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Design-Based Research
Design-Based Research is an iterative process made up of six phases: focus, define, conceive, build, understand and test, along with other scientific procedures are recursively nested. DBR has existed since time immemorial as an educational Research Methodology. Since then DBR has been having challenges with its definitions, the first problem is the unclearness about the DBR process. For one to memorize the DBR process one ought to understand its phases, one should realize those phases and make comprehensible decisions on which methods to use. There is also some uncertainties on how DBR varies from other forms of inquiry; DBR assimilates other methods of research or subjects, and those approaches of improvement are not such essentially diverse commencing those in additional investigation methods. In addition to that, there is divergence amongst design research theorist whether DBR is a science, whilst others arguing it is a science because it follows the required procedures and designed artifacts. There is also a misunderstanding on what makes DBR effective; DBR lacks precision hence making it difficult to justify its usefulness as a research methodology. However, a formal definition has been developed about DBR by claiming it’s a method that incorporates strategy and scientific approaches to enable investigators to make valuable results. 
[bookmark: _GoBack]The design process requires the researcher to focus on the problem, understand the problem at hand, ensure that he/she has defined goals, and conceive the way of eradicating the problem, the researcher also has to see ways of building and testing the solution itself. There are various ways in which this uncertainties in DBR can be resolved; this can be through: applying the definition, making better design, training new researchers, improving the DBR process, and also communicating Research process. In a nutshell, the design phases should not be carried in a linear sequence but rather iteratively. For instance, in constructing an educational game, final testing may reveal that the game is only applicable for the male gender, so one might revisit on understanding how gender affects the friendliness of a specific game features.
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