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Product, brand, and collateral — when Fitch
created a high-performance gaming mouse,
they designed every element to appeal
to the target audience.

Tom Misage of Fitch offers a deceptively simple explanation of his firm’s role
in developing a high-speed mouse for computer-game enthusiasts: “kdrna
had the technology. We provided the integrated product management —
from market research to market shelf.”

The client, kirna LLC, had pioneered a new light-encoding technology —
a focused light beam that tracks motion by measuring the rotations of an
“encoder” wheel —and the company was eager to incorporate it into a con-
sumer product. They asked Fitch to identify a potential market, design a
product to fit that market’s needs, and carve out a positioning strategy. Fitch,
one of the few global agencies that offers such a comprehensive list of capa-
bilities — from research and product development to corporate identity and
retail design — is no stranger to such a challenge. Among its many accom-
plishments is the development of lomega’s Zip drive.

Key to Fitch's success is the firm’s unique practice of developing the brand
and the product in tandem, making every aspect of both work together co-
hesively. “Our approach is revolutionary and powerful, yet so few companies
are embracing this philosophy today,” says Fitch executive vice-president and
COO, Bill Faust. “Consequently, the companies that do [integrate brand and
product| have products that stand out in the marketplace.”

Adidas, Compaq, LEGO, and Smuckers —all Fitch clients —are prime ex-
amples: In each case, the company and the product line are one.

FINDING THE MARKET
The client’s objective was incorporating their light-encoding technology into
a strategic computer-pointing device —in other words, a mouse. “kdrna had
a concept and a working technology [for a mouse three- to five-times faster
than the conventional model], but the question was how to best market this
for optimum consumer response,” recalls Fitch vice president Vassoula
Vasilou. The first step was conducting research to identify potential buyers.
Fitch discovered that the technology offered benefits to a variety of inten-
sive mouse users such as architects, designers, and engineers/CAD users —
but dedicated gamers, eager for every competitive edge, seemed to be the
best fit. To ensure that their intuition was on target, Fitch launched a study
of gamers and, at the same time, began to design a product that would
appeal to them. “The market was definitely there,” says Mark Ciesko, associ-
ate vice president of Fitch. “Our initial research results for acceptance and
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scenario, and they want a “weapon” that
offers more manual control than the typi-
cal computer mouse. So the Fitch team set
about adapting kidrna's technology, engi-
neering a mouse with five tactile buttons
and a scroll wheel that can instantly
change the speed on the fly.

“We made it ergonomically correct
because gamers play for hours at a time
and need a device that will not, over time,
affect their grip,” notes Vasilou.

Aesthetics were equally important. “We
capitalized on the new iconographics —
tattoo art, science fiction, and so on —of
the games themselves. Our design reflects
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4 After interviewing PC game
enthusiasts and observing them
at their computers, Fitch devel-
oped these concept sketches.
The developers went back to
gamers throughout the design
process so they could evaluate
the ergonomics, aesthetics, and
functionality of the new mouse.







mouse, designed exclusively 1or them. In
form and function, it’s an extension of
the games themselves.

“The Razer exemplifies the user-focused
design experience,” says Fitch vice presi-
dent Ken Gilliam. “Having the technology
was not enough —we knew it had to be
integrated and sold with a targeted brand-
ing strategy and design that would appeal
to the hard-core gamer market.” m

TODD HAYS is a public relations consultant based
iIn Pasadena, Calif.
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could double as a traveling case.
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