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Chapter 5
The Process

Existing Project Management Models:

· Waterfall
· a sequential process in which each phase concludes before the next begins

· project scope clearly defined
· phases unfold according to plan

· rigid model with little flexibility

· completed phases are expensive to alter 

· Agile –

· far less rigid than Waterfall

· lack of formal structure

· incorporates short, cyclical phases to accommodate & encourage change

· project scope is broadly defined
· end product gets fleshed out through frequent, iterative changes

· changes are incremental and overall direction is frequently reassessed

· Ad Agency –

· creative department drives the project vision

· a Big Idea is executed across several media channels (radio/TV/print)

· clients must approve the idea

· clients generally not active participants as the idea is produced

· Why None of These Models are Ideal for Interactive Projects:

· Waterfall doesn’t leave clients sufficient room for change

· Agile requires deep collaboration that some clients can’t commit to

· Ad Agency model neglects the end user because it creates media that is passively consumed, not interactive media

· Clockwork Media’s Process: (see Figure 5.1 on pp.64-65)

· useful because it shows who’d doing what

· breaks project into digestible stages

· reflects team-wide contributions at all points

· not only cultivates collaboration – it requires it!

· Organized Simultaneity – while working on their own tasks, everyone knows what’s happening among the remainder of the team

· Goals First – the process has 2 phases (see next page)

· Efficient & Verifiable – when deliverables are completed they’re checkpoints…they keep project on track

· Intentional Simplicity – Amen!

Two Phases of Clockwork’s Process:

1. Research & Planning – team determines what to do & why…the findings from this phase give you the scope of a project…they are the basis for a reasonable dollar estimate

2. Production & Deployment – team confidently executes the project…once scope is determined a second dollar estimate is prepared to produce & deploy the project

Front-end – everything the user sees & interacts with, like design & content

Back-end – behind-the-scenes code & infrastructure that makes the product functional
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