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ABSTRACT

This paper designs a peer tutoring in Flipped Learning environments for effective
game programming(TGF), suggests a result of survey and a lesson learned from game
programming in terms of students’ and professors’ perspectives in hands-on program
training using Snake game programming as an applied example. The TGF is more
effective than the traditional classroom to achieve the learning goals of game
programming course.
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[Fig. 1] Peer Tutoring Structure
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[Table 1] Game Programming (2), 15 weeks main
performing contents table

Performance detail in

weeks Topic
Classroom
. . introduce flipped learning,
1 Orientation ,Dp &
organize team
Game

. C programming practice in
2 |programming

teams
language C

C standard function, API,

. goal shooting game deploy,
Goal .
. needs analysis,
6 shooting
necessary resources
game . . .
analysis, team discussions
Goal . .
. goal shooting game design
7 shooting .
and production
game
Midterm . .
8 written and practical exams
exam
heart putting game deploy,
. needs analysis,
Heart putting Y
necessary resources
9 game, Game . . .
analysis, team discussions,
tool .
game tool design and
production
. technical Analysis
Heart putting . ..
discussion in teams, add
10 | game, Game .
heart game design and
tool .
production
snake game deploy, needs
analysis, necessary
Snake game, .
11 resources analysis, team
Map tool . .
discussions, map tool
design and production
technical analysis
19 Snake game, | discussion in teams, snake
Map tool game design and
production
. share teams skills needed
Snake game, .
13 for production, team
Map tool . .
discussions
14 Final exam |written and practical exams
Final introspection essay,
15 | presentation, surveys, Team project
Surveys presentation
4.2 mHo B0 MRS BE H

3 Function hungarian notation , Peer
group team building
4 Basic structure| game framework, practice

of the game |each team and submit result

configure sound system
environment, practice each
team and submit result

5 Sound

[Fig. 2]i= 11~13FAkl 1&gk 2ol AY
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3. Did this more helpful for learning teaching methods of

game programming (2) than the teaching methods of game
programming (1)?

4%

@ definitely
i probably
i usually
M maybe

M never

[Fig. 4] Survey questions 3 results
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6. How much time is invested in the learning day for
the past game programming (1)?

4%

M More than 3 hours
M 2 hours
i 1 hours

M Less than 30 minutes

M Does not.

7. How much time is invested in the learning day for the
current game programming (2)?

4%
M More than 3 hours
M 2 hours
i 1 hours

M Less than 30 minutes

i Does not.

[Fig. 5] Survey questions 6 and 7 results
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