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CLillmatics

A fantastic way to build skills



WHO THEY ARE

Skillmatics was founded with a clear goal — To develop innovative products and games for
children which aims to build core skills and reinforce key learning concepts in young
children aged three to nine — all through the joy of play.

While working towards building a new age business model to disrupt a $100 billion global
industry, we at Skillmatics have built a vertically integrated supply chain with inhouse
manufacturing to rapidly iterate, launch and scale new products. Additionally, we collabo-
rate with product design experts in the US, integrating best-in-class design expertise in
learning aids, STEM products and educational games with India’'s competitive manufactur-
ing costs and content creation expertise. We currently sell globally across 15+ countries
through our own website, various e-commerce marketplaces and through an international
network of 3000+ retail stores, with a primary focus on the North American market. So far,
Skillmatics has enriched the learning experience for over 3 million children across 25+
countries worldwide!

On a lighter note, we design innovative learning resources, educational games and STEM
products ranging from math and language to science and logic that build core skills - all
through the joy of systematic play! At Skillmatics, we want to be a part of the incredible
journey of parenthood by helping kids build strong foundational skills to ensure a lifetime of
success. We are deeply committed to our vision of bringing happiness to millions of children
while helping them to realise their full potential — one Skillmatics product at a time!



THE FOUNDER

DHVANIL SH ETH, Founder

An All India CA Ranker, an Ex-Management
Consultant at Boston Consulting Group and
a part of the Forbes 30 under 30 list, Dhvanil
is basically a business tycoon in the making.
His vision is to make his Indian brand a global
household name.



THE SKILLMATICS JOURNEY

Dhvanil launched Skillmatics in 2016 after catching his three-and-a-half-year-old nephew

attempting to swipe an early learning book. At the time, he was looking for a way to break
away from his job as a management consultant and develop the retail space in his native

India. Seeing his nephew’s actions, he believed he'd found a real problem to solve.

“I was always very clear that | would eventually start my own business; that moment really
brought it home” he said.

In the months that followed, Dhvanil quickly set to work consulting parents in Mumbai to
find out if they had the same concerns. When it turned out they did, he quit his job at
Boston Consulting Group and invested the $50,000 he had saved to come up with a range
of early-learning games designed to shift children away from apps and back to physical
games. It is his dream to build an ‘ecosystem of products’ and help reinvent what he
describes as an outdated education system.

“Traditionally, there has been a specific focus on building subject knowledge but, in the
future, | think it's going to be more about developing a core set of skills.”
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BRAND STUDY

Skillmatics is a new age brand that develops innovative educational products and games designed to help
children build core skills, ranging from math and language to science and logic, through systematic play.

Mission

Revolutionize the way children learn by creating unique, .
highly engaging games. We aim to develop products Achievements
that make the process of learning an experience that

children look forward to.

30,00,000+

We want to bring back the time when children had the
Products Sold since 2017

freedom to learn by doing, by exploring, by using their
imagination and fuelling their curiosity.

10,000+
Retail Stores
Vision
We are deeply committed to our vision of developing 200+
products, that bring joy to children while helping them Educational Institutions

realize their full potential — one Skillmatics product at a
time!



WHAT THEY CREATE

With the range of products Skillmatics hope to encourage and stimulate young minds.

MiND

CHALLENGE

CLUE CARD

Write and Wipe Educational Games Stem Toys
For age 3-6 and 6+ For age 3-6, 6+ and 8+ For age 8+
299/- to 999/ 350/- to 999/- 799/- to 999/-
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HOW THEY CREATE

A team of educationalists and design specialists ensure that all the products are age appropriate,
highly engaging and make the process of learning an enjoyable one.

Skillmatics aims to produce only recyclable and non-plastic products. All the products are made
from paperboard and recently have started designing in wood as well.

Being paper based products they are quite lightweight and doesn't take much of space in
packaging, additionally it makes kids to handle them easily as well. All products are thoughtfully
packed in carton boxes making them compact and easy to stack over one another during
transportation. Safe transportation of products is important since Skillmatics has maximum sale
in the US and the countries around while they in house manufacture everything in India.

The cost of skillmatics games varies depending upon the product yet is quite affordable

considering the quality. The games start from 299/- and go upto maximum 999/- which is way
lesser compared to other brands.

13



THE SUBSCRIPTION TEAM

Group Info

@ You

a W Devanshi Skillmatics

#y Aanchal Skillmatics

#

6 Esha Skillmatics
G Praptl Skillmatics
m Revati Skillmatics

“ Shrishti Skilmatics
ﬂ Mika

Twisha

Shikha Skillmatics

Samina

Sanika Skillmatics

Pandemic didn't allow a group picture*

The Subscription Team was a complete package of
amazing designers and educationalists which came
together to form a well balanced team.

Devanshi Kejriwal, Co-Founder

Devanshi is the kind of boss that keeps everything and
everyone in the check, quick at her decisions and still
hears out to every member of the team.

Prapti Verma, Project Manager

Prapti is an experienced toy design professional with a
perfect blend of creativity and practicality. Her dedica-
tion towards work and skills of managing everything
while supporting everyone was admirable.

The Team

The rest of the team was a combination of educational-
ists and child-development experts who would decide
on the age approriate content that is to be taught
through the products. Graphics and Product Designers
who would bring the ideas to life by consistently
working together to produce the best possible.
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ABOUT SUBSCRIPTION PROJECT

Skillmatics is coming up with a subscription project plan for the US market where a
subscription box- a package of retail products will be sent directly to a customer on a
recurring basis.

Each box will be packaged with variety of Skillmatics products including educational
games and STEM products ranging from math, language, science and logic that will
focus on building core tangible and intangible skills within kids in a fun way with equal
break in between and reduce the hustle of ordering every product for the parents.

Subscription plan aims at offering consumer an additional value and a unique
experience through every product contained in each box.

16



INITIAL BRIEF

The overall increase in demand of a subscription plan has led
Skillmatics come up with its own Subscription boxes for US
market. A combination of educational game products, story
books, write and wipe mats and existing products will be
included in the boxes.

The brief was to design products for Subscription Box
services based on given curriculum guidelines.

It was important to keep the products simple which the child
would adapt easily to and have a fun element in them as well.

17



TIMELINE

WEEKS 00

FAMILIARIZATION WITH
COMPANY AND BRIEF

RESEARCH AND ANALYSIS

CONCEPTUALISATION AND
DETAILING

Initial Product Explorations
Intermediate Concepts
Graphics Explorations
Production Files
Packaging

PROTOTYPING

User Testing
Refinement
Final Iterations

PARENT GUIDE &
WRAPPING UP

02

04

06

08

10

12

14

16

18

20

22
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__ABOUT SUBSCRIPTION

WHAT IS A SUBSCRIPTION
MODEL?

The subscription business model is a business model in which a
customer must pay a recurring price at regular intervals for access
to a product. The model was pioneered by publishers of books and
periodicals in the 17th century and is now used by many businesses
and websites.

Companies not offering Saa$S (software as a service), a subscription
offering usually involves a monthly shipment of goods such as a
subscription box.

@ 90% OF THE YOUNGER DEMOGRAPHICS ACTIVELY
USE SUBSCRIPTION SERVICES




EDUCATIONAL SUBSCRIPTION BOXES

The fun and engaging games and kits are selected by educators and parenting
experts depending on the curriculum required for that specific age group.

The cost of toy subscription services varies depending on the size of the box,
number of items, and the quality of the toys. The services typically start in the
range of $20 to $90 per box.

Typically, there are two types of educational subscription services:

Activity based: Materials and directions are provided for kid-friendly projects
to expand their knowledge and give an hands on experience in

extra curricular activities. Here each box brings different activi-

ties with no relation or continuation with the previous box..

Stage based: Some boxes include games and activities that helps the child-
learn academic or non academic curriculum in a fun way with
anincresing level of difficulty as the child grows up i.e. it takes

learning from stage 1to stage 2.

21



ANALYTICAL DATA

Skillmatics follows a data-driven approach in order to consider all possiblities
in collaboration with the Marketing Team. This involves collecting statistics of
search terms, videos, reviews, ratings, best sellers, blogs, viewers from Inter-
national websites. This helps in extracting the current trends and user
demand which in turn gives clarity in terms of what to design and for what
age group.

Additionally, the products were backed with data points, pros and cons,
competing products, and more which gives a clear view of all the possibilities
and directions we could explore before finalising the range.

22



USER RESEARCH

TARGET USER

Children

Children are the consumers or
the primary users but not the
buyers of the product.

Parents

The parents are the customers of
the product who decide what
their child will play with

Relatives/ Friends
Often grandparents or relatives
gift games/ toys to children

making them the customers of
our product.

CONTEXT SCENARIO

Pre-School/Day cares
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From the analyzed data, it was observed that the largest consumers
belong in the age group of 0 to 6. Designing educational games for O
to 3 years old gets a lot critical since they are too young for those and
there is ot of safety that needs to be taken care off.

Thus, the target age group finalised for the subscription service
was 3 to 6 years old.

Children

- Consumers

- Not the buyers themselves but the end users

- Get bored with toys quickly

- Need something new constantly

- Too young to understand games on their own in the first go

Parents

- Customers

- Young parents

- Need to constantly search for new & engaging toys but
don't have much time to spend

- Wants to keep their expenses in budget, prefer to have
multiple times play-able games.

- Often help children to play along

- Want to reduce kid's screen time

- Looking for safe products

24



Sara
Gender: Female
Age: 3.2 years

Sara is a silent and curious child. She
enjoys her company and loves to play
with her toys and learn through
them. She is starting to understand
differences between emotions and
explores with her imagination.

Since she is easily fascinated with the
things and is creative her parents are
looking for:-

An engaging educational games that
will constantly teach new things,
improve motor skills and surprise her
with exciting game play.

USER PERSONAS

- LN

Noah
Gender: Male
Age: 4.5 years

Noah is a playful child who enjoys
outdoor more than indoor and
doesn’t wants to sit at a place for
long. He has lot of friends and
shows increased independence.
Gets demanding at times.

As Noah more outgoing and doesn'’t
enjoy learning through books his
parents are looking for:-

Educational activities that will have
similar curriculum as school but will
help him learn while playing and be
exciting enough for him to sit at
one place.

Mia
Gender:Female
Age: 5.6

Mia is an a enthusiatic and a sincere
child who takes her studies seriously
and doesn't like to miss out on any-
thing.

She enjoys dramatic, imaginative plays
with her friends where she creates her
own stories.

Due to pandemic, her parents are
looking for:-

a subscription plan for educational
games that will make sure Mia doesn't
miss out on her learning and don't get
bored playing alone at home.

25



RESEARCH

Mature Categories like beauty and food have
seen a decline or stagnhancy in growth. Niche
categories like Kids & Apparel have garnered
interest.

Sub Box Visits by Categories

50M
40 M
oM
20M
oM

o]

1year change

Food +8%
Beauty -1%'!
Apparel +20%
Lifestyle +12%
ids +24%
Pets +12%




USA'S ROLE IN TOYS INDUSTRY

Skillmatics has the most sale in America and now is
planning to launch Subscription Services there too.

US market is the largest importer of toys, dolls and
sports equipments.

In 2020, U.S. retail sales of toys in the United States
amounted to 25.14 billion USD. The toys and games
market consists of total revenues generated through the
sale of action figures, dolls, games and puzzles, plush
toys, vehicles, and other toys.

The total toy industry in the U.S. was valued at 32.61
billion U.S. dollars in 2020.

Total U.S. sales increased 27% in the first four months of
2021.

North America is set to Lead the Global Kids Activity Box
Market in the coming years.

Rest of the
world

71.8 %

® AN AVERAGE US CHILD RECEIVES $6500 WORTH OF
TOYS IN A LIFETIME.




Top Categories of Growth in 2020

o

Puzzles & Games Outdoor & Sports
55% growth 22% growth

.
o
Building Sets Art & Craft
20% growth 13% growth
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Brand

Category

Age segments

Cost per box

Duration

uUsPk

COMPETITORS

Educational Games Competitors

o O / QN“ Yegg-e
- e P & A ,-‘-—Buali
Tyd KiwiCo Club
Stage Based STEM/ Art & craft STEM Exploration Veggie
STEAM inform-
ation
0--4 2-5,5-10,10+ 3--9 103-& 913, 410 3--6
+
$36.00 $120 $60 $36 $40 $26.99
Quarterly Monthly Monthly Monthly Monthly Monthly
Stage based  Green+ Theme Innovative Personalisation Make
play, organic  sustainable based craft range, and increasing  veggies
cotton baby activities strong curiosity+ fun for
safe ’ for a pairof  connect understanding  Kids
2 kids(or of other
parent and cultures
child)

Reading

0-2, 3-5, 6-8,
9-10,10-12

$36

Monthly

board books
for infant,
additional
activity book+
gift for mom

For kids with
development
delays

kids,
teens/adults

$40.95

Monthly

Niche
audience,
therapeutic
toys
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COMPETITORS

Stage Based Subscription Competitors

o
: <

Brand

DELIVERING HAPPY PLAY

0--4 0--3 0--4

Age segments

36.00 297 36
Cost per box 3 $ s
. Quarterly Quarterly Quarterly

Duration

usp organic cotton, Montessari method for Eco-friendly, age
baby safe toys by stage+ appropriate
products personal support (Montessori method)

30



TAKEAWAYS

Age guidelines
To have age guidelines stated clearly and followed while designing a product and making sure the
learning is not too much for the child of that age.

Subscription Plan

The subscription services and boxes need to be planned and formatted well considering the contents
and combination of products in each box, providing a wholesome experience and yet making it stage
based and keeping in mind the gap between the two boxes.

Parent Guide

Since our largest customers are the parents, its essential to make them feel involved in the process of
their child’s development and assure them this is a good way to go about it. A manual could be
provided to help them guide their children.

Endless game play
The products designed shouldn't have a limited scope of playing rather the child should keep playing
until the next box arrives. The newer ways of playing the same product could be suggested.

STEAM Learning

Our product should truly bring out the educational aspect of the toy as the kid plays with over and
over again. The child will learn other skills like observation,fine motor skills etc as well and gain
immense knowledge all through play!

Sustainability
All the products will be made from non-plastic sustainable materials.

31



REDEFINED BRIEF

The final brief was to design multiple products for
Subscription box services based on given curriculum
guidelines for 3-6 year olds.

The products could potentially be simple, engaging, fun,
must retain the educational value and could produce
endless play opportunity.

32



DESIGN REQUIREMENTS

1. The product is to be designed based on the content
guidelines and syllabus by the content team, keeping it
age appropriate

2. There should be scope for endless play which encour-
ages the kid to play multiple times

3. A parent guide to be provided to guide parents
through the learning journey and suggesting additional
ways of playing the same game.

4. At least 4-5 key skills must be taught through each
game.

5. The child should learn while playing and having fun.
6. Since the age group is 3-6 years the functionality and
assembly must be simple so that parents don't waste lot

of time understanding and doing them for their kid.

7. Recyclable material only.




SKILLMATICS
SUBSCRIPTION
PLAN
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Deliverables



Skillmatics

essubscriptionse




Introduction to
Skillmatics Subscription Plan

The Skillmatics Subscription is a stage-based program that enables you to give your child a
research-backed, age-appropriate, engaging and enjoyable learn through play experience.

These Boxes are cautiously designed to educate children according to their academic curricu-
lum as well as build some important skills amongst them at a particular age. All while they play!

Category: Stage Based Model
The each box will have an unique experience and at the same time will be connected or carry a
story throughout all the boxes.

Age segments: 3--4, 4--5, 5--6

Duration: Bi-Monthly

Contents: 4 Write & Wipe mats
3 Products

1 Storybook
1 Parent Guide

Tentative average cost of each box: $50-$60

This is Skillmatics' first subscription project which is getting ready to launch in the holiday
season of 2021 in the United States largely through the e-commerce platform of Amazon.



With The Skillmatics Subscription, the child
will progressively reach the successive
stages of the development benchmarks
with each Play Kit, nurturing different areas
of knowledge.

Move up the Skillmatics
Learning Curve, 1 box at
a time!




SKILLMATICS FAMILY

These are the characters of Subscription boxes designed by the team
which will be taking a story forward through all the subscription boxes
maintaining the excitement and engagement throughout. The story

books in each box are based on them and they will also be seen in few
of the products designed ahead.




DESIGN PROCESS

EXPLORATION,
CONCEPTUALIZATION &
DETAILING

RESEARCH &
ANALYSIS

USER
TESTING

PRODUCTION
FILES

PROTOTYPING

REITERATING
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PRODUCT DEVELOPMENT

FINAL DESIGN: Production Files

Kidken in Banglore Parsons in Mumbai Packaging sourcing
(Wooden Products) (Paper board Products) in Daman

Shipped to Company’s warehouse
in Vasai

Final assembly and packaging at Vasai warehouse

International Shipping

40



DELIVERABLES

CAD Model - A detailed 3D model of the product to show the working, look and acquire
correct drawings of the product.

CAD Renders - variations of renders for reference, parent guides, Instruction Videos and
Marketing.

Manufacturing Files - .eps files for Kidken (wood vendor) and .ai files for Parsons (paper-
board vendor) with exact dimensions, graphics and other details required for manufacturing

Reference Files - .pdf files for vendors to understand what the entire product is and how it
works

Packaging Files - The final graphics, symbols and details on the box template (KLD file) to
be sent to packaging vendors

Product Samples - A manufactured, tried and iterated sample of the product to serve as
the template for mass manufacturing

Parent Guide - Product renders required for explaining the components and game, for
lifestyle renders etc in the guide. These renders to be done for each product from all the
Subscription boxes and sent to print after finalising

41



FINAL
SOLUTIONS

05

Ideation
Detailing
Production Files
Prototyping
Packaging
Parent Guide
Plan of Action
Summing up



LEARN TO COUNT

WITH MAMBO AND TOTO




MOODBOARD

Bright
Engaging
Simple
Interactive

To use common bright colours (hues) and
simple graphics which will be easily
identified and printed on wood.

YA



GRAPHICS

Explorations

1 e W st

'Y e e
L ] L X 1 o0 ...

Initially, the content was decided for1to 6
numbers but due to size, packaging and
costing constraints had to reduce it to1to 5.

Positioning of dots were changed to utilize
both sides of the product and add more
play value.

After finalising the characters, due to yellow
background of Mambo’s the yellow from
tokens was removed.

Colours were finalised according to the

Asian Paints colours which will be used
while manufacturing.
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Stacking Based on Colors




Key Skills

Fine Motor
Skills

Critical
Thinking

Logical
Reasoning

® O

Observation

@ Spatial
Reasoning




PRODUCTION FILES

9.5

40

@30,

70

100

160

18

200

20

40

25

210.5

O

70

Manufa- D
Part| Part \Materials |cturing | Finish
no. Name Process
1. |Blocks| MDF |Manually B
Birch Ply | Lacquer
2. | Base Wood Die cut coat |E
Beech
3. |Rods | \oog |Manually
Dept. Technical reference Created by Date of issue
DG 19-02-2021

Document type

All dimensions are in
mm.

Title

Wooden rod-1to 5

N

8
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PRODUCTION FILES

baisakhi yellow-i
X168

Blocks

Facel Face 2
X 9
deep orange paradise bay sporting green
0506 7409 7741
X 4 X 5
nabha-i royal robes goldfish
X188 7158 7973
Base
4 ™
NO oo
o0 00
0 ® .0
A s

BLOCKS & BASE: Digital print on a white wash
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PROTOTYPING

Insights
- The colours and characters were mismatched.
- More brighter shade of blue required.

- Use same colours in all the products to lessen the time
and cost required for sampling different shades

- Refer Asian Paints shade card for colours and make
production files accordingly.
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PACKAGING

Explorations

LIE/AIRIN

{CIOWUNT

With Mambo and Tot°

LEARN TO COUNT

Count

with Mambo and Toto

ot V|
7

Final Packaging

The Packaging format stayed consistent
with other designs with a few subtle
changes. All-in-all, it remained a clean,
simple and communicative design.

51



DISCO’S BALLOONS




MOODBOARD

Form and CMF Moodboard

Simple
Effortless
Eligible
Systematic

Single base with minimum parts possible. Bright
colours and easily readable numbers and dots.
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CONCEPTS

1. Ladybug and a leaf

2.1 Mambo with bananas

2.2 Mambo with bananas




GRAPHICS

Block's Graphics Explorations

FONT: BPreplay

Initially the patterns and numbers were going to get
printed on the top but the patterns were taken down
due to lack of detail printing ability and costing on
such a small surface of wood.

Instead the entire block was decided to be painted
based on Asian Paints’ shade card.

The fonts were changed to more readable ones for
children. Number 9 was changed due to confusion
between number 6 and 9.
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GRAPHICS

Base Graphics Explorations

A sample dinosaur image was used in the first product
sample to get an idea of functionality and printing quality.

The opacity detailing of the dino had to be removed
because of printing constrain on the wood.

A blue border was added to make the character stand out
and not let the orange merge into wood colour.
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Key Skills

Mental
Processing
Fine Motor

Skills

Critical
Thinking
Logical
Reasoning

Observation




PRODUCTION FILES

8
31 30 -
w
~ »
& — S
o —
®
Manufa-
Part| Part Materials cturing |  Finish
no. Name Process
Laser
Fillets: 2 mm AN 1. Blocks | MDF cut
12
. Lacquer
Birch Pl :
x — x - 2. | Base Y| Diecut| coat
\ 11 | | \ | Il || | | o~ wood
L L T LU L LU L m L T T T | -~
'S | AU | PR | N I U || S | RO |1 | RS EpR— | L
| Dept. Technical reference Created by
DG
Document type
150 | All dimensions are in Tille
mm. Disco’s Balloons
|

2 3 4 | 5 6 7 \ 8




PRODUCTION FILES

Top Layer

DISCO & STRINGS: Digital print

Base

Bottom Layer

DOTS: Screen Print

Blocks

deep orange

royal robes paradise bay

S

baisakhi yellow-i sporting green

rich desire  pingpong green

10

nabha-i salt white

BLOCKS: Paint
NUMBERS: Screen print
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PROTOTYPING

Sample 1

Insights

Sample1

- Avoid tints and shades of colours

- Better arrangement of dots required
- Need fillets to the blocks

- Better finish

Sample 2

- Dinosaur’s graphics is too complicated to
be printed on wood

- It is merging in the wooden texture, needs
a border to make him stand out

ol



PACKAGING

Explorations Final Packaging

St St The Packaging format stayed consistent
. Ty with other designs with a few subtle
A, »
Dlscols ISCO S changes. All-in-all, it remained a clean,
1;

BALLOON

LT

simple and communicative design.

BALLOONS

DISCO’S
BALLOONS
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SHAPE-SCAPES




GRAPHICS

Final Graphics with shapes placed

Many iterations were done to
have simplified graphics but yet
making them detailed enough for
the child to understand.

Manipulating the objects visually
to fit the geometric shapes.

Changing shape colours to and
fro to match the colours on the
card.

Minimum possible colours were

used to save on the costing of
sampling differnet colours.
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FINAL PRODUCT

Product Description

The Shape-scapes is an activity with play boards having
different scenarios and these scenarios need to be
completed by matching colourful wooden shapes.

Contents

6 Double-sided Play Boards
20 Wooden Shapes

Learnings

The product aims to improve a child’s ability to recognize
and discern shapes, whilst imbibing the fact that the
objects around are often assimilations of different shapes.
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Key Skills

@ Spatial
Reasoning

Fine Motor
Skills

Logical
Reasoning
Creative
Thinking

Decision
Making
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PRODUCTION FILES

Play Boards Big Shapes
30
'
o
8 N~
3
(x6) ' Y
% N\ !
70
‘ /\ 50 _
60 :
Small Shapes
\ ) -~
Fillets: 8 mm ITe) 2 0 o
N X o) Ire)
PLAY BOARDS: Paperboard (Punching) 0 - -
50 —~ 3" 30
" 0 3 -
Note: Height/Thickness = 12 mm
SHAPES: MDF (Die cut)
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PRODUCTION FILES

Play boards

GRAPHICS: Digital Print
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PRODUCTION FILES

Shapes

baisakhi yellow-i Thar Desert sporting green pingpong green
(X168) (7917) (7747) (9759)

deep orange nabha-i salt white raven song paradise bay
(0506) (X188) (L163) (8253) (7409)

SHAPES: Paint

(colour names and nos. are according to the Asian Paint shade card)
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PROTOTYPING

Insights

- Manufacturing error with sizes of shapes

- Limiting the number of colours and changing
them to match the shade card

-Fillets of 2 mm to shapes

- Cards are fine.
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CEEVER CUBES




GRAPHICS

Explorations

Based on the sequences decided by the content
team initially did quite minimal artwork so it gets
easy for children to identify.

Later the graphics were detailed out to make
them look natural and child gets a good idea of the
whole scenario and not just an object.

But the printing of such detailed artwork was
getting difficult on the wood so had to remove the
opacity and have more solid coloured graphics.

Finally after multiple trials and samples the
detailed artwork wasn't printing well so changed
few sequence and went forward with minimal
artwork and solid colours.
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KEY SKILLS

Fine Motor
Skills

Critical
Thinking

Logical
Reasoning

O

Observation

@ Spatial
Reasoning
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.. PRODUCTION FILES

Cube

45

45

(x3)

Height = 45 mm
Fillets=1 mm

CUBES: Beech Wood; Lacquer finish

Cube 1

Cube 2

Cube 3

CUBES: Digital Print
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PROTOTYPING

Samplel

Sample 3

Insights

Sample1
- Print quality and wood finsih was bad, print
got shifted

Sample 2
- Background colours were dull

Sample 3

- Changed the material from rubber to beech
wood

-Print and wood finish quality is perfect
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DEEP DIVE
WITH 1,2,3,4,5




MOODBOARD

Formm and CMF Moodboard

KNUMBER
MATS

» GEE L]
ol len I:*g

L D% WA =% (S

Aquatic theme
Puzzle

Minimal
Readable

Aquatic/Underwater Theme was decided
since children are fascinated by it and it is
often searched theme by parents.
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~-CONCEPTS

Find the number of...

Seeds in mango

Complete the puzzle
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GRAPHICS

Explorations

Font and graphics explorations
based on Underwater theme.
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Key Skills

@ Spatial
Reasoning

Mental
Processing

Fine Motor
Skills

Critical
Thinking

Observation




PRODUCTION FILES

Outline Back

DeeP
Dive
With
x 30 0O
©
/ Y
[~ =
70

PUZZLE PIECES: 2 mm Paper board

i - PUZZLE PIECES: S Print
(Puching die cut) creen Frin
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Front

84

PUZZLE PIECES: Screen Print
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PROTOTYPING

Sample 1

Sample 2

Insights

Sample1
- The connections are sliding off, need to
change the shape.

Sample 2
- Centre aling the back logo and central
pieces’ graphics
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SMART SLOTTER

TRANSPORT




Intuitive
Captivating
Comprehensible
Feasible

Transport is the Theme for this product
showing different modes of transport and
the vehicles according to them.

The structure has to be made from
folding carton material which should be
easy to assemble.
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CONCEPTS

Y

A sorting side with
transport graphics on
one side and pattern on
other. Structure will
have a flap that will
make it stand.

Sky A A4 size structure with
three sorting stages for
three modes of transport.

Y,

|

Y

Transport side

Pattern side

OO
O 00
OO

Pattern side
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GRAPHICS

Slotter Graphics Explorations

A lot of explorations were done to get the all three modes
of transport and its graphics in harmony to each other as
well as make each one stand out easily.

The water side took more trials since water vehicles are
both inside and on the water surface which shouldn’'t be
confusing for the child to interpret.

The other side has outline pattern of vehicles to keep it
consistent throughout the board.
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GRAPHICS

Tokens and Cards Explorations

e .
" &> t?i

® A + &~

= = (%

PSS @&

e 33
& &

For tokens, the vehicles were decided which
should be taught and made their graphics look
similar to each other.

The vehicles were systematically arranged on
cards to make a pattern that children can
replicate easily. The cards are made with 2
different layouts to increase the level of difficulty.
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Pattern Side




Key Skills
Fine Motor
Skills

Decision
Making

Process
Planning

Problem
Solving

Observation




..PRODUCTION FILES

30

306
246

30

Slotter Top

FLUTE DIRECTION

841

SLOTTER TOP: 230 GSM Folding carton material
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PRODUCTION FILES

Slotter Base

368

267

SLOTTER BASE: 230 GSM Folding carton material

CARDS:1TO 7

CARDS: 8TO 12

INSMARTA
‘SNSLOTTER BACK of cards

75x75 mm
(3 mm bleed)

CARDS: Paperboard

Tokens

In the Sky vehicles: 8

In/on water vehicles: 8

On land vehicles: 8

40 mm
(3 mm bleed)

TOKENS: Paperboard
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PROTOTYPING

Insights
- The structure fits well.
- Print is as required.

- Overall easy to assemble, use and fits perfectly
in the box.
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.. PACKAGING

Explorations

(:! MART
SLOTTER)

Slotter;

SLOTTER’

SMART/
SLOTTER)

e

SMART @ ——;

=5
SMART/
SLOTTER/

s
@ SMART/
SLOTTER &

Final Packaging

The Packaging graphics stayed in sync with
the product graphics and remained a clean,
simple and communicative design.
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PRODUCTION FILES

Packaging Box KLD

Top Bottom

1¢5 15

39 39
Bunofs pue Sunos 1ews 30 owed uny

40

Y3L101S] LUVNS) ’;‘»-’Wﬁqs 40
Shillmatics /

Csubscriplion-s

sobsrip S
— Learn all bout different ransport vehicls and create patterns with L

S Skilmaics’ Smart Soter 15mrt Sitter

| I I How Lﬂ

to
s M A R vl 24 Transport Coins
4%

R" : ) In the Sky, On Land or In Water? 12 Pattern Cards
SLOITE y i@ - . @

1. Place the Smart Slotter such that your
chid can see the 3 columns with the sk, <
the road and the water.

A fun game of smart sorting and slotting

2. Encourage your chid to slot i the transport Assemble It

coins based on where they operate - in the sky,
onland or in watert

3. When the Smart Slotter s ful, tum it upside-down and empty it! Il
Try the activity using different transport coins! &

490 302 Create the Pattern!

C

496 308

S AYVINS

This gameplay helps chidren understand patterns
and positions!

()

1. Place the Smart Sitter such that your chiid
can see the blue front.

Key Skils
@ Fine Motor
s
P -
Pl
et
@ Decision
Making

2. Pick a card and place it next to the
Smart Slotter. (The cards vary in difficuty,
Tbeing the easiest and 12 being the most
challonging)

Bun0js pue unos Jews j0 awed uny y
1

CEEYS

3. Encourage your chid to recreate the same pattern
on the Smart Slotter as the one on the card. s

Problem
Saling

Refer to the Skilmatics Guide for morel

— et o)

Copyiht > 2021 Grsper Glots.
Alfighs eserved. MADE N INDIA

Jodsues)

r
s G
Sll!jmg‘lics ’
o Zeubscriplion. §MAR SI.OT'I'E ) — 40

-y

T T
1 1;
= 15 <—39—=<—40 226 40 39— 15 = = 40 220 40 39—=15

408

PACKAGING BOX: 300 x 220 x 40mm (Folding Carton Material)



SMART SLOTTER

NUMBER BONDS




MOODBOARD

VR VN KD

4Vh)p b b,:‘::k i:,

TN s - 3
i:‘:"‘!ﬁr‘q‘b"&: L J

N SISOW SISOV T W

p"(bh .."“‘*b’f 10 10
l;-.«:..«;im,:; AR

PaaValaPasV i«
N ALY

-

AR AN - -
N SIANYY SR

Colourful
Engaging
Feasible
Adaptable

To use watercoloured graphics to
maintain consistency with other

products. Have clear readable numbers.
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GRAPHICS

Explorations

+ = 3
+ = 3
+ = .
3
+ =
w Y e €
L vy vy 0 5 10
| i = — e <
t
> h - = )
¥ ~ !
T p® WY
3+ 4 = = 3 -4 = QF - Graphics Exploration started with basic maths/
' ool X l 4 numbers theme to exploring about more engag-
¥ ing theme based graphics like space with planets
: i as the tokens, park with different balls as tokens
5 27 - 0 € etc.
+ E: - ¢ i .
Most of the products in 4-5 aged boxes have a
opn — = 2 B 'S watercolour look graphics but box 6 didn't have
5 & '3 one so explored and went forward with one of it.
o+ - =
K e = Ly 0 J
3+ 4 §0 -5 =J .
: ¥ b
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Subtraction Side




Key Skills

Fine Motor
Skills

Decision

Making

Process
Planning

Problem
Solving

Observation




.. PRODUCTION FILES

30

306
246

30

a .

-
+
+
+

Slotter Top KLD

171 ) I( .

+-|.+ W1
*‘"ﬁ Qﬁrf

241

SLOTTER TOP: 230 GSM Folding carton material
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..PRODUCTION FILES

Slotter Base KLD

267

SLOTTER BASE: 230 GSM Folding carton material

Strips

NUMBER STRIPS:1TO 10

190 X 40 mm

STRIPS: Paperboard

Tokens
NUMBER TOKENS: 0 TO 10 ( X 2)

40 mm

TOKENS: Paperboard
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PROTOTYPING

Shlleanlits &

Insights

- Only the strip and token samples were taken to
ensure the dimensions and the fit in the previous

structure.

- The print and fit is perfect.
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... PACKAGING

Explorations

Final Packaging

The Packaging format pretty much is
similar to Smart Slotter- transport with
a few content and graphical changes.
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..PRODUCTION FILES

sumr
,Ir* sno-r'r:n

Packaging Box KLD

ML il

Bottom
| - B
15 =z
39
= <
40 -x
1)45
'
=7
.
490 302
& =
@ =
@ =
o =
— Fafar b by = e el
==
40 1| T
39
¢ 4
15 |
1\ —
—={ 15 l=—39—=t=—40—= 220 40 39 15
408 |

PACKAGING BOX: 300 x 220 x 40mm (Folding Carton Material)

NOILO3HIA 3LN14
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PARENT GUIDE

Skillmatics Guide is a guide for the parents
that help them understand the contents of
the box, contents of every game, why that
product?, what skills will be taught? & how to
use it? All questions that a parent has are
been answered in here!

The parent guide was largely done by a few
people, where | was responsible for the prod-
uct renders required in the guide for all the
products throughout the subscription boxes.
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PARENT GUIDE
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PLAN OF ACTION

MONTHS APR MAY JUN JUL AUG SEPT OCT

PRODUCTION FILES

To be sent to vendors for
product sampling

PROTOTYPING

ITERATIONS / CHANGES

PRODUCTION
ASSEMBLY & PACKAGING

PRODUCT LAUNCH! -
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SUMMING UP

When | received my brief, | was excited to be part of this team and work on multi-
ple products thinking it will give me a lot of opportunity and help learn various
things. There were lot of intricacies and technicalities that went behind each step
of the process. | finally know what “you’ll realise when you go into the industry”
really translates to. Though working from home was way different and a new
experience than it would've been in a normal scenario.

My journey at Skillmatics has been an enriching experience both professionally as
well as personally. Prapti and team put their faith in me by making me individually
handle multiple products and giving me the responsibility of completing them
and keeping them market-ready for the product launch! As daunting as this
sounded, it gave me an unparalleled industry exposure and | am extremely grate-
ful for the opportunity! The satisfaction of being the part of such a hard working
team who has succesfully completed 12 subscription boxes with 36 products in
last 5 months has been tremendously inspiring!

As this book marks the end of my academic years at MIT, | leave with a sense of
pride and accomplishment to see how much I've grown. Being surrounded by a
culture of passion and purpose has only accelerated my desire to have an impact
and mark my place in the world. | look forward to the challenges ahead of me and
will always thank my stars for my (pre-pandemic) days at MIT.
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