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ABSTRACT

Generally speaking, best practices in the field of interactive design
are often derived from private-sector practice or purely aesthetic
considerations; the specific concerns of  public-sector
organizations are infrequently addressed. This poster series
(produced by a web development practitioner) focuses on
techniques for translating public sector organization objectives
and requirements into specific Geal world® interface design
practices. The conference presentation format is a visualy
oriented poster series derived from our past and current interactive
design work for the public sector.

Categories and Subject Descriptors
H.5.2 [User Interfaces]: Graphical user interfaces (GUI),
Prototyping, Screen design, User-centered design

General Terms
Design, Human Factors, Standardization

Keywords
Interactive design, Multimedia

1. INTRODUCTION

Interactive design projects (broadly defined as the design of
communicative media in digita form, whether Web-based, kiosk,
CD-ROM, mobile media, or physica instalations) represent a
complex field for interface design. Best practices are rapidly
evolving within the field; existing design metaphors are often
inadequate; and the immaturity of the technologies, platforms, and
use conventions can hobble the effectiveness of a user interface.

In the case of public sector organizations, the difficulties can be
compounded by additional design factors unique to the public
sector and by a lack of clearly identified interactive design best
practices specific to the public sector.

A growing consensus exists within the interactive design
community emphasizing design as a process rather than smply a
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product. Similar to the mechanical engineering design process
defined by Mistree et d [1], interface design is viewed as a
process through which the design team is translating a complex
matrix of documentation and reguirements into a communications
strategy. In turn, the resulting communication strategy serves asa
foundation for creating interface design parameters.

Our posters are designed to demonstrate a clear and coherent
process-oriented methodology for interactive design based on the
unique reguirements of public sector development projects, and to
assist dg.o 2006 attendees by providing insight and Gips & tricksO
that they might apply to their own projectsin the future.

2. DESIGN PROCESS FACTORS

We have identified a few specific interactive design issues
through our experience working with public sector clients.

*  Compliance with accessibility requirements (Section
508/ADA) is mandatory for many government
organizations, but the technology, practices, and
relevant statutes are often inadequate or confusing

* Public media are expected to address the broadest
possible audience since their audiences are often
defined as Ghe publicOrather than a specific subset,
which limits the use of design that leverages the visual
communication conventions of the subgroup

* The complexity of the organizations, their mandates,
and their messages can complicate the development of a
comprehensive information architecture capable of
coherently structuring the content

e EXxigting technical infrastructure restrictions from
separate 1S/IT organizations can limit the flexibility of
the organi zation and/or implementation

*  Security requirements and public records laws which
may mandate specific techniques for handling content

e  Staff expertise and availability constraints require
that attention be paid to the longer-term sustainability of
the final deliverables

*  An established ‘house style’ design environment which
may not be congruent with current design best practices

*  Alack of focus on branding and marketing within the
organization, whether intentional or unintentiona, may
detract from the overal communicative effectiveness of
the design



3. DESIGN PRACTICE APPROACHES

Based on the previous list, the poster presentations contain written
and visual examples of techniques to address each of these key
areas of concern.

*  Compliance with accessibility requirements through
the use of XHTML, ADA-friendly technology
selections, accessibility validators, and the use of
specific coding techniques for assisting disabled users

*  Audience-specific design by defining design
requirements through user-centered design practices
such as those articulated by Katz-Haas [2]. Defining
general communication requirements and finding ways
to communi cate those elements without intruding on the
effectiveness of the user-centered design.

* Developing the information architecture through
collection and analysis of content, followed by the
creation of a conceptua hierarchy and/or taxonomy.
Adopting design approaches drawn from Garrett3
Elements of User Experience [3]. Defining the process
by which the information architecture will be translated
into design parameters.

e Understanding technical infrastructure restrictions
beforehand through communications with the technical
staff and a structured assessment of the environment

e Compliance with security requirements and public
records laws through a dtructured process of
requirements identification, impact assessment,
definition of compliance, and development process
documentation, and trandation into specific interface
design parameters. Confirm that the use of licensed
software (whether commercial or open-source) complies
with established policy.

* Define implementation approaches and find
deliverables that incorporate the expertise and
availability constraints within the organization, such
as compatibility with WYSIWYG production tools,
minimizing use of compiled components such as Flash
or Java, and/or implementing Wiki or CMS framework
based solutions

* Leveraging the established ‘house style’ design by
identifying which components are key to the
organization and which elements might contribute most
to the user-design centered methodology. Identify
specific valuable components of the house style, then
apply a Qufte ChecklistO drawn from Tufte®

Envisioning Information [4] to determine how these
elements can be adapted for reuse

*  Identifying basic branding and marketing guidelines
based on organizational communication objectives, then
documenting the theory and practice behind the design®
implementation of those guidelines for future use in the
form of a style guide or branding manual

The examples used in the posters have been drawn from our
current and prior public sector interactive design projects as well
as other interactive design projects familiar to the digita
government community.

4. VISUAL DISPLAY

The poster series produced for dg.o is itself designed to be an
embodiment of the process outlined here. We have produced a
poster presentation composed of a series of panels, each outlining
a gpecific interface design challenge and providing visua
examples of design solutions based on our experience and our
prior digital government design projects.

In addition to discussing general design issues faced by public
sector organizations, the material is designed to provide dg.o 2006
atendees with a concrete understanding of a structured design
process relevant to their projects that require the services of visua
designers and interactive developers.

Posters and related materials are available for download:
http://www.squishy media.com/docs/diggov2006/

Our thanks to Portland State University for providing printing
services for the poster presentation.
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