Lecture - Establishing a Purpose

The first thing that must be determined when beginning the design process is the purpose of the project. After the purpose has been established every other part of the project should work toward that goal. It doesn't matter if the finished project will be a Web site, an interactive CD, or even a game; each component should be tailored to further what the project is intended to accomplish.

Establishing the purpose of a project can sometimes be difficult, especially if the client and the designer do not share the same idea of what the goal of the project will be. For example, a client may not have any idea what they want from a Web site, their only thought is that they need a presence on the Web to remain competitive; or they are under the misconception that having a Web site will cause customers to suddenly flock to their door. Although it is true that having a well-designed Web site can give a potential customer confidence in a company, it does not guarantee any sales. 

What is the Goal? 
The following are a few of the possible goals for Web sites and multimedia projects, but there are many more. Keep in mind that it is possible for a project to have more than one goal, but too many purposes in the same project can become confusing to the viewer (and the designer). 

· Establish product benefits 

· Provide company information 

· Entertainment 

· Online ordering 

· Education 

· Information reference 

Who Will Use It?
The second step is to determine who will use the product that will be produced. By customizing the project to fit the needs of the audience, many of the other steps in the design process will become easier and it will help achieve the purpose of the project. 

The answer to the question: Who is the Audience? will influence everything from what information will be given to what it will look like. As an example, think of a situation in which you have been asked to design a CD-ROM presentation about a new line of software. If the presentation is intended for software merchandisers it might focus on how popular the product will be and how much profit they will make by selling it. If the presentation is intended for the end user, it would be better to show them how much they will benefit from the software and how easy it is to use. 

During this step it is also important to give some thought to how the targeted viewer will access the information. In an ideal world the decision of how the product will be presented should not occur until this step, but unfortunately a designer is usually hired to produce a specific form of presentation first (i.e., Web site, interactive CD-ROM, etc.) and then all of the details of the project are worked out. 

Regardless of when the form of the presentation is determined, it is important to know the environment where the intended audience will see the finished product. Will it be projected onto a large screen in front of a group of sales associates or will it be viewed by an individual on a computer? 

How the project will be delivered should also be given consideration. For example, a new media presentation that requires a lot of interactivity might work well as a CD-ROM, but the same presentation would be slow and frustrating if it were viewed over the Internet. The conditions under which your audience will see the finished project are as important to defining who the project is intended for as knowing their age group or purchasing habits. 

After the designer has come to know the audience it is important to allow their needs and what appeals to them to influence the rest of the design process. A simple rule is this: The audience shouldn't have to accommodate the design of the project; the design of the project should accommodate the audience. 

