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Our University
MRIT is a massive, 300-acre Engineering, Technology, Applied
and Natural Sciences Institute that prides itself in its ability to
“Shape America's Innovative Leaders.” MRIT students are
known as Sailfish, or "Sails." With its competitive acceptance
rate and an overall graduation rate of 90%, this University is
home to all who enter. While recent world events may have
turned Higher Education on its head, the Sailfish are always
ready to pursue new horizons!

Sailfish by the
Numbers

3,002

Freshman Students

2,854

Sophomore Students

2,510

Junior Students

2,288

Senior Students

1,905

Graduate Students

1,457

Doctoral Students

14,016

Total Students

Why Do We Need a Change?
Because the world is changing!
We know that student engagement effects student satisfaction and
academic performance (Bolliger & Martin, 2018).
BUT Buckley et al. (2017) suggest that student motivation and
engagement was declining even before COVID-19 pandemic!
Now, thousands of MRIT students struggle even more to stay engaged
and socialize with peers due to distance learning and isolation (Armoed,
2021)!

Why Go Virtual?
"The use of virtual
worlds... can
definitely positively
affect learner
engagement"
(Christopoulos &
Shukla, 2018).

"Studies suggest that
students are more
likely to remain
engaged in an
educational activity if
technology is
involved" (Felszeghy
et al., 2019).

"All [student
engagement]
principles can be
applied to distance
learning
environments"
(Bollilger & Martin,
2018).

Why
Should I
Gamify?

01

Gamification can benefit
all college programs,
activities, and curricula
(Alsawaier, 2018).

02

In-game socialization
benefits physical social
engagement (Christopoulos,
2018).

03

Anyone can reap the full
benefits of virtual learning,
regardless of gender or lack
of gaming experience
(Warden et al., 2016)!

What is the Program?
Students will join an MRIT Minecraft Server to
build a full-scale, 300-acre model of the MRIT
campus!
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Minecraft has been utilized by colleges and
universities across the country with great
success. The platform has been perfect for
educational content, student orientations,
recruitment tours, debates, social gatherings,
and even university graduations!

(Kiang, 2019; Anderson, 2020; Loveland, 2020; Meisenzahl, 2020; Ullman, 2020;
"Students around the world," 2020; Webster, 2020; [MarioFoli], 2021)

Who's Invited?
All students, as well as select
faculty and staff, will be invited
participate.

Upperclassmen and postgraduate
students can apply to volunteer as one
of 50 student server moderators.
Based on our previous trends, our
goal is to have a total of 6,000
student participants!
Socializing inside a public Minecraft server (Reynolds, 2021).

Participation in the MRIT Block Party can fulfill the "Get to
Know Your Campus" project in the required MRIT 101 seminar
course for freshman students.
The best way for freshmen to learn their campus is to build it!

Where and When?

MRIT staff will create
and host a
dedicated, private
server only available
to registered
participants

The server will be a
large, Creative
"Superflat" (flat grassy
world) divided into
100 plots of 120x120
blocks.

The Block Party will begin
Tues. September 14 at 6 p.m.
and end 72 hours later. There
will be optional tutorial
sessions on September 13
and 14 for new players.

How Will We
Publicize?
Two weeks prior to the event, our
Marketing Manager will release the MRIT
Block Party Promo Video on all campus
social media. It will be played on campus
televisions in the library, dining areas,
and Recreation Center.
A physical flier will also be posted and
distributed throughout the MRIT campus.

How Do We Set Up?
01

Participants will submit an online
registration form, due on Sept. 10.
(partly pictured)

02

Registrants will be divided
into 100 groups (with
preference for same majors)
and assigned one random
plot.

03

Registrants will receive an
email detailing instructions
on joining the private server
and server rules, as well as
group information.

How Will We Run It?

Each group will have a designated Zoom
meeting room for vocal communication
and social interaction, in addition to
Minecraft's integrated text "chat" feature.
Group members will need to coordinate
with each other (and chat with
neighboring groups) to ensure accuracy
and plot connections.

Participants who do not have their own
devices can indicate their need on the
registration form. These participants will
receive instructions regarding the use of
campus workstations. MRIT has a total of
7,743 workstations available for students;
however, social distancing guidelines
have reduced this to approx. 4,000.

Student and staff moderators will ensure
all server rules are followed (e.g. no
disruptive
destruction,
no
profane
symbols, no interference in other plots,
etc.). "Mods" will have the ability to
remove or ban violators.

Students may receive basic floor plans
for campus buildings to help their
creations. Students are also encouraged
to explore campus and take pictures and
measurements of their assigned areas in
real life.

While participants are encouraged
to use their own devices and
accounts, accommodations can be
made available using a limited
number of campus-owned accounts.

How Can We
Make It
Accessible to
Everyone?

Minecraft has a number of
accessibility features built-in (e.g.
text-to-speech) and is designed
with various handicaps in mind
(Huang, 2019; see also
"Accessibility", n.d.).
Participants are encouraged to
contact MRIT Disability Services
regarding specific accommodations.

How Will It End?
On Friday, September 17 at 6 p.m., all general participants will be temporarily
banned from the server. Student and staff moderators will have until Friday,
September 24 at 5 p.m. to assess their assigned plots. Each plot will be
quantitatively scored on separate factors, including Completion, Accuracy, and
Creative Use of Materials
Each factor will be totaled to generate an overall score for each group's work.
Each member of the highest scoring group will receive a $10 credit to the
campus bookstore. (A tie will be settled by the Dean of Student Affairs.)
The winning plot will be announced on September 24 at 6 p.m. on social media
and will be notified via email.
The server will then be reopened to allow campus participants to complete the
campus model at their leisure.

How Much Will It Cost?

Hosting a massive server through a
platform such as ServerMania can
cost up to $650/month (Cloud
Server, n.d.).

Maximum cost of providing
accounts* to requesting
participants: $9,000.**

Assuming we reach our participant
goal, the winning team of 60
students will get $600 worth of
store credit.

Cost to run Block Party: $10,250.
Cost to maintain server for 2021-2022: $27,400
Total Cost of Fall 2019 Welcome Week: $11,000

*A standard Minecraft account is about $30. Minecraft has sold over 200 million copies (Clement, 2021) and the average player age is 24 (Capel, 2019).
While it is possible to assume many students own (or are willing to purchase) their own account, we recommend setting aside 300 campus-owned
accounts which can be used by multiple students in rotation. Participants can access a campus account with login information available at the library.
**There is a free alternative to the standard Minecraft account known as Minecraft: Education Edition. However, this version only allows for servers of up
to 30 players and is therefore not recommended for this event. This may be worth considering for classroom activities.

Looking Forward
Once the blocky replica of campus is complete, the server's game mode will
be changed from Creative to Adventure. Adventure Mode allows players to
navigate and interact with the world without creating or destroying blocks.
This map can then be used for recruitment displays, student lounging,
orientation tours, and more! A copy of the server can also be created for
Minecraft: PE* using platforms such as PocketMine for wider public reach!

The cost of maintaining the server each month can be costly, but it will
prove to be a useful tool for years to come (Anderson, 2020)!
*Minecraft: Pocket Edition is a smartphone application available for $6.99. While this may appear to be a more favorable choice
for the Block Party, it is incompatible with computer servers. More importantly, it has greater limitations regarding
accommodations and virtual communication with others.

Dorsals up,
Sailfish!
Thank you for viewing this MRIT
presentation.
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