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Abstract: Mojang and UN Habitat have formed Block by Block, an organization with the sole 

ǇǳǊǇƻǎŜ ƻŦ ǳǎƛƴƎ aƻƧŀƴƎΩǎ ƎŀƳŜΣ aƛƴŜŎǊŀŦǘΣ to increase community input in planning projects 

around the world. This use of Minecraft in such a tangible way is fairly new in gaming and urban 

planning contexts, as previous games that may have been useful in the urban planning field 

ǿŜǊŜƴΩǘ ƴŜŎŜǎǎŀǊƛƭy powerful enough to be of use to planners.  

 

The purpose of this research project is to explore the Block by Block program in order to examine 

whether the methodologies employed by the Block by Block team can increase participation in 

marginalized communities. This research project analyzes the Block by Block program through a 

review of manuals and other materials released by the program itself, and finds preliminary 

evidence that the program may be useful in increasing participation in marginalized 

communities.  
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Chapter 1: Introduction 
 

Public participation is a cornerstone in any functional democracy. While many people 

feel like their job is complete once they submit their ballot every 4th November, there is clearly 

much more involved in running a functional government. This lack of interest in governmental 

policy has led to great apathy, but also a louder voice for those who show just the smallest bit 

of interest in local politics. Public participation in government has become an activity largely 

populated by older and wealthier people. This increase in participation has much to do with the 

amount of free time and resources available to these people. While their intentions are 

generally good, they may not be the best representatives for lower income people, younger 

people, or many other generally disenfranchised groups of people. (Foster-Bey, 2008) It then 

becomes important for anyone working in government to ask themselves how to diversify their 

public meetings.  

 

Communities of Inquiry 

 {ƘƛŜƭŘǎ όнллоύ ŘƛǎŎǳǎǎŜǎ ǘƘŜ ŎƻƴŎŜǇǘ ƻŦ ά/ƻƳƳǳƴƛǘƛŜǎ ƻŦ LƴǉǳƛǊȅέ ƛƴ ǘƘŜ ŎƻƴǘŜȄǘ ƻŦ 

participatory democracy. There she discusses ideas from many scholars on the subject. These 

scholars touch on the idea that ŘŜƳƻŎǊŀŎȅ ŘƻŜǎƴΩǘ Ƨǳǎǘ ǘŀƪŜ ǇƭŀŎŜ ŀǘ ǘƘŜ ōŀƭƭƻǘ ōƻȄΣ ōǳǘ ǘƘǊƻǳƎƘ 

cooperation toward equality for all citizens and a shared faith in others. Indeed, it should be the 

Ǝƻŀƭ ŦƻǊ ǇǳōƭƛŎ ǇŀǊǘƛŎƛǇŀǘƛƻƴ ǇǊƻŎŜǎǎŜǎ ǘƻ ŀƛƳ ƳƻǊŜ ŦƻǊ ǘƘƛǎ άŎƻƳƳǳƴƛǘȅ ƻŦ ƛƴǉǳƛǊȅέ ƳƻŘŜƭ ŀnd 

less as a formality to satisfy a legal requirement.  
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Age 

A large concern in Public Administration fields is the low turnout of younger citizens for 

workshops and public meetings. (Passon, et al., 2008) In their paper, Passon, et al, discuss 

concerns with the fact that youth members of the community are generally excluded on the 

basis of perceived maturity of the entire age group. LǘΩǎ ŀƭǎƻ ǿƻǊǘƘ ƴƻǘƛƴƎ ǘƘŀǘ Ƴŀƴȅ ƻŦ ǘƘŜ 

ȅƻǳƴƎŜǎǘ ƳŜƳōŜǊǎ ƻŦ ǘƘŜ ŎƻƳƳǳƴƛǘȅ ŘƻƴΩǘ ŦŜŜƭ ƭƛƪŜ ǘƘŜȅ ƘŀǾŜ ŀ ǇƭŀŎŜ ǿƘŜǊŜ ǘƘŜȅ ŀǊŜ ǿŜlcome. 

(Osborne, et al, 2017) Youth members of the community generally will live the longest with 

decisions made about the city around them, but are most often left out of the process due to a 

ǎƻŎƛŜǘŀƭ ōŜƭƛŜŦ ǘƘŀǘ ǘƘŜƛǊ ƛƴǇǳǘ ƛǎƴΩǘ ƴŜŜŘŜŘΦ Lƴ ǘƘŜƛǊ ǇŀǇŜǊΣ Osbourne, et al (2017) found that 

ǘƘŜ ǎǳōƧŜŎǘǎ ƻŦ ǘƘŜƛǊ ǎǘǳŘȅ ǎƘƻǿŜŘ ŀƴ ƛƴǘŜǊŜǎǘ ƛƴ ƳŜŜǘƛƴƎ ǿƛǘƘ ǘƘŜƛǊ ƭƻŎŀƭ ƻŦŦƛŎƛŀƭǎΣ ōǳǘ ǿŜǊŜƴΩǘ 

properly educated on who represented them on a local level. This meant that if these younger 

citizens had some constructive ŎǊƛǘƛŎƛǎƳ ƻǊ ƴŜǿ ƛŘŜŀǎ ŦƻǊ ǘƘŜƛǊ ƭƻŎŀƭ ƎƻǾŜǊƴƳŜƴǘΣ ǘƘŜȅ ǿƻǳƭŘƴΩǘ 

know who to reach out to. This systemic failure to include the voices of the youngest members 

of the community is worth addressing.  

Socioeconomic Status 

The history of urban planning being used as a tool of segregation is quite clear. The 

practice of redlining and the demolition of historically black neighborhoods in the name of 

ŦƛȄƛƴƎ άǳǊōŀƴ ōƭƛƎƘǘέ led to an inherited lack of wealth being passed down through generations 

in communities of color. (Grove, et al. 2018; Rutan and Glass, 2017) The scars from these racist 

policies in the past persist to this day and repairing these wounds in the city needs to be at the 
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ŦƻǊŜŦǊƻƴǘ ƻŦ ŀƴȅ ǇƭŀƴƴŜǊΩǎ ƳƛƴŘ ǿƘŜƴ ǘƘŜȅ ōŜƎƛƴ ŀ ǇǊƻƧŜŎǘΦ hŦǘŜƴΣ ǘƘŜ ŜȄǇŜǊǘǎ ƛƴ Ƙƻǿ ǘƻ ǊŜǇŀƛǊ 

these divides are those who have been affected the most.  

Education can also play a major role in the ability or interest for those in lower 

socioeconomic statuses to participate in local governments. Ross and Leigh (2000) discuss the 

fact that planning can be exclusive due to the need for some technical knowledge that may be 

required in planning contexǘǎΣ ōǳǘ ƛǎƴΩǘ ǿƛŘŜƭȅ ŀǾŀƛƭŀōƭŜ ǘƻ ǘƘƻǎŜ ǿƘƻ ŀǘǘŜnded schools of a 

lower caliber. This lack of accessibility can be easily overcome with some extra time, but for 

ǘƘƻǎŜ ǿƘƻ Ƴŀȅ ōŜ ƭƛǾƛƴƎ ǇŀȅŎƘŜŎƪ ǘƻ ǇŀȅŎƘŜŎƪΣ ǘƘŀǘ ǘƛƳŜ Ƴŀȅ ōŜ ŀǘ ŀ ǇǊŜƳƛǳƳ ǘƘŀǘ ǘƘŜȅ ŎŀƴΩǘ 

afford.  

Gender 

 Women and girls also find their voices drowned out in favor of the voices of men quite 

often as well.  wŜŜǾŜǎ όнлмпύ ŘƛǎŎǳǎǎŜǎ Ƴŀƴȅ ƳƛǎǎŜŘ ƻǇǇƻǊǘǳƴƛǘƛŜǎ ǘƻ ƛƴǘŜƎǊŀǘŜ ǿƻƳŜƴΩǎ ǾƻƛŎŜǎ 

ƛƴ ǳǊōŀƴ ǇƭŀƴƴƛƴƎ ŘƻŎǳƳŜƴǘǎΣ ǎǇŜŎƛŦƛŎŀƭƭȅ ǘƘŜ ¦bΩǎ Dƭƻōŀƭ wŜǇƻǊǘ ƻƴ IǳƳŀƴ {ŜǘǘƭŜƳŜƴǘΣ ǿƘƛƭŜ 

touching on the broader exclusion of female voices in the field. Women in urban planning have 

often been ignored or left out for whatever reason, and their participation in government is 

essential for proper inclusion and representation. Some organizations, such as Col·lectiu Punt 6 in 

Spain have developed methods to combat this problem head on. (Ortiz Escalante and Gutierrez 

Valdivia, 2015) 

Block by Block 

 .ƭƻŎƪ ōȅ .ƭƻŎƪ ŘŜǎŎǊƛōŜǎ ƛǘǎŜƭŦ ŀǎ άŀ ŎƘŀǊƛǘȅ ǎŜǘ ǳǇ ƛƴ нлмс ōȅ aƻƧŀƴƎ ώŘŜǾŜƭƻǇŜǊ ŀƴŘ 

publisher of Minecraft] and Microsoft to support UN-IŀōƛǘŀǘΩǎ ǿƻǊƪ ǿƛǘƘ ǇǳōƭƛŎ ǎǇŀŎŜ ŀƴŘ 
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Minecraft. The purpose of Block by Block is to raise funds for the improvement of public spaces 

ǿƻǊƭŘǿƛŘŜΣ ǿƛǘƘ ŀ ŦƻŎǳǎ ƻƴ ǇƻƻǊ ŎƻƳƳǳƴƛǘƛŜǎ ƛƴ ŘŜǾŜƭƻǇƛƴƎ ŎƻǳƴǘǊƛŜǎΦέ όōƭƻŎƪōȅōƭƻŎƪΦƻǊƎύ 

Through this program, UN Habitat can model proposed project spaces in game and then allow 

local citizens the ability to manipulate the current spaces into something that they would see 

fit. (UN Habitat, 2015a) 

Research Purpose  

The purpose of this research project is to explore the Block by Block program in order to 

examine whether the methodologies employed by the Block by Block team can increase 

participation in marginalized communities, particularly younger citizens, members of lower 

socioeconomic classes, and women.  

Summary of Chapter Contents 

Chapter 2 gives a history of video gaming and urban design, and also describes the 

setting of the Block by Block program as a digital spaceΦ Lƴ ǘƘƛǎ ŎƘŀǇǘŜǊΣ άaƛƴŜŎǊŀŦǘέ is studied 

as a virtual place through elaboration on how the game is played, how it can be used in urban 

planning settings, and how it can be modified to expand the functionality of the game.  

 The Conceptual Framework for the analysis of the Block by Block program is built in 

Chapter 3. This chapter focuses on the key issues that form the foundation of the research in 

this paper. This research is focused on the issues of equity and voice, and whether Block by 

BlockΩǎ ƳŜǘƘƻŘǎ ǇǊƻǾƛŘŜ ŀ ŘƛǎǘƛƴŎǘ ǇƻǎƛǘƛǾŜ ōƻƻǎǘ ǘƻ ǘƘŜǎŜ ƛǎǎues.  
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 Chapter 4 builds a methodology around the conceptual framework from Chapter 3. This 

chapter uses the basic pillar questions introduced in previous chapters to discuss how the study 

will use documents provided by Block by BlockΣ ŀƭƻƴƎ ǿƛǘƘ ŀ άŎƻ-thesƛǎέΣ ǘƻ ƘŜƭǇ ōŜǘǘŜǊ Ǉŀƛƴǘ ŀ 

picture of the success or failure of the Block by Block program.  

 Chapter 5 takes the methodology introduced in the previous chapter and uses them to 

examine the Block by Block program. This chapter uses the methodologies from Chapter 4 to 

interpret data from 3 pieces written by members of the Block by Block program, as well as a 

άŎƻ-ǘƘŜǎƛǎέ ǿǊƛǘǘŜƴ ŀōƻǳǘ ƻƴŜ ƻŦ Block by BlockΩǎ ƳŜǘƘƻŘΦ  

 Chapter 6 concludes this paper. This chapter summarizes the findings from the results 

chapter and suggests further research questions to answer in future research.  
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Chapter 2: Setting 
 

Chapter Purpose 

This chapter introduces the complex world of Minecraft and the intersections of urban 

ǇƭŀƴƴƛƴƎ ŀƴŘ ǾƛŘŜƻ ƎŀƳƛƴƎ ǎƛƴŎŜ ǘƘŜ ƭŀǘŜ улΩǎ ǘƻ ǘƘƻǎŜ ǿƘƻ Ƴŀȅ ōŜ ǳƴŦŀƳƛƭƛŀǊΦ The use of 

Minecraft in urban planning requires understanding the game, both as a virtual place and as a 

tool for input.  This chapter offers ŀ ǎƘƻǊǘ ƘƛǎǘƻǊȅ ƻƴ ǘƘŜ άŎƛǘȅ-ōǳƛƭŘŜǊέ ƎŜƴǊŜ ƛƴ ǾƛŘŜƻ ƎŀƳƛƴƎ ŀǎ 

it relates to urban planning, a short history of Minecraft, a basic walkthrough of the mechanics 

ƻŦ ǘƘŜ ƎŀƳŜΣ ŀƴŘ ǘƘŜ ŀǾŀƛƭŀōƛƭƛǘȅ ƻŦ άƳƻŘǎέ ŀƴd their potential uses in this application. 

Minecraft is quite literally an infinite world where players are able to gather resources and build 

whatever they choose. The ability to understand how this infinite world can be translated into 

the real world becomes extremely important for anyone to implement this idea in any serious 

manner. 

¢ƘŜ ¦ǎŜ ƻŦ ά/ƛǘȅ .ǳƛƭŘŜǊέ DŀƳŜǎ ƛƴ ¦Ǌōŀƴ tƭŀƴƴƛƴƎ 

The majority of the literature referenced in this section is in reference to the 

pedagogical benefits of video gaming in urban planning fields.  While the literature does not 

discuss the use of these games in the context of community participation, it does reflect the 

fact that these games were taken seriously by the community and had some role in creating 

future urban planners.  



 

7 
 

SimCity 

¢ƘŜ ŦƛǊǎǘ ƳŀƧƻǊ ƎŀƳŜ ƛƴ ǘƘŜ άŎƛǘȅ-ōǳƛƭŘŜǊέ ƎŀƳƛƴƎ ƎŜƴǊŜ ǿŀǎ {ƛƳ/ƛǘȅΦ SimCity was 

created by Will Wright and released by his publishing company, Maxis, in February of 1989 for 

PC. The basic premise of the game was to channel ǘƘŜ ǇƭŀȅŜǊΩǎ ƛƴƴŜǊ [Ω9ƴŦŀƴǘΣ ŀǎ the player is 

given a blank plot of land to lay out roads, transit systems, power lines, and to zone the land in 

between. (Moss, 2015) Because the game was released in 1989, there were obvious limitations 

to the ability of the game to simulate anything seriously. Indeed, a review from a 1991 edition 

ƻŦ άtǊƻŦŜǎǎƛƻƴŀƭ DŜƻƎǊŀǇƘŜǊέ ǎǘŀǘŜǎ ǘƘŜ ŦƻƭƭƻǿƛƴƎΥ 

ά¢ƘŜ ƎŀƳŜ ƛǎ ŘŜǾŀǎǘŀǘƛƴƎƭȅ ǊŜŀƭƛǎǘƛŎΣ ōǳǘ ƭƛƳƛǘŜŘ ƛƴ ƛǘǎ ŀǇǇƭƛŎŀǘƛƻƴǎ ŀǎ ŀ ǘŜŀŎƘƛƴƎ ǘƻƻƭΦέ1- 

(Gordon, 1991) (p. 367) 

hŦ ŎƻǳǊǎŜΣ ōȅ ǘƻŘŀȅΩǎ ǎǘŀƴŘŀǊŘǎΣ ǘƘŜ ƻǊƛƎƛƴŀƭ ƛǘŜǊŀǘƛƻƴ ƻŦ {ƛƳ /ƛǘȅ ǿŀǎ ƴƻǘ άŘŜǾŀǎǘŀǘƛƴƎƭȅ 

ǊŜŀƭƛǎǘƛŎέ ōǳǘ ƛǘ ǿŀǎ ǉǳƛǘŜ ƎǊƻǳƴŘōǊŜŀƪƛƴƎΦ   

                                                           
1 ¢ƘŜ ŀǳǘƘƻǊ ŘƛŘ ǎŜŜƳ ƻǇǘƛƳƛǎǘƛŎ ŀōƻǳǘ ǘƘŜ ŦǳǘǳǊŜ ƻŦ ǘƘŜ ƎŀƳŜΣ ƘƻǿŜǾŜǊΣ ŀǎ ǘƘŜȅ ǎǘŀǘŜŘΣ ά¢ƘŜ ǇƻǎƛǘƛǾŜ ǎƛŘŜ ƛǎ ǘƘŀǘΣ 
apart from being enjoyable, Sim City shows us in no uncertain terms that the science of planning involved art and a 
ƎƻƻŘ ŘŜŀƭ ƻŦ ƭǳŎƪΦέ 
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Figure 2.1 Gameplay screenshot from GameFAQs.com  

The game was restricted to a grid with no variance in size of zones or road. Home computers at 

the time were severely restricted in processing power, and were unable to simulate the 

intricacies of a city in an accurate fashion. In a presentation to the American Political Science 

Association, Kenneth Kolson listed many shortcomings to the simulation at the time, including 

ŀƴ άƻǾŜǊ-ǊŜƭƛŀƴŎŜ ƻƴ Ƴŀǎǎ ǘǊŀƴǎƛǘΣέ ŀ ƭŀŎƪ ƻŦ άƛƴǘŜǊŀŎǘƛƻƴ ƻŦ ǘƘŜ ǎƛƳǳƭŀǘƛƻƴ Ŏƛǘȅ ǿƛǘƘ ǘƘŜ 

ǎǳǊǊƻǳƴŘƛƴƎ ǊŜƎƛƻƴΣέ ŀƴŘ άǘƘŜ ƴŜƎƭŜŎǘ ƻŦ ǊŀŎŜ ŀǎ ƻƴŜ ƻŦ ǘƘŜ Ƴƻǎǘ ǎŀƭƛŜƴǘ ŦŜŀǘǳǊŜǎ ƻŦ ¦Φ{Φ ǳǊōŀƴ 

ƭƛŦŜέ ǘƻ ƴŀƳŜ ŀ ŦŜǿΦ όYƻƭǎƻƴΣ мффп) (p.1) Despite these obvious limitations, the game proved to 

be quite popular. It was ported to different operating systems and even Nintendo got involved 

by releasing a version of the game on their Super Nintendo Entertainment System (SNES). This 

version even came with its very own built in urban planner of sorts, named Dr. Wright. 2 

                                                           
2 Dr. ²ǊƛƎƘǘ ƳƛƎƘǘ ƘŀǾŜ ōŜŜƴ ǘƘŜ ŦƛǊǎǘ ǳǊōŀƴ ǇƭŀƴƴƛƴƎ άǇǊƻŦŜǎǎƻǊέ ǘƘŀǘ Ƴŀƴȅ ƛƴ ǘƘŜ ŦƛŜƭŘ Ƴŀȅ ƘŀǾŜ ŜƴŎƻǳƴǘŜǊŜŘΦ  
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Figure 2.2: Dr. Wright running from Bowser, the main villain from the Mario universe. Screenshot from GameFAQs 

 

SimCity 2000 and 3000 

In 1994, Maxis released the second iteration of the game under the name SimCity 2000. (Moss, 

2015) This newer version of the game featured some enhancements from the previous game, 

most notably the ability to zone areas to ǘƘŜ ǇƭŀȅŜǊΩǎ liking, but generally was not able to 

overcome most of the obstacles that kept the game from being very useful as a learning tool. 

Adams phrased his thoughts very plainly when he stated:   

ά{ƛƳ/ƛǘȅ нллл ƛǎ ōŜǎǘ ŘŜǎŎǊƛōŜŘ ŀǎ ŀ ǎƻǇƘƛǎǘƛŎŀǘŜŘ ƎŀƳŜΣ ǊŀǘƘŜǊ ǘƘŀƴ ŀ ǎŎƛŜƴǘƛŦƛŎŀƭƭȅ ŀccurate 
ǎƛƳǳƭŀǘƛƻƴ ƳƻŘŜƭΦέό!ŘŀƳǎΣ мффуύ 

 

Throughout his paper, Adams studies an introductory geography course where students used 

SimCity 2000. The end of semester survey showed that there was a statistically significant 

difference between urban planning majors and nonmajors (60% vs. 89%) (Adams, 1998) in 

appreciation for the game. Adams theorized that the urban planning majors may not have 
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appreciated the lack of realism, but admitted that more testing would be necessary to prove his 

point. 

 

Figure 2.3: A dense downtown area in SimCity 2000. Screenshot from GameFAQs 

SimCity 3000, released in 1999 (Moss, 2015), saw even more improvement in its ability 

to model a city. It was, however, still found to be inadequate as a modeling software for the 

innerworkings of a city. (McCue and James, 2008)  
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Figure 2.4 Screenshot of SimCity 3000. Screenshot from Mobygames 

 

 

SimCity 4 

SimCity 4 was released in 2003 (Moss, 2015), with a focus on regional planning vs. planning on a 

local level. Players could build connections to neighboring towns and work out deals to sell 

utilities and services to their neighbors. Traffic would also flow from one town to another, 

creating problems for ǘƘŜ ǇƭŀȅŜǊΩǎ in-game neighbors. The game was highly popular, but was 

also panned for being too demanding on PCs at the time as well as too difficult. (Kosak 2003, 

Blevins 2003) The universal criticism of these issues highlights their ability to be useful in 
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modeling. The sorts of calculations needed to properly model traffic were still not achievable on 

ŀ ƘƻƳŜ ŎƻƳǇǳǘŜǊ ŀǘ ǘƘŜ ǘƛƳŜΣ ōǳǘ ǘƘŜ ōŀǎƛŎ ǘǊŀŦŦƛŎ ǇƭŀƴƴƛƴƎ ǘƘŀǘ ǿŀǎ ŘƻƴŜ άǳƴŘŜǊ ǘƘŜ ƘƻƻŘέ ƻŦ 

the game was quite useful for basic education. (Minnery and Searle 2014) Some literature also 

criticized the hydrology in the game, as it had an unlimited supply of water underground, and 

pollution of the underground water could be mitigated by the placement of water treatment 

ǇƭŀƴǘǎΦ ό5Ω!ǊǊƛǎǘŀ ŀƴŘ IŜƭƭǿŜƎŜǊ нллтύ  

 {ƛƳ/ƛǘȅ п ǿŀǎ ƘƛƎƘƭȅ ƳƻŘƛŦƛŜŘ όάƳƻŘŘŜŘέύ ōȅ ǘƘŜ ŎƻƳƳǳƴƛǘȅΣ ǿƘƛŎƘ ŀƭƭƻǿŜŘ Ŧŀƴǎ ǘƻ ŀŘŘ 

functionalities to the game that were unforeseen by Maxis. The mods breathed new life into 

ǘƘŜ ƎŀƳŜ ŦƻǊ ǊƻǳƎƘƭȅ ŀƴƻǘƘŜǊ ŘŜŎŀŘŜΣ ōǳǘ ǘƘŜǊŜ ƛǎƴΩǘ ƳǳŎƘ ƭƛǘŜǊŀǘǳǊŜ ǊŜŦŜǊŜƴŎƛƴƎ the use of 

mods in any sort of public program, due to the flexible and admittedly unreliable nature of 

modding.  
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Figure 2.5- Green residential zones ready for development in SimCity 4. Screenshot from MobyGames 

Cities: Skylines 

 In 2015, Colossal Order and Paradox Interactive released Cities: Skylines, a spiritual 

successor to SimCity (Moss, 2015). The game is much more powerful than its predecessors, and 

is currently being tested as a reliable model for urban planning. (Johansson 2016) This game has 

quite a bit of promise for use in the field of planning. There are some drawbacks to using Cities: 

{ƪȅƭƛƴŜǎ ƛƴ ǇǳōƭƛŎ ǇŀǊǘƛŎƛǇŀǘƛƻƴ ǎŜǘǘƛƴƎǎΣ ƘƻǿŜǾŜǊΦ ¢ƘŜ ǎƛƳǳƭŀǘƛƻƴ ǎǘƛƭƭ ƛǎƴΩǘ Ǌƻōǳǎǘ ŜƴƻǳƎƘ ǘƻ 

provide reliable data for transportation policy decisions, nor does the crew behind the game 

intend to provide such a software. (Korppoo 2017) That said, the game may be useful for large 
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scale sketching and design where older games in this field have fallen short. Mods might also 

help make the game more useful or robust in urban planning. This would require further 

research in the future.  

 

Figure 2.6 Island city in the rain in Cities: Skylines. Personal screenshot 

 

Minecraft 

 Minecraft is a the second-highest selling video game in historyτOnly behind Tetrisτ

with over 100,000,000 copies sold since its release in Nov. 2011. (Tassi, 2016) Created by 

Markus Persson (aka Notch), the game was originally released on computers before being 

released on mobile phones and subsequent home video game consoles. In 2014, Microsoft 

puǊŎƘŀǎŜŘ aƛƴŜŎǊŀŦǘΩǎ ǇŀǊŜƴǘ ŎƻƳǇŀƴȅΣ aƻƧŀƴƎΣ ŦǊƻƳ aŀǊƪǳǎ ŦƻǊ ϷнΦр ōƛƭƭƛƻƴΦ (Molina, 2014) 

Microsoft has continued to allow Minecraft to develop for competing home consoles (Microsoft 

produces the Xbox line of gaming consoles) as well as kept the funding available for continued 
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ŘŜǾŜƭƻǇƳŜƴǘ ƻŦ ǘƘŜ ƎŀƳŜΦ ¢ƘŜ ƭŀǘŜǎǘ ƭŀǊƎŜ ǳǇŘŀǘŜΣ ŘǳōōŜŘ ǘƘŜ ά²ƻǊƭŘ ƻŦ /ƻƭƻǊέ ǳǇŘŀǘŜΣ 

released more colored blocks to use in the game, as well as some new patterned blocks, all of 

which will be useful in the future.  

Basic Walkthrough of Minecraft3: 

Minecraft is set in a virtual, randomly generated world made up of 1m3 blocks. These 

blocks can be collected (mined) and used to craft newer and more exotic blocks. These blocks 

can be refined into simple machines, and can even become complex enough to create a proper 

working calculator in-ƎŀƳŜΣ ǳǎƛƴƎ ǘƘŜ ƎŀƳŜΩǎ άǊŜŘǎǘƻƴŜέ ŦǳƴŎǘƛƻƴŀƭƛǘȅΣ ǿƘƛŎƘ ƻǇŜǊŀǘŜǎ ǎƛƳƛƭŀǊƭȅ 

to electricity.  

  

Figure 2.7: Screenshot from a personal server displaying the block shapes.  

                                                           
3 This section is written based on knowledge the author has gained from playing Minecraft recreationally. 






















































































