What's all this?

· Localisation

· Why to localise

· what is means to localise a site

· Where to begin localising

· What you need to know to localise

· Planning you localisation

· UI , UX, HI Design for Localised content

· Managing Font, and Text 

· Problem Languages

· eussi tfeL ot thgiR ehT

· Where next
Why Localise?

· Globalisation
· Global Comunities

· Local Reach is much greater

· Brand Strength

· Closer brand / consumer relationship

· Global Companies appear more 'personal'

· All the content in the world is worthless if no one is able to understand it.
Not (just) Translation!

· 'Content is king' is incomplete for today’s extended web

· Localised or Colloquial Content is King.

· Its not about 'doing the site in German'

· Knowing the culture/ethics/humour of the viewer and trying to appeal to them, content has to be relevant.

Start at the Beginning

1. Get involved, talk to people.

2. Know which projects are going to be localised before you are given them.

3. Talk to the IA's so you know how the use cases might need to reflect localisation changes

4. Talk to the designers so they know how the interface might change.

5. Talk to the concepting teams to make sure the concept holds up in different markets.

6. Talk to PM's you know the timelines and let them know the implications of Localisation.

7. You should have all the answers, but make sure every one is asking you the questions. BEFORE you need to build.
Things you HAVE to know.

The Usual Suspects.
1.  Platforms and Browsers

2. Player Versions

3. Platform Speed

4. Connection Speed
Localisation Specific

1. Which languages are to be supported?

Will these languages EVER need to be supported? (as these may have additional development requirements specifically related to design treatments and fonts)

Cyrillic (Polish, Russian etc.)

Greek

Asian (Korean, Chinese, Japanese etc.)

2. Any Right to Left (Arabic, Hebrew)

3. Which media will be Localised (text, images, URLs, Audio, Interface)

4. Will project Structure or functionality need to be localised.

5. How will the Localised content be stored and/or delivered (sss, xml, name value text docs etc.)
Planning & Structure (conventions)
1. Folder Structures (Language code and country code unlike the strings palette)

2. File naming (language code and Country code)
3.  Symbol naming

4. Instance naming

5. Local testing (System.Capabilities.playerType)

6. Remote Testing (Folder Structures and BASE)
Planning & Structure Pt.2 (app Plan)

1. content storage (DB, XML)

2. Middleware (what will be used, who will be doing it)

3. Class diagrams
Planning & Structure Pt.3 (XML)

1. Use XML structures properly (position)
2. Using UTF8/16/32 encoding and BOM.

3. Using Unicode.

4. Using <![[CDATA]] /> to encapsulate copy.

5. Using xml.ignorewhitespace.

6. Using Unix or Mac formatted XML (single CR/LF) over windows formatting (CR&LF)

Interface Design pt.1 (app loading)

1. Loading localisation information

2. Loading copy

3. Loading assets
Interface Design pt.2 (Space)

1. Space management

2. copy length

3. Font Sizes (asian vs European)

4. Pagination vs Scrolling

5. (Reference Right to left breifly)
Interface Design pt.3 (design)
1. Transitions, fades, effects and masks

2. Tweens vs mx.transitions.tween

Managing Text & Fonts pt.1 (fonts)
1. Supported Character sets.

2. Embedded, Non-Embedded.

3. Advanced Anti-aliasing.

4. File size implications.

Managing Text & Fonts pt.2 (style)

1. Font Symbols

2. Shared Font Libraries

3. Dynamic text Fields

4. TextFormatObject & CSS
Problem Languages
1. Font Symbols, Glyphs, and character tables
2. Cyrillic (Polish, Russian) 
3. Greek
4. Asian/Iconographic (Korean, Chinese, Japanese etc.)

5. Any Right to Left (Arabic, Hebrew)
eussI tfeL ot thgiR ehT

1. Specific Issues.

2. Arabic Text Components. (when they fail do they work?)

3. Server Side Image generation.

4. Altering Interface State.
Where Next
1. Growth of China as a capitalist market

2. Mobile Phones

3. PSP

4. Set top Boxes

5. Future Flash support

