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L oading an existing
environment

FM Simquest Authoring Environment

Edit ‘Window Tools Help Debug

SIMQUEST 2.0

SIMQUEST makesit easy for you to create your own learning
environment. Y ou can design an environment in which media
such as smulation, sound and video al interact with one another
asinavideo game. SIMQUEST is epecidly suited for creating a
discovery learning environment. Thet isfor Stuaionsin which
students explore the domain rather than that is ‘told” what the
domain is abouit.

For aquick start and overview, thistutorid uses alearning
environment about motion. The various chapters will guide you
through the tasks of (re)creating important features of this
environment, such as: the learner interface, and learner-tasks,
cdled assgnments. Meanwhile, you may aso learn something
about motion and how to smulate that.
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What can you do with
SIMQUEST

The modd as core of the
smulation

Theinterfaceto explorethe

domain

Check if the gpplication named motion is loaded.

SIMQUEST enables you to design a multimedia discovery
learning environment for your students. In this environment, you
can build:
- modes

learner interfaces

assgnments

explandions

A modd isthe mathematical formulathat is used to cdculae the
vaues of your amulation. The Mation gpplication is about the
domain Uniformly accelerated mation. It uses the modd:

v(t) =v(0) + F_drive*time

where: IS meant:

v(t) Speed a point intimet

v(0) speed at darting time (point in time 0)
F drive accdleration

time time

An interfaceis used to make it possible for your learnersto
interact with the modd. Y ou let them do this by changing vaues,
for example by: moving adider, clicking aradio button, setting a
did, etc.

Theinterface shows how the mode behaves. Y ou can visudise
model behaviour by usng graphs, dids, thermometers, etc. The
interface below is taken from the Motion application.
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Assgnmentsto support
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A specid part of an interface is an animation. An animationisa
drawing or agroup of drawings, that change place, colour,
shape, and/or sze, depending on the (changing) vaues of the
modd. For example: you can draw acar that will move, a
balloon thet will befilled with air, or abeam of light that will
change direction if it goesthrough alens.

Assignments are practices or exercises. To support your
learnersin exploring the domain, you can offer them multiple
choice questions, let them predict specific vaues, or make them
reach specific smulation Sates.

ﬁ 2 MC Velocity car without acceleration. =l
Replay Question I

Question

fou have 2 attempts left

A car has an initial welocity of 10 m/fs. The car has doesnt
accelerate.

What's the velocity after 10 seconds?
What's the velocity after 20 seconds?

Give twio answers.

Please select all correct answers

a. The velocity after 10 seconds is; 10 m/s.
b. The velocity after 10 seconds is:100 m/s.
c. The velocity after 20 seconds is: 10 m/s.
d. The velocity after 20 seconds is: 20 m/s.
e. De snelheid na 20 seconden is: 200 ms.

Answers
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Explanationsto explain or to

give

feedback

Explanations are meant to provide your student with information
to explain or illustrate something, or to give appropriate

feedback. Thisinformation can be ddlivered in multiple forms:
text, sound, picture, or video.
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N Simquest Autharing Environment
File Edit Window Tools Help Dehug

- 3 Select an explanation
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4 Click your right mouse button
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after that close it

Inspect

Structure of an
application

Four partsin a context

Application levels

Y ou do not have to design the above parts of your learning
environment from scratch. SIMQUEST comes with alibrary of
ready-made elements you can easly modify to your own
specifications.

Y ou have aready seen that the gpplication window contains
folders with assgnments, explanations, and interfaces. In this
section you will find out the purpose and meaning of the

tabsheets in the gpplication window.

Assignments

Explanations

Context

Interfaces

Model

The picture above shows the gpplication parts within its context.
A context serves as a container of dl necessary variables and
vauesthat hold the four parts together. Most of thetime a
context will be automeaticaly added to your application, for
example when you add an interface or amodd.

your gpplication.

The four gpplication-partsin a context represent one leve in

Introduction
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1 modd (in the folder
Contexts)
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Inspect

e
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Worksheet and All e ements

Summary and how to
use this manual

goplication parts

Y ou can use levelsin your gpplication to teach your learner
about different models, because each level uses only one
mode in one context. The Mation gpplication condsts of 4
levels, s0 it teaches about 4 (different) models.

There are a so tabsheet in the application that do not represent
an gpplication leve. Two of such tabsheets are:

All dements

Worksheet

The tabsheet All elements shows dl the eements that are used
in the gpplication. Using this tabsheet you can get aquick
overview, for example, of dl interfaces currently available. This
can be handy when you would like to re-use an interface in
another context (level).

The Worksheet shows the elements that are not (yet) linked to a
context. Y ou can use this worksheet to edit dements you are
probably going to link to a context later.

Now you know the parts of the application, which are: amodd,
interfaces, assgnments, and explanations. The gpplication parts
are made visible in the gpplication window in folders. These
parts are held together by a context.

Besides connecting the application parts, a context also serves
as an gpplication leve. An gpplication can have multiple
contexts or better, multiple levels. These levelsare visblein the
gpplication window by tabsheets.

I ntroduction
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The tabsheets All dements and Worksheet do not represent an
goplication leve. They are used respectively as overview
tabsheet and as non-linked e ements tabshest.

In the following chapters, you will learn how to modify the
different application parts and how to create new parts. Thereis
no strict sequence in which to create gpplication parts.

However, to learn to work with SIMQUEST properly, we advise
you to afinish a chapter before you proceed to another one.

The chapters are:

Chapter 2 Modifying interfaces and creating new ones
Chapter 3  Creating animations in an interface

Chapter 4  Modifying explanations and creating new ones
Chapter 5  Modifying assignments and creating new ones
Chapter 6  Re-using models and creating new ones

1-8

Introduction



The SERVIVE project SIMQUEST 2.0

| ntr oduction

110 [F o 1 o S 1-1
Loading an eXiting ENVIFONMENT.............coiiiiiiieiie ettt ae s e sare e 1-1
What can you do With SIMQUEST .....c.cevuiieriiriirieieee ettt 1-2
Themode as core of the IMUIBLION...........c.ooiiiiiii s 1-2
Theinterface to explore the domain ...........c.ceeeeiiieiene e 1-2
Assgnments to support exploration of the domain...........cccceeceevie e, 1-4
Explanations to explain or to give featbacK...........cccveririrenenereeeee e 1-5
Structure Of @ @EPHICAION. .......cccveeiie e nre e 1-6
FOUP PAIS N @COMEXE. .......cueeeieeitesieste sttt b e 1-6
APPIICATION TEVEIS ...t e e nre e ennas 1-6
Worksheet and All EmMENES.........ooeieeecec e 1-7

Summary and how to USB thiISManUAL...........ccoeoiiiiee e 1-7




