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Minecraft Server Project:
Designing Synchronous Blended 

Learning Environments to 
Support Distributed Mentorship

ABSTRACT

Opportunities to participate in computing-related informal programs are limited in 
terms of quantity and geographic distribution. This limitation is due, in part, to the 
dearth of adults who have the expertise to mentor youth on computational concepts. 
This chapter introduces the Digital Youth Network Minecraft Server Project, which 
aims to reduce the barriers to for non-expert adults to be able to provide informal, 
computing-related learning opportunities to diverse youth. Using Minecraft, an 
online multiplayer game, the authors investigate a blended approach to mentorship 
that diversifies who can lead informal computing opportunities. This study exam-
ines learner-mentor interactions in a Synchronous Blended Learning Environment 
(SBLE) focused on engaging African American and Latina middle school girls in 
computer science. The chapter concludes with design recommendations for SBLEs to 
better support the needs of mentors facilitating computing opportunities for African 
American and Latina middle-school girls.
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INTRODUCTION

Relationships matter when designing inviting computing communities for under-
represented youth. The ability to relate to peers and mentors is an essential factor 
that underrepresented youth consider when deciding whether to enter and stay in 
computing communities (Margolis & Fisher, 2003; Margolis, Estrella, Goode, Holme, 
& Nao, 2010). The work of the Computer Clubhouse (Resnick & Rusk, 1996) and 
the Digital Youth Network (Barron, Gomez, Pinkard, & Martin, 2014) demonstrate 
two highly successful models that engage underrepresented youth in computing 
communities. Both organizations have fostered inviting computing communities by:

1.  Creating an environment that is filled with the latest technology;
2.  Staffing the environment with content mentors and teaching artists that can 

relate to youth socially but also serve as role models;
3.  Embedding the computing content within the context of youth culture (e.g., 

video games, movie making, animation); and
4.  Centering the community in a location that is easily accessible for the target 

audience.

However, despite the lessons learned from these computing community exemplars, 
we have not necessarily figured out how to adapt these models to local contexts.

To illustrate the challenge applying these ideas locally, consider this scenario: Ms. 
Smith, an African American teacher on the Southside of Chicago wants to create a 
computing community that caters to the students in her neighborhood. Ms. Smith 
has the commitment and deep personal relationships with her students to bring them 
into a computing environment, but she does not possess the money to purchase the 
latest technologies. Neither does she have the technical expertise to create compel-
ling computing content that appeals to students and teaches key computing concepts. 
She is unable to provide a program that she knows her students need to successfully 
navigate the global knowledge-economy that awaits them.

We know that Ms. Smith is not alone. Looking at the diversity of those who 
are currently in computing careers, the number of women and minorities is low. 
In 2010, women received only 18% of all undergraduate engineering degrees even 
though women received 64% of undergraduate degrees in overall. That same year, 
African Americans and Latinos combined only made up 12% of the graduates who 
received undergraduate engineering degrees (NSF, 2013). This means that there is a 
lack of role models that female and minority youth can identify with when it comes 
to computer science, which influences perceptions of who belongs and who can be 
successful in computing (Cheryan, Plaut, Davies, & Steele, 2009). If the goal is to 
transition students of color from being consumers of technology to being produc-



 

 

21 more pages are available in the full version of this

document, which may be purchased using the "Add to Cart"

button on the publisher's webpage: www.igi-

global.com/chapter/minecraft-server-project/173056

Related Content

Gender Issues and Priorities in Republic of Belarus
Albina Sibirskaya (2019). Gender Issues in Technical and Vocational Education

Programs (pp. 43-69).

www.irma-international.org/chapter/gender-issues-and-priorities-in-republic-of-belarus/227939

Plurilingualism and STEAM: Unfolding the Paper Crane of Peace at an

Elementary School in Japan
Daniel Roy Pearce, Mayo Oyama, Danièle Mooreand Kana Irisawa (2020).

International Journal of Bias, Identity and Diversities in Education (pp. 1-23).

www.irma-international.org/article/plurilingualism-and-steam/270943

Negotiating Beyond an Essentialised Culture Model: The Use and Abuse of

Cultural Distance Models in International Management Studies
Michael Jeive (2016). International Journal of Bias, Identity and Diversities in

Education (pp. 53-66).

www.irma-international.org/article/negotiating-beyond-an-essentialised-culture-model/156498

Reconstructing Mental Models for Favorable Perceptions
Leslie Ponciano (2023). Reconstructing Perceptions of Systemically Marginalized

Groups (pp. 1-24).

www.irma-international.org/chapter/reconstructing-mental-models-for-favorable-

perceptions/322342

Investigating Internationalization at Home: A Case Study of Academic Staff

Perspectives in a Local College in Oman
Saud Saif Albusaidi (2022). Handbook of Research on Practices for Advancing

Diversity and Inclusion in Higher Education (pp. 104-124).

www.irma-international.org/chapter/investigating-internationalization-at-home/300596

http://www.igi-global.com/chapter/minecraft-server-project/173056
http://www.igi-global.com/chapter/minecraft-server-project/173056
http://www.irma-international.org/chapter/gender-issues-and-priorities-in-republic-of-belarus/227939
http://www.irma-international.org/article/plurilingualism-and-steam/270943
http://www.irma-international.org/article/negotiating-beyond-an-essentialised-culture-model/156498
http://www.irma-international.org/chapter/reconstructing-mental-models-for-favorable-perceptions/322342
http://www.irma-international.org/chapter/reconstructing-mental-models-for-favorable-perceptions/322342
http://www.irma-international.org/chapter/investigating-internationalization-at-home/300596

