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YOUR STORY WAS ONCE UPON A TIME. EACH HAT TELLS A STORY.
STATEMENT
The project explores the visual
narrative of story tales through
head pieces. Each head piece
evokes a character’s persona
through decorative devices,
material choices, and form.
The character is celebrated
with a abstract piece and a
manufacturable design. This is
a visual narrative that pushes
the boundaries between design
and art, fiction and non-fiction.

ABOUT
The project explores the cultural obsession
with fantasy, magic, and play. It brings back
fairy tale lore to the modern hipster who has
forgotten the happily ever after. He or she is
consumed by a boring, desk job where the
big, bad wolf eats them every day.

The design intent is to engage the user in a
product that brings back once upon a time.
A hat is a prop that slowly becomes a part of
you. A hat can be worn at the office, a gala,
or the neighborhood coffee shop. To Tell a
Tale is a escape from the everyday. The
result is products that celebrate and reminds
the hipster of once upon a time.
BACKGROUND
The wonderful thing about a hats is that
each one tells a story. The hat can reference
culture, a iconic figure, historical moment, or
a individual. Hats have been worn through
out time. Queen Marie Antoinette’s elaborate
head pieces brought thrill to the 18th century
court. The cowboy hat was designed for
utility and adventure for the westward
moving man. World War II created the need
for function hats for the working factory
women. The beat generation of the 1960’s
brought the beret and the first true hipster
movement.
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EACH PERSON HAS A STORY TO LIVE AND TO TELL.
The story's inception begins in the child's
imagination. A child's mind can transform
reality. The dirt pile is really a castle. The
linen is a silk gown. The night time's shadows
are really flesh eating goblins. The young
imagination has no limits to play and hope.
Childhood is just a chapter. Flip the pages
to twenty some things and there aren't any
handsome princes or castles. There might
be a fire breathing dragon. It's called the
oven, a burnt pot roast, and trying to learn
to cook. It’s called the Young Hipster's
chapter. It's filled with student loans, a ratty
apartment, and an irascible boss. It's called
reality. This chapter is labeled: Depression,
Regret, Disappointment or To Much Beer.
The poor young hipster has forgotten the
once upon a time and lacks resources for
designer items. The hipster shops at cheap
stores. There aren't any stylish products to
inspire a better place. Where did that once
upon a time go? The six year old who saw
the castle has been lost. The market exist for

once upon a time. "This is the magical
power of a hat its ability to reflect the
character of individuals but also to transform
them into someone else." The hipster might
not live happily ever after, but the imagination can live on.
OBJECTIVE
The goal is to make, craft, and innovate
head wear at an affordable price point.
Two sets of hats will be designed based
from three selected story tale characters.
The first set is abstract designs. This is
used for editorial, runway purposes. The
abstraction's inspire the development of
original head pieces and the second set of
head pieces. This is the manufacturable.
The manufacturable is designed for mass
production and to be worn by hipsters. The
end result is a six pieces that serve as a
visual reminder of once upon a time.
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RESEARCH . CLIENT PROFILE
AGE RANGE:
20 - 30
JOB:
musician . secretary . poet .
librarian . babysitter . designer .
ANUAL INCOME
25,000 - 35,000
EDUCATION:
college . liberal arts
LIVES:
metro area / apartment
SHOPS:
Urban Outffitters
Forever 21
Target
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RESEARCH . LOW PRICE POINT

STORE

TARGET

TARGET

TARGET

FOREVER 21

H&M

DESIGNER

EUGENIA KIM

MOSSIMO

MOSSIMO

FOREVER 21

H&M

PRICE

$19

$20

S20

$13.80

$4.99

COLORS

MATERIALS

DOUBLE STRAW
WEAVE . BINDING
TRIM

FEATURES

TURNED EDGE

FELT

TURNED EDGE

100% POLYESTER
CHENILLE

ROLLED EDGE

100% WOOL
FELT

TWEED / CANVAS
50/ 50 Acrylic Poly
HAT BAND
TURNED EDGE
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RESEARCH . MID PRICE POINT

STORE

J CREW

DESIGNER

ALBERTUS S.

J CREW

ANTHROPOLOGIE

SHOP

LOLA

$160.00

$98.00

$48.00

$40.00

MATERIALS

FELTED WOOL

RAFFIA

100% WOOL FELT

FAUX FUR
72% ACRYLIC
28% POLYESTER

FEATURES

ROLLED EDGE
HEAD SIZING

ROLLED EDGE
HEAD SIZING
BUGS

PRICE

TOP SHOP

$50.00

COLORS

TURNED EDGE
HEAD SIZING

HEAD SIZING

FELT
100% WOOL
CONTRAST BAND
FEATHER TRIM
HEAD SIZING
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RESEARCH . HIGH PRICE POINT

STORE

DESIGNER

PRICE

SAKS

HELENE BERMAN

$15

BARNEYS COOP

EUGENIA KIM

$245

BARNEY'S COOP

JACQUELINE
LAMONT
$210

BLOOMINGDALE'S

HELEN KAMINSKI

$225

RALPH LAUREN

RALPH LAUREN

$420.00

COLORS

MATERIAL

FELT
100% WOOL

FEATURES

ROLLED EDGE
SIDE BOW
HEAD SIZING

LEATHER

FAUX FUR
ACRYLIC / POLY
FAUX FUR TRAPPER
EAR FLAPS
POM POM TIES

FELT

FINE IMPORTED
LAMB

FORMED FELT
RUCHED, TABBED
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SNOW QUEEN . ABSTRACTION
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SNOW QUEEN . PRODUCTION
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ROBIN HOOD . ABSTRACTION
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ROBIN HOOD . PRODUCTION
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CAPTAIN HOOK . ABSTRACTION
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CAPTAIN HOOK . PRODUCTION
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