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2. Analysis Phase of FIDGE Model 

In this phase, needs analysis, learner analysis, context analysis, content (or task) analysis, cost analysis (if needed), risk analysis, an analysis to adjust the duration and the frequency of the system for effective use, and a self-analysis should be conducted, while the tool analysis which began in the previous phase will continue (see Figure 1). Moreover, instructional approach and its implications should be specified and a time planning activity should be done.

1. Needs analysis:
i. potential stakeholders’ (e.g. teachers’, students’, parents’, etc.) attitudes toward computers
ii. potential stakeholders’ opinions about computer use
iii. potential stakeholders’ expectations from simulations and games
iv. why the target group should use them
v. the insufficiencies and gaps in the topic/ subject stated by the target group (continued in content analysis)

vi. support from literature
vii.  obtain or create sketches illustrating a completed product should to be shown to the target group or experts as an example, in order to be able to transform an abstract concept into a tangible one for them.

2. According to the conducted needs analysis, the general goals of the project will be constituted; more precisely, the needs will be transformed into the general goals of the project. 
3. Learner analysis (// needs analysis) ( real observations, surveys, structured or semi-structured interviews with the actual target group & time schedule for these) 
i. actual target group’s background information, i.e. characteristics, attributes, skills, prior knowledge, and specific entry competencies 
ii. support and help from the literature

4. Context analysis

i. actual learners’ perspectives about the attributes of a game-like learning environment, in which they would learn the designated content.

ii. the role of the teacher or instructor

iii. the amount of the learner control

iv. examination of the computer infrastructure (fulfillment of the necessary and sufficient conditions, specification of minimum system requirements to work out the prepared program, identification of the hardware-related issues)
v. specification of the socio-economic status of the learners (in relation with their computer literacy, in order to determine at which grade will the program be used)

vi. begin to lay design foundations

5. Content (task) analysis (// learner analysis & ~tool analysis)
i. efficiency assessment that stood for the optimum amount of content in a limited amount of time. 
ii. checking the accuracy of the content (formative evaluation with experts & learners)
iii. verifying the topics included in the content through various resources (literature)
iv. taking students’, subject matter experts’ and experienced instructional designers’ opinions (formative evaluation)
v. carry out step-by-step reduction (regarding the limitations and boundaries of the tool and the structure (or nature) of the tool) (iterative cycles of formative evaluation)
vi. settling the structure of the content (regarding the limitations and boundaries of the tool and the structure (or nature) of the tool)

vii. think of the main elements of the scenario

viii. synthesis of the collected opinions of the students and the experts; the elements included in the content; and the instructional designers’ own opinions (intact objectivity)
6. Tool analysis (began in the pre-analysis & will be continued in analysis)
i. the tool’s structure/ nature
ii. what its uses are
iii. how it is used
iv. what its limitations and utilities are
v. students’ or learners’ viewpoints & reactions to the tool
vi. investigation for alternatives to the selected tool/ technology
vii. think of suggestions about updating and maintenance of the system regarding tool analysis
viii. think of the issues concerning the guidance for and support to the user, such as ‘help,’ or ‘technical support’
7. Game analysis (began in the pre-analysis & will be continued in analysis, it is // tool analysis & ~learner, content, context analyses and instructional approach)
i. think of game utilities such as multiplayer, collaboration, communities
ii. think of which game genre is appropriate for your project

iii. think of the game elements for your project

iv. specify the appropriateness of the instructional approach in relation to game genre, game utilities, and game elements of your project..
8. Instructional approach (// structure of the content, tool’s nature /structure)
i. selection of instructional approach (e.g. discovery learning, scenario-based learning, problem-based learning or a hybrid approaches, which are offspring of two or more different approaches)
ii. the implications of it to the project
iii. assurance of its capacity & aptitude for the application of game-elements

iv. adjustment of the instruction’s duration and frequency for effective use

v. formative evaluation to take the opinions of the learners and the experts 

NOTE: When determining your instructional approach, take into consideration the major components of Malone’s and Keller’s motivation theory and try to include them to your instructional approach. Assert how your instructional approach supports these motivation components.
9. Self-analysis for each instructional designer in the design team
i. find out the needs, characteristics and skills that are lacking, but should be possessed 
ii. strategies to gain them
10. Risk analysis 
i. envision of potential risks
ii. outline of a “panic room” plan against these foreseen risks
iii. cautions both to avoid and to solve possible problems

11. Time schedule 

i. time arrangement for group meetings

ii. time arrangement for meetings with the designated experts 
iii. time arrangement for meetings with learners from the target group.
12. Preparation for Design
i. design foundations of game-like learning environment
· writing your own tentative design decisions as you envision them now (you are expected to write down a very general overview of design, you don’t have to write them in detail, since you will do that in your design report)
NOTE: Please keep in mind that these decisions are tentative and you may very well change your mind, as long as you reflect these changes to your design report.

ii. scenario bits (Regarding Schank’s “Learning by Doing)

NOTE: Please keep in mind that these are scenario bits, not the scenario itself, so provide a general view of the scenario, don’t write them in detail, since you will do that in your design report. Again, you may very well change your mind, as long as you reflect these changes to your design report.

iii. tentative sketches illustrating an example product (please find an example or create one to be used in formative evaluations mainly to give an idea to the interviewees about how your completed product would look like)
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Figure 2. The visualization of Analysis phase of the FIDGE model.
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