Concept Document
================================================================

The concept document describes the proposed product, its subject, target user, and genre. Concept documents for instructional applications include the learning objective, how the product will achieve the objective and the evaluation method or plan.

The principle audience for the document is the development team. The document’s purpose is to give the team a shared experience – something it can discuss and brainstorm. 

The reviewers of a concept document read it and try to answer these questions:

Marketing: Can I sell this product? Is this new, or just a ‘me too’ product? Does it sound exciting? Does this fill a need in the market, or is this a solution in search of a problem?

 Instructional Designers: Is this designed in such a way that learning objectives can be achieved? Does the design enable us to measure the application’s effectiveness?

Creatives: Is this product cool or what?

Production: Is this within our capability? Do we have the artists, animators, sound engineers, videographers? How does this fit within out current development load for the year? What could this cost use?

Engineering: What kind of new software code will this take? Can we use any of our current engines? Is there software out there that we could license? Are there hardware issues?

Legal: Do we have to worry about acquiring rights? Are there other contract issues?

Management: Is this product consistent with out strategy? Does it move us forward or does it defocus us? How will we be positioned if this product is a success? How will we be perceived if it fails? Can we really make money? Are our resources better used elsewhere?

Contents of Concept Document

To address these questions, the  contents of the document include the following:

The target market. Describe the age, sex, interests, educational level, occupation, marital status, geographical location, and any other pertinent information about the target user.

The subject of the product: Describe what your product is about.

The need: If the product is intended to serve a specific need, state the need.

The educational objectives. If the product is intended to have specific results when used, identify them, and indicate how those objects will be achieved and evaluated.

The genre of the product. 

The theme of the product. This is the creative approach, which includes the way the product looks, sounds, and behaves. Describe its uniqueness and its attitude. 

The target platform.
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Flight Fanatic, The Complete Multimedia Guide on the Art, Science and History of Flight is a CD-ROM edutainment product targeted at the 9- to 11-year old. In this product, you can browse freely to six different and distinct sections where you learn the principles of flight, the history of flight, meet some important aviation personalities, watch hilarious videos of early "fixed wing" experiments, learn about peacetime and wartime uses of aircraft and in a special game section, you can design and fly your very own aircraft! 

 

Your host is a new animated character, Patterson Wright, Orville and Wilbur’s younger brother. Pat, as he’s called, overslept that morning (some say he was up all night flying) when they made their famous flight at Kittyhawk and he got left out of history. He went on the become a cigar-chomping, barn-storming stunt pilot, full of vinegar and tall tales about flying. In every section, Pat acts as your guide, narrator and on-line help. 

 

Flight Fanatic has a distinctly hip, pop, current "Nickelodeon" look. It seamlessly blends colorful and fun graphics with black and white newsreel footage, animated re-enactments and real-time 3D graphics. Kids will immediately take to the look. It’s what they already watch on their favorite TV channels. 

 

Flight Fanatic is both educational and entertaining. You learn how thrust, lift and control surfaces work together to carry a fixed wing aircraft aloft and bring it back down again. You learn about the forces that work against flight, such as drag and gravity. You learn about man’s early attempts to fly - some mythical, some legendary and some just plain ridiculous. You learn how we use airplanes for everything from delivering rescue supplies to disaster areas and the mail across the country, to delivering cruise missiles in time of war. You laugh out loud at the archival footage of turn-of-the-century attempts at flight, including Victorian inventors pedaling bicycles equipped with wings off of cliffs. As you complete each section, you get closer to earning your "flight license," and the right to enter the restricted "test flight" area. 

 

The real payoff comes when you earn your wings and can apply your newly acquired aviation knowledge in the test flight area. There, you get to construct your own airplane by selecting from a menu of wings, fuselages, propulsion engines and controls. When you take off in your new plane, it behaves as it actually would with the parts you picked! You can fly your plane and toggle between two points of view: 3rd person - watching it from outside, and 1st person - from behind the stick in the cockpit.

 

Flight Fanatic, The Complete Multimedia Guide on the Art, Science and History of Flight combines the best of education and entertainment, providing you with solid aviation science, genuine historical fact and an appreciation for all the uses aircraft have in our day and age. All this is brought to you by an entertaining host with graphics, sound and endless game play.

 

Because this title includes a heavy dose of video, animation, sound, and a flight simulation engine, the title is available in Win ‘95 for the PC, only. The minimum system requirements are 200 MHz pentium processor, 16mb RAM, 40mb free hard drive space and 4X CD-ROM drive. The flight simulator does not require a joystick, but it is supported.

 

Notes on Concept Document

Note that the document just flows along, yet the points are made in a particular order that allows the reader to "get the picture" by the end of the first paragraph. The subsequent paragraphs build on it, adding more detail in an order the writer thinks important.

 

Write the Concept in the 2nd person, present tense - a little like a commercial. Write it as though the product already exists and the reader is playing it. Write enough to get the reader excited, but don’t include every last detail. Hold a few good ideas out and be prepared to talk about them when you pitch the idea. Give the readers a chance to add their ideas. On this title, for example, it might be interesting to let the user print out his own flight license and a picture of his airplane design. Perhaps the title could include a collection of buildable paper airplanes the user can print out and construct.

 

