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Unit Description

This unit plan is intended to supplement a regular English classroom. Since students 
don't always have the most opportunities for practicing a second language when surrounded 
by their native language, this unit will give students a once weekly chance for practice in an 
environment that will be not only fun, but may not even feel like the students are learning!

SLO:
By the end of this unit, students will use the grammar patterns and vocabulary 
learned in class, incorporating it through practice in Minecraft.

Class description:
Students are approximately 16 years of age and in high school in Japan. 
Students have intermediate English ability. Class size is 20.

Duration:
Each class period is 50 minutes, 5 days a week. The Minecraft unit lesson plan 
will take course over most of the course of a semester with Minecraft computer 
lab sessions happening once weekly.

Technology and materials:
MinecraftEdu: http://www.minecraftedu.com/
Through a school grant, the teacher will have purchased the MinecraftEdu 
license for the computer lab (this is available for educators at a discounted price, 
at the moment $41). The game will be installed on all the computers, as well as 
on the teacher's own computer. On the teacher's computer the instructor will 
have a server set up over the school LAN, including a world generated and 
ready for the students to enter.



Lesson 1: Let's Get Acquainted with the Game

SLO:
By the end of the lesson, the students will be able to use and talk about 
Minecraft.

Materials:
20 computers for students and 1 for teacher.
Each computer requires a working mouse, keyboard, and monitor. All computers 

must be connected via ethernet to the school's LAN.
MinecraftEdu installed on all computers in lab, including teacher's computer.
Teacher's computer will also have the server software installed and a world 

generated for the students to enter.
The teacher will have prepared a spawn point (where the students enter the 

world) with some many of the basics of the game to teach the students.
• Blocks: logs, stone, wood, grass, crafting bench, torches.
• Tools: picks, axes, hoes, shovels, swords.
• Animals: cows, chickens, pigs.
• Monsters: skeletons, zombies, creepers.

(monsters will be caged so they won't attack students)
The spawn area will also include MinecraftEdu specific blocks such as

information blocks, assignment blocks, and teleport to spawn blocks.
Projector and screen connected to teacher's computer to show students the 

game.

The above is an example spawn point with students walking around.



Time Student Activity Teacher Activity

-5 Students arriving to computer lab. Teacher will make sure all computers are 
on and that server is running. (For this 
lesson, monsters will be OFF)

0 Ss at computers. T greets Ss and starts class, asks for which 
Ss are familiar with online gaming. Ss who 
are will sit with Ss who aren't, so they can 
help if needed.

4 Ss will arrange themselves as directed. T directs students to open Minecraft once 
they've been seated.

7 MC has loaded on Ss' computers. T guides students to login to server by 
selecting LAN from the game's menu.

Ss will be presented with a dialog box 
to select either “student” or “teacher”.

T guides Ss to select “student.”

Ss will enter their name and select how 
they will appear in game (see images 
below).

T's avatar will be waiting at server spawn 
point for students.

12 Ss' avatars will appear at the world 
spawn point.

T will ensure that all Ss have made it into 
the world.

14 Ss will assume the hand positions. T will begin by showing Ss proper hand 
placement while playing.

• Left hand is on WASD keys
• Right hand is on mouse

17 Ss will practice the basic controls 
around the spawn point.

T shows Ss the controls.
• W is forward
• A is left
• S is backward
• D is right
• Space is jump
• Shift is crouch

22 When acquainted with the basic 
controls, Ss will watch T to learn about 
block breaking/placing. Ss will then 
break and place some dirt blocks.

T demonstrates the basic mechanic of the 
game, breaking and placing blocks.

• Left click breaks blocks
• Right click places blocks

26 Ss open inventory. T shows the inventory dialog on the 
projector, directs Ss to open it with E key.
T directs S attention to the various parts of 
the dialog.

• Player picture
• Inventory
• Hot bar (items are usable from here)
• Small crafting window



30 Ss place logs in small crafting window 
to make wooden planks. Ss then make 
4 wooden planks into crafting bench.

T uses server command to give all Ss a 
stack of logs, then demonstrates the 
crafting recipes for wooden planks and 
crafting benches.

33 Ss place crafting bench in world, then 
right click to open it.

T demonstrates placing and using crafting 
bench.

36 Ss place wood in various positions as 
indicated by teacher to make recipes 
for tools.

T demonstrates the recipes for making the 
basic tools: axe, pick, hoe, shovel and 
sword.

40 Ss follow T to see block 
demonstrations.

T has laid out the blocks that Ss will 
encounter in the game and shows Ss the 
major ones: stone, cobblestone, logs, 
wood, leave, dirt, grass.
Many others exist, but T will show Ss how 
to have the game show the name of the 
item by hovering the mouse cursor over it.

45 Ss will view various mobs. T will show the “mob zoo” to Ss (mob is a 
blanket term in Minecraft for both monsters 
and animal that appear in game).

47 Ss use the teleport block to 
immediately return to the spawn point.

T shows the teleport block which Ss can 
click if they become lost. T clicks it, then 
directs Ss to do so as well.

48 Ss close Minecraft and shut down 
computers.

T directs Ss to log out and shut down 
computers.

50 Ss leave class T shuts down LAN server.



Above: Name and gender selection dialog.

Above: Teacher/student and appearance selection dialog.



Above: A student learning the basics of the tools – in her hand is a shovel.

 

Above: Simple wooden tool crafting recipes.
• From top left: each log becomes 4 wooden planks; 4 planks in a square is a crafting 

bench (the crafting bench allows a larger area to craft more recipes). Two planks 
placed vertically make 4 sticks.

• From bottom left: 3 planks on top of two vertical sticks makes a pick; 3 planks placed in 
an axe shape over two sticks makes an axe.

• Not pictured: Shovel, 1 plank over two vertical sticks; hoe, pick recipe with one plank 
on either side removed; sword, two planks on top of one single stick.



Above: Administrative blocks. These blocks allow the teacher more control over the world 
than in the regular game.

• Information blocks can be clicked by students to display a message from the teacher. 
This can be used to help guide students.

• Information Sign blocks re used to call student attention to something important 
nearby.

• Spawn block is used to set the spawn point of the world. Students will be able to 
teleport back here if lost, and will also enter the world from this location.

• Foundation blocks simply help with measurement for when building.
• Build Allow turns on building permission in an area, even if the general rule of the 

server is to disallow it.
• Build Disallow turns off building permission in an area, even if the general rule of the 

server is to allow it.
• Border blocks allows the teacher to set borders so that the students don't go off into 

the wilderness and stray too far from the class area.
• Teleportation blocks can be set up so that students (and the teacher) can teleport to 

points of interest or back to the spawn if they're lost.



Lesson 2: Let's Build a House!
This lesson will take course over three class periods.

SLO:
By the end of the lesson, students will have built a house and garden by working 
together using English to accomplish the required tasks.

Materials:
20 computers for students and 1 for teacher.
Each computer requires a working mouse, keyboard, and monitor. All computers 

must be connected via ethernet to the school's LAN.
MinecraftEdu installed on all computers in lab, including teacher's computer.
Teacher's computer will also have the server software installed and a world 

generated for the students to enter.
The teacher will have prepared a spawn point in an area that will be suitable for 

building (mostly flat land, plenty of trees for wood, no pitfalls that students 
may fall into and damage their avatar).

The spawn area will be have an approximate 500 block radius surrounded by 
border blocks to prevent students from traipsing off outside the class 
area.

This mostly flat meadow is an example of a great randomly generated location for the 
students to build in. There is plenty of land that will be easy to build on, there are some 

naturally occurring pigs that the students can collect for their farms, plenty of grass students 
could bash for seeds for their farm, and a snowy forest full of wood to build houses. The 

students can also use the bits of sand in the area to make glass for windows.



Day 1
Time Student Activity Teacher Activity

-5 Ss arriving to class. T will make sure all computers are on and 
that the server is running (monsters will 
be OFF at the start of the lesson).

0 Ss sitting at computers. T greets Ss and introduces today's goal: 
build a house and a garden.

1 Ss arrange into their groups. Ss open 
the game.

T places Ss into 5 groups of 4. T has Ss 
turn on the game.

3 Ss come up with names for their groups. T asks Ss to name their groups, Minecraft 
or block themed names are encouraged, 
though not required.

5 Ss start talking amongst themselves to 
decide on who will do what in their 
groups.

(Note: Though Ss will have their tasks 
that they must ensure are completed for 
the lesson, they can always help the 
others in their group!)

T lays out the various “jobs” for the Ss 
that they'll have to fill.

• Builder – this S will build the house, 
providing protection to the others.

• Gardener – this S will gather seeds 
and/or animals to start a farm in 
order to feed the others.

• Lumberjack – all these 
constructions require a lot of wood! 
This S will gather the required 
lumber.

• Bodyguard – T will be turning 
monster spawning on after the first 
night. This S will gather materials 
to make weapons and armor to 
protect the others from monsters.

10 Ss login to MC and gather with their 
group members in game at the spawn 
point.

T directs Ss to login and find their group 
members.

12 Ss listen to their goals. T tells Ss the requirements:
• Ss must build a house and a 

garden. It can be built out of any 
material they want (except for dirt!), 
and can be in any style or of any 
size as long as all group members 
can fit inside.

• Ss must have a garden that is large 
enough to sustain the group 
(starvation is bad!), and has a 
fence to keep mobs out.

15 Ss ask any questions they may have. T asks if there are some questions, and 
answers any the Ss may have.



18 Ss are released into the world, each 
group going in a different direction (but 
being limited in distance by the border 
blocks).

T releases Ss to go out and start.

20 Ss find the plot of land they want to claim 
and start about their activities, using 
English to coordinate their efforts.

T walks around class to monitor that Ss 
are using English to communicate. T 
doesn't directly intervene with the Ss' 
building, only answering questions and 
clarifying things.
T can use his/her own avatar, if needed, 
in “creative mode,” allowing him/her to fly 
around and break/place blocks instantly 
without tools.

~30 Ss will make any preparations they'll 
need for monsters. This may include 
building walls, gathering leather for 
armors, and building swords from 
wood/stone (or iron if they've managed 
to find any).
Tool crafting recipes are the same for all 
tool types. Ss can use in-game interface 
to lookup recipes if needed.

After the first night, T turns ON monster 
spawning and informs the class. They'll 
need to prepare in case of monsters now.
T makes suggestions of gathering leather 
to make armor or building walls/fences.
T reminds Ss of item recipe lookup in 
inventory screen.

~40 Ss will enter their first night with 
monsters active. Hijinks ensue.

T monitors Ss progress, making sure of 
English usage. Hijinks are enjoyed.

47 As morning dawns, Ss gather around 
their homes, put away in chests anything 
they need to and prepare to log out.

T has Ss gather around their homes and 
prepare to log out.

49 Ss log out and shut down computers. T directs Ss to log out and shut down.

50 Ss leave class. T shuts down LAN server.



A Minecraft house. This level of detail isn't required by students – this is only to show them an 
idea of some of the things they can do creatively. 

A much more simple house, and far more attainable for a student to build.



An indoor, greenhouse style garden containing many of the plants that students can grow.

A much more simple setup with the house visible in the background.



 

Inventory screen and item lookup interface.
Students can click an item on the right to be given the recipe.

Dialog box shows information on a very high level item that students probably won't see.



Day 2
Time Student Activities Teacher Activities

-5 Ss arriving to class. T makes sure all computers are on and 
that the server is running.

0 Ss arrive and gather in their groups from 
the previous period and open MC.

T greets class and directs Ss open MC.

2 Ss login to MC. T directs Ss to login to MC.

4 Ss reappear in the world where they last 
were, which should be the houses they 
logged out in.

If any students logged out in an area far 
from their home base, T will teleport them 
to their other group members.

5 Ss continue with their tasks from last 
class.

T informs monitors to ensure proper 
English usage.

35 Ss continue working on their tasks. T warns class that there are 15 minutes 
remaining, they should work to finish up 
any constructions they're working on 
because they'll need to present them to 
the class next lab period.

45 Ss finalize anything they're currently 
working on and prepare to log out.

T tells informs class they should prepare 
to log out.

48 Ss log out and shut down. T has class log out and shut down.

50 Ss leave class. T shuts down LAN server.

Above: An example house and garden.



Day 3
Time Student Activities Teacher Activities

-5 Ss arriving to class. T makes sure all computers are on and 
the server is running.

0 Ss arrive and gather into their groups 
from previous period, and open MC.

T greets class and has Ss open MC.

2 Ss login to MC. T directs Ss to login to MC.

4 Ss reappear in the world where they last 
were but are teleported to spawn by T.

T teleports Ss to spawn to begin the 
tours.

Ss volunteer (or are chosen) to begin 
tours.

T asks for any volunteers to show, if 
none volunteer, T will choose group.

5 1st group takes class and T to their build 
and gives a tour in English, making sure 
to show the house and garden. Group 
can show other things as they like.

T follows along with group and makes 
sure that group gives tour in English, 
only two requirements are house and 
garden.
T suggests things the Ss may want to 
show if they're struggling – surrounding 
terrain, the forest they tore down to build 
their house, quarry if they used stone, 
interesting locations such as creeper 
explosions, etc.

13 2nd group takes class and T to their build 
and gives a tour in English, making sure 
to show the house and garden. Group 
can show other things as they like.

T follows along with group and makes 
sure that group gives tour in English, 
only two requirements are house and 
garden.
Same as above.

21 3rd group's turn. Same as for groups 1 
and 2.

Same as for groups 1 and 2.

29 4th group's turn. Same as above. Same as above.

37 5th group's turn. Same as above. Same as above.

45 All groups have finished their tours and 
gather back at spawn.

T thanks Ss for their great work and 
comments on anything of particular 
note.

48 Ss log out and shut down. T has Ss log out and shut down.

50 Ss leave class. T shuts down LAN server.



Lesson 3: Let's Navigate a Puzzle

SLO:
By the end of the lesson, students will effectively communicate in English with 
their partner facilitating the solving of puzzles, allowing themselves and their 
partners to proceed through the track.

Materials:
20 computers for students and 1 for teacher.
Each computer requires a working mouse, keyboard, and monitor. All computers 

must be connected via ethernet to the school's LAN.
MinecraftEdu installed on all computers in lab, including teacher's computer.
Teacher's computer will also have the server software installed and a world 

generated for the students to enter.
The teacher will have prepared a puzzle track (and made 9 more copies of it) in 

the world for the students to traverse with a partner. The puzzle track will 
be a long corridor with glass in the middle so that the students can see 
each others' avatars, but will be unable to directly interact. Students will 
have to hit switches and solve various puzzles in order to help each other 
proceed through the track.

If the teacher doesn't have the technical know-how to make a Minecraft puzzle, 
many are available for download for free on the Minecraft Forums. 
http://www.minecraftforums.com/

Above: An example of a simple puzzle in the track. The player in the far track has already 
pressed the button to allow the player in the near track to move forward. The near player must 

go into the next room and solve a puzzle to allow the far player to proceed. 



Time Student Activities Teacher Activities

-5 Ss arriving to class. T makes sure all computers are on and 
the server is running.

0 Ss arrive and open MC. T greets class and directs Ss to open 
MC. T introduces today's game: getting 
through a puzzle together.

2 Ss get with their partner at opposite 
facing computers so they're unable to 
see each others' screen.

T places students into pairs and has 
them sit opposite each other. (If possible, 
assign Ss who are poorer at video 
games with Ss more skilled)

3 Ss login to MC. T directs Ss to login.

5 Ss appear in the world at the spawn. 
Spawn now has 10 teleport blocks with a 
number 1-10 on a sign next to it.

T awaits Ss' arrival at spawn.

6 Ss gather with their partners and are 
directed as a group to one of the teleport 
blocks.

T directs Ss to gather with their partner 
and to go to one of the ten teleport 
blocks.

7 Ss teleport along with their partner into 
their instance of the track.

T has Ss use their teleporter to go to 
their instance of the track.

8 Ss listen to instructions. T gives class instructions. There are two 
tracks per group, one student in each. 
The Ss will be unable to directly interact 
with the other student or their track, but 
will instead have to use switches, 
buttons, and other mechanisms to allow 
their partner to proceed. This will require 
communication (in English!). The group 
who is farthest along and only used 
English gets bonus points.

10 Ss begin running their tracks. T monitors that English is being used. If 
Ss have any issues, T will assist (but not 
in the completion of puzzles!).

~ If Ss finish early, they'll be allowed to go 
back to the free build area and play. First 
group to finish gets bonus points.

T will teleport out to the free build area 
any Ss who finish early.

40 Ss receive a warning: shutting down in 5 
minutes.

T warns Ss that we'll be shutting down in 
5 minutes. T uses avatar to check where 
Ss are in tracks.

45 Ss stop where they are in the puzzle. T tells Ss to stop where they are. If no 
group has finished, T chooses who is 
farther along as the winner.

48 Ss log out and shut down. T directs Ss to log out and shut down.

50 Ss leave class. T shuts down LAN server.



Above: An example one way entrance taken from
the two player map “It's Better Together” by SpinGamer.

Above: A room taken from the cooperative puzzle map “Block Science Laboratory” by 
macwineexpert. The other player is in a room off screen. The player in this room has to solve 

a puzzle with the help of the other player to proceed.



Above: A jumping puzzle players will navigate in one puzzle map.

Above: An overhead view from outside the tracks of the cooperative map “Diamond and Gold 
with a Twist” by SpinGamer.



Assessment

Due to the nature of this unit and the creativity that Minecraft lends, it's difficult to judge 
students on the quality of their builds. And in fact, the building isn't even the purpose of this 
set of lessons, so as long as the minimum for the build is met, that requirement will be 
satisfied. The main portion for judgment will be the students' usage of language. Also being 
judged is the cooperation that students display.

Superb Great Good Poor Unsatisfactory

Language Student used many 
grammar patterns 
and vocabulary from 
recent lessons, and 
consistently spoke in 
English

Student consistently 
spoke in English.

Student mostly spoke 
in English, 
occasionally used 
Japanese for 
uncommon words.

Student spoke in 
English less than half 
of the time. Recent 
grammar and 
vocabulary were 
absent.

Student only used 
Japanese or used 
only an occasional 
English word.

Cooperation Student strove to 
help his group or 
partner whenever 
possible and was a 
valuable asset to the 
team.

Student helped their 
team or partner to 
reach the goal or 
make the build.

Student was helpful, 
but occasionally 
worked alone.

Student had to be 
prodded to help the 
team and often left 
partner hanging 
during puzzles.

Student refused to 
cooperate with group 
or partner.

Building
Lesson 1 only

Student's team 
successfully built a 
house that all 
students could fit 
inside and garden 
that could feed the 
team. The build was 
above and beyond 
what was expected.

Student's team 
successfully built a 
house that all 
students could fit 
inside and garden 
that could feed the 
team.

Student’s team built a 
house and garden, 
but either the house 
was too small or the 
garden could not 
sustain the team.

Student's team did 
not build either the 
house OR the 
garden.

Student's team 
completed NEITHER 
the house nor the 
garden.



Rationale

This unit plan is designed as a supplement to a regular English language classroom. 

Students in this class would be learning English grammar and vocabulary as is normal, but 

the supplemental unit plan would allow the students a chance to practice language in a 

setting that is fun and with less stress – a way students may not even think of as or realize is 

learning. Negative emotions, including even boredom, can interfere with learning a language, 

interfering as a sort of filter with the language input the learner is able to understand. This 

blockage can be reduced by sparking interest in students and by providing low anxiety 

environments. (Krashen, 2003) With their affective filter lowered, students will be much more 

likely to attempt to use language and to experiment with it.

Skinner and Belmont (1991) developed a definition of student motivation, students who 

show “positive emotions during ongoing action, including enthusiasm, optimism, curiosity, and 

interest” (p. 3). On the contrary, less motivated or disengaged students are described as 

passive, exerting little effort, and giving up easily when faced with challenges. As educators, 

our primary focus should be based around the desire to help those students who are less 

motivated and underachieving in the classroom – this ties in with the above from Krashen with 

the affective filter. Games such as Minecraft can help us in this endeavor by getting students 

motivated and excited to come to class and learn.

Brown (2006) speaks further on the point of communicative competence that games 

can instill. In looking at Stephen, a boy playing World of Warcraft, he compares the skills that 

Stephen gains in running a guild in the game to those skills required by a CEO: 

communication, persuasion, and organization. Yes, as Brown points out, these periphery 

benefits to gaming are all too often overlooked. These skills are the kinds of things that we 

should be encouraging in a language classroom. Especially so if a student can have fun and 



not realize they're learning at the same time! The game world of Minecraft is one that is 

interactive and highly changeable, and as Brown points out about games: “...You must sense, 

infer, decide, and act quickly. When you fail, you must learn from that failure and try again and 

again and again” (Brown, 2006, p. 15). Though rather than be discouraged by failure, 

students are more likely to go back time and again, trying something new.

In their paper, Zheng et al. (2009) explore the power of co-questing, that is, where a 

symmetrical relationship is fostered and group goals can be accomplished between the 

students. Through working together to achieve their goals, students in Zheng's research were 

better able to detect functional linguistic information in the environment that they might not 

have noticed individually. As in her research, the students in this unit will be working together 

toward common goals, either building a house or navigating a puzzle. The benefits Zheng 

observed should transfer to the realm of communicative competence that these activities are 

trying to reinforce as well.

Minecraft is still in its infancy in terms of being evaluated for its effectiveness in 

educational settings, but the affordances it lends are attractive. In time, it may prove to be an 

excellent aid in the creation of “optimal technology context,” or “one in which the use of any 

digital technology makes language learning more effective... and/or more efficient... in pursuit 

of whatever language and content goals, objectives, and standards are to be achieved 

(Egbert, 2010, p. 2). This is especially true in terms of project and content-based language 

learning, and the development of oral communication skills. According to Skehan (2007) and 

Folse (2009), an effective language learning task is contextualized in acts of communication. 

As in the activity to build a house above, students need to begin such an activity by 

conversing together about what they want to build the structure out of – wood, stone, etc. 

Then they must decide who will take on which role. Someone must gather the resources, 

someone must be lead designer and builder. Will responsibilities be shared? Answering such 



questions requires collaboration and extensive verbal planning. Completing the task requires 

that students use authentic language in real situations.

Interaction is a key feature of quality Computer-Assisted Language Learning (CALL) 

applications (Chappelle & Jamieson, 2008) and Minecraft offers an environment rich in 

interactive opportunities. In addition, if developed with the right principles in mind, the game 

can be used in a way that fosters creative, authentic use of language in a myriad of academic 

and non-academic contexts.



REFERENCES

Brown, J.S. (2006). New learning environments for the 21st century. Retrieved April 8, 2013, 
from: http://www.johnseelybrown.com/newlearning.pdf

Chapelle, C. & Jamieson, J. (2008). Tips for teaching with CALL: Practical approaches to 
computer-assisted language learning. White Plains, NY: Pearson.

Egbert, J. (2010). Introduction. In Egbert, J. (Ed.), CALL in limited technology contexts: Vol. 9.  
CALICO monograph series (pp. 1-6). San Marcos, TX: Computer Assisted Language 
Instruction Consortium (CALICO).

Folse, K.S. (2006). The art of teaching speaking: Research and pedagogy for the ESL/EFL 
Classroom. Ann Arbor, MI: University of Michigan Press.

Krashen, S. (2003). Explorations in Language Acquisition and Use. Portsmouth: Heinemann.

Skehan, P. (2007). Task research and language teaching: Reciprocal relationships. In S. 
Fotos & H. Nassaji (Eds.), Form-focused instruction and teacher education studies in 
honour of Rod Ellis (pp. 289-301). Oxford: Oxford University Press.

Skinner, E. & Belmont, M. (1991). A longitudinal study of motivation in school: Reciprocal 
effects of teacher behavior and student engagement. Unpublished manuscript, 
university of Rochester, Rochester, NY.

Zheng, D., Young, M.F., Wagner, M., & Brewer, B. (2009). Negotiation for action: English 
language learning in game-based virtual worlds. The Modern Language Journal, 93(4), 
(pp. 489-511).

http://www.johnseelybrown.com/newlearning.pdf

