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Chapter 1

The Interactive Industry

So what is the interactive industry?

A little like advertising…a little like software…but something altogether different.

There’s a unique relationship between the end product and the end user.

The industry produces digital products that advance client business goals through effective interactions.

Interactive projects (IP) bring value to client and end users alike.  Unless an IP is created thoughtfully and meets the needs of the user, it’s not a solution – it’s just a pretty thing on the Internet.

Scope is the hardest thing to control on an IP.  What is being produced…why it is being produced…how success will be measured…all of this must be carefully documented.

What does interactive mean?

It’s something you can interact with, and have an affect on you.  You act and the system responds, by design.  (You make a choice that determines what happens next.)

Interactivity includes websites, mobile sites, apps, kiosks (see link on Readings page), digital installations.

Interactive products – both technological & creative…both software & advertising …both functional & fun

Is animation the same thing as interactive?

No!  Animation is passive…you watch it.  Interaction invites the user to click or do other specific things.

Is the Internet the same thing as the Web?

No!  The Internet is just a giant network of interconnected networks that talk to each other.  The Web is how we access information stored on these networks.  It’s no longer retrieved just on browsers…it’s often retrieved via mobile interface.

Challenges to IP’s:

· Projects don’t end when they are delivered…they require ongoing maintenance & updates…technology changes…client needs change

· The interactive industry is full of fads…designers & end users get hung up on the newest, coolest thing

· A knowledge gap means clients are experts on their business but may not understand what’s possible or effective in terms of interactive technology

The Primary Participants in Interactive Work:

1. Leadership – executives within the digital agency; they make decisions that directly affect team members that produce interactive products

2. Clients – the people for whom the work is being done (internal/external)…the people whose money the team members are spending

3. Team members – interactive specialists (see list of Project Roles below)
Always remember – any content or design that gets in the user’s way is a waste of client money!  The way to meet user needs is to spend time understanding them.

IP’s require evenly distributed respect among team members.
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Account Strategist

She articulates the goals and strategies that govern and direct every expertise areas' contribution
to the project. She directs the Research & Planning phase, and as the project unfolds, keeps
people and activities focused on scope and goals. Sometimes called business analyst.

Back-end Developer

She writes the code that powers the end product. She is responsible for designing and
constructing software to meet project requirements, and translates the written features into a
working artifact. Sometimes called software engineer or programmer.

Client

The person or team for whom the work is being done. Frequently, it’s an external client. If you're
with an in-house team, it could be another department within the company or one person with
whom you work.

Content Strategist

She provides strategic guidance to ensure that content is clear, concise, and focused on business
and user goals. She informs the user experience architecture, design, and site development. And
she creates a long-term plan for content maintenance and development.

Creative Lead

He's responsible for setting the creative vision. He's the guiding eye for the project’s creative
elements and works closely with the designer to execute the creative vision. Sometimes called
creative director or art director.

Designer

He brings together the information architecture and creative vision into mockups that are
presented to the client. He meets often with front-end developers to discuss intended
interactions and functionality. Sometimes called interaction designer.

Front-end Developer

She is responsible for creating interfaces. She uses a variety of markup and scripting languages
to apply the design concepts and information architecture to individual screens, producing a
consistent and easy-to-use end product.

FIGURE 1.1
The numerous roles that make up a project team.
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He oversees front-end production to ensure design and functionality come together in seamless
interfaces that utilize appropriate technology. He fosters big-picture ideation, problem solving,
and communication to achieve effective and successful user experiences.

Project Manager

This all-knowing leader manages every aspect of the project definition and delivery: tasks, roles,
and deliverables. He ensures that every factor of the project is aligned with the plan and goals and
shepherds work, leads people, and brings everything together to meet precisely in the end product.

Relationship Manager

This person o team is someone that the client talks to about the project, but who isn't directly
involved in day-to-day work. He focuses on keeping the client feel heard and engaged. Sometimes
called account team, account director, or account manager.

]

System Administrator

He manages the server-side hardware and software that make the end product available to its
users (like servers and hosting). He plays a critical role leading up to and after launch day. He could
beinternal, client-side, or third-party.

Tech Lead

He oversees the technological vision, thinking, and planning on a project. He s fluent in both
business and technical communication, able to translate client needs into requirements and
explain technical concepts to others.

Tester

He is responsible for verifying that features and functionality align with the requirements, plans,
and goals established throughout the project. He confirms the design, user experience
architecture, and features work according to plan.

User Experience Architect

He documents the audience’s needs and outlines the structure and organization of the end
product. He bridges design and functionality to ensure that strategic and technical considerations
result in effective user experiences. Sometimes called information architect.
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