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Chapter 7

Project Definition

In the Research & Planning Phase of an interactive project, it’s important to clearly outline goals before designing a screen or writing a line of code.

A successful IP:

1. meets the client’s goals

2. meets the end user’s needs

3. stays within the parameters  of time & budget

Up till now the key player has been the Project Manager (who understands resources).  Now the key player is the Strategist (who understands the requirements & scope of the project), who starts putting together the Strategy and User Experience (UX) Brief (Cheat Sheet 2).  This document guides all subsequent elements of a project.

The UX Brief:

· provides info about existing brand standards or creative direction

· defines the target audience

· becomes the litmus test for the end product

Strategy – a comprehensive plan to achieve specific goals for digital initiatives.

Assessment Exercises – there’s a story in your data; tell it!

· competitive reviews – of similar products or companies with similar brand messaging

· content audit – a review of the content & its organization in an existing product, or content created for a new product

· functionality audit – a description of how the current product functions on the user side, and how it interacts with internal client systems

· technology audit – an assessment of the tech currently being used (content management systems, development languages, software platforms)

· data analysis – web analytics…client data on e-commerce sales, customer databases, etc.

· interviews – produce qualitative data based on one-on-one or small group setting …interview users of the current product to determine how they use it or what could be changed…interview stakeholders to get input about the product

· surveys – a quick, inexpensive way to obtain quantitative data about a product…survey users to determine how they use an existing product…survey stakeholders to determine how they use the product

· usability lab (U-Lab) – hands-on, real-time interaction with the product is a great way to understand the user experience

Once the assessment is finished, you need to define and differentiate between:

· goals – big, sweeping ideas that serve the primary function of the client organization…they should be neither too broad nor too specific…if an element of the project doesn’t serve at least one goal, it’s unnecessary

· strategies – conceptual, nonspecific ways to achieve the goals…what you’re doing …broad plans to achieve the stated goals…actions that can be executed in a number of ways

· tactics – experiments…how you’re going to execute the strategies that will achieve the goals…if tactics aren’t moving the product toward the goal, new tactics are implemented

Figure 7.1 (p.93)

This graphic shows there are several layers to an interactive project.  Each discipline has to work with the others to produce the best possible solution.

See the more detailed version of this graphic on the Readings page of the class website.

The person responsible for this process is the Project Manager.
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How to coordinate:

· arbitrate conversations – since every team member contributes based on their expertise, the PM should moderate these conversations to determine how the problems are going to be solved together

· neutrally assess options – when expertise areas have conflicting ideas, a neutral third party (the PM) needs to step in with a goal-focused opinion

· creative a productive environment – good decisions & creating excellent deliverables results from working together and working independently

Completing work by committee can be ineffective!!

High-Level Content Strategy & Information Architecture (Cheat Sheet 3):

· first step is to determine the exact deliverables

· be high-level, not detailed or fully hashed-out

· content team determines how to deliver key messages and types of content

· content team isolates objectives for individual pages and screens

· create products that effectively connect with users

User Experience Architecture – UXA | Information Architecture – IA

Common Deliverables:
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Site Map – shows the organization and structure of a website or app through simple illustration…shows the relationship between pages, sections & navigation
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User Flow Diagrams – charts the paths that a user might take to navigate the product…helps client understand how users might progress through a series of steps or actions…helps promote a smooth user experience
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Wireframes – illustrates the organization & information hierarchy of individual templates or pages…may be used to show the general number of themes (templates) that will be needed

1. Requirements Definition (Cheat Sheet 4) – this articulates the end product in 5 key areas:

2. definitions & conventions – establish a common project vernacular (language) to limit confusion

3. features – the backbone of all products…when put together these individual components make the project something the user can interact with

4. production – an outline of what production aspects affect how the product is executed

5. technology – an outline of what technology is being used and how it is being supported

6. security –what measure will be taken to secure the product or any data that needs to be collected, transmitted or stored?

Research & Planning begins with possibilities…it concludes with reality in the form of a final document in the development approach.

· Development Approach (Cheat Sheet 5):

· the function of this step is to communicate how much the end product will cost and when it can be done

· this document outlines the final estimate for the project

· it also provides the context & reasoning behind the bottom line estimate

· provide context – budget & timeline realities are difficult to anticipate unless you’re familiar with the business

· think scalability –all projects come down to a balance of scope, budget and time…not every feature needs to be done in the first release

1. At this point three things can happen:

2. the client and creative team agree to move forward

3. the client takes the Research & Planning documents and shops for other estimates

4. the client decides to postpone or abandon the project
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