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Industry Introduction- Consumer Industry
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The online course provides an overview of Additive Manufacturing with polymers and metals in the

consumer industry.
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Short Description

This slide sums up four very memorable examples for the application of Additive Manufacturing in

the consumer industry.

3D Printed Helmet, HEXR Eyewear

Mascara Footwear

Notes
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Short Description

This slide sums up four very memorable examples for the application of Additive Manufacturing in

the consumer industry.

Jewely Wristwatch

Pen

Notes
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Pioneers of Additive Manufacturing

There are numerous companies using the 3D printing technology for the production of their products.

Eyewear

) YOU MAWO @BRHGI

Footwear

Reebok
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Helmet

HEXR
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For further information and contact details, have a look here:

http://additive-minds-academy.com

https://store.eos.info/

Headquarters

EOS GmbH — Electro Optical Systems
Robert-Stirling-Ring 1

D-82152 Krailling / Munich

Germany

Phone: +49 (0)89 / 893 36-0


http://additive-minds-academy.com/
https://store.eos.info/
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Funded by the European Union. Views and opinions expressed are however those of the author(s)
only and do not necessarily reflect those of the European Union or the European Education and
Culture Executive Agency (EACEA). Neither the European Union nor EACEA can be held
responsible for them.

This document is available under the Creative Commons CC BY-NC-SA 4.0 licence.

You are free to:
Share — copy and redistribute the material in any medium or format

Adapt — remix, transform, and build upon the material

The licensor cannot revoke these freedoms as long as you follow the license terms.

Under the following terms:

Attribution — You must give appropriate credit , provide a link to the license, and indicate if changes
were made . You may do so in any reasonable manner, but not in any way that suggests the licensor
endorses you or your use.

NonCommercial — You may not use the material for commercial purposes .

ShareAlike — If you remix, transform, or build upon the material, you must distribute your
contributions under the same license as the original.

No additional restrictions — You may not apply legal terms or technological measures that legally
restrict others from doing anything the license permits.

Notices:

You do not have to comply with the license for elements of the material in the public domain or where
your use is permitted by an applicable exception or limitation .

No warranties are given. The license may not give you all of the permissions necessary for your
intended use. For example, other rights such as publicity, privacy, or moral rights may limit how you
use the material.

More information at: https://creativecommons.org/licenses/by-nc-sa/4.0/
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