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Executive Summary

This section is compulsory for this final report. In it you should provide a summary of approximately 200-300 words that allows the reader of your report to see the essential details before reviewing the whole document. You should keep this section to one paragraph.

Pre-Analysis
In this section, shortly summarize what you did for pre-analysis; specify the subject (topic) you selected at first hand, give information about your target audience at first glance, goals you set at the beginning and the first impressions at the first time you began to analyze the tool. Be sure that any previous material you use is written in the past tense for this report.

Analysis

Goals for the instruction

In this section describe the purpose of your instruction. You may use a combination of paragraphs and bullet point lists to present your information. Strive to present your description in an organized and clear manner.

You may choose to reuse some of your material from your analysis report, but this final report should also benefit from your additional knowledge and reflection on the process now that your analysis is complete. Be sure that any previous material you use is written in the past tense for this report.

Process used for this analysis

Describe the general process you followed for your analysis. How did you decide on the methods you chose and why did you concentrate on the parts you did? What was it about your project that influenced your decision-making? You will probably have material from your analysis plan to use here.

Needs analysis

Describe how you determined that there was a need for your instruction -- why do your learners need your instruction and why do they need to learn it vs. simply reading a book? 

For this section and those that follow (content, learner, context) include a description of any surveys, interviews, and other research methods used to complete this part of your project. Be sure to include any challenges you faced, problems you experienced, and adjustments you had to make to your original analysis plan once you got underway. 
Learner analysis

Describe your analysis of the learners for your instruction. In addition to describing the methods you used, be sure to include their characteristics, attributes, skills, prior knowledge, and specific entry competencies unique to your learners that you identified your learners and that helped you proceed with your instructional design.

Content analysis

Describe your analysis of the content for your instruction. How did you ensure that your content was valid and complete and how do you know that the specifics, such as amount, structure, etc. of the content, you are providing to your learners are accurate? What were the possible implications of this analysis to the main elements of your scenario? Please combine this part with the “Clear-cut content” part in the design-development report and refer to and append the flowchart that you prepared for that report.

Looking back now that you have tested your instruction, how complete was your analysis? Be sure to report on the strengths and weaknesses of this part of your analysis.

Context analysis

Describe your analysis of the context, where your instruction is intended to occur. Include your methods as well as the relevant information you learned. Describe the implications of this analysis for the foundations of your design briefly. Be sure to discuss any details regarding context that only became apparent when you tested your instruction later on in the project.

Tool analysis 

Report the tool analysis, the steps you took to discover the tool’s structure/ nature, what its uses are, how it is used, what its limitations and utilities are, teachers’ or learners’ viewpoints & reactions to the tool. Jot down alternatives to the selected tool/ technology, if any.

Describe the implications of this analysis for the foundations of your design briefly. Be sure to discuss any details regarding the tool that only became apparent when you tested your instruction later on in the project.

Instructional approach and justification for the approach

Indicate the instructional approach that your group is planning to follow. You should explain why your decision is best for the content, learners, and context you have chosen, and in which ways it assures the utility for application of game-elements and motivation components. You will be better off if you can explain several justifications to support your decision rather than just one and report on the steps you take for the selection. Try to find out and present the implications of your instructional approach to the project. Lastly, report the determination of the “dose” of your instruction. Be sure to discuss any details regarding your instructional approach that only became apparent when you tested your instruction later on in the project.

Game analysis

Write down the game genre (e.g. strategy games, fantasy role playing (FRP), etc.) that you employed for your project (regarding your subject matter). Describe clearly and briefly, the game utilities that you used in your project and how you used them (e.g. multiplayer option, collaboration, any special community for information/ experience sharing, for skill development, etc.)  Name the fantastic game elements that you utilized for your project such as monsters, magic, elixirs, etc. and describe them briefly. Lastly, describe why is your instructional approach is suitable for the game genre, game utilities, and game elements you have chosen to use in your project.  Be sure to discuss any details and changes regarding all these issues that only became apparent when you tested your instruction later on in the project.

Risk analysis

Report your envision about potential risks in the project and provide an outline of a “panic room” plan against these foreseen risks that includes cautions both to avoid and to solve possible problems. Be sure to discuss any details regarding this analysis that only became apparent when you tested your instruction later on in the project, e.g. did you need and use your panic room, if yes, what was the situation that call for your plan? 

Design and Development

Description of the instruction

 In this section describe the actual instruction in its final form.

Orientations (If needed)

If you have happened to find a need in your design-development report for an orientation about your program, give a general overview for it. It could be the case that it might be an orientation to avoid misunderstandings about the program or to acquire your target audience with the basic computer literacy and game-related skills.

Scenario

Describe your scenario regarding the scenario that you have written in the design-development report (and if your instructional approach contains Goal-Based-Scenario (GBS), please explain learning goals, mission, cover story, role, scenario operation, resources and feedback components of it, too!) Looking back now that you have tested your instruction, how complete and appropriate was your scenario for your instruction? Be sure to report on the strengths and weaknesses. Do not forget to report if it turned out to be the case that you had to use (one of the) alternative scenario(s) in your design-development report.
Setting

Describe the two settings (the setting in your game like learning environment, e.g. kasaba, şato, fabrika; and the setting in which your instruction will be used, e.g. computer labs, minimum technical requirements) that you already did in your design-development report. Looking back now that you have tested your instruction, please clarify if you have made any changes in both of them. Do not forget to refer to the prototypes that you have already prepared and append them.
Major components

List the major components of your instruction and describe the purpose each will serve. Consider both experiential and tangible components. Refrain from listing individual activities and properties, especially where they overlap. Rather, focus on the major components that constitute your instruction, such as motivation, attention, feedback, learning assessment, collaboration and game-related elements for your game-like learning environment (instruction). This section will probably be shorter than the section on “activities and sequence”; you are not describing what happens when and in what order, but what the major building blocks that comprise this instruction are.

Activities and sequence 

Describe the actual sequence of events and activities that make up your instruction depending on the typical use case that you have already prepared in your design-development report. This may be presented in a table or in a numbered format to meet your needs. The detail should be sufficient to allow your readers to visualize the entire flow of your instruction from beginning to end. Please have a look to the table that is attached to the end of this document, and use and refer to it as an Appendix. 

Development process supporting the instructional approach

Illustrate and describe the process that you used to design your instruction regarding your instructional approach. Include a simple diagram here to help you represent the factors that influenced your design decisions, including their direction and sequence. This should not be a model chosen from the literature. The purpose of the diagram is NOT to represent a generic flow for all design and development, but rather to illustrate the specific process that your team followed. The important point in this section is to demonstrate that you used a systematic process of development and design. If your diagram from the design plan got positive feedback, use it as a starting point for this element of your report.

Key development decisions and justification

In this section, identify and describe at least 5 key development decisions that you made or features that you included to make sure your instruction was effective, efficient and satisfactory for learners (depending on your formative evaluations).

Include at least another 3 key decisions that your team made to ensure that your instruction was easy for students (and instructors) to use (you can use the evaluations that you made and the “usability” part in your design-development report as a starting point). Remember that ease of use may contribute to instructional effectiveness, but does not guarantee it.

Expected maintenance and distribution requirements

In the context you have chosen, describe the major issues that you anticipate will arise for maintaining and distributing your instruction in the future. Consider the issues and give reasonable explanations of what you expect to happen. Be sure and describe how these considerations influenced your design decisions. One example is to use a web component to present information other than the 3D world that you have prepared to speed up the download process.

Evaluation

Preparation for evaluation

In this part you should describe what you have done for formative and summative evaluations briefly (such as rating scales, checklists and interview guides, etc.). 

Methods used to evaluate the instruction

In this section, include a description of the procedures you used for the formative evaluation (usability tests), summative evaluation and synthesis of those evaluations, and revision of your instructional products. This evaluation should have addressed: content accuracy, instructional quality, visual/production quality, usability, and appropriateness of your objectives, the context and the scenario. You are also welcome to address instructional preferability (meaning “effectiveness, efficiency and satisfaction”) in this section, but remember that it would have been the case that you did not have a large enough sample size of learners to verify that preferability.

Findings from evaluation

This section has to be written into two subsections. You should report the results of the formative and summative evaluation separately. But in each part please be careful to 

· describe any quantitative data you may have collected (e.g. number of errors made, time spent completing instruction, satisfaction ratings). Be sure to include your interpretation of these data in addition to any presentation in a list or table (see the one attached to the end of this document).

· describe your qualitative observations including participants’ behaviors, comments, and questions regarding your instruction. You may find it helpful to develop some categories for grouping your observations. These will vary within each project and with the observations you make, but some possible ones might be: layout, audio-visual quality, terminology, content, and scenario. You can also prepare a similar table to present these data holistically. 

Formative Evaluations

Please report all the evaluations and usability tests that you conducted from the beginning of the project till the end, in detail. Be sure the give details such as how many iterations that you have made, explanation of those iterations (where, when, with how many users, etc.), what you have found and lastly, what you have changed. Use the template attached to the end of the document.
Summative Evaluations

Please report the final evaluation of the whole and complete program that you accomplished at the end of your project, in detail. Again, be sure to give the above mentioned details. Use the template attached to the end of the document.
Revisions to be made to the instruction

Identify any required revisions for your instruction based on the findings from your evaluations and synthesis. Be sure to include items that you may have decided not to revise after only one test, but that you would like to examine in further testing.

Distribution of Duties and Authorship of the report

In this section, identify the primary author for the various sections of the report and name the group members that are assigned for various duties during the project. You may justify the distribution of these duties by using the “self analysis” part in your analysis report, in which you have explained the personal traits of the members in the design team. Secondary roles and authors may be included as well to indicate people who may have had editorial duties. Remember that you are required to name a primary author for each section, and this is the person who will turn in draft segments from that part of the report.

Please be sure to explain honestly, if you and your team members have achieved to conduct the strategies and to complete the lacking traits at the end of the project.  Please also describe what has changed and what have you gained as a member of the group in terms of technical, social, etc. skills.

References

This section should begin on a new page and include all of your references in the format shown below (APA 5th Ed.). Be sure to include website URLs as well as journals, books, and chapters of edited books. The following two references are an example for a book and an article on the Internet.

Morrison, R., Ross, S., & Kemp, J. (2000). Designing Effective Instruction (3rd ed.). New York: John Wiley & Sons.

Jones, M.G. (1997). Learning to play; playing to learn: Lessons learned from computer games. Retrieved March 7, 1997, from http://intro.base.org/docs/mjgames/
Appendix A:

Stage (e.g. Analysis): Appendix item #1

Each of the appendices should begin on a new page and should indicate the stage of the project and the actual material presented in the appendix. An example might be as follows:
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Appendix B:

Stage (e.g. Design and Development): Appendix item #1

Include as many appendices as are needed for you to hand in the relevant materials from your project. They should include sample blank forms as well as the actual artifacts that your participants completed (where possible).

Stage (e.g. Evaluation): Appendix item #2

Include as many appendices as are needed for you to hand in the relevant materials from your project. They should include sample blank forms as well as the actual artifacts that your participants completed (where possible).

.

.

.

Appendix Z:

Stage: Appendix item #n

Appendix template for “Activities and Sequence” Subheading in Design and Development Part of the Report

	Screen Snapshot
	Description

(What is happening?)
	Instructional Strategy
	Game Element

	

	Please describe here the action that takes place this part of your program.
	Please specify the traces of your instructional approach in this part!

For instance, you should write;

“In this part of the instruction, the player has to discover that s/he needs an archeological masterpiece. Here, we do not present the necessary information directly but give her/him some clues to help him find the key (discovery learning)”
	Please spell out the related game elements, such as curiosity, challenge, fantasy, etc.

For instance, you should write;

“Finding the archeological masterpiece is a mysterious situation for the player (fantasy), and it will not be easy to find it, since there will be many obstacles for her/him on the way (challenge).”

	
	
	
	

	
	
	
	


Appendix template for “Formative Evaluation” Subheading in Design and Development Part of the Report

	Iterations
	Test Environment & Participants Info
	Findings
	Revisions

	
Iteration Snapshot #1

Paper-based Prototype
	The environment (class, computer lab, etc.)

Characteristics  of the environment
(temperature, lights, room, etc.)

Participants (number, age, gender, occupation, etc.)
	For instance, you should write;

n participants said that the content is too much for him/her. 

.

.

.


	For instance, you should write;

We talked with the experts and reduced the content in the program, fittingly. 

.

.

.



	
Iteration Snapshot #2

Computer-based Prototype (Flash or PowerPoint )
	
	
	

	.

.

.

.

Iteration Snapshot #3

Computer-based Prototype (Adobe Atmosphere )
	
	
	


Appendix template for “Summative Evaluation” Subheading in Design and Development Part of the Report

Evaluation related to:     Analysis 


Recommendations

Revisions

	Content
  

· Six out of ten participants commented that most books have an outline of content.

· .

· .

· .


	Our observations of participants’ actions and comments related to the general presentation of information suggest that the majority of them expect a comprehensive, detailed listing of the information contained in the program 


	Our recommendations in this category begin with presentation of a web page that contains a “Table of Contents,” which would inform the participants about what they will face with when using our program.


	Although we made this recommendation, we could not find a solution about a technical problem related to the limitation of the tool we used throughout the project. However, it may be possible in its further versions.




PAGE  
5
5/16/2005

