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The Problem

• Lack of resources,

• Lack of fun factor,

• Lack of e-learning resources for FATİH 
(Fırsatları Arttırma Teknolojiyi İyileştirme 
Hareketi)



Motivation





Approach



Two sides of the problem

• Social and educational

• What will we do?

• Technological

• How will we do?



Social and Educational 
Problems



Social and educational 
problems

• Who are these students?

• What are their interests?

• What should we teach them?

• How should we teach them?



What did we do to answer 
these questions?

• Research about students’ interests

• Studying students’ needs

• Workshop

• Meeting with teachers



Workshop

• Working with experts

• A futurist toy designer

• A UNICEF volunteer

• CEIT members and students

• Officers from MoE

• Learning the creative process



Workshop

• Brain-Storming

• Concept selection

• Studying students’ needs



Technical Problems



Our game should run on

• PCs

• Tablets



Our game should run on

• Windows

• Android

• iOS



“Develop once, deploy 
anywhere.”



Why Unity?

• Cross-platform development

• Easy to deploy for different platforms

• Integrated game engine





Current Design



Current Design

• GUI design

• Story design

• Main components and their interactions



Main Menu



Character Selection
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What has been done 
so far?



What has been done so far?

• Game design workshop

• Concept selection

• Studying students’ needs

• Design of the scenario

• Basic character design

• Getting feedback from teachers



Challenges



Challenges

• Working remotely with sponsors abroad

• Dealing with a large project by distribution of 
workload

• Trying to fit our game design into traditional 
documentation guidelines



What is left?



What is left?

• Getting feedback from students

• Design of more levels

• Implementation

• Sound effect

• Tablet controls

• Tests



To sum up...
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