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Introduction =4

To most, games are often observed as activities meant to
enrich leisure time; something that is done to relax by
themselves or in the company of others. By playing
games players are provided with a sense of advance-
ment and fulfilment by following specific rules and over-
coming obstacles. Kafai and Burke (2015) adopted and
wrote about the constructivist approach to using games
in education. Contrary to instructional approaches, the
constructionist approach is learning by making games.
In Piaget’s (1951) work, games of construction are con-
sidered the highest form of gameplay, as games require
children to build representations of the world according
to their understanding.

While digital learning finds its roots in the broader use of
computers, there was both an explosion of new research
and a revisiting of the old ones. One such important re-
search that has increased in popularity recently is sur-
rounding the Community of Inquiry (Col). Coined by Gar-
rison, Anderson, and Archer (1999), Col embodies an ed-
ucational experience. Col consists of three core ele-
ments: social presence, cognitive presence, and teaching
presence. All these three elements, interlacing, further
support discourse, set climate, and select content.

The Col survey was developed and first tested by re-
searchers in 2008 to aid understanding and implementa-
tion of Col (Arbaugh et al., 2008). The survey consists of
34 questions distributed among the three key elements.
Like the general Col framework, it is actively researched
today while maintaining its reliability and validity (Sten-

bom, 2018).
Q

This paper describes how these two approaches were ap-
plied, tested, discussed, and modified for different pur-
poses with the goal of creating a better learning environ-
ment and for students to build better creative projects for
their portfolios. Alongside, the authors implemented the
approach where the presence of the teacher and their
advice and mentorship are at students’ disposal.

Problem Description

Methods

O

In this section, the author will present the use and exam-
ples of one of the key elements: Teaching Presence.

Teaching Presence in the practical part of the univer-
sity course in Computer Games subject

The practical part of this university course is acted out in
the computer classroom. Students are divided into six
work groups, and each workgroup meets once a week in
the computer classroom for 3 hours and 15 minutes
(short break). Furthermore, each student workgroup
consists of 16 students, allowing the teaching assistant
(TA) or the professor to give individual attention to each
student in need. This subsection is written from the ex-
perience gained from 2 semesters where the authors
held six student workgroups per week, spanning two
school years.

Educational work at different courses and game jams
outside of university

In the second part of this study, examples of curriculum
are examined. Two different programs are described in
this paper and one game jam each one organized by
Epic Games Novi Sad (Epic Games Novi Sad, 2024a),
3Lateral (3Lateral, 2024), and Materriya Talent and Com-
munity Development team (Materriya, 2024) in collabo-
ration with university professors.

The first one is the World Building Fellowship: Unreal
Editor for Fortnite (UEFN) program (Epic Games Novi
Sad, 2024c¢). Thirteen participants have passed through
the program which lasts eight hours a day, five days a
week for three weeks in total.

The second course is called UEFN: Game Crafting pro-
gram (Epic Games Novi Sad, 2023). Each iteration of the
program lasts three working weeks. Every week partici-
pants had three lecture days (Monday, Wednesday,
Friday) and working days on Saturdays and Sundays. The
third program was the UEFN Game Jam (Epic Games
Novi Sad, 2024b) where participants had the task to
make a video game (island) for Fortnite by utilizing UEFN
and Fortnite Creative tools during the span of two days
(Saturday and Sunday) in the form of competition. Each
day participants work for eight hours for a total of 16
hours after which they need to present playable games
in Fortnite. There were a total number of seven teams
consisting of three members (a total of 21 participants).

This paper describes how these two approaches were
applied, tested, discussed, and modified for different
purposes with the goal of creating a better learning en-
vironment and for students to build better creative proj-
ects for their portfolios. Alongside, the authors imple-
mented the approach where the presence of the teacher
and their advice and mentorship are at students’ dispos-
al. Results presented here are based on working hours
and the distribution of the activities throughout the
whole program. These activities are separated into three
main categories: (1) follow along type of class, where
students learn some new lecture by watching and repli-
cating what the lecturer does; (2) working independent-
ly on their projects (with the help of a mentor) and (3)
presentation of their projects in front of the group.
Seven different methodologies are presented for seven
different teaching activities: university classes for Com-
puter Games subject for two distinct semesters (Method-
ology 1 and 2); world building in Unreal Engine program
for professionals (Methodology 3); three game crafting
programs in UEFN (Methodologies 4, 5, and 6), and
game jam in UEFN (Methodology 7).

Table 1
Distribution of working hours in Computer Games subject at the university

Results

Number Total number | Teaching Number of Mentor
of hoursin | of hoursin hours per class | hours working | consultation
one class semester (follow along) in ateam hours

Methodology 1 3 42 3 - -
Methodology 2 3 42 1.5 15 1:5
Table 2

Distribution of working hours in World Building in Unreal Editor for Fortnite for professionals

No. of hours | Total no. of | Teaching No. of hours | Mentor Project

in one hours during | hours per class | onindividual | consultation presentation
day/class course (follow along) projects working hours | of milestones
Methodology 3 | 6 75 40.5 28.5 28.5 6

Table 3
Distribution of working hours in Unreal Editor for Fortnite: Game Crafting program for undergraduates

No. of hours | Mentor Project
presentation

No. of hours | Total no. of | Teaching
in one hours during | hours per class | onindividual | consultation
day/class course (follow along) projects working hours | of milestones

Methodology 4 | 3 51 24 24 24 3

Methodology 5 | 3 45 24 18 18 3

Methodology 6 | 3 48 10.5 34.5 345 3
Table 4

Distribution of working hours in Game Jam in Unreal Editor for Fortnite

No. of hours | Total no.of | Teaching No. of hours | Mentor Project
in one hours during | hours per class | onindividual | consultation presentation

day/class course (follow along) projects working hours | of games
Methodology7 | 8 16 15 135 13.5 1

Discussion / Conclusion @
By increasing the number of hours reserved for working on
individual projects a lot of benefits can be derived not only for
students but also for teachers (mentors). One such benefitis
that by leaving more time to help students achieve their
goals, teachers have the opportunity to work on a variety of
projects and hear a lot of new and interesting ideas which
broadens their knowledge and also gives them experience on
how to approach similar projects and problems in the future.
If the participants have prior knowledge in the matter and/or
are professionals from the industry, teachers can acquire new
skills and points of view which then can be transferred to the
university classroom and other programs. Following the Col
framework and survey and shaping the lessons to support the
teaching presence element, lecturers and students were able
to build open and enjoyable learning environments.
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