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Chapter 10

Project Launch

Interactive projects produce living products.  Post-launch, they require work – sometimes more work than it took to create them.

Even static products (like an app) require monitoring of reviews and crash reports, as well as updates.

It is critical to give your client the right tools and information to make the project succeed.

Empower your client to manage the product.

REMEMBER – launch isn’t the end – it’s the beginning!

PREPARE FOR FUTURE CONTENT:

· During the Research/Planning & Production/Deployment phases the content strategists put together final launch content.

· Now they write content plans to keep the product updated an on-message.  We’re talking about Support Materials (Cheat Sheet 16).

1. Deliverables might include:

2. style guide

3. workflow plan

· editorial calendar

· Schedule official training sessions for the client.

· Create a product or reference manual.

· Outline a support plan (check to see if this was included in the budget).

WHAT THE CLIENT NEEDS TO KNOW:

· who to contact for technical problems

· who to contact for additional training or product maintenance

· if it’s a website, where is it hosted (where is the server)?

REVIEWING THE FINAL VERSION:

· creative team should review from two perspectives:

1. does the launch version align with the original goals & strategies?

2. does it meet the quality standard of the company and team members? 

· if problems occur, assess whether the client needs to be part of the solution

· measure the impact of dealing with the problem from budget, timing & personnel standpoints

· communicate problems to the client if necessary…begin the conversation with at least one solution in mind
APPROVING THE FINAL VERSION:

· obtaining a thumbs-up from the entire internal team is critical

· buy-in plus agreement = empowered team

· approvals can be verbal or more formal (i.e., written signatures on a launch approval form)

A WORD ON URLs:

· make sure old URLs permanently redirect to new ones

· existing URLs have acquired value with search engines

· if you don’t redirect properly you squander the previous site’s rankings with search engines

WHY YOU SHOULD LAUNCH AFTER LUNCH ON WEDNESDAY:

· at midweek your team is warmed up and big fires have been put out

· after lunch their tummies are full & their minds are alert

· if the team has to stay late at night or on weekends it cost $$$

· vendors & third parties are closed late at night and on weekends

· your client is probably closed late at night and on weekends

· avoid Mondays & Fridays…never launch on January first!

PREPARE FOR LAUNCH:

· know exact launch requirements long before the actual date

· use checklists to bring order to chaos

· focus on managing the launch rather than trying to remember everything

· account for lag time – the gap between actual launch and when the product becomes widely available

· lag time for a website is minutes or seconds (TTL = time to live)

· lag time for an iOS app is however long it takes Apple to approve it for sale at an iTunes store

LIVE VERSION (Cheat Sheet 17):

· issues might arise when transitioning from the stage version to the live version…on launch day:

· create a command center – designate a particular room from which activity will be monitored…have the client on standby by phone or in-person to verify and confirm

· begin re-testing – the internal team should immediately put the site through its paces…test major features & functionality 

· support the team – the Project Manager should create optimal conditions for the team…bring snacks, be a cheerleader, do whatever is needed to make the process smooth

· if the end product is high profile, be sure to monitor Social Media channels for negative feedback…if the client normally maintains SM, be sure they are ready to extinguish any flames

· celebrate!

· publicize your work but always get client permission first
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