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Minecraft Cambridge: Archiving a Pixelated Pandemic



February 2023
Transfer Service goes live 

2016 - 2018

Polonsky Digital
Preservation Project

between CUL and the
Bodleian Libraries to

investigate infrastrcture and
tools, policy and strategy,
and comms and training. 

Spring 2021

2019

October 2022

First CUL-funded digital
preservation role 

Cloud infrastructure
procured and set up 

2019-2020

February 2024

Research into open source
and cloud solutions for
digital preservation. 

Digital Preservation Programme
commences

eTheses ingest workflow
goes live

January - September 2020

June 2024 - Present 

Capital case for digital
preservation written. 

BAU planning 

October 2020

Capital case funded by the
University’s Planning and
Resource Committee and

CUL. 

June 2021 

Journey to Creating New Services for Digital Collections 

Programme-funded roles recruited 
Technical Lead
DevOps x 2
Technical Analyst 
Metadata Specialist 

August 2021 - June 2022
Deposit Service goes live

Autumn 2024
Wider University engagement
in services for digital collections 

May 2027
Programme ends; all remaining
services transitioned to BAU

Delivery of Workbench MVP 

April 2025 - present
Requirements for secure reader
access to born-digital special
collections

January 2024
Go-live of core DPS

repository and storage
infrastructure

February 2023 - January 2024
Development of core DPS

infrastructure

Spring 2024

Web Archiving pilot
April 2024 - Present

Development of Workbench UI

Ingest workflows for born-
digital special collections

April 2025 - present

January 2025 - present

June 2025 - present Requirements for
preservation planning Ingest remaining Apollo content

into preservation repository;
business as usual planning

January 2026 - February  2026 December 2025
Commence ingesting special

collection data into the
preservation repository

February 2025
Launch of Pre-Appraisal Workstation
to support selection of born-digital
special collections

March 2026
MVP of Workbench live; ingest
born-digital special collections 

Summer 2026
MVP of born-digital special
collections access service

August 2024
Digital Archivist 

recruited



“Born-digital personal archives are rarely the direct output of one individual. They are
mediated through collaborators, technologies, platforms, and later archival
decisions.”

Collaboration and mediation: a guide to the creation of the Stephen Hawking Archive
Article DOI: https://dx.doi.org/10.15180/242111
Katrina Dean and Susan Gordon

Data protection and copyright 

Uncommon / non-standard formats 

Not reducible to physical form 

Context and provenance

Scale and complexity

Systems and infrastructure 

Considerations across types of digital archives

https://dx.doi.org/10.15180/242111
https://journal.sciencemuseum.ac.uk/contributor/katrina-dean/
https://journal.sciencemuseum.ac.uk/contributor/susan-gordon/


Collecting criteria
Print and digital deposits created 

in response to the pandemic
by the University or city of
Cambridge communities

Majority of collection was
digitally deposited 
No restrictions put on format,
type, or content 

“Do remember the University Library in the weeks to
come as we build this community archive together. We
may be physically closed to our readers, but our digital
collections are available to access online, and we look
forward to welcoming you back to the Library in the
future."
Jacky Cox, Keeper of the University Archives

Digital materials
Photos, videos, pamphlets,
newsletters, Holy Week hymn, web
content, childrens’ artworks
Minecraft Cambridge is the most-
complex work deposited 
Said ‘no’ to a WhatsApp group chat 

How we collected
shared Google Drives 

1 per depositor 
Metadata spreadsheet
T’s and C’s 

CUL Digital Preservation email
account
FAQ webpage
News item on University website 
UK Web Archive

Collecting COVID-19



Minecraft
Cambridge



Developed by Mojang Studios 
Launched in 2009; fully released in 2011
Intellectual property purchased by Microsoft in 2014

3D, multi-player 
Example of a sandbox videogame 

Open world 
Lots of creative freedom
Objectives set by the creator(s)--if any at all 

Different modes
Available on a variety of operating systems and consoles 

Minecraft Classic (open)
Java Edition (Widows, Mac, Linux), mobile devices, Xbox, Nintendo
Switch, PlayStation…

Different versions 
VR, education, different markets 

Key stats 
$3 billion in game sales over its lifetime
131 million monthly active users 
One of the most-popular videogames of all time



Other Uses for Minecraft 



Started as a Camfession 

Server set up by a Computer
Science student  

Used by over 1,000 members of the
Cambridge University community

What was deposited
Camfess Minecraft server
overworld as it was on
September 21, 2020
Metadata about its creation and
compatibility with Minecraft
software

Emails with depositor 

First videogame in CUL collections





All of the files in the world file

Over 1000 files in playerdata folder





Functional entity of the OAIS model
requirements to mitigate risks and issues that could hinder the long-term
preservation and access within an evolving technology landscape. 

Policy and concreate actions 
OAIS provides general guidance 
“the decision making procedures [for preservation planning] are still largely ad-hoc
actions. Especially, the process of selecting the most suitable preservation action
tool as one of the key issues in preservation planning has not been sufficiently
standardised in practice” (Becker et al. 2009)

Important for an institution to have its own vision for preservation planning
There is no agreed approach to what constitutes ‘good’ preservation planning
The lack of real-life case studies for preservation planning
The amount of global and local unknown risks and issues that could hinder long-
term preservation and access. 

Minimum Viable Preservation
“Minimum Viable Preservation” by Matthew Addis on DPC blog
“Preservation planning for emerging formats at the British Library”, Day, Pennock,
Smith, Cooke, and Jenkins, iPres 2018
“Preserving Complex Digital Objects Revisited”, Falcao, Smith, and Thomson, iPres
2022

Minimum Viable Preservation... Planning 
Bit-level preservation but not content-- or limited--content level preservation
Create a ‘plan,’ get feedback, iterate where necessary 

Preservation Planning



What’s Involved 

Minecraft ‘launcher’

Web content

Minecraft world 

Respository

Minecraft server

Guidance  

Emails

Archives Management System

Terminal

Minecraft licence

Open source software



Running Minecraft Cambridge in Minecraft Java Edition at CUL 



Create README file with instructions on how
to install Minecraft Cambridge world using
Minecraft Java Edition
Assign ‘hard basket’ metadata flag to SIP 
Ingest world file to preservation and
repository workflows 

preservation copy (files as received from
depositor)
access copy (world file with player data
files removed)
Depositor emails
README file 

Accession into ArchivesSpace
Do not publish record to ArchivesSearch 

Identifying player data

Bit and (sorta) Content Level Preservation



Lots of effort for a single collection item 
Balancing building scalable solutions vs. solutions
for one or few items 
Majority of digital items are from the digitisation
workflow and institutional repository 

Risks of providing access to content that could contain
personally identifiable information
Likely a temporary solution for access

dependant on Microsoft software to run 
Lots of focus on bit-level preservation (which is very
important) and less on content level preservation (also
very important) 
New or repurposed spaces needed for digital
collection items 

where can the noisy content be accessed in
academic and research libraries? 

Image from Digital Storytelling exhiibition at British Library;
Curated by Giulia Rossi, Stella Wisdom, and Ian Cooke 

Concluding thoughts 



Thank you! 

Any questions? 

DigitalPreservation@lib.cam.ac.uk

https://www.lib.cam.ac.uk/digitalpreservation

https://digitalpreservation-blog.lib.cam.ac.uk/
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