Developing International Software

Modality: On Demand

Duration: 48 Hours

About this course:

At the point when you're developing and designing new software, it's anything but difficult to get laser-
focused on getting it practical and into the market or deployed as quickly as time permits. In this
manner, many groups of engineers create software that underpins their local language first,
postponing support for different dialects until "later,” when they think they will have the data
transmission. As such, they don't prepare. The issue with this methodology, which experienced
designers have discovered the most difficult way, is that it sacrifices spending plan, opportunity, and
time.

Redesigning and rebuilding an alternate version of your software for every single market or language
can be a huge exertion. As this course will illustrate, planning ahead is increasingly effective, and the
marginal expense of supporting different dialects as it so happens is short of what you may think.
Harnessing international usefulness in programming dialects and operating frameworks makes
writing code that works for different dialects and markets a lot more easily than retrofitting existing
code.

This course instructors include developers who have performed at localization and globalization of
some of the best successful software in the world. They've encountered the bad, the good, and the
ugly of creating world-prepared software, and they're here to assure your software's client experience
works reliably, irrespective of where clients are from or what dialects they talk.

This course has three sections: the business case, world-ready development, and world-ready

design. While understudies can finish parts one and two without programming information, section
three requires programming experience.

Course Objective:
¢ Basic ideas for software structure: localization; market needs; globalization; language and
regional differences; marketing.
e UX Design: human-driven structure, designing situations, culturalization, the world-prepared
game plan

e Software Development: information input, display and manipulation; localization and
engineering approach; globalization APIs, development environment; and web services

Audience:
Programmer

Web Developer
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Prerequisite:
This course is for anybody interested in International Software Development.

Fundamental programming information is required.

Course Outline:
Before You Start

e Course Introduction
e Pre-course Survey
¢ About the Instructors

Module One: The Business Case for World-Ready Software

e An App for the World

e World-Ready Basics

¢ The End Goal

¢ Design and Engineering Considerations
e The World-Ready Process

¢ Building the Business Case

¢ Marketing and PR

e Knowledge Check

e Exercise

Module Two: World-Ready Design

e World-Ready Design

Start with People

Culturalization

Designing Scenarios

Case Study: World-Ready Game Design
Knowledge Check

e Exercise

Module Three: World-Ready Development

e World-Ready Code

¢ Development Approach

¢ Knowledge Check

e Coding Exercise One: Globalization APIs

e Coding Exercise Two: Calling the Flower Service

e Coding Exercise Three: Calling the Flower Service with Parameters
e Coding Exercise Four: Responding to User Input

Useful Resources
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¢ Glossary
¢ World-Ready Checklist

Closing

e Closing
e Course Evaluation?
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