Summary of Chapter 2

Defining Your Project


The time spent planning ahead, organizing your project, and establishing project goals will eventually pay for itself in increased productivity.  Thoroughly defining your project before initiating the creation of the expensive and time-consuming digital version of the project will help you avoid false starts and pitfalls along the road to completion.

Justify Your Project


Every project has unique goals, audiences, budgetary constraints, and production issues.  Justifying your project as an interactive document requires that you examine the goals and objectives of both the client and the proposed project.  You must consider the unique issues and advantages that inter activity could bring to the project, and whether, creating an interactive document will best fulfill the goals of the client.

How Much Interactivity Is Necessary?

The answer to this question will have repercussions on the project budget, personnel, and how much time you can spend on the design.  Defining the complexity of the problem will provide a clearer picture of the feasibility of the project. 

Project with low levels of interactivity may provide users with only limited menu choices or perform basic actions like starting, pausing, or quitting the program.  In contrast, projects with extremely high levels of interactivity allow users to adapt existing document content, input information, and influence how the content and information are used.
Defining Your Audience
Successful interactive designers research information about their prospective audience to help them design user-friendly interfaces.  Researching you target audience includes finding out more about their demographic, culture, disabilities, interests, playback environment (the environment in which the interactive document will be viewed), and technology.  This information will influence your choice of the content, vocabulary, language choices, style, graphics, and the design of screen layouts in your interactive document.

· Demographic Data –demographic data includes age, gender, education level, profession, income bracket, and so on.
· Multicultural Audiences –The world is increasingly becoming an interconnected global village (a term referring to the connection of the world via the Internet and the World Wide Web).  It’s important to know about different cultural backgrounds.  What is acceptable to an audience in one culture may be objectionable to an audience in another.

· Special Design for an Audience with Disabilities –This will require additional planning to maximize usability for those audiences.  Design accommodations that can demand attention are text size, color choices, sound levels, interaction speeds (how fast controls function and how quickly images and text cycle on timed loops), and programming support for special input devices. 
Engaging Audience Interests

Figuring out what will interest your audience will influence the content of the document.  Vocabulary choices, imagery, databases, reference materials, bibliographies, quotations, videos, animation, and other elements should be tailored to the audience’s needs and desires.  The best interactive documents engage the user’s interest and participation.


Providing fun experiences in the document is one way to gain the user’s attention.

Playback Environment

A common problem with the playback environment is the level background noise.  Another consideration to take into account is the level of lighting.  Other aspects of consideration are whether the document will be used in industrial, combat, or home conditions; and how many people will need to use the document in a short amount of time.

Assessing Your Audience’s Playback Technology

No matter how exciting the interactive document, some users will avoid the document if it will not play back on their computer.  Designing interactive documents to run efficiently on the most commonly available computer widens the number of potential purchasers.  This is especially critical when creating online communications.

Resources

Resources include the hardware, software, personnel, and budget needed to complete the project.  A realistic look at resources will identify areas that need more support.

· Hardware and Software –Requires ongoing research due to the constant change in digital technology.  

· Collaboration with Others –the more complex the project, the more likely you will need to collaborate with other professionals.  A few of the personnel needed to complete a large interactive task might involve copywriters and editors; marketing, audio, video, and sound specialists; photographers; graphic and interactive designers; programmers; compression and distribution experts; and the client.
Project Content

Content is the subject matter, information, or media incorporated into the interactive document.

· A Few Words about Content and Copyrights –Generating a content list early in the project helps clarify copyright and usage issues.  The content list serves as a checklist, showing everyone what content is available, where the content came from, and which pieces of content requires copyright permissions.  

· Reusing Content –Many interactive projects use a certain amount of existing content.  Existing content may be photographs, illustrations, videotapes, training literature, product development data, slides, or other stored data.

· New Content –If the decision is made to create new content for your project, you will have to thoroughly research the content topic.  Some designers choose to hire a content expert, individuals who have specialized knowledge about particular subjects.

Establishing Goals and Visualizing Your Project

An important part of planning and visualizing your project is establishing realistic goals.  Realistic goals will help you set up a workable timeline and guide you through the visualization of your project through flowcharts and storyboards. 

· Timelines –A Timeline Diagram is usually a paper document showing what will be completed when and by whom.  

· Flowcharts – A flowchart is a simplified outline charting how content is accused through all levels of interactivity. There are three common ways to organize flowcharts:

· Hierarchical flowchart –shows every link in a branch structure, beginning with a main menu that separates into first major topics and then subtopics.

· Linear flowchart –shows a primarily one-way flow of information, similar to the classic linearity of film or video.

· Hybrid flowchart –mixes hierarchical and linear structures together.
· Storyboards –Storyboards continue the organizational process of the flowchart, illustrating the relationships between content, interactivity, and links, and adding detail and breadth to the growing project. Like the flowchart, a storyboard grows and changes with the project.
