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1. Introduction and Aim 

In today’s society, technology and digital tools are used almost every day, from TVs and 

computers to smart phones. Technology is a helpful tool, both in everyday life and in school. 

Video games, for example, have been proven to assist students in different ways of learning. This 

study will investigate how the videogame Minecraft can be used as an educational tool. 

Minecraft is a very popular videogame among children today, and has around 40 million active 

players each month (Gyllenstig Serraro 2016: 16). This makes Minecraft a potentially interesting 

game to make use of, because it is an easy to play, and easy to understand type of game. In this 

study I will examine a number of lesson plans that involve the use of Minecraft to find out if it 

can be used successfully as a teaching tool in schools. More specifically, the study will look at if 

Minecraft can be used to improve reading, listening, writing and speaking skills among English 

language learners. The students are Swedish school students in grades 4-6, between 11 to 13 

years of age.  

The aim of my study is to find out to what extent Minecraft is a useful digital tool in 

school to help students improve in the four skills in English. The study will examine how far 

these four skills are getting used in these lessons plans, by comparing the lesson plans to the 

curriculum. By looking at lesson plans designed for using in classes when playing Minecraft I 

will be able to analyze the usefulness of Minecraft as a tool to improve students English skills. 

There will also be an analysis of Minecraft to explore whether there are any other advantages to 

using Minecraft as a digital tool in school. Similarly there will also be an analysis to discover 

what some of the disadvantages with using Minecraft can be. In the next section a background 

explanation will specify why digital tools are now obligatory in school, and describe some of the 

tools currently in use. Also there will be a background explanation to what Minecraft is, and how 

it works.  

 

2. Background 

In the background section there will be four subsections in which I will clarify why digital tools 

are now obligatory in school; I will also explain what Minecraft is and how the game works, and 

what Minecraft: Education Edition is. In addition, examples of other digital tools will be 

discussed. There will also be an explanation of socio-cultural theory, and some concepts 
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explained. Furthermore some goals and expectations from the Swedish curriculum will be 

brought up. Finally some previous research on digital tools in the classroom will be discussed. 

 

2.1 Digital tools in the classroom 

Since the revision of the Swedish curriculum for the compulsory school, preschool class and 

school age educare in 2018, the usage of digitalized tools is now an obligatory task instead of an 

optional one (Skolverket 2019). This means that students must get the chance to interact with 

technology and learn how to use it (Skolverket 2019), for example, hardware like computers and 

iPads/tablets, but also software such as websites, digital learning tools and videogames. With the 

revision of the Swedish curriculum for the compulsory school, some demands for “digital 

competence” have been added for the students in school. The reason for this is that we are living 

in a digital world today with a huge information flow and increased digitalization (Skolverket 

2019). With this comes the demand for digital competence, which means that students must be 

capable of being able to interact in the digital world of today. By being given knowledge and 

information in school, the students will be prepared both for the work market but also their 

everyday life.  

Digital competence according to Skolverket is: 

 Being able to understand how digitalization affects both society and individual  

 Being able to use and understand digital tools and media  

 Having a critical and responsible approach to digital technology  

 Being able to solve problems and to turn ideas into actions in a creative way with the 

usage of technology (Skolverket 2019) 

All of this will give students in school the opportunity to be prepared for the digital world once 

they get out of school.  

A digital tool can be used with help of a computer or a smartphone/tablet, and can be a 

game, a webpage, or an online resource that can help students and teachers. It can help students 

to learn a specific subject, or it can be used to change how students present things in school. 

Many different games exist in the world and depending on the subject; a game can give students 

lot of ways to learn what the specific subject is about. 
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 In Sweden today most people own a Smartphone; many students have both computers 

and videogame consoles. Many students have most likely either played or heard of the game 

called Minecraft because of its popularity. In the history of videogames Minecraft is the second 

most popular videogame of all time, only being beaten by Tetris (Exp.GG 2018). Minecraft was 

created and developed by Markus “Notch” Persson and the game developing company Mojang. 

Minecraft is a sandbox game which means that it does not follow a strict structure or directions; 

it means that it is an open world game where the player can discover and create basically 

whatever they want (Gyllenstig Serraro 2016: 16-17). In Minecraft one can build with different 

blocks, representing different types of materials such as stone, dirt, wood and even gold. With 

these blocks one can create various forms of constructions, like a house, a castle or even 

something imaginary. Minecraft can be played in an online world where everyone can join, but it 

can also be played on servers where you need to get invited by a specific player to be able to 

join. For example a teacher can invite the students to come and join in on a specific world that 

the teacher has created. Minecraft is a popular game, and at the middle of 2016 Minecraft had 

sold over 100 million across all platforms. Minecraft has around 40 million active players each 

month (Gyllenstig Serraro 2016: 16).  

There are different ways of playing Minecraft, as the game has two modes; these modes 

are survival mode and creative mode. In the survival mode of Minecraft the players have to look 

out for enemies, make sure that they have food to survive and watch out for other types of 

dangers such as falling from a high place. In survival mode players can die in different ways, and 

after their death players will respawn again, i.e. they will reappear after their death. Another 

factor in survival mode is that players are restricted by the tools and blocks they can use, for 

example hacking for gold might take a long time if the player does not have a good pickaxe to 

use. Although there are many different things to do in survival mode the purpose with this game 

mode is as the name says, to survive as long as possible, gather resources and build different 

creations. In creative mode all the rules from the survival mode are gone, the player gets access 

to all the different types of material, and also you cannot die in this mode. In this mode the 

players also get the ability to fly, which means that in creative mode the goal is basically to fly 

around and create what you want without having to worry about food, enemies or death.  

Since the creation of Minecraft different types of editions of the game have been 

released, and one specific edition is created for being used in school. Minecraft: Education 
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Edition is an educational version of the Minecraft game, designed to be used in the classroom. 

The Minecraft: Education Edition offers more features and helpful tools for the game to make it 

more suitable for usage in school. Some of the features in the Minecraft: Education Edition that 

makes it accessible and useful in the classroom are described below. 

First it encourages collaboration in the classroom. By using Minecraft: Education Edition 

students can work together, build different projects, solve difficult problems, or give 

presentations of their work. An entire class of up to thirty students can easily play on the same 

server, coexisting in the same world. By working together students can create worlds together, 

and also easily join another student’s created world (McMurtry 2018). Second, the use of special 

types of blocks designed for the Minecraft: Education Edition is another feature that is helpful in 

the classroom. These special blocks are designed for creators of different worlds and for 

educators. The blocks are unbreakable and can be placed to make sure that visitors of the world 

cannot break certain creations, or walk away to some place they are not allowed to be at 

(McMurtry 2018). Third, NPCs (or Non-Player Characters) can be created to act as a helpful tool 

for the players. By giving information, instructions or to guide players in the game these NPCs 

can provide students with hints in the game (McMurtry 2018).   

The Education Edition also includes features that help the teachers, one of them being 

progression tracking. By using different types of features like cameras, writable books and a 

portfolio the teacher can track how students are progressing after lessons. With the camera 

students can take photos in game and save them, and with the portfolio they can document what 

they have learnt (McMurtry 2018). Chalkboards are another feature for the Minecraft: Education 

Edition that can provide assistance in the game. Teachers or other educators can create 

chalkboards of different sizes that can provide students with useful or additional information to 

help them complete a task in the game (McMurtry 2018). Security is addressed with secure sign-

in; each teacher and student utilize individual Office 365 Education accounts that they can log in 

on, this ensures the safety and security for players in Minecraft: Education Edition (McMurtry 

2018). Finally, in Minecraft: Education Edition there is a Tutorial world where new players get 

to learn how to play the game, from crafting to navigate and how to handle different types of 

blocks. After playing the Tutorial world most players are adept enough to play the game alone 

(McMurtry 2018). These different features offer a wider selection of options in the classroom 

compared to the ordinary Minecraft game.  



 

5 

 

A game like Minecraft is intended to be used as a complement to the ordinary curriculum. 

It is meant to be used as a digital tool in school, both as an interesting new approach to the 

subject, but also as a helpful tool for students to learn the subject. Some digital tools that are 

being used in Swedish schools today are Kahoot, Google Docs (and other Cloud related tools 

from Google, Microsoft etc) and Padlet. Kahoot is a game-based platform where the teacher can 

ask a question or do a survey or a quiz. The teacher can either create their own or use a Kahoot 

that has been uploaded. The students log in on their Smartphones or computers and select a name 

for themselves. After that the teacher starts the quiz or question. Students get points based on 

being right and their speed, giving the class a competitive feeling. Google Docs is a digital tool 

that offers students and teacher a way to gather and create different documents and papers online 

that can be accessed anywhere as long as the person has a log in and an online device. Padlet is 

an application to create an online bulletin board that you can use to display information for 

others to look at. By creating an account students and teacher can access and create a new board 

with a new topic. Students can add different things like pictures, links, videos, and more. There 

are many different digital tools that can be used in the classroom; however for them to be used 

effectively there needs to be reasoning behind the choices.  

 

2.2 Socio-cultural theory 

In this section the socio-cultural theory of learning will be explained, some concepts within the 

socio-cultural theory like the zone of proximal development, scaffolding and collaborative 

learning will also be explained. The socio-cultural theory will be discussed in relation to the 

Minecraft Education Edition.  

Socio-cultural theory is a theory that is heavily influenced by psychologist Lev Vygotsky 

(1896–1934). Vygotsky argued that children’s language develops primarily from social 

interaction (Lightbown and Spada 2006: 20). He argued that children would be able to obtain a 

higher degree of knowledge by being in a supportive interactive environment; this metaphorical 

space was called “The zone of proximal development” or ZPD (Lightbown and Spada 2006: 20). 

Vygotsky meant that learning occurs when one individual interacts with one or more person in 

his or her ZPD; it means that an individual is capable to perform at a higher level because they 

are being supported by someone (Lightbown and Spada 2006: 47). Learning is something that 



 

6 

 

occurs because of social interaction between individuals. What a child can do in cooperation 

today, they will be able to do on their own tomorrow (Vygotsky 1978). 

The socio-cultural perspective thus implies that through interactions with their peers the 

students will grow, and by helping each other their understanding and knowledge will improve. 

In language learning, this suggests that the child will encounter meaningful contexts of language 

use though games where they are interacting with their peers.  

Scaffolding is a concept within socio-cultural theory that like the ZPD focuses on the 

students learning with help from someone around them. Jerome Bruner (1915-2016), created 

scaffolding theory around 1976 (Wood, Bruner, Ross 1976). Bruner believed that when children 

started to get knowledge about a new concept or area they would need help from either teachers 

or other adults that could provide support for the children. At the beginning children depend on 

the support from the teacher to gain knowledge, but as the children become more familiar with 

the concept and gain new skills surrounding this concept their need for support will slowly go 

away. Finally the children will be able to understand the concept and have enough knowledge to 

not need any support at all from teachers or adults (Woods et al. 1976). This could be related to 

the way a scaffolding helps support a building as it is being built, the more stable the building 

becomes, the less scaffolding needs to support it, and in the end the building is able to stand on 

its own.  

Another theory within the socio-cultural theory is collaborative learning, once again being 

influenced by the ZPD. Collaborative learning is a way of working where students work in either 

pairs or groups, where they are trying to learn something together. In collaborative learning the 

students depend on each other, which means that they need to ask each other for understanding 

evaluate each other’s work and make sure they all work towards an understanding of something. 

Collaborative learning can take place during group projects, study teams, debates or 

collaborative writing.  Smith and MacGregor describe collaborative learning as: 

“"Collaborative learning" is an umbrella term for a variety of educational approaches 

involving joint intellectual effort by students, or students and teachers together. In most 

collaborative learning situations students are working in groups of two or more, mutually 

searching for understanding, solutions, or meanings, or creating a product. There is wide 

variability in collaborative learning activities, but most center on the students' exploration 

or application of the course material, not simply the teacher's presentation or explication 

of it.” (Goodsell, Maher, Tinto, Smith and MacGregor 1992:11). 
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These three concepts, the ZPD, scaffolding and collaborative learning are all parts of socio-

cultural theory and all three indicate that social interaction assists students in learning. With 

social interaction comes a way for students to learn with the help of each other. 

As discussed in section 2.1, Minecraft is a game that is played by millions of children 

(Gyllenstig Serraro 2016: 16), and in each class there are most likely to be a few students that 

have played it, or are playing it on a daily basis themselves. Students who are already familiar to 

some extent with the game mechanics can therefore assist each others in learning the game, 

improving their knowledge so that they may be able to play by themselves. Another reason for 

using Minecraft is that because there are students already familiar with the game, they can assist 

the teacher in teaching and assisting the class, giving other point of views to the subject. 

Minecraft represents a familiar environment that students now can explore for language-learning 

purposes, and thereby take their knowledge of English to the next step. Socio-cultural theory 

supports the use of Minecraft because there is a familiar theme for students, giving them a way to 

increase their learning by utilizing the ZPD, scaffolding and collaborative learning. Students 

support each other and with social interaction they can improve their learning together.  

 

2.3 Swedish Curriculum for the compulsory school 

In this section I will describe some of the English language skills students are expected to 

achieve during school.  

In Swedish compulsory school, English is a second language for students and after 

completing compulsory school students should have the knowledge needed to interact in English. 

This means that they should be able to communicate in English both in spoken and the written 

language (Skolverket 2018: 11). Also students are supposed to develop all-round communicative 

skills; they are supposed to be able to listen to and understand English (Skolverket 2018: 34). 

Teaching in English should essentially give pupils the opportunities to develop their ability 

to understand and interpret the content of spoken English and in different types of texts, express 

themselves and communicate in speech and writing and use language strategies to understand 

and make themselves understood (Skolverket 2018: 34). Among the requirements to get a 

passing grade in the end of the 6th year are: “To facilitate their understanding of the content of 

the spoken language and the texts, pupils can to some extent choose and apply strategies for 

listening and reading” (Skolverket 2018: 38), and “In oral and written interaction, pupils can 
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express themselves simply and relatively clearly in words, phrases and sentences.” (Skolverket 

2018: 38). 

Finally, in order to help students to deal with spoken language and texts students need to 

get a chance to develop their skills by relating them to their own experiences and interests 

(Skolverket 2018: 34). As previously mentioned in section 2.1, videogames are something that 

many students can relate to and already have some knowledge about; therefore using Minecraft 

can be considered to be a familiar way of working for students.  

 

2.4 Previous research on the usage of videogames in the classroom 

In this section I will introduce some previous research surrounding the usage of videogames in 

the classroom. Although they are different studies they all focus on using videogames in the 

classroom, giving advantages and disadvantages with games in school.  

Berg Marklund and Alklind Taylor (2015, 2016) show a list of demanding tasks to be 

considered when using videogames in class. Naturally, using digitalized tools in the classroom 

puts a lot of pressure on the teacher to take on many different roles in class. However their 

research also shows that one of the main reasons that these tasks are difficult is that schools are 

not structured to optimize gaming usage. Another major factor is that many teachers do not have 

knowledge about games, which is something that will surely change as younger teachers from 

the gaming generations (people born in late 1980s and 1990s) join the profession. If the 

technology is good and the teacher has the knowledge about how to use the game it will most 

likely be efficient and helpful.   

Ekaputra, Kho, Lim (2013) have written an article that shows the values of using Minecraft 

as a learning tool as it is full of educational features. Ekaputra et al (2013: 239-240) point out the 

values of using Minecraft as a learning tool, from different biomes and ecosystems to building 

different structures. For example it can be used in mathematics to learn about scale by building 

structures in different scales. Minecraft is also a game that you can change the language on, so if 

you want to use it in another subject in school, the language can be changed to Swedish, French, 

Spanish or another language, which gives the game a higher degree of usability. Minecraft can 

be used on many different subjects individually, but can also be used across different subjects 

together. For example Biology and English can be combined to learn about ecosystems while 
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learning new words in English. Mainly because it can be used for different subjects and 

combining subjects.   

Gros (2006: 17) discusses the usage of videogames in school, finding that it has proven to 

be successful in encouraging students to participate in school activities. Gros (2006: 17) also 

mentions what is possibly most important about digital games, the combination of motivation, 

engagement, adaptively, simulation, collaboration and data collection. Gros (2006) writes that 

the main challenge is “to improve the acceptance of games as an educational tool, and increase 

their real integration” (Gros 2006: 17). This means that for games to be useful in school they 

must first be accepted among teachers as a useful learning tool that can help students and 

teachers. Finally Gros (2006) writes:  

“…general perceptions of the usefulness of games to support learning are certain to 

improve over the next few years, as the generations learning with games in the classroom 

reach tertiary education and as teachers receive tools and guidance for developing their 

own game-based learning activities with groups of learners with different skills, levels 

and competencies” (Gros 2006:17).  

 

 De Aguilera and Mendiz Noguero (2003: 11) write that videogames help students acquire and 

improve different skills. By playing videogames students get chances to improve their problem-

solving and practice thinking strategically. De Aguilera and Mendiz Noguero (2003: 11) write 

that videogames can be useful to motivate students, and also as a way to relieve stress. 

Furthermore De Aguilera and Mendiz Noguero (2013) write: “apart from the knowledge that can 

be acquired through play, it is possible to outline a series of procedural objectives that video 

games can help to fulfill”. (De Aguilera and Mendiz Noguero 2003: 11). The most important 

ones are: Reading, logical thinking, observation, spatiality, basic knowledge, problem-solving 

and strategic planning (De Aguilera and Mendiz Noguero 2003: 11-12).  

 

3. Method and Material 

In this section I will describe the method used for analyzing the lesson plans. I will also explain 

what material I have used to gather results.  

 

3.1 Method 

In this project I am going to analyze three different lesson plans from Minecraft's Education 

Edition homepage (https://education.minecraft.net/), and see if these lesson plans are helpful to 

https://education.minecraft.net/
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expand on the “four skills”: Reading, listening, writing and speaking. These four skills are all 

important for students to improve, and expand their knowledge about. In the curriculum 

(Skolverket 2018) all four of these skills are skills students should be able to use in the English 

language at the end of year six. Some of the knowledge requirements were brought up in section 

2.3. Through teaching, pupils should be given the opportunity to develop all-round 

communicative skills (Skolverket 2018: 34). These four skills: reading, listening, writing, and 

speaking are all important for understanding the English language, and also for being 

understood. Each of the four skills has subskills, and each subskill helps improving the four 

skills. The reading skill has subskills called scanning and skimming. The scanning subskill is 

used to scan a text when reading for specific information (Harmer 2007: 283, 288). The 

skimming subskill or reading for gist is used to skim through a text to get a general idea what a 

text is about (Harmer 2007: 283, 288). The listening skill has subskills that are used for listening 

in different ways. Listening for gist is a subskill used to get an overview of something one is 

listening to, similar to skimming when reading (Harmer 2007: 397). Listening for specific 

information is listening to find a specific piece of information in a story; it can also be called 

listening for specific details (Harmer 2007: 397). Furthermore the listening in detail subskill is 

when students listen to every detail in a story (Harmer 2007: 397). Writing subskills include 

using correct grammar, organizing texts, and editing texts. Finally, the speaking subskills include 

pronunciation and fluency. Pronunciation is being able to pronounce different words in a correct 

way, and fluency is being able to speak fluently without many interruptions (Harmer 2007: 141, 

248-249). Each of these subskills is essential for developing the four skills. There are more 

subskills for each skill than brought up in this section; however for these lesson plans the 

subskills mentioned are all useful for developing the four skills. 

For this project I have done close readings of the three lesson plans that I have chosen. By 

relating the lesson plans I have examined to the curriculum, I have been able to see whether or 

not the lesson plans have included ways for students to improve their skills in reading, listening, 

writing and speaking English. On the Minecraft Educations homepage there are many different 

lesson plans available for download (https://education.minecraft.net/class-resources/lessons/) . 

These lesson plans are sorted in different categories, for example age groups and subject. The 

lesson plans found on the Minecraft: Education Edition homepage are both from Minecraft: 

Education Edition team themselves, but also from teachers who have uploaded their own lesson 

https://education.minecraft.net/class-resources/lessons/
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plans for anyone to look at. This means that any professor or teacher can create a lesson plan and 

upload it to Minecraft: Education Edition. A lesson plan that is available for download and usage 

usually includes; learning objectives, guiding ideas, skills, student activities and performance 

expectations. Before choosing a lesson plan one needs to make sure that the lesson plan is 

appropriate and that the lesson will be usable for the students in some way.  

 

3.2 Material 

The three lesson plans I have chosen to analyze are Fantastic Mr. Fox created by MinecraftEdu, 

Shipwreck Narrative created by MinecraftEdu and Pinocchio World created by Marco Vigelini 

(see Appendix). When deciding which among the different lesson plans to choose for this study I 

had over 100 different lesson plans to choose from. Many lesson plans did not fit the 

requirements to be relevant for this study, for example they did not include English or were not 

appropriate for the age group. After reading through the lesson plans that were left, I decided to 

pick these three lesson plans, because they include at least one of the four skills, and are age 

appropriate for the age group that I work with, ages 11-13 or grades 4-6 in Swedish compulsory 

school. To be able to use these lessons plans the students and the teacher must know how to play 

the game first. This means that before being able to use any of these lesson plans both teacher 

and students must be familiar with Minecraft, or it is recommended that they are at least able to 

finish the tutorial before doing any lesson plan.  

Fantastic Mr. Fox is an old children’s book by Roald Dahl that has also been made into a 

movie. It is still a popular children’s book today and therefore the students might recognize the 

story. Narrative Shipwreck includes reading of familiar books for the students to be able to 

understand and relate to, instead of reading a new book. Therefore it gives the students a 

connection to something they already have knowledge about. The PinocchioWorld lesson is a 

lesson where the students get to use a book they individually have read, they are then going to 

present the book and explain why they recommend it to the rest of the class. In sections 3.2.1-

3.2.3 I will provide a short summary of the three lesson plans that I have chosen to analyze.  

 

3.2.1 Fantastic Mr. Fox 

The lesson starts with students picking an alliterative adjective for their name, for example 

Serious Sebastian Svensson. Alliteration is when you use words that have the same sound at the 
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beginning, like "Stellar students synthesize sweet sentences (Vocabulary dictionary 2019). 

Students will then walk around and introduce themselves to the other classmates with their new 

names. After this the teacher will review the ending of Fantastic Mr.Fox with students. After 

discussing what happened and what students think will happen next, they are going to continue 

the story by building a new home underground for the animals to live in peace in. The teacher 

then brainstorms with the class and discusses what buildings and resources animals need, and 

also modifications to the houses for the different animals. After that, students will choose one 

animal, they create an alliterative name for the animal and they should also try to design their 

animal's house on Minecraft with elements that are relatable to the animals name and type. 

Students then create their specific animal house in the Minecraft world that the teacher has 

created. Once students have completed building, the teacher reads the poem again that describes 

the farmers out to get Mr. Fox: 

 Boggis and Bunce and Bean 

One fat, one short, one lean 

These horrible crooks 

So different in looks 

Were none the less equally mean  

    (Dahl, 1970). 

 

After the teacher has read the poem the students write a poem about their characters in group. At 

the end of the lesson the students show their animal homes and read their poems out loud. 

  

3.2.2 Shipwreck Narrative 

For this lesson to be maximized it is recommended that the students read a variety of narratives, 

either from books they have already read in class, or popular fiction. Students read different 

narratives that showcase detailed descriptions of different persons, objects and places. 

Afterwards the class looks at illustrations from stories and compares the descriptions to what is 

represented visually. This is recommended to have been done before this lesson to maximize 

productivity. 

The teacher starts up a Minecraft world and ensures that a shipwreck is in the world. 

Students observe the shipwreck and take notes on the different things they see; this is done 

https://www.vocabulary.com/dictionary/alliteration
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individually with help from the teacher. Afterwards outside of the game the students should write 

a narrative about what happened with the ship, and what made it end up in this condition. The 

teacher can offer helpful hints like: where did the ship come from, any cargo onboard or what 

was the ship's supposed end destination. After the students have written their narrative on the 

shipwreck they return to the game and build different things on the shipwreck to support their 

narrative. Afterwards students take a photo of the shipwreck, modified to suit their story, and use 

the photo as a digitalized illustration of their story.  

 

3.2.3 PinocchioWorld 

For this lesson it is important that students have read a book that they understood and are capable 

of summarizing for the other students, so that they can understand. It is also important to 

understand so that students can answer if any classmates have questions. This lesson is a 

presentation lesson where students present and showcase in the Minecraft world their book of 

choice, and reasons as to why they found it interesting to read. Each presentation is done 

individually with help from the teacher on things that students could include in their 

presentation. Students need to include how they found the book, what they liked about the book, 

if the book has taught them anything, and other things that may raise interest among classmates. 

Students then present this in a Minecraft presentation where they have created the main 

characters, other characters of interest, and locations where the story takes place in the Minecraft 

world.  

 

4. Results and analysis 

In this section I will show the results of analyzing the lesson plans. I will provide examples of 

when each of the four skills is being used during the lesson. After that I will provide a deeper 

analysis of each lesson plan with references to the curriculum and socio-cultural theory. 

  

 

 

 

                    

 



 

14 

 

Table 1: Lesson plans and the “four” skills in each lesson. 

Lesson plans  Reading skills Listening skills Writing skills  Speaking skills  

Fantastic Mr.Fox X X X X 

Shipwreck Narrative X  X  

Pinocchio World X X X X 

 

Table 1 gives an overview of which skills are being used in which lesson. Table 1 shows that in 

the Fantastic Mr.Fox lesson plan each of the four skills are being used in some way. Students 

read a poem, and listen to other students presenting their poems, and also when the teacher reads 

the poem. Students write their own poems, and speak with each other when presenting their new 

name. In the Shipwreck Narrative students read different narratives to get an understanding of 

different ways to write, also students write their own narrative about a shipwreck, and how it 

ended up there. In the Pinocchio World all four skills get used at least once. Students read a 

book, and they listen when classmates present their own book. Students write different 

explanations as to why they decided to present their book, and when presenting they practice 

their speaking skill.  

 

4.1 Analysis of Fantastic Mr.Fox 

In this section I will analyze the lesson plan for Fantastic Mr.Fox and provide examples of when 

different skills and sub skills are being used during the lesson. I will also explain how the lesson 

plan is connected to the Swedish curriculum and how the socio-cultural theory is relevant to the 

lesson. 

Reading skills are used when they read the poem they have written at the end of the 

lesson; they are also used when students read the poem from the book about the three farmers 

who are out to get Mr.Fox and all the animals. When reading the poem in the book students need 

to use the scanning subskill as they are scanning the poem for useful information. Reading skills 

are also used at the beginning when the students get a chance to read what their classmates have 

written as their names on the whiteboard.  When reading what others have written students once 

again use the scanning subskill as they scan for specific information on the whiteboard. 

Writing skills are used at the beginning of the lesson when students write their own name 

on the whiteboard. When the students write their own poem that they have created together in a 
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group they need to use their organizing and edit subskills to make the poem similar to the 

original poem.  

Listening skills are used at multiple times during the lesson, at the beginning when 

students are introducing themselves to each other; they need to listen to what their classmates 

say. Here they might use the listening for specific information subskill. Listening skills are used 

again when the teacher reads the ending of Fantastic Mr.Fox, and also afterwards during the 

discussion part, where students listen to the discussion about all the animals. To be able to 

discuss with classmates students need to use their listening in detail subskill. Furthermore during 

the group project where students are creating their own poems, they need to practice their 

listening skills, because they are working together, therefore need to listen to each other and 

collaborate. Finally at the end of the lesson when other groups read their poems out loud they use 

both their listening for gist and listening for specific information subskills.  

Speaking skills are used more than once during this lesson, first at the beginning when 

students are introducing themselves to each other. During the introduction students need to focus 

on pronunciation.  During the discussion part of the lesson students get the chance to speak up 

and discuss the different animals, and also what might be good to include in each animal's home. 

Students get to practice their fluency and pronunciation, and might need to explain certain details 

to classmates.  During the creation of the group's own poem they need to speak with each other 

to be able to create a poem together, once again practicing their pronunciation. 

It is important to consider the lesson in relation to the Swedish curriculum. As shown in 

table 1, all four skills are being used in some way; students have multiple chances to use each of 

the skills and also get to work together on a group project. The core content of the Swedish 

curriculum should include poems, tales and songs (Skolverket 2018: 36). By working with a tale 

that students are likely to be able to relate to, students get a familiar area to work within 

(Skolverket 2018: 35). The lesson also includes presentations, discussions, and argumentations 

for decisions (Skolverket 2018: 36-37). By working in groups, students get chances to practice 

democratic work ethics (Skolverket 2018: 10).  

If we examine the lesson we can see how socio-cultural theory applies to it. During this 

lesson students are working individually at first, and later on in groups. Depending on how much 

experience students have in writing poems, and creating different things in Minecraft students 

might need guidance from the teacher. The scaffolding theory is applicable to this lesson because 
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the teacher can help students in different layers. If the class is familiar with both Minecraft and 

writing poems they might not need much help, something that is the goal of the scaffolding 

technique (Wood et al 1976). During the group project where the students are writing their own 

poem they might be learning collaboratively. It depends on how much students already know 

about poems, by checking each other and making sure that they are all on the same page and 

understand what they are working towards.   

 

4.2 Analysis of the Shipwreck Narrative 

Reading skills gets used in Shipwreck Narrative on multiple occasions; first it may be used if the 

teacher offers the chance to read different narratives from different books to the students. If that 

is the case, students get to practice both their skimming and scanning subskills, as they both skim 

through to get an overview, but also scan for specific information considering the narrative. This 

also depends a little on whether or not the teacher is doing the reading for the students, or if 

students are reading different narratives for themselves. Afterwards students get a chance to use 

their practice scanning again when they read their own narratives, making sure that they have 

added everything onto their shipwreck.  

 Writing skills are clearly the focus during this lesson, and they get used a lot. The main 

goal of the lesson is for the students to write their own narrative to a shipwreck. This means that 

students get to practice organizing, editing, and grammar to make the narrative good. Students 

write their narrative outside of the Minecraft game; however if students want to include 

something in the shipwreck they might need to write in the game too. For example if a student 

wants to prove that the ship was from Spain they might add some Spanish words on the 

shipwreck.   

This lesson is not focused on the listening and speaking skills, although they could have 

been included given enough time by, for example having the students read each other's 

narratives, and then discussing things that could be improved or added to the shipwreck. This 

would offer students chances to both listen and speak; it would also offer another perspective on 

the narrative story written. Another thing is that the lesson does not offer a specific instruction on 

how the narrative is supposed to be presented, it only mentions to take a photo of the shipwreck 

once it is done. This means that students could perhaps give a presentation on what their 

shipwreck is, giving them a chance to practice presentation and also utilizing speaking and 
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listening skills. These are suggestions as to how the lesson could have included ways for students 

to use all four of their skills during the lesson.  

Once again we need to consider the relation between the lesson and the Swedish 

curriculum. The core content in the Swedish curriculum for English should include reading 

dramatized narratives (Skolverket 2018: 36). This is something that the beginning of the lesson 

might include, for example, if the teacher let students read the different narratives to understand 

how narratives work. Presentations, instructions, messages, narratives and descriptions in 

continuous speech and writing are also a part of the curriculum (Skolverket 2018: 36). 

Depending on how the teacher decides to use the lesson, at least instructions, narratives and 

descriptions are being used during the lesson. The lesson could also include presentations once 

everyone is finished.  

Examining the lesson shows how the socio-cultural theory is applicable. This lesson can 

utilize the scaffolding theory, mainly because the teacher might need to offer different types of 

help for students in their narrative writing. For example if a student asks the teacher as to what 

their shipwreck should include, the teacher might mention something like a country’s flag or a 

specific type of cargo. That way the teacher is slowly letting students write their own narrative 

without too much assistance and scaffolding, only giving hints of what to include in the story.  

 

4.3 Analysis of the PinocchioWorld 

Reading skills are used mostly before the lesson because students are supposed to have read a 

book. This means that they practice scanning and skimming. Students need to scan the book for 

useful information, but might need to skim through a previously read chapter to remember 

certain details. Reading skills are also used when students need to read out loud the reasons why 

they chose the book that they have picked. 

Writing skills are used for the presentation of their book. Students are supposed to have 

written down specific details about the book, like why the student found the book interesting, 

any lessons they have learned from the book, and reasons why other students should read the 

book. This means that students need to practice their organizing, editing, and grammar to make 

the presentation clear. 

Listening skills are used during the presentations from students who are not presenting; 

they need to listen carefully to be able to eventually ask questions afterwards, using their 
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listening for details subskill. Also the presenter might get questions after the presentation is 

finished, meaning the presenter gets the chance to use their listening skills.   

Speaking skills are used during this lesson, first when students are presenting their book. 

Students are required to speak about their book, and motivate why classmates should read it, but 

also be able to answer questions from classmates or teacher afterwards. This means that students 

practice their fluency and pronunciation while speaking. They might also need to speak after the 

presentation, if they need to answer questions from the class. There might even be some 

discussions after presentations giving the different speaking skills another chance to be used.  

Here we need to again look at the relation between the Swedish curriculum and the 

lesson. First of all, students will do presentations in English about their book, something that is 

among the core content of the curriculum (Skolverket 2018: 36). After each presentation there 

are possibilities for questions and discussions, meaning students need to be able to make 

themselves understood (Skolverket 2018: 36). Students are also supposed to be able to 

communicate about their experiences, in this case their experience from the book that they have 

read (Skolverket 2018: 35).  

Furthermore we look at the lesson to see if the socio-cultural theory can be applied to the 

lesson. Seeing as this lesson is mostly presentations and showing their creations in the Minecraft 

world students have built there is not much focus on working together. However the ZPD is 

applicable here as students get many different suggestions while looking at classmates’ 

presentations about how they can build and create in Minecraft. Some scaffolding might be used 

as the teacher can provide assistance when students create their own Minecraft world for the 

presentation, giving hints on how students can display different characters and scenarios from the 

book.  

 

5. Discussion  

In this section I am going to discuss the results and consider the advantages, disadvantages and 

limitations of Minecraft as a digital tool. 

 

5.1 Comparison of lesson plans  

After analyzing the lesson plans the results showed that at least two skills were used in each of 

the lesson plans, and in two of the three lessons all four skills were used. The one lesson where 
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only two skills are being utilized, (Shipwreck Narrative) the lesson could have been made in a 

way so that the two skills listening and speaking could have been included. However not all four 

skills need to be included in each lesson, and only focusing on two or only one skill would still 

have made the lesson useful. One could argue that focusing only on one skill for a lesson might 

be better sometimes. Although Minecraft is the digital tool here, it is not being used all the time 

during the lesson, in fact during much of the lesson the focus is elsewhere, for example writing 

outside of the digital world or discussing with classmates and the teacher. In all three lessons 

Minecraft is being used to provide a better way for students to show their results. In Fantastic 

Mr. Fox students are creating a home for a selected animal. In the Shipwreck Narrative students 

are creating a story about a shipwreck and using Minecraft to show why the story is as it has 

been told, for example the ship being from Spain and has Spanish flags as support. In the 

PinocchioWorld lesson, Minecraft is used as a way to display different characters and scenarios 

from the book students have presented. In all three lessons Minecraft is providing a way to 

present the results, in an interesting way that provides the audience with an easier way to 

understand and see what the presenter means. All three of these lesson plans included core 

content in English from the curriculum (Skolverket 2018). This means that in these lessons 

Minecraft is being used as a helpful tool, during the lessons different skills are being used and 

getting chances to be improved upon.  

 

5.2 Disadvantages of Minecraft as a Digital tool 

As previous research from both Berg Marklund and Alklind Taylor (2015, 2016) and Gros 

(2006) found the main issue with using a game like Minecraft as a digital tool is the knowledge 

and competence needed from the teacher. For someone who has never played many videogames 

there are naturally reasons why they might feel uncomfortable with using games in school as a 

tool to help improve learning. Berg Marklund and Alklind Taylor (2015, 2016) point out that not 

only is the knowledge of teachers an issue, but most schools are not structured to handle games 

as a learning tool. This puts even more pressure on teachers that want to use games as a digital 

tool, because they need to be knowledgeable not only in the game itself, but also in technology, 

being able to set up servers and fix computers or iPads to make sure everything works perfectly. 

Students are also a major factor in using games as digital tools; not only must the teacher be 

capable of playing the game, but students need to be able to play without needing assistance. 
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Another issue with using games in school is that there must be a clear purpose why students 

should use the game; otherwise there might be students who just play for the fun of it, without 

using the game to learn and improve their knowledge. Some might say that a digital tool like 

Kahoot or Google Docs is enough to use in school for students to get digital competence. Kahoot 

is a good way to ask a question or give the class a quiz, and Google Docs are a helpful way for 

students and teachers to communicate and get access to different documents. However they do 

not encourage students to engage with technology in the way that Minecraft does.  

 

5.3 Advantages of Minecraft as a Digital tool 

As mentioned in section 2.1, videogames are popular today, and a game like Minecraft is among 

the most popular; it is a game that is easy to learn, and many students already have some 

experience with it. This makes Minecraft a good usable digital tool in school, because students 

already are interested in videogames and many already know how the game mechanics work 

(Gyllenstig Serraro 2016: 16). Gros (2006: 17) mentions that with technological advancements 

teachers are going to get opportunities to use videogames as educational tools and because of the 

generations that play videogames, using them would be to the advantage of the school. Berg 

Marklund and Alklindt Taylor (2015, 2016) mentioned that most schools are not structured for 

videogames; however that was before the usage of digital tools became an obligatory part of the 

curriculum. This means that schools are likely to become more structured, and with teachers 

from the videogame generations (80s and 90s) graduating, more teachers who are comfortable 

and knowledgeable about videogames will work in schools. Another factor worth mentioning is 

that because many students are familiar with using a game like Minecraft, they can utilize their 

knowledge and help both classmates and teachers. That way the socio-cultural way of learning 

with social interactions between individuals offers another way to improve students’ knowledge. 

Students can even teach the teacher how to best use the controls in Minecraft. Digital tools are 

different and have different ways to help in school, but a game like Minecraft Education Edition 

can work on so many different levels for learning in school. Like Kahoot, Minecraft can be used 

to ask questions or quizzes, however with Minecraft the possibilities are greater.  

As mentioned in section 2.1, Minecraft: Education Edition includes a camera and 

portfolio that gives students the chance to save their work, which can then be used to see a 

students’ progress in a subject. Ekaputra et al (2013: 241) points out the values of Minecraft as 
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an educational tool because of its many uses; it can basically be used in every subject in school, 

and with Minecraft Education Edition there are many guides and lesson plans to use to help 

teachers in how they can use Minecraft in their subject. As my own results showed, the lesson 

plans offer students a way to present their results in a way that is both fun and interesting, 

something that will get students interested and motivated. The research by Gros (2006: 17) found 

that using games help motivate students to participate in activities. De Aguilera and Mendez 

Noguero (2003: 11) mention that video games are considered very useful in order to acquire 

practical skills. The fact that videogames are popular and that students are playing much at home 

is another factor as to why a game like Minecraft can be a useful digital tool in school. The 

possibilities are endless and as long as there is purpose and structure, a game like Minecraft is 

most likely to help students improve their knowledge and other things.  

 

5.4 The research reliability 

This study has been carried out by analyzing three different lesson plans gathered from the 

Minecraft Education homepage, and these three were specifically chosen because of the familiar 

theme of the stories towards students in that age group. The aim was to find out if any of the four 

skills; reading, writing, listening and speaking were being used. The study showed that all three 

lesson plans that used Minecraft Education Edition as a digital tool provided results showing at 

least two of the four skills being used in each of the lessons. These results show that Minecraft is 

a good digital tool for giving chances to improve the four skills for the students. However 

because of the size of the research and the choices of lessons plans, the results are not to be 

generalized. For this research to provide more reliable results, a study on a much larger scale 

would be needed, also including more variety in lesson plans, other age groups, and more 

researchers. I would recommend that a study be given enough time and resources to be made in 

classes, by using Minecraft in some classes and comparing them to classes not using Minecraft. 

The study could be made during one school year, and at the end of the year a comparison could 

be made between classes. By observing the difference between classes a more reliable result 

would be given as to if Minecraft is a useful tool for improving the four skills in English.  
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6. Conclusion 

In this study I have analyzed three different lesson plans to see whether or not using Minecraft as 

an digital tool will help improve four specific English skills, namely: reading, writing, listening 

and speaking. Minecraft was chosen because it is a very popular game among students today, 

and also because Minecraft has an Education Edition, it offers a bigger selection of study 

material. The demand for using digitalized tools in schools today combined with the access and 

usability of Minecraft made it a very good choice of tool. The lessons plans I have analyzed have 

all included at least two of the four skills and also give students more ways to present their 

results during the lessons. I have also compared the lessons to the Swedish curriculum, finding 

that the lessons work towards the core content for grades 4-6. Socio-cultural theory has also been 

in focus as it is a theory that works well with this way of learning. The results I have gathered 

suggest that Minecraft gives the students more chances to improve the four skills, and also 

presents a digital tool with many different ways to be used. This study needs to be made on a 

much larger scale, and in practice in classrooms, to be able to prove more reliable results. 

However, for this study the results suggest that Minecraft is useful in helping the students 

improve their English reading, writing, speaking and listening skills.  
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Appendix 

Lesson: Fantastic Mr. Fox 

Author: Minecraft Education 

Lesson Description: 

Identify how words and phrases supply meaning to a story, create your own narrative, and build 

an underground world in Minecraft. 

Learning Objectives: 

CCSSI ELA, Reading K-5, Key Ideas and Details: Describe in depth a character, setting, or 

event in a story or drama, drawing on specific details in the text (e.g., a character’s thoughts, 

words, or actions). 

CCSSI ELA, Reading K-5, Craft and Structure: Describe how words and phrases (e.g., regular 

beats, alliteration, rhymes, repeated lines) supply rhythm and meaning in a story, poem, or song. 

CCSSI ELA, Reading K-5, Craft and Structure: Determine the meaning of words and phrases as 

they are used in a text. 

CCSSI ELA, Writing K-5, Text Types and Purposes: Write narratives to develop real or 

imagined experiences or events using effective technique, descriptive details, and clear event 

sequences. 

 

Guiding Ideas & Questions: 

Introductory Activity:  

Introduce yourself to the class using a new name including alliteration. For example: “My name 

is Serious Sam Smith.” Write it on the board and underline the ‘S’ for emphasis. Have the 

students each think of an alliterative adjective for their name. Have the students walk around the 

room and introduce themselves to each other using their alliterative names. Have students share 

their favorite names with the rest of the class. 

 

Student Activities: 

Review with the students the ending of Fantastic Mr. Fox. What happened? What do you think 

the animals will do next? Tell the students they will be continuing the story by building an 

underground home for the animals so that they can live in peace. 

 

Brainstorm with the class: 
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What types of buildings and resources would the animals need to be self-sufficient living 

underground? 

 

What types of modifications would make a house more comfortable for different animals? 

Have the students choose an animal and create an alliterative name for them. Have the students 

load the Fantastic Mr. Fox Minecraft world. After loading, find the tunnel under the fox home 

that leads to the large underground free build area. Students will create a home for their new 

character. Encourage them to include elements that relate to their name and type of animal. 

 

Once the students have completed building, re-read the poem that describes the farmers out to 

get Mr. Fox: 

Boggis and Bunce and Bean 

One fat, one short, one lean. 

These horrible crooks 

So different in looks 

Were none the less equally mean. 

 

Have the students work in groups or individually to write a short poem about their characters. 

To finish the lesson, have the students show the class their animals home and read their poems 

aloud. 

 

See below for further extension activities using the Fantastic Mr. Fox Minecraft world. 

Write a newspaper article from the animal’s perspective about the events leading to the founding 

of the town. 

Have students explore the Fantastic Mr. Fox Minecraft world. Challenge them to find each of the 

scenes from the book. Ask students, how is the world different from the text or how you pictured 

it in your mind? Use the attached coordinate list to identify all of the landmarks. 

Use the animal town the students built as a writing prompt to a write short story detailing a day 

in the life of the animals living underground town. 

Using the coordinates, dig a full tunnel from the Fox home to the three farms. 
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Performance Expectations: 

 

Students should be active participants in all activities. 

Students will be able to describe in depth a character, setting, or event in a story or drama, 

drawing on specific details in the text (e.g., a character’s thoughts, words, or actions). 

Students will be able to describe how words and phrases (e.g., regular beats, alliteration, rhymes, 

repeated lines) supply rhythm and meaning in a story, poem, or song 

Students will be able to determine the meaning of words and phrases as they are used in a text. 

Students will be able to write narratives to develop real or imagined experiences or events using 

effective technique, descriptive details, and clear event sequences. 

 

Lesson: Shipwreck Narrative 

Author: Minecraft Edu 

Learning Objectives: 

CCSS.ELA-LITERACY.W.3.2 Write informative/explanatory texts to examine a topic and 

convey ideas and information clearly. 

CCSS.ELA-LITERACY.W.3.2.A Introduce a topic and group related information together; 

include illustrations when useful to aiding comprehension. 

CCSS.ELA-LITERACY.W.3.2.B Develop the topic with facts, definitions, and details. 

 

Guiding Ideas 

Choose a variety of narrative examples from a book students have read in class or from a popular 

work of fiction. Share passages with the class (or have students volunteer to read) that showcase 

detailed descriptions of places, people, or objects. Look at illustrations from the stories and 

compare the descriptions to what is represented visually. 

 

Student Activities 

Load the supplied Minecraft world, which features a shipwreck, or find your own in the game by 

using the slash command /locate in the chat window. Students should observe the details of the 

shipwreck and take notes on what they see. 
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Outside of the game, have each student write a narrative about how the ship ended up in this 

condition. Consider offering prompts, such as: Who might have been on the ship? What cargo 

was it carrying? Where might the ship have been going? 

Have students return to the game and build onto the shipwreck within Minecraft to add details 

and evidence to support their narrative. Once complete, take a screenshot, or use the in-game 

camera and portfolio to create digital illustrations for the student’s stories. 

 

Performance Expectations 

Students completed an informative/explanatory piece of writing that describes the shipwreck and 

what took place to make it sink. 

Students use facts and details to support their narrative. 

Students created digital illustrations within Minecraft that demonstrate important details from 

their narrative. 

 

Lesson: Pinocchio World 

Author: Marco Vigelini 

Lesson Description: 

Children should explain why recommend a particular book and try to represent it graphically 

Learning Objectives: 

Read a real paper book 

Be able to summarize the plot 

Motivate why we recommend the book 

Read the reasons of the other pupils  

Choose the next book to read 

Summarized in the form of pixel art the unique aspects of the book 

 

Guiding Ideas & Questions: 

Kids are invited to read a book and then motivate why that book is recommended and should be 

read. 

Kids are invited also to choose their next book and invited to be clear up any doubts. 

The idea is taken by a great Minecraft project created by Australian educator Lee Hewes. 
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Student Activities: 

 

The goal of this world is to enable students to recommend the reading of books that they have 

found interesting. 

They must write why recommend a particular book, how they discovered that book, what they 

liked, what that book has taught them and everything they want so that other young people can 

find the necessary motivation to start reading. 

They should also build in the form of pixel art the main characters, ones that have aroused most 

interest or the locations where the story took place. 

 

Performance Expectations: 

Kids are motivated to share their preferred books and invited to read others proposed by the 

class. 

 

 

 

 

 

 

 

 

 

  

 

 

  

 

 


