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3. Design-Development Phase of the FIDGE Model 

In this phase, scenario preparation; content clear-cuts; specification of motivation, attention, feedback, and learning assessment elements; preparation of user-help; creation of prototypes; preparation of rating scales, checklists and interview guides for formative evaluations; design of orientations; and insurance of usability issues, product’s modularity and flexibility will be conducted (see Figure 3). It would be better to emphasize that the implementation phase of the traditional models is contained in the intertwined design and development phase of the FID2GE model.
1. Scenario preparation for the game-like learning environment 
i. regarding the content analysis

ii. regarding the selected instructional approach
iii. regarding the boundaries of the tool

iv. utilizing the team member’s wide experiences as a game player
NOTE: Prepare more than one scenario (alternative scenarios)

 Select the most appropriate one regarding i, ii, iii and iv, in case the scenario prepared at the beginning failed to be implemented.
2. Preparation of the scenario-related components 
i. setting of the scenario
(prototypes should be prepared, to be used to take feedback from the learners and ID experts continuously (formative evaluation))

ii. plot structure of the scenario
(a typical use case should be written, which also provides guidance for the usage of the prepared program)
iii. a flowchart regarding the scenario
(the flowchart should inherit the content’s structure & should be framed by the tool’s limitations)

3. Content clear-cuts (as an extension of the content analysis in the analysis)

i. clarify the content in its brief, intertwined and clear-cut form
(use the continuing step-by-step reductions & modifications via iterations & feedbacks from the team members; subject matter experts, ID experts; and learners (formative evaluation))

ii. make necessary changes in the goals, content analysis and the flowchart according to these modifications and reductions 
4. Specification of motivation, attention, feedback, and learning assessment elements for creation of game-like learning environments

i. utilize the essential elements of many commercial games possess, such as curiosity, challenge, fantasy and control given to the learner to give his/her own decisions
ii.  utilize elements from popular culture

iii. pay attention to the relatedness of motivation elements with the feedback and attention components

iv. feel free to combine feedback and the learning assessment elements
5. Specification of interaction and engagement elements, which are also peculiar to games, related to the feedback, motivation, collaboration and content 
i. include activities to provide learners’ active engagement 
ii. enrich the social aspect of the interaction provided via the program you are designing, to help your learners to establish a virtual community, or to give the feeling of togetherness
iii. specify collaboration utility and climate of your game-like learning environment by describing how the users will collaborate, what utilities they will have when collaborating each other;
·  will they share the tasks, complete only their own part of the task and merge each completed part at the end? or

· each of them will complete the task on their own and use collaboration utility of your program to get help from each other?
NOTE: Employ formative evaluations to specify the details and components of the above.

6. Preparation of user-help (// tool analysis)
i. the issues concerning guidance for user such as ‘help’
ii. the issues concerning support for user, such as ‘technical support’
7. Creation of prototypes (~above mentıoned analyses & scenario)
i. prepare paper-based prototypes
ii.  prepare computer-based prototypes 
NOTE: Use these prototypes to take feedback from the learners, experts and team members, about both the user-interface design and the overall design itself.


 These prototypes are likely to reveal the above-given issues about the motivation, attention, feedback and the learning assessment elements of the design.


 Be aware that the details of the ‘user-help,’ or ‘technical support are also likely to emerge.

8. Preparation of rating scales, checklists and interview guides for formative evaluations
i. include items about the arrangement, presentation, appropriateness, consistency of the content; 
ii. include items about the general appearance, appropriateness and consistency of the user-interface

iii.  lastly include items about the extent to which the program appeals to the user. 
(Does it attractive for the user?)
9. Design of orientations
i. design an orientation about your program to avoid misunderstandings
ii. design a more general orientation to acquire your target audience with the basic computer literacy and game-related skills 
(such as adjustment of an environment, in which the learners could play a simple game to acquire the game-logic and gain basic eye-hand coordination)
10. Insurance of usability issues throughout the whole phase
i. keep in mind that everything should be user-centered and check your program’s status accordingly, since they would be the ones who would use the product

ii. be aware of usability issues and employ them in the first place
NOTE: Be prepared to notice extraordinary usability issues peculiar to 3D environments!!!
11. Product’s modularity and flexibility
i. provide as much flexibility and modularity as possible for the final product, so that the need of a radical change, which might emerge following the formative evaluations, could easily be conducted
NOTE: Each of the above-mentioned elements should be supported by the literature!
!!!LAST WORDS:   Be aware that the final user interface could not even bear a resemblance to the initial one envisioned at the beginning!

It is a possibility to be confronted with a very different version of the program, compared to the previously visualized design at the beginning!

So, DO NOT PANIC!!! (
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Figure 3. The visualization of Design and Development phase of the FIDGE model.

















































































































































