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Chapter 9

Project Staging

The production stage (Ch. 8) was about coordinating tasks and people.

The stage stage is about communicating, translating & motivating.

All the front-end and back-end work is moving to a client-friendly stage version for review and approval.

Stage – any version of the end product that is ready for client review.
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What the stage version looks like – and the number of times it’s reviewed – depends on:

1. Size of the project
2. Client’s comfort level with interactive products
3. Client’s level of engagement with the project.
A small, 4-6 week project probably means a single launch-ready version.

A months or years-long project means client review on a regular basis (iteratively).

The Transition: Development to Stage

· the product goes on a server in an environment as close to the real thing as possible (Beta version)

· stage version should be isolated from changes

· any new work or changes to existing work should be done on the development version so the stage version remains stable

· the internal team should do a thorough review when the stage version is ready

· after the internal review, Quality Assurance (QA) begins

· the more realistic the stage version the better

It’s time for Final Content (Cheat Sheet 13).  Throughout the project the client and content strategist should have developed a plan for creating final launch content.  That content must be ready for the stage version.

Lorem ipsum dolor sit amet, consectetuer adipiscing elit, sed diam nonummy nibh euismod tincidunt ut laoreet dolore magna aliquam erat volutpat. Ut wisi enim ad minim veniam, quis nostrud exerci tation ullamcorper suscipit lobortis nisl ut aliquip ex ea commodo consequat.
That raises the question of utilizing Lorem Ipsum content (left).  It’s a better option than leaving a blank space (or a placeholder) that doesn’t get caught before the site goes live!

Managing Static Content:

· mobile apps, digital installations, kiosks – are relatively static (unchanging)

· this content should be developed throughout the project

· this content shouldn’t be rushed at the last minute

Managing Dynamic Content:

· websites aren’t static – the content changes frequently

· the client may need to regularly update pages (or sections)

· if the client doesn’t want to do updates, the team may continue doing them after launch (for an additional fee)

WARNING – even a small blockage in communication at this point can affect deadlines.  Guess whose job it is to avoid this? (hint: PM)

TESTING:

· as software is updated and new devices are developed, your client’s product will inevitably have to change

· communicate to clients that your testing is specific to a particular time and technology

· many factors (connection speed, hardware, browser, plug-ins, user goals) affect how an end user will interact with the product

· most of those factors are beyond the team and the client’s control

· testing uncovers problems…it is not a guarantee that the product will always work

· testing can’t fix low-environment user performance (outdated browsers & old operating systems)

· thorough testing can prevent embarrassing blunders

· SO WHAT ARE WE TESTING FOR?

· User Experience Design – how well the product works & whether it meets the project goals & strategies

· Product Durability – does the product work like it’s supposed to when used as expected? 

· Security – websites that collect credit card info must be PCI-DSS compliant (see link on Readings page of class site)

A Test Plan (Cheat Sheet 14) is used to itemize the things testers are trying to verify.
Test Cases – what the testers write to create a test plan

Bug Reports – what developers rely on to repair problems found by testers

It is possible for testers to “flag” a feature.  If it meets the technical requirements (here is the value of thorough documentation) the team may need to decide if the issue meets user expectations.

- - - - -

We started this chapter by referring to the Stage Version…a fully functional, dress rehearsal version of the end product for the client to test and review (Cheat Sheet 15).

This is the client’s chance to evaluate the product against their expectations; the process is called user acceptance testing.

· Points to consider:

· Who will represent the team at the presentation?

· Who will represent the client at the presentation?

· How should it be presented? (conference call, webcast, live in-person meeting)

· Be as clear as possible about what portions the client will need to regularly update.

· Make sure the client reviews documents.

· Tell the client to think like an end user (focus on business goals, bot whether they like it).

· Have the client evaluate how well the product integrates with their systems…this means developing a plan to accurately assess performance.

· Feedback:

· Determine who on the client side will communicate it

· Determine how it will be communicated

· Use a single document to capture the feedback

· Channel feedback so the team understands the client’s concerns

· Don’t focus on criticism

REMEMBER – disputes will arise.  When they do go back to the original documentation.  It becomes an excellent reference when reviewing the project!

Next stop…the live version!
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