
 

MinecraftEdu: Impact Guide 
For Teachers 
 
MinecraftEdu is a PC based educational build of the 2009 sandbox construction 
video game Minecraft. As an entirely open world game, the build is made to give 
teachers ease of use and the most control over the game itself, with which to 
create fun, interactive lessons and assignments in virtually any possible subject. 
The build comes with two tutorial levels tailored for large classes and team-based learning, to help both 
instructors and their students quickly become acquainted with the many aspects of Minecraft, while 
encouraging creativity and experimentation. This guide presents two key themes—sustainability and 
creation—and provides class activities, prompts for discussion, and deliverables around these themes.  

  

 

Theme: Sustainability 

Easily one of Minecraft’s most awe inspiring features is the extensive and near infinite land maps made 
up of dense forests, swampy jungles, snowy mountains, and vast oceans. Each of these unique biomes is 
tailored with the proper flora, creating a massive and varying range of available organic life in the game. 
Much of these resources, such as trees and crops, are renewable and can be farmed for further amounts 
of the resource.  Placing your students in any game space, whether open or contained, faces them with 
the choice of how they will spend and renew the resources around them, forced to think smartly and 
sustainably to achieve a long lasting and resource friendly game environment. Due to the varying growth 
rates of different plants, exercises around sustainability are possible in both the short and long term.  

We’ve provided a lesson plan to help students think about designing and testing their creations. We also 
have a worksheet to help students reflect on their play. Do you have other lessons you might use? Share 
them with other teachers and students at gamesandimpact.org. 

How to use this guide: Teachers – We’ve identified several interesting or important themes in the game.  
We recommend that you play through the game and reflect on it as a player first, then think about how 
to incorporate it into your class. How have you experienced these themes? Will students experience them 
as well? How do they align with how you might normally teach them? Are there other important ones 
present in the game? What kind of impact does your play allow in the larger world? Answer the 
questions we’ve provided – but feel free to add more at www.gamesandimpact.org. 

We have also included potential lesson plans and classroom activities, as well as handouts for in-class 
student reflection or homework.  

Warning: Questions contain some spoilers about the games.  

http://www.gamesandimpact.org/


 

 

Questions for Teachers 
• Should students play the “official” game first before jumping in to make a farm? Can 

they play well after only having played the tutorial level? 
• How can Minecraft’s system of sustainability help students understand the way that 

resources are renewed in the real world? How can it change the way they approach 
everyday life? Can they learn more from their classmates? 

• How do the students respond to farming? Do they enjoy it? Does it cause them to 
reconsider the way they thought of resource production? How much do they already 
know about it? 

• How well did the students’ designs on paper translate into the game space? Did they 
struggle with visualizing their designs in the game? Was it easier?  

Class Activity (75 minutes) 

Grade Level:  7-9 

Teacher Materials: Computer, projector (optional), MinecraftEdu, MinecraftEdu server 

Teacher Pre-req: Play MinecraftEdu, Use Player Impact Guide (optional but recommended) 

Student Materials: Computer (individual or group), MinecraftEdu 

Summary of Goals: To have students analyze a problem; to understand the need and practical 

application of sustainable farming; to develop a vocabulary around their experiences and play; to 

think creatively and conservatively under constraints. 

 
Lesson Plan:  
Have students work in small groups and give them each a set 10x10 plot of dirt within which to farm 
as sustainably as possible. Within their groups, have them each pick roles (farmer, resource retriever, 
planner, recorder, etc.). Introduce them to the requirements of the plants they will farm for and have 
them plan out their plot as a team before allowing them to recreate it in the game. After giving them 
time to finish their creations, have your students reflect on their experiences both as a team (did 
their farm design change while they were playing, how well did their team work together to 
accomplish their goals, what would they change if they did the exercise again) and individually (how 
important do they feel their contribution was to the team, would they have chosen a different role the 
next time).   
 
Discussion Prompts:  
How did you approach the task? How did you delegate the work? Did you go over or under your 
quota? What was easy about the task? What was difficult? 
 
Deliverables: 

• Handout/worksheet (attached) 
• Journal of experiences/reflection 
• Have students share their farms with classmates or other classes 

 
 



 

Name:___________________________  

Role:____________________________   

 

MinecraftEdu Sustainable Farm Design 
Activity 

 
Instructions: Imagine you’re a farmer and you only have a small plot of land within which to farm. You 
need to bring crops to the market soon, but you have a high quota to make in that time. Working as a 
team, design and create a sustainable farm that produces the highest yield of wheat, sugarcane, and 
melons, while effectively fulfilling each plant’s growing requirements and utilizing all of the space 
available.  
 

Your goal is to have at least twenty-five each of wheat, sugarcane, and melon plants. Plan your farm 
out on the grid below. 

 
          

          

          

          

          

          

          

          

          

          

 

 Wheat       Sugarcane       Melons 
-Must be planted on    -Does not need to be planted     -Same requirements 
farmland    on farmland       as wheat 
-Grows faster with water   -Must have water in a block      -Must have an open 
within five blocks   directly beside it      block directly beside it 
-Break tall grass to find  -Break sugarcane on shorelines     -Find seeds by crafting 
wheat seeds    to find plantable sugarcane     melon slices 
 

 



 

 
Why did you design your farm in the way that you did? Did your design change at all after you 
started building in the game? 
 
 
 
 
 
If you could do this exercise over, how would you change your design? Would you change your role 
on the team? 
 
 
 
 
 
How well did your team work together to accomplish this task? How important do you feel your 
contributions were to the team? 
 
 
 
 
 
 
What purpose does sustainable, smart farming serve in the real world? Do you feel as though you 
learned something from the game that you can apply to the real world? 
 
 
 
 
 
 
Have you played Minecraft before? How did your previous experiences, whether in that game or in 
another, affect the way you approached this lesson? 

 

  



 

Theme: Construction  

Everything in Minecraft exists in terms of 1x1 blocks, which is the rule for both landscape and structures 
alike. With many different resources and materials to work with, both you and your students can plan, 
create, and build endless amounts of houses, statues, mountains, replicas—anything the imagination 
could desire. But not everything is safe from the destruction of explosives, fire, lighting, flooding, and 
even Creepers. Aesthetics must always be balanced with function fit lest an accident or the environment 
damage any great creations.  

We’ve provided a lesson plan to help students think about designing and testing their creations. We also 
have a worksheet to help students reflect on their play. Do you have other lessons you might use? Share 
them with other teachers and students at gamesandimpact.org. 

 

Class Activity (75 minutes) 

Grade Level:  7-9 

Teacher Materials: Computer, projector (optional), MinecraftEdu, MinecraftEdu Server 

Teacher Pre-req: Play MinecraftEdu, Use Player Impact Guide (optional but recommended) 

Student Materials: Computer (individual or group), MinecraftEdu 

Summary of Goals: To encourage students to think creatively; to analyze problems and think 

logically; to develop a vocabulary around their experiences and play; to understand the relationship 

between design and use. 

 
Lesson Plan:  
Break students into groups and have them build a house using certain requirements, such as 
needing a certain number of bedrooms or a certain material for the walls. Discuss how they 
approached their home under these constraints. Try to get them to think about the process of 
construction and working as efficiently as possible so that they can complete the house to the 
designated specifications within the time limit. Consider providing some materials initially for them 
to use, such as pickaxes and hoes, a furnace and crafting table to help them get started. When they 
are finished, have each team present their house to the class and talk about the design decisions 
they made and what influenced their choices. Have them reflect on their experience using the 
attached questions or by writing a journal response.  
 
Discussion Prompts:  
Why did you make the choices you made as designers? Did you build in favor of design or 
functionality? Did you figure out how to make new materials? How effectively did you use your 
time? 
 
Deliverables: 

• Handout/worksheet (attached) 
• Journal of experiences/reflection 
• Share puzzles with classmates or other classes 

 



 

Questions for Teachers 
• How do you think students will react to the challenge of finding resources to make 

materials? Do you think they will compromise their design wishes in favor of what they 
are able to find easily? 

• Are your students familiar with the game? Did their experiences with the game or with 
another game like it make this challenge easier for them? 

• How creative were your students’ designs? Did they build traditional houses or did they 
make wild decisions? Why do you think they did so? 

• How did your students design in a group setting? Did the designs of each group reflect 
the ideas of all the members in the group or did certain students lead the design? Did 
groups influence one another? 

• Are students able to articulate their design choices? Do they know what they are 
learning while they play? Can they explain it? 

 

 

 

 

  



 

Name:___________________________    
 

MinecraftEdu Construction Challenge 
 

Instructions: You’ve been contracted to build a house by a family of four, but they have only given you 
vague instructions on what they want their house to have, leaving you with the freedom to build their 
house in any design that you want. The only problem is that you have to find all of the materials you 
need yourself, which is difficult and time consuming. How will you design and build their dream home? 
 
From The Minecraft Family: “Here’s what we’d like our home to have:” 

• A solid exterior made of wood, brick blocks, stone, or cobblestone. 
• A floor made of cobblestone or wood planks. 
• Three bedrooms: one bedroom with two beds and two bedrooms with one bed each. 
• A kitchen with a crafting table and a furnace. 
• A garden.  

The Recipes: 

  

-Wood planks are created by chopping down trees. 
-Place wood logs into any empty space on the crafting table to create planks.  

 

-Bricks are created by mining clay blocks, which are often found around water, to receive clay balls. 
-Clay Balls are smelted with coal in a furnace to create bricks.  
-Place four bricks into the crafting table to create brick blocks.  



 

 

-Cobblestone is found by mining stone blocks.  
-Stone is made by smelting cobblestone in a furnace with coal. 

 

-Beds are made by placing three blocks of wood planks and three wool into the crafting table. 
-Wool is found by shearing sheep.  

 

-Crafting tables are made using four wooden planks. 
-Furnaces are made using eight cobblestone blocks. 

Now that you know the basics of crafting, experiment! See what you can create by experimenting with 
the crafting table. You never know what cool things you’ll find… 

 

 

 

 

 

 

 

 
 



 

Why did you build using the materials you did? Was it because of their ease to obtain or because of 
their decorative look or function? How did your team decide what to build with? Would you have 
used different materials if you were working individually?  
 
 
 
 
 
 
How easily did you get used to working with the crafting table? Did you memorize the recipes for 
different creations? Did you experiment? If you learned how to create any other items, what were 
they? 
 
 
 
 
 
 
 
Do you know anything about your Minecraft Family? Did you build the house with certain characters 
in mind to fit the roles?  
 
 
 
 
 
What do you know about architecture and construction in the real world? Is the process the same or 
similar in Minecraft? If not, how would you change it to make it more realistic? 
 
 
 

 

 

 

If you were a teacher, how would you use Minecraft in the classroom? What kinds of lessons would 
you create? How would you change this activity to better suit your desires? 

 

 


