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The case "Create the reason to play"

e Turn ME into a learning tool instead of a game
e Fulfill the need of the Schools to embed ME in their lessons

* Work together with partners (museums, NGO's etc) to create high quality
content.

* Register the progress of the students and monitor the learning goals
* Personalize the student results.

. ﬁ)/lféer the all-in-one Education solution that gives schools the reason to play

* Existing ME worlds can be transformed to fit in the Skill Builder.
* No need to change anything in the ME software
 Single sign on and works within Teams (measurements runs on Azure)
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Congratulations! Because you have invested in wind energy, the effect on the climate has decreased and the sea level has risen less
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Transforming Minecraft for education lessons into

215t century skills and learning objectives.
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Skills initiative

* To match the Microsoft skills initiative, we
can create worlds, focused on learning
digital skills alongside other 215t century
skills.

* We can attach our skill builder to existing
worlds, focused on training digital skills.

e Our 215t century skill model can be
localized to match other (soft)skill
frameworks.




Minecraft Education Skill Builder Worlds

* Rising Sea level (see demo)

* Rijksmuseum Amsterdam

* VVN (Veilig Verkeer Nederland)
* Uppakra Museum Sweden -
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Connection with existing worlds

Ready for multiple languages

Can be localized with learning objectives
and/or other skills frameworks




Connectivity

Available options:

 Distribute/assign Minecraft lessons with
Teams

* Connect with student tracking systems




