/Creativity for Kids 

“[Our FIT Intern] was able to handle jumping from one project to another with no problems. 
When I gave him a new one he would listen carefully, absorb the information and start 
without delay. He worked	hard to get it done well and done quickly. If he had a question, he 
would ask, but he was terrific at problem	solving and definitely showed initiative. [He] has 
great potential, is very creative, talented, driven and professional.” – K’NEX Industries 

“[Our FIT Intern’s] design skills and insight on the toy industry were paramount	 to	 our	
success this summer. Her input on our presentation boards has taken our designs to the 
next level. Her work to the toy team is immeasurable and we	hope	to	one	day	work	with	
her	again!” - Nickelodeon Consumer Products 
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SEMESTER SEVEN 
Seniors begin the year with a strong foundation in concepts and rendering.  While students still use 
their blue-sky techniques to design new toys, they must now focus on the marketability of product.  
They create product in a number of categories, with each component taught by an expert from the 
industry. They create a children’s book outlining the “World of…” their plush toy from the prior 
year. Safety, manufacturing and cost efficiency are emphasized, and the role of licensing & 
packaging are introduced. Students learn the all-important industry practice of line extension.  They 
create a handmade 3D prototype for a preschool toy inclusive of a working mechanism. Solutions 
are formulated in response to specific marketing guidelines. A 3D mechanical engineering package 
consisting of mechanism studies, exploded views, isometrics, and all documents required to 
manufacture the product is produced. A 3D rendering is created from the mechanical design 
drawing to depict the product in a natural setting. 

 
SEMESTER EIGHT 
The final semester is the culmination of the entirety of the curriculum. Students complete the 
professionally bound children’s storybook began in the seventh semester and create professional 
portfolios, including polished versions of work from prior semesters, to position themselves to 
enter the industry. They develop a product for children with special needs, working with specialists 
from an outside organization. Business and ethical/legal practices are reviewed. Packaging is 
designed for numerous toys. They learn game theory and logic in order to design several games. 

 
ENHANCEMENT COMPONENTS 
Each year the department includes extracurricular workshops that nurture students as people and 
in turn benefit their design process. Some of these components have been: a Yoga component, in 
which a guest educator was invited to instruct the students through practical training including 
instruction in proper breathing, physical flexibility and quieting the mind; Book Binding 
workshops, lead by Judy Ellis and alumna Kyung Kim, who guide the students in fashioning expertly 
crafted, hand-bound books for their professional portfolios; and a Nutrition component, in which a 
clinical nutritionist taught seven sessions on the health and eating habits of young people. Students 
then designed toys to educate children about food, with the nutritionist acting as consultant.  
 

          
 Eric Von Stein, class of 2009 
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CAREER OPPORTUNITIES AND JOB PLACEMENT 
The department has over 465 alumni, who have worked for leading toy manufacturers and inventor 
groups throughout the country, including:  

ALEX Brands 
Alexander Doll Co. 
Anjar Company 
Baby Gap 
Big Monster Toys 
Cardinal Games 
Commonwealth 
Crayola 
Cra-Z-Art 
DC Comics 
Disney Consumer Products 
Equity Marketing 
Fashion Angels 
Enterprises 

Funrise 
Gemmy Industries 
Goldberger Dolls 
Greenpoint Brands (MIYIM) 
Gund 
Hallmark 
Hasbro 
Hedstrom Entertainment 
Hi-Fructose Magazine 

IDEO, Skyline Studio 
Infantino 
International Playthings 
Jakks Pacific 
Just Play 
K’NEX Industries Inc. 
Kenner 
KIDdesigns 
Kid Robot 
Kidzania Sourcing LP 
Leapfrog Enterprises 
LEGO 
Little Tikes 
Lucas Arts 
Mary Meyer Corp. 
Mattel/Fisher-Price 
Brands 

McFarlane Toys 
MGA Entertainment 
MEGA BLOKS 
Nickelodeon 
North American Bear 
Ohio Art 

Old Navy 
Parker Brothers 
Pixar Animation Studios 
Playskool 
Razor USA 
Rose Art 
Rubie’s Costume Co. 
Sesame Street Workshop 
Shoot the Moon 
Spin Master 
Sportcraft 
SRM Idea Lab 
Tara Toys 
Target Corporation 
The Betesh Group 
The Marketing Store 
Tyco Toys 
VTech 
Wham-O 
Wild Planet Toys 
Yottoy 

 
The program enjoys a strong commitment to career placement. Nearly half of all Toy Design 
interns receive job offers from their respective sponsors.  Ninety percent of students receive 
offers prior to graduation; cumulatively 98% of all graduating classes were successfully placed 
upon graduation. Toy company executives, who depend on FIT for fresh talent, remark that Toy 
Design graduates are at least two years ahead of all other new employees. 
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ALUMNI ACHIEVEMENTS 
Our alumni have designed over 3,500 products and have won numerous awards for their work. 

AWARDS INCLUDE:  
L.I.M.A. Award 
Mattel Worldwide Excellence Award 
National Parenting Center Award 

Seal of Approval 
NAPPA Awards, including: 
Children's Resource Award 
Tech Toy Children's Resource Award 
Gold Seal Award 

Honorable Mention 
Numerous Toy Industry Association Toy of the 

Year (T.O.T.Y) Awards 
Great American Toy Test-KTVU (Fox) 
National Parenting Seal of Approval Winner 
Herb Weisbaum “Today” Finalist 
The Top 20-Lion & Lamb Project 
CBS Early Show Toy Test 

 

MAGAZINE AWARDS INCLUDE:  
Oppenheim Toy Portfolio 
Great American Toy Test 
Parents/Ser Padres: Best Toys of the Year 
National Association of Parenting Publications 

Award 
Parenting: Toys of the Year 
Dr. Toy Awards: 100 Best Children's Products 
Best Children's Vacation Products 
Parents Family Fun: Best Toys 
Parents Magazine: Parents Choice Award 
Toy Wishes Magazine: Best Classic Toys/ 

Stuffed Animals 
SNAP (Special Needs Adaptable Product): 

Platinum Award 
Child: Best Toys of the Year 
Consumer Reports: Best Music Toy 
Babyzone: Amazing Toy Award 

Toy Wishes magazine: Hot Dozen Most  
Coveted Toys 

Consumer Reports: Best Toys of the Year 
Parents' Choice: Silver Honor Award 
Family Fun: Toy of the Year 
Parenting: Best Toys of the Year 
Top Toys: Platinum Award 
National Parenting Publishers: Silver Award 
Nick Jr. Magazine: Top Picks: Games & Puzzles 
American Baby Magazine: Toy of the Year Award 
Toy Wishes: Hot Pics Award 
Toy Wishes: All Star Award: Infant Category 
Fit Pregnancy Magazine: Editor's Choice Best 

Product of the Year 
Sesame Street Parents Award 
Child Magazine Awards 
Baby Talk Awards 
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FACULTY ACHIEVEMENTS 
FIT Toy Design faculty possesses expertise in the industry and a first-rate ability to communicate. 

CONFERENCE PRESENTATIONS INCLUDE: 
Playing For Keeps National Conference 
Smithsonian Institute’s Nat’l Museum of 
American History “Invention at Play” Exhibit 

TIA American International Toy Fair 
TIA Multidisciplinary Conference 

Toy and Game Inventor Expo (TAGIE) 
Toy Industry Association Summer Conference 
FIT Academic Retreat: The Student of the 21st 
Century Education & Expertise 

FIT Advanced Management Program 
 

INDUSTRY CONFERENCES ATTENDED INCLUDE: 
Abrin Brazilian Toy Fair 
ACM Siggraph 
British Toy Fair, UK 
China Toy Expo 
Digicon 
Hong Kong Toy & Games Fair 
Infant and Juvenile Products Show 

Int’l Consumer Electronics Show 
Int’l Tokyo Toy Show, Japan 
Licensing International Expo 
Mattel ElectriCON 
Sandbox Summit 
Spielwarenmesse Int’l Toy Fair, 
Germany 

Toy Industry Association 
American Int’l Toy Fair 

TIA Annual ToyCon 
TIA Toy Safety Update Seminar 
Toy and Game Inventor Expo 
Wired NextFest

 

PROFESSIONAL ASSOCIATION AND ORGANIZATION MEMBERSHIPS INCLUDE: 
AIGA, American Institute for Graphic Arts 
American Toy & Game Collectors Assoc. (Charter 

Member) 
Art Directors Club of New York 
Association of Children’s Museums (Advisory Board) 
ASTM, American Society for Testing and Materials,  
Commissioner of the Superior Court of Stamford, CT 
Connecticut Bar Association 
Federal District Court Bar (2nd Circuit) 

Graphic Arts Council 
Industrial Design Society of America 
International Toy Research Association  
Material ConneXion 
Playing for Keeps (Advisory Board) 
Sandbox Summit (Advisory Board) 
Society of Illustrators 
Society of Manufacturing Engineers  
USA Toy Library Association 

 

MEDIA FEATURES INCLUDE: 
Art Direction magazine 
Art Directors Club Annual 
Boston Globe 
Business Week  
Child Magazine 
Graphis (Switzerland) 
Graphis Annual Idea (Japan) 
Metro Daily Paper 

New York Newsday 
The New York Times 
Nick Jr. magazine 
Parenting magazine 
Parents magazine 
Playthings magazine  
Print magazine 
The Journal of Commercial Art 

The Toy Book magazine 
Time Out NY Kids magazine 
Urban Baby Daily weblog 
Wired magazine 
CBS “CBS: Sunday Morning” 
NPR “Morning Edition” 
New York One “Living” report

 

AWARDS INCLUDE: 
AIGA awards (127) 
Art Directors Club of New York Gold medals  
Dr. Toy’s Best Picks Award 2008 
Duracell Game of the Year (1st Place) 
Encore Award, Mattel 
Games Magazine Hall of Fame 
Hasbro Inventor Awards 
Lima Licensing Award 
Marketing MVP award, Fisher-Price 
Marketing Team Excellence Award, Fisher-Price (2) 
Mattel Inventor Awards 
National Children’s Publications Gold Award (2)  

Oppenheim Toy Portfolio Gold Awards (7+ awards) 
Parent Choice Gold Award  
Parenting Magazine Early Years Toys of the Year 
President’s Award, Fisher-Price 
SUNY Chancellor’s Awards for: Excellence in Teaching, 

Excellence in Professional Service 
SUNY Rank of Distinguished Professor 
Team Excellence Award, Fisher-Price 
Toy Industry Association Toy of the Year (TOTY) 

numerous awards and nominations 
Toy Industry Hall of Fame Inductee 
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JUDITH ‘JUDY’ ELLIS 
Judy Ellis is the founder and chair of the 
nation’s first baccalaureate program in Toy 
Design, which she launched at the Fashion 
Institute of Technology in 1989. In this 
position, she provides students with an 
environment emphasizing an ethical design 
approach and commitment to community. 

The FIT program boasts over 400 alumni who 
work in leading toy design, manufacturing 
and inventor groups throughout the United 
States and across the globe. They have 
contributed to the design teams that have 
produced an estimated 3,500+ products – 
including Just Play’s Doc McStuffins Get 
Better Check-Up Center by Just Play, 2014 
TOTY Preschool Toy of the Year; Hasbro’s Elefun Busy Ball Popper, 2012 TOTY 
Infant/Toddler Toy of the Year; Mattel Fisher-Price Brand’s Sing-a-Ma-Jigs, the 2011 
TOTY Innovative and Preschool Toys of the Year winner; Crayola Crayon Town, and the 
2010 TOTY Activity Toy of the Year.	
Ms. Ellis provides her students with an educational environment that stresses a 
modern, multi-disciplined, and ethical approach to design as well as a commitment to 
the community.  She has served on the Board of Trustees of the USA Toy Library 
Association and the advisory council of the WNET/Thirteen Student Arts Festival. Ms. 
Ellis also created Discover Together, a program that involves design students working 
with children in a Head Start Day Care Center and conducted Expression Through Art 
workshops at elementary schools in Harlem. 

In 2013, Ms. Ellis was inducted into the Toy Industry Hall of Fame, the industry’s 
highest honor. In 2016 She received the rank of Distinguished Professor, the State 
University of New York’s highest honor. She was also a recipient of the SUNY 
Chancellor’s Award for Excellence in Faculty Service; SUNY Chancellor’s Award for 
Distinguished Classroom Faculty; the FIT President’s Award for Faculty Excellence; and 
a Women In Toys organization award for outstanding contribution to the industry. She 
has been invited to speak about children and design at events including The Yale 
University Inter-Disciplinary Bio-ethics program, the Smithsonian Institute’s National 
Museum of American History: Invention and Play exhibition, Abrin Brazilian Toy Fair 
and the International Toy Research Association World Toy Congress, among others. 

A graduate of Parsons School of Design with a BFA in Communication Design, Ms. Ellis’ 
career has been rich with educational and professional experience. During her tenure at 
the New York-based design firm Chermayeff and Geismar, Ms. Ellis designed an award-
winning permanent bicentennial exhibit at the Smithsonian Institution and large-scale 
murals for IBM. 



TOY DESIGN 25th ANNIVERSARY CELEBRATION 
 

 

1st  BACCALAUREATE TOY DESIGN PROGRAM IN THE WORLD. 

In response to the needs within the industry, the Fashion Institute of Technology created 
the first accredited baccalaureate program in toy design in the world in 1989. 

350+  ALUMNI WORKING IN THE TOY INDUSTRY 
The FIT Toy Department currently has over 350 alumni working for companies 
across the United States and throughout the world. 

275+  AWARDS 
Our alumni and faculty share the honor of having won over 275 major industry 
awards including 9 TOTY Awards and 12 TOTY Nominations. 

12 VICE PRESIDENTS 
Our alumni currently work as Vice Presidents in major companies including three 
Design and Development Vice Presidents, Hasbro; one Senior V.P. and Global Brand 
General Manager, Mattel; and one Executive Vice President, Horizon Group USA. 

39 DESIGN/DEVELOPMENT DIRECTORS 

50 SENIOR DESIGNERS/PRODUCT & BRAND MANAGERS 

32 CURRENT STUDENTS seeking employment on graduation 

17 FACULTY MEMBERS WORKING IN INDUSTRY 

1 FOUNDER & CHAIR in the National Toy Hall of Fame 

 *SELECT COMPANIES who have employed FIT TOY alumni 
ALEX Brands 
Baby Gap 
The Betesh Group 
Big Monster Toys 
The Bridge Direct 
Cardinal Industries 
Colorforms 
Commonwealth 
Company 5 
Crayola 
Cra‐Z‐Art 
DC Comics 
Disney Consumer 
Products 

EastPoint Sports 

Fashion Angels 
Funworld/Easter Unlimited 
Gemmy Industries 
The Goldberger Company 
Gund 
Hallmark Licensing 
Hasbro 
Horizon Group USA 
Huffy Bikes 
IDEO, Skyline Studio 
JAKKS Pacific 
Just Play 
Kahn Lucas/ 

Madame Alexander 
KIDdesigns 

Kids II 
Kidzania 
K'NEX Industries 
Kurt S. Adler 
Leapfrog Enterprises 
LEGO Systems  
Little Tikes 
Lucas Arts 
Maison Joseph Battat 
The Marketing Store 
Mattel/Fisher‐Price Brands 
MEGA Brands 
MGA Entertainment 
NECA 
Nickelodeon 

Ohio Art 
Pixar Animation Studios 
Razor USA 
Rubie’s Costume Company 
Sesame Workshop 
SGS Consumer Testing 
Spin Master 
Strottman International 
Tara Toys 
Target  
TOMY 
Toys“R”Us  
Wham‐O 
Universal Partners & 
Licensing 

yOttOy Productions
 



At the Fall 2001 FIT-Haven Academy Storytelling event,  2nd grade 
students from Haven Academy visited the Toy Department, where 
they were listened to a live storyteller, after which they paired with 
FIT Toy Design Students to write and illustrate their very own story-
book that they took home with them at the end of the day. This is 
now an ongoing event for Toy Design and Haven Academy.



FIT TOY DESIGN SPECIAL NEEDS PROJECT
 Beginning in 2018, seniors in the Toy Design program started a new, ongoing initiative 
to learn about designing product for children on the autism spectrum. Toy Design has partnered 
Hassenfeld Child Health Innovation Institute (HCHII), which aims to make a transformative 
impact on the lives of children and their families. HCHII is a partnership between Hasbro 
Children’s Hospital, Brown University School of Public Health, the Warren Alpert Medical 
School of Brown University, and Women & Infants Hospital of Rhode Island.
	 Research	 shows	 that	 children	 on	 the	 Autism	 Spectrum	 have	 difficulty	 in	 social	
interaction and a restricted range of activities and interests. Autism Spectrum Disorders are 
growing more prevalent: currently as high at 1 in 88 children. There is a dearth of products 

developed	 specifically	 considering	
children on the autism spectrum. 
Assisting with children’s ability to 
engage with each other and the world 
through intelligent product design 
has tremendous potential to have 
an impact on children on the autism 
spectrum and their families’ lives.
 The students’ designs are 
grounded in direct experience with 
children on the autism spectrum,  
facilitated by Learning Spring, a K-8 
school exclusively serving children 
on the autism spectrum. FIT Toy Designers make visits to the school to observe classes and 
integrate	their	field	observations	into	designs.	
 The course encompassing the initiative is taught by Paul Locasto, a principal designer 
at Mattel, Inc., and overseen by department founder and chair, Judy Ellis. 
Supporting the effort are Dr. Patrick Vivier (Associate Professor of Community Health 

and Pediatrics at Brown University 
Medical	 School,	 pediatrician	 affiliated	
with Hasbro Children’s Hospital/Rhode 
Island Hospital), Dr. Stephen Sheinkopf  
(Assistant Professor of Psychiatry and 
Pediatrics at the Warren Alpert Medical 
School of Brown University, clinician and 
a researcher with expertise is the area of 
autism and developmental disabilities), 
and Joann Quinn (Executive Director 
of The Autism Project). Dr. Vivier, Dr. 
Sheinkopf, and Ms. Quinn work with FIT 
Toy Design students throughout the spring, 
reviewing their design work.
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Child’s play. We use that phrase to describe something simple, so 

easy that it’s hardly worth a second thought. But play is complex, 

profound, and one of a child’s most important jobs. Through play, 

kids learn, develop physically and emotionally, relate to others, and 

discover the world around them. Our favorite toys remain among 

our forever friends, our deepest memories, our greatest joys.

 FIT’s Toy Design BFA program—the fi rst of its kind in the 

world—has at its heart a respect for children and for play. That’s 

why the program has been so successful, producing graduates 

who shape the industry, working on some of the world’s most 

iconic toys as well as brand-new ones that will inspire generations 

to come. Judy Ellis, Toy Design program founder and chairperson, 

was inducted into the Toy Industry Hall of Fame in 2013. “I fi nd 

inspiration in the growing strength of our alumni community,” 

she says. “Their mindfulness, values, and sensibility are nurturing 

creativity and open-ended play, now and tomorrow.”

 Open the fold and meet 25 alumni—one for each year since the 

program began in 1991—and see their work. Child’s play, indeed.

FIT’s pioneering Toy Design 
                       program celebrates 25 years 

Underwriters of the Toy Design program’s 25th anniversary event 
are Just Play Products and Nickelodeon. The Toy Industry Association 
and its board of directors have supported the program since its inception. 
Donors include Hasbro, Mattel,  MGA Entertainment, Playmates Toys, 
Toys R Us, Fashion Angels Enterprises, Wacom Technology Services, and 
Peter G. Scotese, chairman emeritus, FIT Board of Trustees.



Judy Ellis, founder and chair of the  
Toy Design program, depicted as a 
coloring-book character by Han-Yuan 
Yu, Illustration MFA ’15, with some of 
the many toys in her office, all designed 
by her students.
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 Luis Schittone, class of 2002 
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