PACKAGING DESIGN

The moment of truth

1s a tough world for brand managers. More

tham two thirds of new products Fail to meet

expectations. So it 18 vital to improve the
development. process by reducing errors and
speed-lo-market,

A zoftware tool has recently been launched by
Belgium-based pre-production process supplier
Eskodrtwork, in parinership with French com-
pany Wtales, which aims to salisfy these
requiremnents by enahling the ereation of realis-
tie digital mock-ups, ineluding prinl elfects
iembossing, hot-foil, metallised inks) and differ-
ent substrates and placing them onto virtual
retail shelves,

Called Vizualizer, ils ultimate goal is to sim-
ulate the First Moment of Trulh’ when the con-
surner has first eve-contact with the produet in
the store.

“Ti sl slaarts inoa retail environment by placing
a new package precizely at the location where it
will be offered to consumers,” explained Kris van
Bael of EskoArtwork. “This has many advan-
tages, the first being the augmented reality.”

Packagmg de=igners can experiment with the
virtual in-store coneept by placing & virtual prod-
uel in the virtual retadl apace.

Van Baels colleague al EzkoArtwork Jan
Ruysschaert elaborates; “For example, letz follow
the process of a green virlual homecare package.,
It is first positioned on the virtual shelves, where
several eolour changes can be performed. The
uzer can somm in and interact with the product,
pick it up from the shelves and experiment with
container material,” said Ruysschaert. “Chang-
ing comtainer colour, material properties and tex-
tures ave now made possible,

“The vasr can experiment with label sub-
strates, changing from paper to foil, or to holo-
graphic, and so on, and also create artwork in 3D,
embioss or deboss it, and add dynamic praphics
directly onto the shape, They can explore ink and
finizhing effects, and fine-tune the alirectiveness
of the product up to their limits,”

The product can then be placed back on the
shelves so that the brand owmer can see the vie-
tual produoct in real Lime and space.

“Tt allows for comparizons, reduces time-lo-
market drastically, limits risks and reduees com-
mercialization failures by simple mowse clicks,”

What makes this software tool a real brealk-
through is that it has horrowed technology from
another sector. EskoArtwork joined forces with
Vitales and transferred technologies from Lhe
video-gaming sector into the packaging design-
ing process, using straightforward plug-in

Atool for simulating the point-of-sale experience could provide a timely
breakthrough innovation for brand owners and design agencies.
Dominique Huret™ reports
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This solution 35 o three-way inbegrated collab-
orative platform. Firstly, the designers gain mas-
i freedom o boost their ereativity: The brand
owmers get invohved early and continuously in the
process and arve beller protecting their brand
integrity, And finally, converters who actually pro-
duece the packaging reducs stressful and eostly
trial and error zezsions and production runs.

“Lasst bul nol least, Viznalizer can be a power-
fil toal to promaote new products to Lhe relailer in
order Lo @et oricial extra space at the right place
on those precious shelves.”

* Diminiguie Huret is everage and packaging expert ot independ-
entavsultaney Cape (o m Belgivm,

More infirmertion frem Eskadrtwort, Korrsestoenay 1005,
57 Gend, Beighun, Tel: 32 9276 9270, fox: 32 9276 0464,
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