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Minecraft Teacher Tutorials 

3a. Model effective classroom management and collaborative learning strategies to maximize 

teacher and student use of digital tools and resources and access to technology-rich learning 

environments  

The primary role for Givercraft and Survivalcraft teachers was to implement the 

MinecraftEdu experience within the game as well as in their physical classrooms.  During both 

teacher training courses, we emphasized teacher tools and strategies within the game to monitor 

and manage student behavior and interactions.  While we focused on teaching the use of specific 

tools, it was important that each teacher could develop their own strategy based on their own 

level of comfort and expertise within the game but also in combination with their classroom 

management style.   

During the Givercraft teacher training, having a MinecraftEdu session was an effective 

way to demonstrate use of teacher tools and for teachers to practice the skills together through 

behavior management scenarios.  Using real-world examples of student behaviors made learning 

the teacher tools more meaningful for teachers and could help them to develop a game 

management strategy based on their own students’ personalities, needs, interests, and learning 

styles.  Teachers could also demonstrate their understanding of the tools in how they used the 

tools during the session and share feedback or ideas about how to address specific misbehaviors 

within the game.  This was an important opportunity for teachers to meet one another and begin 

collaborating within the game, particularly because all classes could be in the game together at 

any given time during the experience.  For teachers to go through the steps to check their control 

settings, enable chat, set game mode, etc., they were able to get a sense of what would be 

required when students initially began the experience.  By recording the MinecraftEdu training 



session (Graham, 2015), we also ensured that teachers could (and they did) go back to review the 

video to become familiar with the teacher tools.  Teaching the specific skills and use of tools 

needed in the game was important but we also wanted to formally articulate a shared 

understanding of expectations; through the Community Agreement (Appendix A), we were able 

to outline the contributions that students were expected to make, the common misbehaviors that 

students should avoid, and the process and consequences for violating the agreement.  This was 

an effective tool for supporting students to become contributing members of a virtual learning 

environment and to understand the impact of their behaviors on others. 

During Survivalcraft, the Google+ Community (https://plus.google.com/u/0/ 

communities/100560893959898967624) was an effective forum for sharing behavioral 

management issues and discussion about how to address each situation; the open nature of these 

discussions allowed each teacher to understand and anticipate changes in strategy as needed 

throughout the experience.  Posting resources and being active in the Community discussions 

was important in being accessible to teachers and helping them to quickly resolve issues and 

answer questions.   

 

3c. Coach teachers in and model use of online and blended learning, digital content, and 

collaborative learning networks to support and extend student learning as well as expand 

opportunities and choices for online professional development for teachers and administrators  

We provided teacher training through a variety of methods to meet different learning 

styles and needs and to increase access for Givercraft and Survivalcraft teachers.  We created 

teacher study guides for each experience, that included the entire unit plan and resources for 

implementation.  During the Givercraft teacher training, we used the guide as a “textbook” for 



implementing the experience; we sent out the guide prior to the training sessions and asked 

teachers to review its contents before attending the trainings.  The first training session was a 

hands-on MinecraftEdu session on teacher tools and strategies, while the second session was a 

Google Hangout meeting (Kuartei, 2015) focused more on the guide content and specifically on 

teachers’ roles and responsibilities during the experience.  During Survivalcraft, we shifted our 

approach to utilizing an online course that would guide each teacher through the skills and 

resources needed for each experience.   

As much as we emphasized that teachers should use the course site as their primary 

resource, providing downloadable copies of all training materials and resources was still an 

important way to enable accessibility for all teachers, particularly those with limited bandwidth 

and internet access.  The online training course also connected teachers with our networking 

tools by having them post screenshots of their work within the MinecraftEdu section of the 

training.  This was an effective way to determine that teachers had completed that section of the 

training and to assess their level of competency with each skill.  This was also a significant way 

of demonstrating that teachers were able to perform a skill that would be asked of students 

(posting screenshots of their work). 

We tried a variety of collaborative networking tools to connect teachers and to share 

ideas, issues, and resources during each experience.  For Givercraft, we used a Hangout chat and 

an existing Google Group Community (https://groups.google.com/forum/#!forum/givercraft) to 

make announcements and to invite collaboration and resource sharing.  Both forums was hardly 

utilized by Givercraft teachers and did not prove to be a meaningful method of communication; 

teachers chose to use email as their primary tool for communicating issues, however, these 

messages were usually only directed at Dr. Graham or myself (as the teacher liaison) and were 



not necessarily meant for collaboration.  I think we could have made more of an effort to 

proactively post comments or resources on either the Hangout chat or the Google Group to 

encourage participation and dialogue; however, with such a small number of teachers (4), it was 

not clear if this strategy would have been effective.  After Givercraft, we made adjustments and 

decided to try the Survivalcraft Google+ Community (https://plus.google.com/u/0/ 

communities/100560893959898967624) with discussion categories for Questions, Resources, 

and specific tools for either The Maze Runner or The Lord of the Flies experience.  While the 

Hangout chats and emails were still utilized by Survivalcraft teachers, these communications 

focused on my class-specific issues or information and the Google+ Community proved to be a 

more effective forum for teacher dialogue, sharing and collaboration.  It supported various types 

of collaboration and information sharing – video posts, resource links, troubleshooting 

screenshots,  polls and surveys, and threaded conversations.  Teachers were able to share issues 

and collaboration ideas in an open forum for all participating teachers and game designers to 

view and respond as needed. 

 

4a. Conduct needs assessments to inform the content and delivery of technology-related 

professional learning programs that result in a positive impact on student learning  

Prior to Givercraft, our team discussed content areas for training that needed to be 

included in our needs assessments of teachers.  We created a SurveyMonkey questionnaire 

(Appendix B) for teachers to identify areas of need and interest; while the questions were 

primarily targeted at the first group of teachers, it was helpful to see Survivalcraft teacher 

responses as well.  Because several teachers from both groups responded to the survey, it was 

difficult to assess specific needs for Givercraft teachers and we had no way of knowing how 



many of them actually took the survey.  The timing of the survey was also too close to the 

teacher training sessions and we should have sent out the needs assessment at least a week before 

the training.  This could have given Givercraft teachers more time to complete the needs 

assessment, and would have allowed us more time to follow up with the four teachers to ensure 

that they had communicated their training needs and interests.   

Prior to the teacher training, several of our team members were able to contact the 

Givercraft teachers and discuss the upcoming training sessions.  Through these conversations, we 

were able to ensure that teachers were able to access the training on their own time by using a 

live web call to conduct each session, recordning the trainings, and by accommodating a one-on-

one training session.  In addition to the training content that we covered, I think these 

accommodations helped teachers to feel successful in their abilities during the Givercraft 

experience.  Based on my observations of teachers’ use of tools and strategies within the game, 

each teacher was able to successfully manage their students throughout Givercraft.   

 

4b. Design, develop, and implement technology-rich professional learning programs that 

model principles of adult learning and promote digital age best practices in teaching, learning, 

and assessment 

We used our prior experience from conducting the teacher training for Givercraft to 

design, develop and implement our online course site for Survivalcraft teacher training.  From 

that first teacher training course, we knew that teachers would have limited time to complete our 

training and we also knew that the course needed to be easily accessible and navigable for 

teachers to complete on their own time.  We reviewed several course management platforms and 

decided to use a Weebly site (http://survivalcraft15.weebly.com/) to host our teacher training 



course.  Using the Quality Matters (QM) Rubric (Appendix C) helped us to streamline the course 

and maintain consistency across the training modules regardless of who was designing each 

section, thereby incorporating digital age best practices in teaching, learning, and assessment. 

We utilized Knowles’ principles of adult learning (Pappas, 2013) in designing, developing, and 

implementing  the MinecraftEdu teacher training modules in both the Givercraft and 

Survivalcraft experiences.  We conducted a needs assessment of which tools teacher knew and 

wanted to learn and we sought their feedback about our training methods and their preferred 

modes of communication.  We provided opportunities for them to learn collaboratively in our 

interactive MinecraftEdu training session and used real scenarios from the previous Givercraft 

experience to model behavior management tools and strategies.  Teachers had very limited time 

to prepare and we designed both training courses to focus on the basic required skills and 

understandings that would be needed, to begin the experience and successfully manage students 

in the game.  We then supported teachers to learn new tools and strategies as they were needed in 

either experience because of specific issues or circumstances where they were immediately 

applicable (build tools, banning usernames, use of home blocks, etc.). 

 

4c. Evaluate results of professional learning programs to determine the effectiveness on 

deepening teacher content knowledge, improving teacher pedagogical skills and/or increasing 

student learning 

Our MinecraftEdu courses were neither required or graded, two important factors that 

affected our ability to gather evidence of teacher results.  After both teacher training courses, we 

sent post-training surveys to our participating teachers to gain feedback about our process and 

content.  While it was difficult to obtain formal (summative) responses from all participants, 



there were still several important (formative) ways that we evaluated our results.  First, we were 

able to determine if teachers were able to create their class zones, by placing border blocks, a 

teleport block, and leveling their class zone.  Second, I was able to observe teachers using tools 

within the game to teleport, freeze, mute, and give items to students.  Third, through the Google+ 

Community, teachers communicated their knowledge of teacher tools and one teacher was able 

to post screenshots of completed steps of the online training course.  While all teachers still 

required some help to clear their class zones, they demonstrated their abilities to use custom 

blocks and teacher tools to manage student behavior and interactions within the game.  

 

Groupwork Rubric 

3b. Maintain and manage a variety of digital tools and resources for teacher and student use 

in technology-rich learning environments  

An important step in our planning process was to determine which course site would host 

our teacher training; we knew that we needed a web conferencing tool, a networking tool for 

discussions and collaborations, and a course site that would support different media – document 

and image files, embedded videos, feedback forms, polls or surveys.  Amanda and I initially tried 

to use Versal and after experiencing much difficulty in using the site features, we decided that 

we would try Weebly for its ease of use in creating and editing pages; Weebly also had many of 

the features we had wanted in a course site and so much more that we did not use.  Through the 

teacher training course site, we also provided video tutorials, MinecraftEdu guides and resources, 

teacher study guides and student handouts, links to important collaboration tools (wiki site and 

Google+ community), and surveys to assess mastery and understanding of the content.  It was a 



valuable experience using Weebly to host the course site, with so many features and tools, we 

were able to meet teacher needs in completing the online course.   

I was also able to create a Student Resources page on the Survivalcraft Wikispaces site 

(http://survivalcraft15.wikispaces.com/) to support students during the experience; the page 

contained students handouts for each scenario and guides for editing wiki pages and screenshots 

and for MinecraftEdu skills needed to complete their tasks.  While in the game supporting 

teachers and students, I was able to refer them to the wiki site and update content as needed.  

Ideally it would also be useful to support teachers to host their own wiki site home pages for 

each class section; these home pages could provide daily instructions but also share progress and 

highlights about student learning outside of the game.  I think it would have been valuable for 

students to have an interactive tool to communicate with teachers and course designers outside of 

the game (to reflect on their experience as well as make suggestions to improve Survivalcraft).  

The students demonstrated during Survivalcraft that they had a lot of knowledge about Minecraft 

that directly informed teachers’ decision making and implementation of the experience.  This 

would also help students engage in metacognition and further give them ownership over their 

own learning and contributions to a virtual learning community. 

 

3g. Use digital communication and collaboration tools to communicate locally and globally 

with students, parents, peers, and the larger community 

Our OLTAK team met through Google Hangout to plan our Survivalcraft online teacher 

training course and we used a Google Document (Appendix D) to capture our ideas and make a 

plan; we used this shared document to capture our understanding of our project goals and 

individual roles and tasks.  My role on the team was to create a training module for the 



Survivalcraft study guide for The Maze Runner experience.  It was incredibly useful to view a 

shared document that can be edited by all users at once; compared to previous meetings where I 

would take notes to send, this document was being edited during our meeting.  This also allowed 

us to make side comments and reminders or add details in other sections as they came up in our 

planning discussion.  After our planning meetings, we used a team Google Hangout chat 

(Appendix E) to continue our discussions, to ask and answer process questions, and to update the 

team on our individual progress.  Matthew and I were tasked with creating a training section for 

each Survivalcraft experience.  We used Google Hangout chat, email exchange, and shared 

Google documents to keep track of our progress on our respective training modules and to 

discuss our process and peer edit content in each of the guides.  Each OLTAK team member 

accessed the Weebly course site to update their training module and to keep track of other 

sections to maintain consistency.   

Prior to launching our course site, our team used our team Hangout chat and calls to peer 

review each section and make final recommendations and edits. While this was a difficult 

process because each team member was editing their own section, it was helpful to be able to 

view all sections and worth the time we spent to ensure each section (and links, videos, and 

interactive tools) was working properly.  To support the Survivalcraft teachers, we also created a 

Google+ community for teachers and I continued in my role as teacher liaison.  The Google+ 

community allowed all Survivalcraft teachers and our team members to share questions, 

resources, and ideas for implementing the experience.  Teachers were invited to post comments 

and share screenshots of their progress in the training course and to also connect with other 

teachers.  It was exciting to see teachers participate in the discussions and to take initiative in 

collaborating with others, sharing strategies, and relaying issues encountered in the game.  In my 



role as teacher liaison, I was also able to connect with Survivalcraft teachers through email, 

Hangout chats, and the Google+ Community; my goal was to remain accessible and to provide 

timely support that would help teachers resolve issues but to also encourage interactions and 

collaboration with their peers in making decisions about implementation of the experience.  I 

was able to see teachers taking ownership over the community discussions and proposing 

solutions based on their own students’ needs and interests.   

 

Philosophy of Online Teaching and Learning 

6a. Engage in continual learning to deepen content and pedagogical knowledge in technology 

integration and current and emerging technologies necessary to effectively implement the 

Standards•S and Standards•T  

My own experience of becoming an online learner this past year has also given me a 

context and perspective on technology is utilized to support learning in online courses.  All of 

my reading in this course have been digital or online; I communicate with my peers through web 

conferencing, email, social media, and occasionally over the phone; I collaborate on documents 

with others through shared cloud files and online course management software; I use digital and 

online software programs to create surveys, infographics, tutorials and guides, and other 

interactive media.  In my work with students and their teachers, I used all of these forms of 

technology (Kuartei, 2/21/2015) to support their engagement with a virtual learning environment 

to explore content in a new and interactive experience. 

Through the weekly assigned text and supplemental readings, I have been able to build 

my content and pedagogical knowledge of technology use in online learning environments.  I 

have expanded my understanding of technology tools that support collaborative discourse in 



online learning environments; and I was reminded by my peers to “not get stuck on just one tool, 

method, or strategy” but to consider what tool is most effective and appropriate for the learners 

(Kuartei, 2/22/2015, para 4).  Early on in this course, I acknowledged technology’s significant 

role in online learning environments and through my readings, I came to understand how 

“technology has influenced or advanced the progression of online teaching and learning” 

(Kuartei, 1/30/15, para 1).  Even the most rudimentary forms of technology (books, audio 

recordings, and videos) increased the possibilities for learning, long before the internet opened 

up online teaching and learning.  Learning about the evolution and progression of distance 

learning has helped me to understand the impact of technology but also how learners interact 

with their learning environments.  By examining the Online Collaborative Learning Theory, I 

gained significant pedagogical understanding of how “the nature of discourse impacts how the 

learner builds knowledge” and how peer learning is supported (Kuartei, 1/30/15, para 4).  

Technology is effective and appropriate in an online learning course if it supports this 

collaborative discourse between and among peer learners.  I realized this in my own role as a 

peer learner in this (and other) course; the technology used in course design and in supporting 

collaborative discourse (blogs, Twitter, Hangout, etc.) played a significant role in my own 

learning and knowledge construction.  I still believe that “the technology exists to support the 

collaborative discourse, but the instructor and learners are still a central part of how the 

knowledge is built, shared, and applied in a distributed learning online course” (Kuartei, 1/30/15, 

para 6). 

6b. Engage in continuous learning to deepen professional knowledge, skills, and dispositions 

in organizational change and leadership, project management, and adult learning to improve 

professional practice  



Actively supporting and participating in organizational change and leadership is an 

important aspect of my professional practice in a non-profit organization.  There is a cycle of 

self-improvement and growth through strategic planning that characterizes successful non-profit 

organizations because of the constant need for fundraising and being accountable to 

stakeholders.  Learning about successful online collaborative learning programs and online 

communities of practice has broadened my perspectives on how to improve my own professional 

practice in the non-profit community.  Successful OCL programs provide “relevance, 

investment, student support, a standardized approach, and evaluation” (Kuartei, 2/6/15, para 2).  

Exploring these five areas helped me to understand how a pedagogical foundation is key to 

driving an integrated and informed approach to continual organization change.  The pedagogy 

informs the broader goals and values which can be used by organizational leaders to set 

priorities, shape programs, invest in and allocate resources, and assess effectiveness in meeting 

goals and objectives.  The pedagogy allows for the organization to shift and evolve to remain 

relevant and continue to grow, improve, and thrive.  “The pedagogical background relative to 

distance education will enable a distance education administrator to ensure a comprehensive 

approach towards policies, technologies, facilities, programs, course design, faculty training, 

[and] student support” (Kuartei, 3/30/15, para 4). 

Through this course, I was able to re-examine the ADDIE model and apply it in project 

management, as we analyzed, designed, developed, implemented, and evaluated our online 

course (Kuartei, 2/14/2015).  In my own professional practice, this model is often applied 

annually as I review my current program and begin the process again within an organizational 

strategic plan; the steps are not as tangible but are often repeated throughout the year.  I think the 

process becomes easier with practice because it guides a team process and decision making but 



also is flexible enough to be adapted to any project.  Having been a part of two Givercraft teams 

utilizing the ADDIE model, I have learned three (3) important considerations that I will apply in 

my professional practice.  First, to reiterate my earlier point, an “organizational” or foundational 

pedagogy is important to articulate or have in place to before a team begins their ADDIE 

process.  Second, it can be useful for team members to assign or assume roles in the instructional 

design process (designer, instructor, content advisor, etc.) to provide important perspectives and 

drive decision-making in the team.  Third, the team should start at the “end” by incorporating 

Understanding by Design (UbD) principles (Brown, 2004) and identifying standards similar to 

the QM rubric (Kuartei, 4/11/2015), to ensure that assessment occurs through each step of the 

process. 

My knowledge, skills, and perspectives about andragogy were greatly expanded and 

improved throughout this course.  Working with teachers in both Givercraft and Survivalcraft 

gave me practical experience to apply my learning and understanding about their needs as adult 

learners.  Our team was able to apply best practices, to not only support teachers’ 

implementation of the experience, but in building content knowledge and facilitating 

collaborative discourse with their peers (Kuartei, 3/7/15).  When adults are “learners” in a formal 

process or enrollment in a course, they are driven by what is immediately relevant and focused 

on specific knowledge, skills, and tools that will help them solve a “problem” or complete a task.  

Learning by doing is expected and prior knowledge and experience add value to collaborative 

discourse.  An important connection that I made through utilizing Knowles’ principles of adult 

learning, was that they also apply to workplace knowledge construction, skill building, 

collaboration, and peer networking.  As adults participate in communities of practice (online or 

otherwise), relevance and “investment by members through participation, resource sharing, 



accountability, commitment to the “cause”, inspirational and stimulating discourse” (Kuartei, 

2/6/15, para 7) become the basis for new knowledge and skills to be learned and adapted.  My 

understanding and knowledge of effective adult learning programs and characteristics of adult 

learners (Kuartei, 3/1/15) was consistently reinforced throughout this course and will inform my 

professional practice moving forward. 

 

6c. Regularly evaluate and reflect on their professional practice and dispositions to improve 

and strengthen their ability to effectively model and facilitate technology-enhanced learning 

experiences 

In my professional practice, it can be difficult to make time to assess how my knowledge 

and abilities have evolved and to gauge my impact on the learning and professional practice of 

others.  Typically, I try to reflect monthly or quarterly as I’m preparing a program report and I 

have become accustomed to summarizing events and activities and not necessarily reflecting on 

my own growth along the way.  In this course, I’ve been able to develop my ability to make the 

conscious effort each week to reflect on my own learning and how I’ve impacted the learning of 

others.  I believe this is an important professional practice for any educator and not limited to the 

content of the course, online teaching and learning.  Through my weekly reflection blog posts 

(https://rockislandtechie.wordpress.com/category/oltak/) in this course, I demonstrate my 

understanding of how I was impacted by the content in this course. More often than not, each 

week has challenged my assumptions and beliefs about online teaching and learning and have 

prompted me to discover more resources and to expand my understandings to give me a broader 

perspective.  I find myself “stepping closer” to examine the content in my weekly essential 

question blog posts and then “stepping back” to reflect on how that process of critical 



examination has affected me.  I’ve been able to focus on articulating what I have absorbed or 

understood, but also what ideas and concepts are still being “sifted” and “sorted” in my mind.   

It is common in many forums of teaching and learning, to want to give an answer and 

then move on to the next concept or topic.  Instead, through this course, the continual process of 

reflecting, builds on previous reflections; each reflection is not an isolated entry but rather a 

connecting link that will lead to the next piece of new knowledge or understanding.  This is a 

process that demonstrates how individuals learn and how they choose to use or apply what they 

have learned.  A group of students will participate in the same course or lesson but each one will 

absorb various forms of new knowledge or understanding depending on the learning conditions 

or environment and how they are able to contextualize the new learning.  Each learner has 

unique beliefs, abilities, learning styles, and interests, which have been built and either 

reinforced or evolved over their lifetime through various experiences, educational or otherwise.  

In a physical learning environment, teachers are able to observe students and take note of their 

non-verbal behavior in formatively assessing student interactions with the content, the context, 

other learners, and with the teacher. In distance or online learning environments, those “cues” 

take on a different form because the virtual learning environment and modes and expectations for 

interaction. 

I think as learners gain more knowledge and experience, it becomes even more important 

to engage in a practice of reflection of learning and understanding.  This reflection process helps 

them to understand new knowledge and experiences in the specific context of the situation or 

learning environment; which can inform choices and learning moving forward, but can also help 

learners to avoid generalizations that can be misguided or ill-conceived.  Through my weekly 

reflections, I have been able to see that my understanding of how learners build and gain 



knowledge, has informed my professional practice in supporting distance learners through this 

course.  Looking back at my initial blog in this course, I still believe that “as a learning designer, 

it’s important to not let the technology become the focus of the learning but rather an effective 

tool that complements each learner’s needs and goals” (Kuartei, 1/16/2015, para 8).  Learners 

will engage in meaningful learning experiences and build new knowledge and understandings, 

when the technology tools in online learning environments enable and enhance their interactions 

with content, other learners, and the instructor. However, it is the contextualization and process 

of reflection that will allow the new knowledge and understandings to build on prior knowledge 

and be internalized by the learner. 
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Appendix D 

OLTAK Team Planning Document on Google Drive 

Thursday, March 26th 
Google Hangout Meeting 

6:00 - 9:00 pm 
Attendees - Lee, Matt, Ali, Amanda, and Mia 

 

 We decided that we will use http://survivalcraft15.weebly.com/ (a Weebly site) as our 
course management tool for the upcoming Survivalcraft Teacher Training course 

 Lee will add us to the Weebly site as editors but we will hold off on editing 
anything until we have created our training modules and materials; we will 
coordinate the editing process together with Lee’s supervision 

 Mia will create a teacher roster from the registration and save it in our Team folder 
 Mia will update the roster to show the finalized schedules for each class to be in the 

game and update the Google Calendar 
 Lee is going to revise the Lord of the Flies Scenarios and send to us 
 We each signed up for a Training Module - Training modules should be written out 

similar to a lesson plan so that other team members can understand them.  Training 
modules should follow a similar format based on the Quality Matters rubric.   
Training Modules  
Draft versions for peer feedback by Saturday, March 28th 
Final versions are due on MONDAY, APRIL 6TH 

 Getting Started  
 Objectives:  

 Navigate through this course 
 understanding the site (Ali) - video 
 overview of the training modules (Ali) 
 where to ask for help (Amanda) 

 google community 
 Email addresses added to page for each 

training 
 estimated time it will take you to complete it 

(Amanda 
 each section designed to take 30 - 45 minutes 

to complete each session, some may take 
longer or shorter time. We have designed for 
a 30-45 min. training. 

 Using the client (Mia) 
 instructions 
 video (by Thomas or a new one if needed) 

 Communicating with the team (Mia) 
 Twitter 
 Google community 
 Hangout 

http://survivalcraft15.weebly.com/


 Google Community (Ali) 
 What is the Google Community? 

  The SurvivalCraft Google Community has been 
created to be used as a discussion board.  If you have any 
questions, need assistance or would like to share your 
experience use the SurvivalCraft community.  A page for 
differentiation (Diffi Tools) is in the community.  A page for 
teacher resources is in the community.  Also a page for posting 
photos is in the community if you would like to share things your 
students are creating.   

 video 
 how do I join the community  
 how do I post? 
 who see’s it? 
 What sorts of things should I share?  

 

 MinecraftEdu (Amanda) 
 Objectives:  

 Teachers will understand how to manage their students using 
the teacher tools 

 Teachers will understand how to move and build in 
MinecraftEdu 

 Teachers will understand how to create a zone for their class in 
Survivalcraft 

 Teachers will understand how to make signs, books and use 
the chat 

 Teachers will understand how to teleport students 
 Teachers will understand how to teleport themselves to 

students 
 Behavior management scenarios? 

 Survivalcraft Guide for Teachers: Lord of the Flies (Matthew) 
 Objectives:  

 (example) Teachers will know the standards for the experience 
 The standards are CCSS/AK Language Arts & NETS-S 
 The standards can be placed on the wall so that 

students are kept aware of them 
 Teachers will know the essential questions for the experience 

 Go over these prior to each day’s work in Minecraft 
 Write on the board for easy reference 
 Essential Questions can be good “anchors” for ongoing 

group discussion 
 Teachers will know the understandings for the experience 

 Go over these prior to each day’s work in Mine 
 Teachers will know Scenario One 
 Teachers will know Scenario Two 
 Teachers will know Scenario Three 

 Survivalcraft Guide for Teachers: The Mazerunner (Mia) 
 Objectives:  



 Teachers will know and understand the teacher responsibilities 
 Search for minecraft edu tutorials 
  

 Diffi-Tools (Ali) 
 Objectives:  

 Assessment (Thanh Tam) 
 Objectives 

 Kid friendly rubric - how to use 
 Submit scores to us 
 Award badges 

 

Training Objectives: 
 

 Teachers will understand how to use Teacher Tools in MinecraftEdu.  
 Teachers will be able to monitor and manage students in the Givercraft world.  
 Teachers will create a zone for their class to use in the Givercraft world.  
 Teachers will understand the teacher and student roles and responsibilities in the Givercraft 

experience.  
 Teachers will be able to edit and manage class and student wiki pages on the Givercraft 

Wikispaces site.  
 Teachers will understand the differentiation tools created for the Givercraft experience.  

   
 

 

 

 

 

Thursday, February 19th 
Google Hangout Meeting 
6:30 - 8:30 pm 
Meeting Notes 
 

1.  We discussed Survey Results and finalized training topics, assigned topics, and set 
training  

dates 
Date & Time:  Tuesday, February 24th from 6:30 - 8:30 pm AKST 
Format:  Live Webex conference will be recorded, MinecraftEdu session 
afterwards 
Teacher Training I:  MinecraftEdu Teacher Tools & Strategies 

 Teachers will understand how to use Teacher Tools in MinecraftEdu. (Amanda & 
Thanh Tam) 

 Teachers will be able to monitor and manage students in the Givercraft world. (Mia) 
 Teachers will create a zone for their class to use in the Givercraft world. (Amanda & 

Thanh Tam) 
Date & Time:  Wednesday, February 25th from 5:00 - 6:00 pm AKST 



Format:  Live Webex conference will be recorded, MinecraftEdu session 
afterwards 
Teacher Training II:  Givercraft Tools, Strategies, and Expectations 

 Teachers will understand the teacher and student roles and responsibilities in the 
Givercraft experience. (Mia) 

 Teachers will be able to edit and manage class and student wiki pages on the 
Givercraft Wikispaces site. (Matthew) 

 Teachers will understand the differentiation tools created for the Givercraft 
experience. (Ali) 

   

** We will have an optional MinecraftEdu session after this training. Teachers 
who missed the previous MinecraftEdu training should plan to spend at least 
one hour to go through that training.  Teachers who did not finish creating 
their zone(s) may also log into the Givercraft world after the meeting if they 
would like support from the trainers.  (Amanda & Thanh Tam will conduct 
training if necessary, Mia, Matthew, & Ali will help others finish setting up 
zones) 

2.         We assigned training topics to all team members - to design and prepare training 
modules with  

supporting materials; all materials will be saved to a Givercraft Teachers shared 
folder in Google Drive. 

         
Teacher Training I:  MinecraftEdu Tools & Strategies  
Amanda & Thanh Tam’s Tasks 

 Design Teacher Training module for using MinecraftEdu Tools 
 Demonstrate use of teacher tools 
 Provide resources – links to tutorials and videos 
 Create instructions for setting up zones (stations) in the Givercraft World 
 Walkthough an example of a zone (station) 
 Support teachers to create zones for their classes (one zone per class) 

 

Mia’s Tasks 
 Write behavior management scenarios – typical incidents in the Givercraft world 
 Create a handout for suggested tools and strategies for each behavior scenario 
 Ask teachers to suggest or add to list of tools and strategies 
 Demonstrate use of tools and strategies in MinecraftEdu 

 

Teacher Training II:  Givercraft Tools, Strategies, and Expectations 
Mia Tasks 

 Create Givercraft Guide (study guide document) for teachers 
 Review teacher and student responsibilities 
 Explain roles of OLTAK and Diffi-Mooc team members during Givercraft 

 

Matthew Tasks 
 Introduce Givercraft Wikispaces site - link, purpose & organization of pages 
 Demonstrate navigation, page editing and media uploads (screenshots, videos) 



 Review student resource page (will be created by Mia for Differentiation course); this 
will provide links, tutorials, and guides for students 

 Show sample student and teacher pages; teachers should model work in Givercraft 
by updating their class wiki page 

 

Ali Tasks 
 Coordinate with Lee and Diffi-Mooc team to collect Differentiation tools; send a 

template for diffi tool overview and set a deadline to submit  
 Introduce Diffi tools and explain roles and expectations of Diff-Team members 
 Manage communication of issues, concerns, and requests between Givercraft 

teachers and Diffimooc team 
  

Amanda Tasks 
 Repeat MinecraftEdu training if necessary 
 Check and confirm that all teachers have created adequate zones for each class 
 Follow up with teachers that still need to create zones 
 Ask Diffi-Mooc team to help create zones if needed; use task list in Diffi-Mooc team 

folder (last option) 
Thanh Tam Task 

 Repeat MinecraftEdu training if necessary 
 Check and confirm that all teachers have created adequate zones for each class 
 Follow up with teachers that still need to create zones 
 Ask Diffi-Mooc team to help create zones if needed; use task list in Diffi-Mooc team 

folder (last option) 
 

Other tasks: 
 

Mia 
 Compile all training material in a Givercraft Guide and upload to Givercraft Teachers 

shared folder by Monday, 2/23 
 Send wikispaces information from last time and sample student pages to Matthew 
 Create a Google Drive shared folder for Teacher Training 
 send shared folder to Givercraft teachers on Monday, 2/23 after all materials have 

been uploaded 
 Send email about teacher training dates, times and topics to Givercraft Teachers 
 Add OLTAK and Diffi-Mooc team members to Wikispaces and Google Group 
 Talk to Lee about using Webex or other conference tool for teacher trainings 

 alternative tool - Collaborate in Blackboard 
 

 Matthew 
 Create and upload training materials for Wikispaces to Givercraft Teachers shared 

folder by Monday, 2/23 
  



 Ali 
 Format and upload Diffi tools and info to Givercraft Teachers shared folder by 

Monday, 2/23 
  

 

 Amanda 
 Create and upload training materials for MinecraftEdu to Givercraft Teachers shared 

folder by Monday, 2/23 
  

 Thanh Tam 
 Create and upload training materials for Wikispaces to Givercraft Teachers shared 

folder by Monday, 2/23 
  

 

Givercraft Guide for Teachers (study guide) contents: 
 Unit Plan 
 Scenarios 
 Community Agreement 
 Rubrics 
 Resources 
 MinecraftEdu info/docs from training 
 Wikispaces info/docs from training 
 Diffi Tools 
 Contact info 

 

Online Course Tools 
o Documents - Google Drive shared folder “Givercraft Teachers” 

Training Modules and Materials should be save in Google Documents (or 
PPT) and PDF  

 

o Web-based materials - Google Drive shared folder “Givercraft Teachers” 
  

o Teacher Participation - Google Group & Teacher Training 
Google Group announcements and discussion of issues, concerns, and 
requests 
Teacher Training will incorporate interaction with others, sharing ideas, 
troubleshooting, etc. 

 

o Monitoring & Evaluation 
 

Logistis: 



o We will record the live training and send link to teachers 
o We will debrief after each training session 
o availability during week of training 

 Ali - Wed & Thur 
 Matthew - any day, 
 Thanh Tam - any day after 4:30 pm 
 Amanda - Wed 
 Mia - any day, 

o Our next meeting is Thursday, February 26th at 6:30 pm 
 debrief trainings 
 assign roles during Givercraft 
 discuss monitoring and evaluation of teacher training 

 

 

 

Thursday, February 12th 
Google Hangout Meeting 

6:30 - 8:30 pm 
Attendees - Lee, Matt, Ali, Amanda, and Mia 

 

Mia will send link/invite to meeting prior to 6:30 pm 
 

Agenda: 
1. Needs Assessment Survey 

a. discuss training ideas 
b. identify outcomes 
c. write survey questions 
d. create survey and send to teachers 

2. Discuss other ideas add to list  
 . assessment for teachers, certification given (MinecraftEdu teacher by the authority of 
UAS SOE) 

3. Delegate/pick certain areas to create 
4. Next steps and meeting 

 

Completed Tasks: 
1. We created a list of teacher outcomes that we would like to see as a result of the 

training 
2. We created a Needs Assessment Survey for participating teachers: 

a. Needs Assessment Survey:  https://www.surveymonkey.com/s/3L69TSS 
b. Needs Assessment Results: https://www.surveymonkey.com/results/SM-JXV2ZXD7/ 
 

Next Steps: 

https://docs.google.com/a/alaska.edu/document/d/17X4AUu6YU4szqW7uDAXm9bJZTS6145uADgGviNOGWQs/edit?usp=sharing
https://www.surveymonkey.com/s/3L69TSS
https://www.surveymonkey.com/results/SM-JXV2ZXD7/


1. Our next meeting is Thursday, February 19th from 6:30 - 8:30 pm in Google 
Hangouts; We will use the same Hangout and link from the previous meeting, Mia 
will start the call at around 6:20 pm 

2. Lee will send out the survey to Givercraft Teachers 
3. We will each review survey results before our next meeting, start thinking about the 

training topics and how we can break them up into smaller lessons; also consider 
which topics you want to work on for the training 

4. We will all read, review, and become familiar with the Givercraft Unit Plan 
5. We should research Web tools that we want to use for the training (from our reading) 

- we need to create documents, use a “LMS” or hub for training, web conferencing 
tool for training, multimedia tools to supplement training 

6. Everyone should identify times during the training week that they will be available to 
lead any trainings during the week of February 23 - 28 

7. Mia will clean up the Wikispaces home page to show only tags of participating 
classes 

8. Mia will help Lee to reorganize information on the website (per feedback) 
 

 

 

 

 

 

 

 

 

 

 

 

 

https://docs.google.com/a/alaska.edu/document/d/1YxmjmiEJhVTjBgzkYdh6RIVZnOQuvqDXEz7c_XcC-_E/edit?usp=sharing

