
The data documents indicated four themes, (1) building as the primary task for students allowed 

them to create visual structures and objects and gave students ownership over their work; (2) An 

important aspect of interaction between and among students, teachers, content, and game world 

was the ability to search, discover, and view within the game; (3) Mobility and access to specific 

areas in the game allowed students and teachers to experience a virtual community in the setting 

of the story as well as opportunities for collaboration and interaction with others throughout the 

game environment; and (4) Students and teachers developed a culture of helping, supporting, 

assisting, and collaborating within the game environment. 

Discussion 

Several significant factors contributed to the lack of behavioral management issues 

during the Givercraft experience and the capacity for students to meaningfully construct 

knowledge in the game.   

First, the virtual and engaging experience of playing MinecraftEdu to demonstrate 

understanding of the book was appealing to students.  While teachers reasonably expected that 

MinecraftEdu would be engaging for students, they did not realize the extent to which students 

would be motivated to learn in a virtual game environment.  One teacher reported in the 

interviews that the game was so engaging that the teacher only needed to be present and that 

students went about their tasks with minimal direct supervision or instruction.   

In addition to the enticing nature of “playing” a game to learn, the experience was shared 

with students from other schools which added to the novelty of the experience.  Participating as 

one class among a virtual community of learners created a dynamic where students were not 

competing with others necessarily but rather contributing to a shared learning experience.  At 

first the students did not interact much with other classes and due to the nature of the first 



scenario, were primarily focused on their building tasks within the confines (borders) of their 

respective communities in the game.  They worked in small teams to build structures that 

reflected their understanding of the book; they also helped one another (and their teachers) learn 

how to use the game controls, items and tools in their player inventory, and strategized how best 

to use the time, space, and tools available to complete their tasks.   

As the experience progressed and the scenarios required students to “leave” their 

communities, they were able to interact with other students and explore communities built by 

other classes.  It became apparent through the game and evidenced by the in-game chat and 

student wiki pages that students valued being able to explore the game world and discover other 

areas and communities built by the other classes.  Through the in-game chat, students would 

often ask others if they could enter and view the structures that were being built; they also 

showed an eagerness to share their work and knowledge with others.  In a typical classroom, peer 

review and feedback might be given at various intervals throughout a lesson or unit plan.  

Students usually give feedback in an organized process, oftentimes with a rubric to guide their 

review, maybe by exchanging and reading papers, participating in a gallery walk and providing 

written comments, or by critiquing the finished product of another group.   

In the game, peer feedback is fluid, ongoing, and informal.  It was important for students 

to be able to “physically” show what they were building and learning throughout the experience 

and not just to teachers but to students and other players in the game (me and other game 

designers).  Sometimes the students would all agree on what materials would be used in keeping 

with the plot theme of continuity, in which case the appearance of their entire community was a 

priority.  For one class, this was evident in the assigned roles for each team, to build a specific 



area or structure in the community.  For other classes, each student built their own “home” in 

their zone and the materials used reflect their own personal styles and personalities.  

Later in the experience, the scenarios required students to survive, build, and interact with 

others throughout the game as they experienced the setting of the novel within the game; as 

students demonstrate on their wiki pages (Figure 5), it was the interaction with other student in 

the game that provided engagement in living out the plot themes from the story. 

Figure 5.  Student wiki page shows engagement through interactions with others 

3/30/2  015 Givercraft  BartWILLIAM 

Day:1 March 2015  The quiz said my type of gamer was aggressor which I dont think describes 

me and it dose which I think I am part of about most of the type because there is no way you are 

only one. That would be saying that someone is only part of one ethnic group. I cant wait to play 

minecraft and build memories. I have played this game before so I know were to start and what 

to do when i start and what to do. 

Day:5 March 2015  I had a weird experience there was this bright light rising it is a beautiful 

sight to see. I also felt pain and hunger for the first time but luckily I got food from a tree a thing 

called a tree, I broke. My house I made in the side of the house. I watched a thing called a sun set 

it was beautiful. I feel lonely because there is no other people that I know of that got out. 



 

Day:6 March 2015  I found a memory about a thing called a dessert. I also found more people 

some were friendly and some also took items from me. It sucks that they took items from me but 

I can still at least get items. I am glad that I have found some one it feel great to explore with 

more people. I trust him which is good because trust out here maters and it is  better to be in a 

group so people will leave you alone. 

 

Day:7 March 2015  I have encountered more people and they were Friendly. We are now in a 

cave and traveling we have lost one person on the way and went into a thing called a cave. We 

plan on finding him so we can be greater in numbers. I finally found more food and we have 

been living off of mushroom stew. To make it I need to different color mushrooms brown and 

red. 

 



 

 

Day:8 March 2015  I have found Iron in a cave.It goes under ground and goes really far down 

and sometimes you can find stuff called lava and it is orange. If you touch it, It will burn you and 

can kill you. One of my friends almost touch it but got burned by the heat before he had the 

chance to touch it. It also has water in it and it pushes you you and if it is close to lave it can 

push you in the lava.    

 

Day:9 March 2015  I made a thing called a swimming pool but i made my own design instead of 

a square or circle. I made a stair looking pool so you can sit and just let the water flow down to 

the bottom. The water looks different then it did in community its blue its a thing called a color 

there is more then one. The main colors are blue,yellow,black,white,red. 

 

 



 

Day:10 March 2015  I found a thing called a maze and it was very tricky for me to get out of. I 

was lucky to find my way out but there were some people who didn't make it out. My friends 

also got out to. There was water that I had to swim threw and had to find air pockets. A couple of 

people died in the water and one that died they pick up all of his stuff in the water. That shows 

how desperate people are and how greedy they are. 

 

Second, the Givercraft Community Agreement (Figure 6) clearly articulated the 

behavioral expectations for students, consequences for misbehavior, and the fair process for 

addressing those actions.  Having parents give consent for students to participate also reinforced 

the importance of the agreement; and while the agreement specified behaviors that were 

unacceptable in the Givercraft Community, it also focused on what was expected and needed 

from students as important members of the community within and outside of the game.  Students 



were asked and expected to contribute ideas, knowledge, experience, and their understanding of 

the story through this experience; this laid an important foundation for developing the game 

culture of collaboration and shared learning, not just between and among students, but with 

teachers as well. 

Third, teachers used the game tools to manage the game environment in much the same 

way they would in their respective classrooms.  Teachers maintained a “physical” presence in the 

classroom as well as the game, they were able to give students “elbow” room in each community 

(to explore and build with as much room as needed), and they provided supplies and instructions 

(through the game chat).  Creating a border around each zone was similar to the physical 

parameters of a classroom; the fact that students had plenty of room to explore and build their 

structures gave them a sense of ownership over their work and they were not competing for 

space or resources.  Students did not have to “take turns” to use supplies or rotate to different 

stations; each student had the same access and mobility as everyone in the classroom.  Students 

were given voice in deciding how to spend their time on tasks, what materials and tools were 

used to demonstrate their understanding, and could move freely about the class zone. 

 The use of teacher tools was especially significant, because there was not a uniform way 

to manage students or the game environment; each teacher developed a strategy over the course 

of the Givercraft experience and used the tools to complement their own teaching styles.  While 

the virtual learning environment was a new experience for many students, the presence of their 

regular classroom teachers meant that the “same” classroom rules and expectations applied in the 

game.  Student misbehavior in the game environment was not without consequences, teachers 

could still limit the abilities and mobility of students (freeze and mute tools), which seemed to be 

an effective deterrent to misbehavior in the game.  Those few students that did misbehave, were 



usually testing boundaries and use of items in their inventories (potions, weapons, fire/lava, 

water, etc.), and the incidents were minor and short-lived.  

A fourth factor in minimal student misbehavior that also contributed to meaningful 

knowledge construction among students, was the positive, collaborative, and social game culture 

that evolved throughout the Givercraft experience.  The in-game chat history demonstrated how 

students communicated positively in the game in order to socialize and to help or receive help 

from others.  Table 3 lists the top ten most frequently used words in the MinecraftEdu game chat 

during the three weeks of the Givercraft Experience.  The word “hi” and other forms of greeting 

(hello, what’s up, greetings, bye, etc.) were the most commonly used words in the game chat.  

Socializing became a natural aspect of the game culture through the chat; students “talked” while 

they worked at building structures, mining, paving roads, and other tasks related to each 

scenario.   

The use of “please”, “thank” you, “you’re welcome”, “no problem”, were all very 

common in the game; when help, advice, or compliments were given or received, students were 

polite and appreciative in the chat.  In the interview responses, Teacher A reinforced this positive 

and collaborative game culture by reporting that “I manage my classroom based on mutual 

respect with all of my students. That expectation continued in the Givercraft world. Students 

knew that in order to be successful with the Givercraft experience, we had to maintain our focus, 

work as a team to successfully complete our scenarios, and---above all---have fun with the 

experience!”  These are all indicators of the positive and social community that evolved 

throughout the Givercraft experience.   

Another important aspect of this game culture was the high value placed on collaboration 

with or helping others.  In my observations and through the chat history, it was apparent that 



students benefitted from working in small teams; the work was easier and sharing ideas helped 

less experienced builders to have confidence in contributing to the team effort.  Students used the 

chat to report their progress on building, to offer help to anyone who needed it, to request help 

when a project was too difficult or time consuming, and to ask specific questions about game 

play when they were stuck (what tools or materials to use, how wide to make the road, how to 

cook food, etc.).   

The most significant discovery that I made through examination of the chat history, was 

that the game culture and virtual environment redefined how meaningful class discussions and 

collaboration could be supported in the game.  The game chat is open and available for any 

player to participate or view once they have logged into the game.  When a question is asked or a 

statement is made in the chat, even if the message is directed at a specific student or team of 

students, every player in the game is able to see the conversation; not only that, others could 

choose to participate in that conversation, particularly if they had knowledge or experience that 

could inform the discussion.  In fact, it was very common for multiple conversations to be taking 

place simultaneously in the game – social chatting, teachers asking for team updates, someone 

asking for help in crafting, a team member giving instructions about what materials to use and 

where help was needed, someone offering help while yet another student was asking to be 

teleported.   

If you imagine a classroom where all of these conversations are taking place, not to 

mention the actual physical behaviors of each student in the room, it can be quite a chaotic 

environment not only for students to learn but for teachers to be able to adequately and 

effectively support learning.  However, in the game, these simultaneous conversations became 

the norm rather than distractions; students quickly learned how to “play” and build while 



chatting and they could easily participate in several conversations if they wished.  Students were 

able to multi-task or simply tune out the conversation and teachers could easily monitor the 

conversations and collaboration taking place within and among various teams.  In the absence of 

physical “noise” that would typically accompany these conversations in the classroom, the 

students were able to openly discuss, collaborate, and socialize with any and all players in the 

game.  For students who worked well in a quieter environment, they could easily ignore the chat; 

for the socializers in the game, they were highly engaged in the chat while they went about their 

work.  When some students would try to “spam” the chat, they were often ignored or confronted 

by others and asked to stop spamming; if the behavior became too disruptive or a student would 

complain in the chat, the offending student could easily be muted by the teacher and the chat 

would go on.   

When you consider the skills required to multi-task in the game - building, chatting, 

planning, moving, decision-making, problem-solving, etc. it is impressive to see how quickly 

students could adapt in the virtual learning environment compared to the challenges of 

performing all of those skills in the physical classroom.  This open dialogue and shared “space” 

that occurred in the chat was a major influence in the game culture but also an indicator that 

students can self-regulate and very quickly develop norms and habits that are conducive to 

productivity and meaningful interactions. 

 


