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ABSTRACT 
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The purpose of this study is to find the success factors of Minecraft’s game design. 

The research was conducted in Indonesia using survey. The survey is made using 

theoretical framework. This theoretical framework created from combining the 

important factors from MDA framework and 6-11 framework. The samples of this 

study are people who played Minecraft and other game similar with Minecraft. After 

the data was gathered, Cronbach’s alpha will be used as measurement which factors 

closely related to the game design that affected the success of Minecraft. The research 

result is goal and competition is the most influence to the success of Minecraft for the 

mechanic and dynamic and instinct dimension. And for the emotion dimension, it 

needs the entire factor from the emotion to makes the emotion sufficient enough as a 

success factor. 
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