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[ Abstract ]

Most of the existing game-based education programmes for lower grades are simple block-coding studies, and there is a lack of
examples of programming-intensive classes. In this study, we implemented a Minecraft-based Python coding fundamentals class for
3 classes at a local elementary school during a 2-week school holiday. The learning programme was reorganised from the standard
learning programme on the official website, such as building quests through LAN-PARTY and self-scripting in-game, to improve
class interest and motivation. In addition, we analysed the satisfaction and preferences of the class topics through a survey, and
obtained meaningful results for future educational program development. This study is significant as a basic research for the design
and development of game-based educational programmes for all age groups.
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Table 8. Survey items - Week 1 gaming/coding experience and perceptions survey

Question
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51(85.0%) 6(10.0%) 1(1.7%) 0 2(3.3%)
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26(43.3%) 5(8.3%) 19(31.7%) 6(10.0%) 4(6.7%)
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1(1.7%) 0 0 2(3.3%) 57(95.0%)
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Table 9. Survey items - Week 2 lesson satisfaction and suggestions for improvement
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