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1. Pre-Analysis Phase of FIDGE Model
The reason for the existence of this phase is to provide a starting point for the instructional designers. All of the following issues are tentative and could be easily changed when the instructional designers begin to conduct analysis phase. 
i. Determine and specify a tentative target group

ii. Select a tentative subject regarding your target group and depending on your previous experiences.

iii. Conduct a small literature review (LR) to find evidence, whether your tentative subject fits or is likely to be fit for creation of game-like learning environment, or not.

iv. Specify the tentative goals of your project according to the selected subject and regarding your target group.
v. 
Take the opinions and recommendations of the subject-matter experts, and a representative group of the tentative target group via interviews.

vi. Begin to explore and analyze the development tool /software (which will be given in detail in Analysis Phase of FIDGE Model).
vii. Begin to analyze different games:

1. to differentiate different game genres such as strategy, adventure, sports, etc.

2. to find out game utilities such as multiplayer, collaboration, communities/
3. to find out which game genre is appropriate for which subject matter e.g. strategy games are appropriate for social sciences.

4. to find out game elements such as the use of pirates, magic, history, etc.
5. to find out the appropriateness of the instructional approach in relation to game genre, game utilities, and game elements.
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Figure 1. The visualization of Pre-Analysis phase of the FIDGE model.






























