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Abstract 
Game jams are time-bounded game development events, often 48h hours in length, where peo-
ple gather, form teams and create games. The games can be digital, like video games or mobile 
games, or physical, like board games; short or long; completed or mid-development — depending 
on the event design. Game jams can be open to people of any background: hobbyists, profession-
als, students, and complete beginners. 

For this thesis, eight game jam activists or game jam organizers were interviewed about their 
experiences, attitudes and ideas regarding learning at game jams. The study aims to find out how 
people learn at game jams, why, and what the pedagogy of game jams actually brings to the 
learner. It deals with questions of pedagogical assumptions, experiences and praxis.  

All of the interviewed had experiences of learning at jams, and some had experiences of teach-
ing through or at jams as well. This study suggests that learning at game jams is practical and 
problem-based, and asymmetric in that not all jammers learn the same things. During game 
jams, participants can learn vital game development skills such as scoping, communication and 
prioritization, technical skills, and interpersonal skills. The interviewed saw game jams as a great 
opportunity to test new disciplines, hone existing skills and challenge themselves. Game jams 
could also foster metacognitive skills.  

The learning often happens in a subtle, unforced, solution-minded way. The process is open for 
experimentation and discovery. The learning is social, and the team, and other game jammers on 
site, is important to the learning of individual jammers as well. The interviewed valued the com-
munity around game jams too.  

On the whole, the interviewed expressed an enthusiastic and positive attitude toward learning 
at game jams, and saw many possibilities for integrating game jams into formal learning envir-
onments. Challenges include preserving the autonomy of the jammers, scheduling, and unrealist-
ic expectations caused by lack of prior knowledge of game development. They saw many oppor-
tunities as well, and suggested ways to overcome the challenges. The interviewed also discuss 
good organization and social facilitation praxis, and game jam game development.  

The study suggests that game jams can be very potent for learning, and the interviewed experi-
enced similar learning as prior research suggested. Since the study is focused on the Finnish jam 
community, studying other communities could prove interesting for further research, as well as 
the social and communal aspects of learning during game jams.

Keywords  game jams, game-based learning, constructionist gaming, games, learning, event-
based learning, game making education, game education
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Abstrakt 
Game jams (speljam) är tidsbegränsade spelutvecklingsevenemang, ofta 48 timmar långa, där 
folk samlas, formar grupper och skapar spel tillsammans. Spelen kan vara digitala (till exempel 
videospel eller mobilspel), eller fysiska (till exempel brädspel); korta eller långa; färdiga eller i ett 
tidigt utvecklingsskede — beroende på evenemangets form. Game jams kan vara öppna för 
deltagare med vilken som helst bakgrund; hobbyister, professionella spelutvecklare, eller 
nybörjare.  

För det här examensarbetet intervjuades åtta game jam-aktivister eller -organisatörer om deras 
erfarenheter, attityder och uppfattningar gällande inlärning på game jams. Studiens mål är att 
undersöka hur människor lär sig på game jams, varför, och vad game jammets pedagogik tillför 
den som lär sig. Arbetet behandlar frågor kring pedagogiska antaganden, erfarenheter och 
praxis.  

Alla intervjuade hade erfarenhet av att lära sig under game jams, och en del hade också 
erfarenhet av undervisning under eller genom game jams. Studien tyder på att den inlärning som 
sker på game jams är praktisk och problemfokuserad, och asymmetrisk på det sättet att deltagare 
inte lär sig samma saker. Under ett game jam kan deltagarna lära sig viktiga 
spelutvecklingsförmågor, bland andra avgränsning, kommunikation, priorisering, tekniska 
kunskaper, och social kompetens. De intervjuade såg game jams som en möjlighet att prova på 
nya spelutvecklingsområden, slipa sina kunskaper, och utmana sig själva. Game jams kan också 
fostra metakognitiva förmågor. 

Inlärningen sker ofta på ett subtilt, otvunget, och lösningsinriktat sätt. Processen är öppen för 
experimenterande och utforskning. Inlärningen är social, och gruppen, och de andra deltagarna 
har en viktig roll för individens inlärning. De intrevjuade uppskattade också känslan av 
samhörighet kring game jams. 

På det stora hela så uttryckte de intervjuade en entusiastisk och positiv attityd till inlärning 
under game jams och såg många möjligheter att integrera game jams också inom formella 
undervisningsmiljöer. Utmaningar inkluderar att behålla deltagarnas autonomi, passa in i 
skolors schema, och orealistiska förväntningar orsakade av en avsaknad av tidigare erfarenhet av 
spelutveckling. De föreslog också olika sätt att övervinna utmaningarna, och diskuterade även 
god arrangemangspraxis och social facilitering, och hurdan spelutveckling som sker under game 
jams.  

Studien föreslår att game jams har stort potential vad gäller inlärning, och de intervjuade 
upplevde liknande inlärning som tidigare forskning tytt på. Eftersom studien fokuserar på den 
finländska game jam-gemenskapen kunde andra länders motsvarigheter vara intressanta 
studiemål, liksom de sociala och gemensamma aspekterna av inlärning under game jams.

Nyckelord  game jams, spel-baserad inlärning, spelfostran, spel, inlärning, evenemangsbaserad 
inlärning, spelutbildning, spelutveckling
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1. Introduction
Picture this: you have 48 hours to make a game, in a place you’ve never been 
to, with people you’ve never met, about a theme that is about to be revealed. 
You don’t necessarily know anything about game development. In 48 hours, you 
will publicly present whatever you made and upload it on the internet for the 
world to see and play. 

Game jams are time-bounded game development events, usually around 48h 
hours in length, where people gather, either online or on-site, form teams and 
create games. The games can be digital, such as video games or mobile games, 
or physical, such as board games; short or long; completed or at a very early 
stage of development — depending on the event design. Game jams can be open 
to people of any background: game development hobbyists, game industry 
professionals, students, complete beginners, and anything in between.

In recent years, game jams have been increasing in popularity as well as 
frequency. The Global Game Jam — perhaps the best known game jam event 
— reported over 47,000 participants in 2019 from 113 different countries, 
spread over 860 physical locations, making over 9000 games [GGJ, 2019] in 
one weekend. The country with the most participants in relation to its size, is 
Finland, and in Finland alone, 884 people participated in the Global Game Jam 
2019 [GGJ, 2019]. In Finland Global Game Jam is organized as Finnish Game 
Jam - and Finnish Game Jam turned 10 years in 2018 with a record number of 
participants. 

In 2018, the work of the Finnish Game Jam association was recognized with 
the Finland-award of the Finnish Ministry of Education and Culture for their 
work with organizing and supporting game jams and game development as a 
hobby [minedu.fi, 2018]. The Finnish Game Jam association also organizes 
themed game jams together with third parties, like museums, associations 
and conferences, and other events for jam enthusiasts, such as the Jam Jam 
Festival. The Finnish game jam scene is internationally seen as very active, and 
is even advertised as a motivation for relocation in Finnish game companies’ 
recruitment processes.

Game jams are being organized within game companies as tools for prototyping 
and building team spirit, within game development programs at universities and 
schools for students to practice their skills, as game development competitions, 
and by game developers and hobbyists just for fun, to name a few. Sites such 
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as itch.io host tens of game jams at any given moment, some of which are fully 
online and others on-site. 

30% of the Finnish participants in Global Game Jam 2019 had no prior game 
jam experience [Kultima, 2019], and not only experienced game developers 
take part in game jams. The game jam community is easily accessible and could 
be a good first contact with game development, and an opportunity to learn. 
Game development professionals often also recommend game jams as good 
opportunities to expand portfolios and get the skills, networks and experience 
needed to break into the game industry.

I personally attended my first game jam in January 2015, and I was hooked. By 
summer 2019, I had taken part in over 10 game jams. Five were Global Game Jams, 
out of which I helped organize one. Two were course jams, in conjunction with 
game development courses at Aalto University. Three were what could be called 
stunt game jams; Quantum Game Jam  2015 at the Heureka Science Center where 
we made games featuring quantum physics to be played in the planetarium 
dome theater, Pocket Game Jam 2016, where we made mobile games at the  
Pocket Gamer Connects Helsinki-conference, and Edu Game Jam, where we 
made educational games together with teachers in a container at the ITK 
conference 2018. I had also taken part in Jam Jam Festival twice — and made 
a game in one hour at the Jam Jam 1h Game Jam; thrown a course on game 
jamming as a game development method; and organized a tiny Summer Cottage 
Game Jam for some of my fellow students. 

The experience itself was extraordinary; of accomplishment, of excitement, 
of community, and of learning. The sheer amount of things I was able to learn 
in just one weekend blew my mind over and over as an art education student, 
young art teacher and beginning game developer, and the community of game 
jammers and game jam organizers was welcoming, diverse and supportive. 

What made game jams work so well for learning?  Game development and 
game making is inherently multidisciplinary and trains many skills, including 
coding, art and music, but also teamwork and communication. It fits well 
into programming education, visual culture and design education, and into 
phenomena-based, project-based and problem-based learning, with the added 
allure of engaging students through creating games.

With game jam as an accelerated game making method, it seems like a great 
way to leverage all the learning potential of game making in a concise way. 
Game jams are already used in, or organized by, some formal educational 
institutions, such as game development programs at universities, and schools 
of applied science.

Game jams as a method for learning could interest teachers outside game 
development programs as well, in comprehensive and secondary education. 
However, resources for integrating game jams into these formal settings are 
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still largely missing. It is still often up to individual teachers to argue for and 
implement any game development into their syllabi, as well as they can within 
the restrictions and demands of school specific, city-wide and the national core 
curricula for elementary and upper secondary schools. Furthermore, since most 
game jams are open-ended events, what learning results can we truly expect 
from them? How can we encourage teachers to use their precious classroom 
time on game jams? Or should we?

Research intent
This study aims to find out how people learn at game jams, why, and what the 
pedagogy of game jams actually brings to the learner, by looking at game jams 
from the game educator’s or game jam organizer’s perspective. It deals with 
questions of pedagogical assumptions - what do game jam organizers think are 
the learning outcomes from game jams,  as well as experiences - what learning 
has been observed, and praxis - how do we create game jams that encourage 
learning, to answer the following main questions:

• What, and how, do people learn at game jams?

• What are the attitudes toward, expectations of, and ideas 
regarding learning among game jam organizers and jam 
activists? 

• How, and why, could game jams be used in Finnish game  
(development) education?



2.
Context and  
Prior Research  
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2. Context and  
Prior Research
On the whole, educational game jam research has seen a strong uprise in the 
past four years. This can be seen both in an increase in the number, depth and 
specificity of studies, and in the quality of the discussion around the learning 
potential of game jams. The following is an attempt to showcase some prior 
research and some perspectives from which game jams and game development 
education are currently studied, starting with definitions of game jam. 

Game jams, as multi- and transdisciplinary events, are researched in 
many fields, from game studies, to design studies, to education, to software 
development, to name a few. Since this thesis focuses on questions of learning 
and game jams, in this chapter the literature on game jams and learning is in 
focus. However, game jams can also be seen through the lenses of event-based 
learning as time-bounded events, or as part of a larger cultural context,  and 
the shift towards maker and creator rather than consumer culture. Finally, since 
the  question is not irrelevant, the place of game design and game development 
learning in schools, not only limited to game jams, is examined from the 
perspective of art education.

Definitions of game jam
“Game Jams are fun. They are a creative, exciting, social experience. The goal of  a 
Game Jam is to design a video game, either alone or in teams, as fast as humanly 
possible; usually in a single weekend. Some Jams are also great for making board 
games or card games!” 

[Kaitila, 2012]

The history of game jams is often traced back to the first Indie Game Jam in 
2002 [Locke et. al, 2015, Kultima, 2015, Eberhardt, 2016, Goddard et al. 2014], 
and as such they can still be considered quite a new phenomenon. Defining 
exactly what a game jam is — or is not — is a debate that has been going on 
for years. The term is not protected, so strictly speaking, anything that calls 
itself a game jam, is a game jam. In his 2012 book ‘The Game Jam Survival Guide’ 
Christer Kaitila, a very long-standing member of the game jam community, 
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lists some of the variables, or elements, that go into a game jam; size of the jam, 
online or shared space, time allowance, theme, competition or no competition, 
community, challenge and fun. [Kaitila, 2012]

Global Game Jam currently defines it as following in their FAQ:

“‘Jam’ is a reference to musician jam sessions. The goal is to come together and make 
a videogame, or non-digital game like a board game or card game. Participants 
rapidly prototype game designs and hopefully inject new ideas to help grow the 
game industry. We share a common theme and constraints. We ask participants to 
create a game from beginning to end in a prescribed time (maximum of  48 hours). 
The brief  time span is meant to help encourage creative thinking to result in small 
but innovative and experimental games.” 

[Global Game Jam.org, 2019]

This definition adds some specificity; a goal of prototyping games together, a 
hope of helping the game industry, and a rationale for the time limit. It also 
mentions innovative and experimental games, which again can be seen as aiding 
the industry. The definition can also be read as directed rather to the corporate 
sponsors of the organization than members of the game jam community which 
has been criticized. Veve Jaffa among others argues that corporate interests 
using the game jam perpetrates harmful industry practices. [Jaffa, 2016]

In research, one goal has been to define what separates a game jam from other 
similar events, such as hackathons. Lindsay Grace offers this distinction:

“People game jam using jam as a verb of  somewhat intransitive state. People do not 
Hackathon, they instead participate in hackathons.”

[Grace, 2016]

In his paper, Grace also focuses on the playful state that a game jam can induce, 
and how game jams often are far more process than product-oriented compared 
to hackathons. Grace argues that the low-stakes, playful, flow state of a game 
jam is also very different as an experience compared to that of the game industry 
practice of crunch, which game jams have been accused of perpetrating.

A much-quoted definition by Annakaisa Kultima, based on analysis of the use 
of the term in 20 research papers, is the following:

“A game jam is an accelerated opportunistic game creation event where a game is 
created in a relatively short timeframe exploring given design constraint(s) and end 
results are shared publically.” 

[Kultima, 2015]

The word opportunistic here means that developers are open to things that 
arise during the design process. This definition is quite general, but, perhaps 
more importantly, she discusses the problems of settling on a definition too 
early:
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“As an emerging scene, game jams are moving targets for research.” … “Forming a 
definition of  an emerging phenomenon is not unproblematic. Basing the definition 
on the insights of  the early research is further contributing to the challenge of  this 
definition game.” 

[Kultima, 2015]

While some definitions focus on the experiences of the participants, essentially 
on what game jamming is like, others focus on the reasons why game jams are 
organized. The event design of a specific game jam seems to be quite tightly 
knit to the definition of game jam used by the organizers. Eberhardt [2016] 
discusses the ways in which trends of more professionalized game jammers, 
and commercialized game jams affect the scene, proposing that communicating 
the intentions poorly to the participants can create conflicts. Goddard et. al. see 
three main types of game jams; Industry, Academic and Indie. They explore game 
jam definitions through offering a framework for positioning different game 
jam events through their intended outcomes and intended experiences; playful 
versus gameful outcome and playful versus gameful experience. They also offer 
a set of guidelines on how to design the event around the goals [Goddard et 
al., 2014]. Fowler et al. again study organizing philosophies for different game 
jams and game making hackathons. They identified the categories of regional 
affiliation, setting, technology, career advancement, social or charitable topics 
and challenge as ways in which jams distinguish themselves to attract jammers 
and create community [Fowler et al., 2015]. 

Game jams have also been deciphered and contextualized as similar to 
performative art, disruptive to the culture of game development. Locke et. 
al. identify that game jams carry the potential to challenge established social 
conventions, which according to them is a central part of artistic movements. 
They also argue for that game jamming can be seen as artistic practice [Locke 
et al., 2015]. Bayrak again looks at the merits of the format as a tool for design 
research, and game jamming as design practice. [Bayrak, A.T., 2017]

What does learning to make games teach?
The potential of game-based learning is quite recognized and supported in the 
Finnish school system. A survey already back in 2007 found that 83% of the 
surveyed teachers, most of which worked in comprehensive education, were 
using games as learning tools [Klemetti et al, 2009]. Media education groups 
and networks such as the Metka Center for Media Education, and The Network 
of Game Educators in Finland produce free educational training and materials 
on games for educators and parents, such as The Game Educator’s Hand Book (2015). 

Playing and developing games are, however, quite different activities. While the 
educational benefits of playing games are quite researched and discussed, those 
of making games deserve attention as well. In Finland, game education, and 
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games research, often focuses quite strongly on understanding games as played, 
rather than games as created, or creating games. Game development education 
aimed at younger learners, or learners outside dedicated game development 
programs in higher education, still seems quite sporadic and scarce, but with 
new beginner-friendly tools and software, and a maturing game industry, there 
are a lot of opportunities. 

Kafai and Burke coin the term connected gaming, claiming that learning through 
playing (instructionist gaming) and through making games (constructionist gaming) 
is part of a larger gaming economy in which the “player” and the “maker” are 
no longer to be treated as distinct entities. In their 2015 analysis of 55 studies on 
making games and learning they argue that a constructionist gaming approach, 
where students make their own serious games, could bridge the engagement 
gap that educational and serious games in instructionist gaming often face 
compared to commercial video games. They also identify some areas of concern 
through their review. One of them was that the framing of learning usually 
was with and about computation. In other words, learning to make games 
was often secondary to learning about computational concepts and learning 
computational thinking. [Kafai and Burke, 2015]

Game making has often been framed as fitting into STEM (science, technology, 
engineering and maths) education. Tools such as Scratch, Kodu Game Lab and 
Bitsy have made it easier for educators to include digital game making in their 
curricula without first teaching students coding — and many of these tools also 
aim to aid the introduction of core programming concepts. 

An example of such a study is Lakanen’, Isomöttönen’s and Lappalainen’s 2014 
report on five years of programming outreach through a five-day game design 
and programming workshop. The goal of the workshop was to teach three main 
points; the use of textual programming, that a first game can come about easily, 
and that students can have a fun and inspiring time with programming. Their 
workshop structure used a one-size-fits-all mandatory project of recreating 
Pong, and then a personal game project. Overall, the participants were quite 
satisfied with the project, and reportedly many continued developing games 
on their own. In total, 462 youths took part in the workshops, but the authors 
discuss and lament why the proportion of girls taking part in the project was 
very small. [Lakanen et al., 2014] 

In their study Kafai and Burke discuss that this seems a recurring pattern both 
in terms of reach - the game making projects do not engage girls in intended 
ways - and in terms of reporting - the authors of the reports find this troubling. 
They hint at that perhaps the framing of the activities is to blame, and that 
perhaps the ulterior motive of making girls more interested in computer science 
careers is actually pushing girls away from game making, which does not have 
to be about programming. [Kafai and Burke, 2015]  
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However, game making is not only software development. This is obvious 
in the case of board game development, but the other perspectives on game 
making and game development are easily forgotten though they could be very 
educational.

The argument could be made that game making has a natural home in arts and 
crafts education, and for example Denham and Guyotte argue we should look to 
the arts for ways to cultivate critical game makers [Denham and Guyotte, 2017]. 
Games can be seen through the lens of multimodal visual culture education. 
Games as a form of media can be seen through the lens of media education. Game 
design can be looked at through the lens of design education. Games themselves 
can be seen as art works, and game making - or game jamming, as suggested 
by Locke et al. [2015] — can be seen as artistic practice, or performance. David 
Buckingham and Andrew Burn argue that games can be seen as complex 
conveyors of and examples of contemporary culture that require a game 
literacy, founded on playing and making games to understand how the player 
and the “text” of the game interact. [Buckingham and Burn, 2007] 

We can also focus on the making in game making. Game making can be seen as 
part of the larger maker movement, and although it does not necessarily bridge 
the digital and made by hand, critical game making can definitely be argued to 
empower learners and change their relation to digital products, or be creative 
coding as defined by Tomi Dufva. [Dufva, 2018]

One way of looking at games is as complex systems of rules, inputs and outputs. 
The understanding of games as rule-based systems, designed by people, can 
be illustrated very clearly through making a board game. Changing one rule 
of a board game can have a huge impact on the whole game, just as changing 
one aspect of, for example, an ecosystem can have catastrophic consequences 
for wildlife in an area. Akcaoglu and Santos Green found that students who 
had taken part in a game design course had better system analysis and system 
design skills than their peers, suggesting a possible link between game design 
and systems thinking. [Akcaoglu and Santos Green, 2018] This potential is 
perhaps more profound and more specific to game making education compared 
to other software, media or technology education.

Thumlert, Castell and Jenson call for a production pedagogy approach, focused 
on making games to explore what making games is, and what games do, rather 
than for a perceived value defined by the instructor. Through taking on authentic 
roles of actual producers and makers of authentic cultural artefacts, students 
engage with their games, and learning, more than when following instructionist 
teaching or tutorials. This approach is critical of using game development 
instrumentally to learn about something else, or for the advancement of one 
skill or other, and part of a larger discourse in the maker movement [Thumlert, 
Castell and Jenson, 2018]. Simply, it could be argued, learning to make games 
teaches how to make games, which on its own has value.
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Research on game jams and learning
The Global Game Jam survey of 2014 asked participants to rate what influenced 
their decision to participate. “To learn” had a mean score of 4.21 on a 5-point 
scale. [GGJ.org, 2014] Many game jam participants, especially among students, 
name learning as one of the main motivators for participation in game jams 
[Fowler, 2016]. Generally speaking, the potential of game jams as sites of 
learning has been explored in research quite a lot in recent years. It has been 
suggested that game jams show results in STEM-learning [Fowler, 2016] and 
building community [Kultima et al. 2016], teaching participants valuable game 
development and game industry skills and interdisciplinary team work, as well 
as generally about the process of game development [Preston et al. 2012, Fowler 
et al. 2013]. Game jams have been suggested to give students valuable industry 
experience and networking opportunities, and the opportunity to learn from 
industry professionals and peers alike. [Pirker et al. 2016]

In research, game jam seems like a particularly popular format to apply to higher 
education, either in game development or computer science programs. Results 
generally seem positive. In a study by Preston et al., in game jams organized 
for undergraduate students, around 90% of surveyed participants expected 
to develop their skills and gain a better understanding of game development 
processes, and most reported that their expectations were met [Preston et 
al, 2012]. Hrehovcsik, Warmelink and Valente found a similar meeting of 
learning expectations in an applied university game jam setting [Hrehovcsik, 
Warmelink and Valente, 2016].  In a later large-scale study, Fowler et al. found 
that game jam participation has the potential to have a positive impact on 
student performance in computing courses [Fowler et al, 2018]. Wearn and 
McDonald report on their experiences of universities hosting their own sites 
for Global Game Jam, and how that affects participation motivation [Wearn 
and McDonald, 2016]. 

A few projects have also focused on younger game jammers. The GGJ-Next, 
aimed at 12–17-year-olds, was introduced in 2018 to establish a model and 
curriculum for STEAM education, for students anywhere to learn game 
development skills. The model is more flexible than the Global Game Jam in 
event design (such as time span) and provides free educational materials for 
event organizers. The first GGJ-Next was run in 20 different countries with over 
800 participants. [Arya et al, 2019] In the Pocket Game Jam project, aimed at the 
same age group, the game jam was taken into schools. Students used the Pocket 
Code app to create games around different subjects such as history. [Petri et al, 
2015]

Smith and Bowers suggest that game jams could be a good avenue to improve 
students’ communication and social skills under pressure, as well as self-
efficacy in teamwork situations [Smith and Bowers, 2016]. Gledhill and Novak 
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see the game jam, when properly refined, as a great method for team-based 
learning in higher education. In their study, they changed the teaching from a 
traditional weekly lecture and team presentation approach to a three one-week 
game jam-based approach. They observed higher levels of engagement from 
the students, better games, good scoping and great communication compared 
to the old version in which students worked in one group, on one game, over a 
whole academic year. [Gledhill and Novak, 2019] Mikami et al. describe how 
the Tokyo University of Technology has adapted the game jam as a core part 
of their curriculum in game development [Mikami et al, 2015], and Law and 
McDonald describe a similar attempt at Glasgow Caledonian University. The 
game jam-based curricula bring together students from different programs, 
allowing the students to apply previously learned knowledge on real projects 
[Law and McDonald, 2015]. 

Game jams seem to be a way to build game development community in new 
or unsupported areas, or boost the sense of community among existing IT-
communities [de Salas et al, 2016, Izvalov et al, 2016]. Reng et al see a similar 
motivation and engagement boost from game jam participation that could have 
good ripple effects in the community. [Reng et al. 2013] 

The actual pedagogy of the game jam format has also been discussed in research, 
though not as extensively. Meriläinen explores the learning experiences of 
first-time Global Game Jam participants through the lens of self-determination 
theory. Meriläinen asks the question whether the biggest strength of game jams 
may be in providing motivation for learning, rather than providing measurable 
new skills. [Meriläinen, 2019] Fowler et al. connect the game jam learning to 
Piaget’s constructivism, and see the real-world practical experience that it 
provides as a base for a tangible and practical learning environment [Fowler 
et al, 2013]. Petri et al. connect their game jam to Papert’s constructionism, 
arguing it lets groups work to approach the problems and challenges of real-
world situations, while encouraging creative experimentation and providing 
hands-on opportunities. [Petri et al., 2015] Law and McDonald see game jams 
as fitting within many different theories of learning, among them Vygotsky’s 
zone of proximal development and Wenger’s communities of practice. Their 
suggestion of the latter focuses on the shared domain (game development), 
community (game jam) and practice (making games) which fosters learning. [Law 
and McDonald, 2015]



3.
Methodology
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3. Methodology
Overview
Since there is no centralized register of game jams going on in Finnish schools 
outside the jams organized by the Finnish Game Jam association it is hard to 
find teachers who already employ game jams in schools to interview. Therefore, 
this study is based on 8 interviews with selected game jam organizers and game 
jam activists in the Finnish game jam community. The semi-structured focused 
theme interviews dealt with six theme groups relating to the organizing of 
and importance of game jams for learning: personal jam history, facilitation and 
organization of jams, learning at jams, accessibility and creating a safe atmosphere, 
motivation at jams, and game jams as part of a curriculum. The interviewees were also 
asked about their teaching and game industry experience. The interviews were 
analyzed, and coded to reveal similarities and differences between opinions 
and experiences. This chapter deals with the methodological considerations 
more in-depth.

In this study, focus lies on self-identified game jam activists (colloquially 
jamtivists) and game jam organizers rather than jam participants. Organizers 
were chosen since they decide the event design; jams do not just happen, they are 
created by jam organizers, and jam activists for their extensive game jamming 
and game jam community experience. Prior research on game jam learning 
(which is further explored in the chapter Prior Research) has mainly focused on 
participants, such as on what participants experience they have learnt at game 
jams, while the organizer and community perspective has often been neglected. 
Some of the interviewed also have a researcher identity in game jam studies.

Focused interviews
In this thesis, interviews were conducted as focused interviews, based on the 
concept of a teemahaastattelu, thematic interview. [Hirsjärvi and Hurme 
2011] This method of interview uses a base structure — a so called theme 
base — to discuss during the interview, but allows quite a bit of leeway for 
the interviewee to express their own opinions and experiences around the 
subjects. The interviewer is to ask follow-up questions when needed and direct 
the discussion to the next topic of the structure when nothing new arises. This 



14

method is largely in use in humanistic sciences, and can be described as a semi-
structured qualitative research interview method. The method was chosen for 
its flexibility; a more structured survey would not allow for follow-up questions, 
yet a more in-depth method for interviews would be too time consuming for the 
sample size.

The theme base, with example follow-up questions, was created before the first 
interviews, but iterated on depending on the interview subject to reflect their 
background better. The base version of it can be found in the Appendix.

The main themes discussed were:

• The background of the interviewee and how they got 
acquainted with game jams

• The praxis of facilitation and organization of game jams 
• Learning at game jams
• Inclusivity and accessibility of game jams, and who 

participates in game jams
• Motivation to jam and motivation during jams
• Game jams as part of a formal curriculum
• The underlying pedagogical assumptions and pedagogical 

opinions of the interviewee

For each theme a list of follow-up questions was created as suggested by Hirsjärvi 
and Hurme. The interview technique also featured some self-correction, where 
the interviewer would repeat back information to the subject to summarize 
and confirm their stance. This turned out to be quite essential, since some of 
the interviews took on a quite conversational nature. Some themes still lead 
to equivocal, relativistic answers, which is discussed further in the chapter 
Discussion. 

Sample
In total, 8 people were interviewed for this thesis. The subject selection was 
based on snowballing, where interviewees were asked for recommendations 
on others to interview. The interviewees have different backgrounds in game 
jam organizing, game jam in formal education, and game jam research. Some 
had never attended a game jam, but helped organize them; some had never 
organized a game jam, but attended plenty. Out of the interviewed eight, five 
identify as male and three non-male. For anonymisation, all interviewed are 
referred to by singular they. 

The interviewees agreed to be recognizable from their statements. This was 
since an anonymisation would have been incomplete regardless of technique 
due to the size of the community. Subjects were allowed to, at any point, request 
redactions from their statements, and for research ethical reasons their 
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statements may have been altered to not include sensitive information, names, 
or locations. 

To help contextualize the quotes from the interviewed, they are coded as follows:

• Organizer A - Game industry professional, teaching 
experience. Jamming since 2012, organizer since 2014, 
involved with the Finnish Game Jam association. Jam role 
programming. 

• Organizer B -  Game industry professional, jam teaching 
experience. Jamming and organizing around five years. Jam 
role programming.

• Organizer C - Game industry professional. Youth work 
experience. Jam organizer since 2010, involved with the 
Finnish Game Jam association. No specific jam role.

• Researcher D - Doctoral student in game studies. Teacher 
degree. Jamming since 2018. Jam role producer.

• Researcher E  - Researcher in games, involved with the 
Finnish Game Jam association. Organized more than 25 game 
jams since 2010, participated in under 10. Jam role graphics 
and game design.

• Researcher F - Doctoral student in game learning. Teacher 
at upper secondary school.  Organized one game jam, never 
participated. No specific jam role.

• Jamtivist G - Game industry professional. Teaching 
experience. Jamming since 2013, often for multiple games per 
jam. Speaker at jams. Jam role game design and audio.

• Jamtivist H - Game development hobbyist. Jamming since 
2013. Involved with the Finnish Game Jam association. Jam 
role graphics.

The interviews were carried out summer 2018 – fall 2018 and the coding reflects 
the background of the interviewed as expressed at that point. Some took place 
in person at libraries and universities in the Helsinki region, whilst others were 
conducted elsewhere in Finland or over Skype. Interview length was 59 to 226 
minutes. 

The audio of the interviews was recorded, and transcribed into full sentences. 
The transcription process was aided through voice typing technology. Most of 
the interviews were carried out in Finnish, some in English, and quotes have 
been translated.  
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Analysis and reporting of results
The interviews were treated as expert interviews in the definition of Alastalo and 
Åkerman, in that they are interviewed both for the knowledge they are assumed 
to possess on the subject matter, and as  research subjects themselves. [Alastalo 
& Åkerman, 2010] After transcription, the interviews were coded for themes 
present in the interview base, as well as themes rising from the interviews to 
find similarities and differences between the opinions and experiences of the 
interviewed, essentially grouping the answers into meaningful categories for 
a better understanding of the phenomenon. To illustrate the analysis and aid 
synthesis, some quotes are presented for each category.

The categories are presented in the chapter Analysis, and discussed further in the 
chapter Discussion. The chapter Conclusions presents the findings, and suggests 
avenues for further research.

Validity and reliability
Due to the sample selection process, and the sample size, this study can be 
hard to generalize. My hope however is, that the information gathered can be 
useful and valid as what it is; documenting and describing the experiences and 
attitudes of the interviewed. In this way the study can be understood as mainly 
phenomenographic in research attitude. Still, the interviews themselves turned 
out to be very informative and the study can be argued to be very meaningful, 
in that it aims for a better understanding of the phenomena.

The interviewees were chosen to give a broad perspective on game jams in 
a Finnish game development educational context. Their professional work 
within games varies from secondary programming and game development 
education, to higher education and free form education; from research in games 
and game-based learning, to volunteer work and work within the International 
Game Developers Association for the Finnish game industry. The Finnish 
games landscape is quite vast, as is the landscape of Finnish game education, 
but the people involved form a few community clusters and communicate 
through Facebook groups such as Pelikasvattajien verkosto (the Game Educators’ 
Network). The Finnish game jam community is also very networked. The size 
of the community has been estimated to be around the size of the Global Game 
Jam in Finland — roughly 800–1000 people. Out of those, an estimated 50-60 
are active as organizers. Each individual has connections to some of the others 
in the network, and can communicate and influence the trends in game jam 
organizing.

Since the community is simultaneously small and large, the question of researcher 
influence arises. It turned out during the interviews, that many of those active in 
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the community also have a research interest in it. The argument could therefore 
be made that the researchers are affecting the subjects of the research to get 
the results they want, either consciously or subconsciously - one of the base 
questions of ethnography. Would I, as a researcher, be too strong an influence, 
essentially creating the phenomenon I was studying? Would this whole study 
be invalid? 

Bringing up the subject of learning and game jams seemed to cause a bit of a 
ripple effect through the community. When I set out to start this work in the 
spring of 2017, I discussed the subject with some of the people I would later 
interview, and others who I suspected could be interested, at game events 
such as IGDA (International Game Developers Association) meetings, and 
at the 2017 Finnish Game Jam Awards-event. People were quite excited, and 
surprised someone was interested in discussing the subject. A year later, during 
the interviews, the question no longer seemed completely new to most of the 
interview subjects, which was good since processing the subject beforehand 
can give more grounded answers.. And, after the interviews, there seemed to 
be a growing awareness of the learning that happens at game jams, present in 
keynotes, marketing and discussions during the jam. Some of it can be attributed 
to my own raised awareness of the phenomena, but as a researcher, I found this 
eye-opening to the sensitivity of the process: by researching phenomena inside 
communities, we can help vocalize and strengthen them.
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4.
Analysis
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4. Analysis
Overview
After transcription, the interviews were analysed coded for themes present in 
the interview base, and these themes form headers in the following chapter. The 
themes are presented with quotes from the participants as well as recapping 
statements to give an idea of what the general opinions were. The interviews 
were also coded for themes rising during the interviews, and the similarities 
and differences between the opinions and experiences of the interviewed are 
presented.  For some of the issues additional prior research to contextualize the 
answers has been added.

Personal jam history
The interviews started with the interviewees retelling how they got into contact 
with game jams for the first time. The stories differed somewhat from each 
other, but a common thread seemed to be that the interviewed had been asked, 
encouraged or required by someone else to participate in their first jam.

“I’ve been making games since middle school. Then, in 2012, I joined the HealthPro-
project, where we started making serious games. We went around Finland, to 
nursing homes and similar, thinking of  how we can make rehabilitation or exercise 
more fun and independent. Through that, at some point, game jams appeared, and 
we participated and won, and through that we got hired.”  

- Organizer B

“The teachers mentioned that ‘hey, game jams exist’, and that ‘hey, one’s organized 
here’, and here’s transportation to get there.” 

- Jamtivist H

“I heard about game jams at Nordic Game, in the spring of  2009, if  I remember 
correctly. There was the presentation of  the first Global Game Jam, and their games, 
and in Nordic Game Jam tradition. At the time I was interested in ideation research 
and brainstorming techniques, and in our project we were researching prototyping, 
so it seemed to me like a fine marriage between ideation and prototyping.”   
                                     - Researcher E
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“It was a very natural continuation. At that point the Helsinki city youth work had 
been doing pioneering work for a longer time in digital culture. I can’t remember 
exactly how it started, but in 2010, when I was very active in IGDA I was asked to 
join. They were making this game development club for the people who hang out 
there - so youths.”.. . “Since they already had around 30 PCs, as a kind of  gaming 
café.”.. . “And since the game development club already was going on, then when 
game jams as a concept came to Finland, it felt like a natural continuation, like ‘hey, 
that’s about making games!’” 

- Organizer C 

The threshold to take part in that first jam could be quite high: 

“I was aware that game jams existed, and had been asked at some point if  I wanted 
to come. And I thought it sounded interesting but ‘maybe I shouldn’t, I don’t really 
know that much about making games’ and so on. But then when I went to that first 
game jam I was completely converted straight away. I immediately understood what 
the charm was, why people attend, and why they attend year after year and enjoy 
game jams.”

- Researcher D

Why are game jams important to you?

“You get to for a while forget all work things and everything else, and you get to 
experiment freely with things you normally maybe can’t find time for. Or just don’t 
see as smart”.. . “It’s a completely pressureless place to try out things and find like-
minded people.”  

- Organizer B

Most of the interviewed expressed that they were very happy with their 
jamming or jam organizing experience. To them game jams had become a part 
of their identity, as a hobby or even professionally, either as game jammer or 
game jam organizer, and they felt a strong connection to the community as well.  

“It’s interesting what happens when you take the outside world away, and perhaps 
calming and pleasant as well. It’s usually nice to organise the kind of  jams where 
people feel really good.” 

- Researcher E

“In your normal life when you’re doing group work, among adults, everyone has all 
these other obligations and scheduling is very challenging - ‘when can everybody 
make it?’. There everyone is in the same place 48 hours, and everyone is making it. 
So it’s like one less subject to worry about.” 

- Researcher F
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“I think coming together as a community is super important, not just for the game 
industry but for the world” … “When you go to a jam, and your friends are there, you 
are spending time, practicing your skills as a game developer, but also tightening 
your bonds as people — that’s invaluable.”

 - Jamtivist G

“In Finland one of  the most important fuels of  game development is community. 
Game jams create communities, or spaces for people to meet, and that’s simply on 
a human level rewarding, whoever is involved in it. To those who meet others as 
makers, or those who organize places for people to meet, when they see others are 
satisfied and happy. And that’s valuable in and of  itself.” 

- Researcher E

Certain elements of the game jam experience were mentioned by many of the 
interviewed as reasons why the jam felt important to them: The isolated nature 
of the event, the experimentation allowed by the safe to fail environment, the 
community and people, and the learning at game jams. All of these together 
seemed to create an atmosphere that the interviewed very much enjoyed being 
a part of, and giving their time to.

From game jammer to game jam organizer
One of the interviewed had never yet participated in a jam, but had instead only 
come into game jamming as an organizer. Two of the interviewed had started 
out by organizing and only later got the chance to participate as jammers. For 
the others, the transition from jammer to organizer seemed to happen quite 
naturally:

“I started by attending, but then, little by little, I wanted to start helping out there. 
I’ve helped out for a long time - five years - and now we’ll be the main organizers 
since the project [that organized the jams previously] ended.”  

- Organizer B

“The first time I think was 2012 or 2013 that I attended, and then in 2014 I was 
helping out, in Kotka, and 2015 I was the main organizer in Kouvola. From there 
I moved to the Finnish Game Jam association side to make streams during Global 
Game Jam.” 

- Organizer A

The transition to organizing game jams (or helping out in other ways) seemed to 
follow a common pattern of participating a few times, volunteering to help, and 
finally inheriting a game jam from a previous organizer. It seemed that some of 
the organizers were very tied to a specific site or jam, whilst others helped out 
where needed and started new things.
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“Mainly I’ve been organizing. I like organizing, and it’s the people who make the 
jams - especially when we get to do new and cool stuff. That’s why it’s nice to make 
new suggestions, like ‘hey, no one has done this before, I want to do it!’ I’m one of  
those people who’ll start up new things, and then see how they take off, and then 
move on to the next thing.” 

- Organizer C

Whilst some of the interviewed felt it was easy to move between the roles of 
participant and organizer, some felt more reluctant to switch:

“Jam organizing, that’s what I know how to do and like doing. Like, I do like 
jamming, making games is fun, and when you’re making it with a group you can 
see how projects progress and get done. That was really fun, I remember, when I 
was developing professionally. But maybe as you get older you get distanced from 
them? It’s harder to jump on board, join the projects.” … “It’s kind of  backwards 
because I’m  the one promoting the jam like ‘join the jam!’ - ‘oh, I don’t know, I don’t 
know anything’ -  like ‘sure you can, come on!’. And then when it comes to me, ‘eeh, 
I don’t know, I don’t really know how to do anything...’” 

- Organizer C

“I have a lot of  ideas, more about the structure of  jams, and the way they’re executed, 
and I’d like to be more involved in the planning of  jams - but there’s a lot of  logistical 
things that really need to get done but it’s not what my particular interest is - and 
that’s why I don’t want to make the step to be more involved.”

 - Jamtivist G

“From an organizer’s perspective we have quite many game jams in which we’ve 
purposefully done something new. At some point when we had organized Global 
Game Jam a longer time, the basic concept of  a game jam just got so boring. It 
was boring to the participants, and also boring to the organizers, when you’ve 
done it many times. The first times are amazing, and interesting and fantastic and 
inspirational, but then that it’s always the same makes you feel a bit fed up.”

 - Researcher E

Organizer C and Researcher E both had been organizing game jams for 
quite a long time. The interviewed expressed an ambition to keep improving 
and expanding on the game jams, since in order to keep the jam organizing 
interesting, the organizers themselves need to get to learn and do something 
differently each time. The core still was to organize events that were fun for the 
jammers, as Organizer B put it:

 “I definitely want to learn to be more than just assisting, to instead learn to organize 
constantly bigger and bigger events. But still in a way that we keep the same 
principles, that everyone is having fun, comes to learn and not to compete, and that 
no one feels alone. I just want people to have a good time. If  I learn to do that, and 
the feedback matches it, then that’s enough for me.”      - Organizer B
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Game jamming as game development   
During game jams, participants usually create games. These games can take 
many forms depending on the game jam format and participants’ preferences. 
The interviewed were asked about how the experience of making games at game 
jams relates to professional game development; what became of games made, 
and how they see the importance of game jams for the game industry.

Game jam game development

“It’s a very good way for me to make them since if  I’m at home, I’ve already learnt to 
take it easy, which means I don’t do anything. And when I’m at a jam, then there’s 
really a deadline there, and there’s probably like-minded people who like making 
games. You get more things done there, at the end of  the day.” 

- Jamtivist H

“It lasts that 48 hours — or however long it lasts — and you have the whole of  that 
duration to use. It’s that active.” 

- Organizer A

Game jams often last 48 hours. During that time the game is usually made from 
scratch. Jammers have pretty much the full extent of that time for development, 
and the interviewed saw that as one of the main differences between more 
traditional game development, where other responsibilities compete for 
attention and time, and game jam game development. 

The game jam game development usually started from the theme of the jam. 
The theme birthed some ideas during brainstorming, and from there on the 
games start developing.

“We started by taking papers and drawing, so okay, this could be our example level, 
so you start from here and have to get to there. And what kind of  interesting things 
could happen along the way, so if  we have this path to go through, well that’s a bit 
boring, so should we have - since we have this theme - some enemies there, and we 
started thinking of  what kind of  elements to have. We started pondering about that 
‘hey, I’ve played this kind of  game, could we make something similar, it was really 
entertaining since it had this kind of  and that kind of  element. Could we use that 
in some way?” 

 - Researcher D 

“So when we worked on [educational jam game], I just thought about my own 
experience. And that helped in making an educational game. That’s how you make 
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an educational game. With other ideas it’s maybe less clear what you’re trying to 
communicate, because this was like ‘hey, this is like knowledge people need’. And 
we’ve had experience with this thing, so we can just explain what happened with 
that.” 

- Jamtivist G

The interviewed were of different opinions on whether following the theme 
should be mandatory:

“After the jam the jam organizers can show that these are the things we made here. 
It makes the event real, and the theme repeats there; these are the ideas that came 
from the theme. It feels more versatile, when you see what kind of  output came 
from it.” 

- Organizer A

“Sometimes there’s an obligatory theme and I actually think that’s even boring, 
because then everyone ends up with the same kind of  game, or you’ll be forced 
to make a game you don’t necessarily like. They should be optional, so that if  you 
can’t think of  anything you have something to fall back on.”.. . “It is nice when 
everyone has the same theme, for example in Global Game Jam, it creates a sense of  
community. But not at all jams.”

- Organizer B

The experience of developing games at game jams seems, according to the 
interviewed, very intense. Some mentioned a heightened sense of productivity, 
and a heightened sense of determination:

“When you make decisions, then you just need to do what was decided. Like we 
made this feature here, so then we just need to keep it since we’re running out of  
time.” 

- Organizer C

Generally, the development process differed mainly on the time span at their 
disposal, which pushes the team to make rapid decisions and stick to them. The 
experiences and learning of at a game jam seem to carry into the professional 
careers of the interviewed in many ways. One summarized it as follows: 

“I practice making music, I practice making puzzles, I practice writing or, you know, 
whatever. All of  those those skills, they absolutely translate into your professional 
career especially because you might end up meeting people at jams who are going 
to take you into your professional career, because those are the people who might 
want to hire you later, or who you need later when you’re trying to do something, 
or whatever it is. So, the networking aspect, which is intentional or not intentional, 
at game jams, is super important and the skills you learn at those jams are super 
important, or the skills that you practice are super important.” 

- Jamtivist G
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The game jam had the opportunity to be a place where the jammers get to 
go through the full development cycle. Finishing the projects was seen as 
rewarding, though not mandatory:

“You get to go through the process, you get an end to it. You also get to share it, 
and easily show that it’s done - so it’s like a small rock rolls off you. You no longer 
need to worry about the game - it’s just a finished work, and product as is. You can 
show it off with a good conscience whether it’s good or bad, because in either case, 
it’s a finished thing that you made. It’s the, perhaps abstract, feeling of  getting 
something done, and that feels good.” 

- Organizer A

“Then on the other hand if  it becomes this terrible stress about the finished product, 
and if  you in the end need to drop all of  the things that you find funny, just to finish 
something - Well, it’s hard to say without the experience, but it wouldn’t necessarily 
feel as important to me as having some ambitious but half-finished project, to 
instead have made a simple platformer that works.” 

- Researcher D

Pretty much all of the interviewed mentioned that the jam leaves them feeling 
inspired to create more. Jamtivist H described this state as ‘jam hungover’. 
The interviewed who reported a programmer role at jams again where more 
exhausted than inspired straight after the jam, but all agreed that the jamming 
atmosphere had something special about it in terms of fostering creativity and 
motivation to create. Researcher F however, reflected it against other similar 
experiences:

“After the jam you have this incredible feeling of  hype, like ‘yeah, we made it, 
everything is wonderful, I immediately want to attend my next jam!’. But this is 
the same on almost any event where you’re spending time really intensively, like a 
festival, or seeing good friends after being apart for a long time. You immediately 
get this feeling ‘we have to do this again, let’s meet again soon!’, but then you don’t. 
So is the feeling of  joy, and learning, and empowerment just that you’ve been there 
very intensively, or does it really give you something in terms of  learning? That I 
don’t know yet.” 

- Researcher F

Game jam games
Usually at the end of game jams the resulting games are shared publicly at 
whatever state they are at that point. Some indie game successes have started as 
game jam games, such as Baba Is You [2017 Nordic Game Jam / 2019 commercial 
release], and Celeste [2015 jam /2018 commercial release], but considering the 
amount of games made at jams, hits are quite rare. A game jam is perhaps in 
other words not the place to go to create a game that will make you money.
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“Jam games can be at really any level. It can even be a simple pen-and-paper thing. 
Even that is enough for a jam game, there’s no lower limit for jamming.” 

- Organizer A

“A lot of  jam games they’re fun when you try them out but you don’t necessarily 
revisit them.”        - Jamtivist G

“On the last day, before everyone flees the scene, every team can show that ‘hey, 
this is our game’. And everyone can look at it like ‘that’s cool’. And they can be 
proud of  what they did during the weekend. I think that’s the goal, since you’ve still 
accomplished something. Then you can start thinking of  whether it’s fun enough to 
start developing further, or just forget about it. So people can forget about it - but 
the game is there, and it can be returned to. I definitely don’t think all games should 
be made commercial, but some games have potential for commerciality.” 

- Organizer C

“It’s [the standard] really high nowadays. It used to be that maybe you got a cube 
jumping. Now they have stories, and trailers, and amazing graphics and really cool 
mechanics. Some are even ready to publish as is, and we also encourage people to 
develop those ones. Some companies have even been born out of  game jams.” 

 - Organizer B

Though all of the interviewed did think that game jam games are “real games”, 
and that they have value, there were some differing attitudes on what should 
happen with the games made. Some believed the games were better abandoned, 
and others that they should be developed further. The thought of what would 
become of the game after the jam could also influence development during the 
jam. Organizer B described it as:

“If  you have the attitude that you won’t continue working on the games then the 
whole idea of  making a game is wasted. You’d start making these two-day games. 
It’s better to already think a little further if  you want a longer project than two days, 
then you make a start for those two days that you can continue from after the jam.” 

- Organizer B
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Organization and facilitation of game jams   
A game jam does not just happen; it needs organizing. The interviewed had 
some thoughts about the most basic ingredients of a good game jam. 

“From what I’ve seen, you firstly need good organizers, who are genuinely 
interested. You need marketing, to get people there, because if  there’s no one there, 
it’s no good for anyone. You need healthy food, not just pizza and energy drinks. A 
suitable amount of  sleep, a suitable amount of  staying up late, and you absolutely 
need a hot tub. And energy drinks are also important.” 

- Organizer B

“So there’s the basic infra, so spaces, chairs, all that, and internet. Then there’s 
controlling the people, so crowd control, so if  there’s, let’s say, 100 people, then that 
everyone has fun and things work, since the whole point is to have a nice time.”.. . 
“And then there’s your own [game] making, so on the digital side that would be what 
software you use and so on.” 

- Organizer C 

“It might sound cliche, but the Internet. Usually when you organize at a school there 
is an internet that is very restrictive, or restricted” … “Extension cords always run 
out.” 

 - Organizer B

The space of the jam was seen as essential. In Finland, game jams are often 
organized at school premises or similar public institutions free of charge, where 
there might even be a computer lab for the jammers to use. The choice of space, 
however, went beyond the amenities offered or the cost of the space:

“Pelitalo [eng. Game House] was an optimal place. There was enough space; the 
downstairs, where you could host the starting show and that kind of  things, and 
then a lot of  space where people could develop. Then there were computers already 
there for people who didn’t have one - they could attend; and a third floor. We also 
didn’t have to pay any extra for it since we were working with the Helsinki city .” 

- Organizer C

“I could say that spaces are probably a very important thing, since if  it’s really 
scattered then there won’t be interaction - it will be really hard to find the right 
team. As an example, during the previous ASM-jam, you found a team through 
Discord. But there it is so dark that throwing ideas around in the actual Assembly-
space is really hard.” 

- Jamtivist H
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“There has to be a place to sleep, so that people can prepare, and so they don’t need 
to stress about that.” … “Something to eat and drink of  course helps a lot. You don’t 
then have to go search for it - it kind of  breaks the mood if  you need to go somewhere 
far to get pizzas or similar.” 

- Organizer A

In addition to the spaces offering good amenities for working, socializing and 
game jam structure, spaces for sleeping in were seen as more or less essential. 
Offering something to eat was a plus, but comes with added challenges:

“You need food, and the chill chain can’t break at any point, and people cooking 
need to wash their hands, and other basics.”. . .  “Imagine we have a game company 
X sponsoring, for example pizzas, then how do we get a hundred different pizzas 
ordered on one day? So logistics.” 

- Organizer C

Organizer B saw it as important to be able to offer the participants something 
interesting to work with during the actual jam.

“It’s good if  there’s different technology, so not everyone is making for mobile 
phones or computers, but you’ll actually get to make games for game trousers or 
chairs, for example.” 

 - Organizer B

In order to cover costs there were different strategies. The interviewed were all 
on principle against participation fees. Keeping the events free made them more 
accessible and equal, but also was significant in keeping away a transactional 
atmosphere from the event:

“When I’ve looked at it in a global perspective, we have a lot of  things really well in 
Finland. We have a really good situation in that we can be very equal, in terms of  
that we organize a lot of  events that are free. We can ask for sponsorship to cover 
costs, and the like - and our mindset is that this event will be free, in good and bad.”.. . 
“Most of  the projects we’ve made on a shoe-string budget, completely voluntarily.” 
. . . “So most people can participate, because it’s free, and you might even get food, so 
it doesn’t class divide people - since people have different financial situations.”  

 - Organizer C

“If  it is some kind of, let’s call it ‘premium site’ or special in some other way, where 
you get your money’s worth, then why not. But I’m generally a bit against it. Even 
if  the bigger sites wouldn’t need a large fee to cover costs I still see that it’s better 
to keep them free. Always when there’s even a little money involved it changes the 
atmosphere and attitude.”.. . “Then there’s more of  a customer feeling there, you’re 
no longer all voluntarily there; you’ve paid to be there and there’s been a transaction. 
Even if  the fee is small, you by principle assume to get something back for it.” 

- Organizer A
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However, keeping events free did have negative consequences as well, the main 
of which was that people may not show up or commit to the event fully:

“Since we throw free events, the amount of  ‘no show’ - that people don’t show up 
- grows since they don’t commit. What if  there was a symbolic fee, let’s say a fiver - 
because when you pay for something it binds you psychologically to it.” 

- Organizer C

Good organizers was seen as the thing that makes everything possible at 
the jams. Some of the interviewed had been able to organize or speak at jams 
through work, but most offered up their time as volunteers, even going so far as 
finding sponsors for the jams. Most of the time the organizers were not alone 
in organizing the jams, and having other people to rely on was very important 
for making the jam run smoothly, and be enjoyable, to the organizers as well. 

“There’s always been other people there as well. When I was the main organizer, 
two colleagues were with me. The other handled the technology, and I the rest. 
And of  course we had students to help put everything together there.” … “So when 
their school day ended, we started the preparations. They put together the network, 
power and tables. So that way it went quite fast, rather than that I would have had 
to do everything myself.” 

- Organizer A

In the end, organizers can only do so much to make the game jam good, as 
Jamtivist H pointed out:

“It’s very hard to say how to organize a good or bad game jam, because most of  it 
comes from who participates in it, and what kind of  atmosphere is at the actual jam. 
So the quality of  the participants influences very strongly what the jam turns into.” 

- Jamtivist H

Social facilitation at game jams

“I’ve researched what the values of  game jam organizers are. It would seem that 
when you’re organizing these events you’re not necessarily reflecting on every 
single point, and so you happen to teach things you didn’t intend on teaching. 
You build some specific culture of  doing things, through the jams.  Maybe even by 
accident some things turn out specific ways in specific areas, which kind of  picks 
out which kind of  people want to come again. In that way the organizer has a lot of  
power.”                     - Researcher E

In game jam organization, the term social facilitation is often used to describe 
the ways in which organizers guide people during the jams, whether it be 
helping them find a team, helping them get to know each other or by having 
communal program during the jam. Social facilitation can take the forms of 



30

ice breaker games, presentations at the end, having snacks or meals together, 
or a short mid-point check. In many ways, social facilitation can be seen as 
pedagogical or educational work. However, since game jam participants usually 
are adults, the level of social facilitation needed, or tolerated, seemed to vary.

“There should also be an opportunity to get to know each other. The organizer has to 
make that possible. Maybe some small — perhaps not a social exercise — but some 
small things. Many places use small, random groups to ideate, and then present to 
the others. So you get some contact to the other people there.” 

- Organizer A

Most of the interviewed seemed to be against forced social interaction, yet still 
wanted jammers to have opportunities to get to know each other. Many of the 
interviewed did not enjoy social games and icebreaker exercises at the start of 
jams. Some saw these as the full extent of social facilitation. However, almost 
all interviewed expressed that the main components of the jam structure, 
with set times for welcoming words, presentation of code of conduct, keynote 
presentations, theme announcements and presentations at the end of the jam 
were important. This type of social facilitation, together with good spaces, 
created a good and safe atmosphere that encourages social interaction between 
jammers. One way to make the social facilitation more bearable was to connect 
the social facilitation strongly to the task at hand - that is, making the games.

“It’s really important with [social facilitation] at least in this crowd of  game making 
enthusiasts, and some are coders who never really talk to anyone. Some people are 
really distressed by social exercises, so in Finnish Game Jam it’s crucial that we 
don’t just do social things, but straight to the subject, and then more stealthily get 
to know each other.” 

- Researcher E

“I don’t see the social get-to-know-each-other-games as as important as getting to 
hear and see what ideas are being thrown around, what teams you can join, or who 
would be interested in making the game you’ve pitched yourself.” 

- Jamtivist H

Through good social facilitation the organizers are able to influence the 
atmosphere at the game jam. One way was leading by example, and suggest to 
people how they can work rather than force them:

“One of  the information you’re sharing with people is how to be considerate. Tips for 
taking care of  yourself  on a weekend when you’re going to be working hard. Tips for 
getting to know each other. Reminders of  things not to forget about because you’re 
here to have a good time, and also to get to know each other.” … “When organizers 
make an effort to make sure that their program emphasizes the importance of  
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having a good time and getting to know each other, it reminds people that that is 
what they’re there for.” 

- Jamtivist G

“I think if  the organizer goes around checking in on the progression and so on, 
then the organizer can set an example. If  the organizer gives positive feedback and 
encouragement, then I think that rubs off on the makers as well.” 

- Researcher D

Making jams inclusive, accessible and safe for everyone   

“They stress that they are a safe space, and then they have rules about what 
makes that safe space, and then they really stressed to people how important it is 
to familiarize yourself  with those rules and also that there are consequences for 
breaking those rules.”  … “And if  you’re not respecting other jammers for example 
you’re going to get kicked out of  there. It’s important to say those things and to 
announce them so when you’re giving all that information about the jams, people 
realize that’s something we take seriously. Because the idea is that everyone gets to 
come and be comfortable, be themselves.”

 - Jamtivist G

Games, gaming and the game industry have in recent years been present 
in media due to hostility, sexism and harassment, which culminated in the 
gamergate-controversy of the mid 2010’s. Since then a lot of work has been 
made to ensure the safety and comfort of everyone taking part in the game 
industry, but a lot remains to be done. According to the Neogames 2018 report 
on the Finnish game industry, although up by 2 percentage points from 2016, 
only 20% of employees in the Finnish game industry are female (Hiltunen 
et al. 2019). Game jams are not immune to harassment and misconduct. 
The interviewed had different strategies to deal with the issue of ensuring 
everyone felt welcome, and safe, at game jams.

The code of conduct
Game jams, as gatherings of people who don’t necessarily know each 
other, need rules to set a guide for what acceptable — and encourageable 
— behaviour is like. The rules are important should conflicts arise. This is 
often referred to as the code of conduct, and was mentioned by many of the 
interviewed as the baseline for creating a safe atmosphere.

“It helps if  there’s an introductory speech, so then you can remind people of  the 
rules. A Code of  Conduct is good to have, so that you know if  there’s a conflict. If  it’s 
unclear for someone how you are allowed to behave, then if  it isn’t enough to point 
out that their behaviour makes someone else feel bad you can appeal to that the 
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rules say it’s forbidden.” … “You still shouldn’t react too aggressively, so you always 
have to be understanding. Read the situation.” 

- Organizer A

“You start from the code of  conduct, and positive speech, so it’s always there - so 
it doesn’t go so that you notice halfway through that ‘oh, the atmosphere here is 
kind of  bad, let’s have a pep talk, that will clear things up’. You need to take it into 
account every step of  the way and make it very clear to the participants, so that it 
isn’t a hidden curriculum.” … “You need to make it clear to them that it’s part of  the 
whole jam concept, that it only works if  everybody takes their responsibility for the 
atmosphere.” 

- Researcher F

Organizers have an important task in building the atmosphere from the start 
of the event. In order for the rules to work, the participants have to embrace 
them and take their responsibility as well.

Not all the interviewed were familiar with the concepts of “safe space” as a 
space actively free from sexual harassment, gender and racial discrimination 
and other forms of toxic speech and actions. All interviewed still expressed 
a will to work toward creating a safe, welcoming atmosphere and to remove 
hinders from participation. One such way was keeping the events free, which 
all of the interviewed were for whenever possible. There were thoughts on how 
to make the game jam accessible in terms of economic and social differences, 
and some expressed thoughts on how the game jam format could work for 
example for neurodivergent people.

Accessibility
Accessibility in games is another source for heated debate online, especially 
centered around gamers with disabilities having access to tools and settings 
to modify game inputs, or difficulty, for their abilities. Global Game Jam offers 
its participants added challenges called Diversifiers, out of which some are 
directly linked to accessibility in games. Global Game Jam 2017, for example, 
offered a whole page of information on accessibility, and five simple things to 
make the games more universal: 

• No text or spoken language in the game
• Using both colour and shape
• Subtitling
• Alternate control scheme
• One button control 

[GGJ 2017/2019] 
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These are perhaps small steps, but they are in the right direction. The 
interviewed did not have much else to offer on creating an accessible game jam 
than choosing an accessible location or space. 

Welcoming newcomers
“Game jams can often seem like a kind of  exclusive, tight-knit community, where 
people come year after year to the game jams, and talk about game jams and have 
game jams as a hobby, so it can be a bit hard to join the first time.” … “The more you 
can lower the nervousness, and lower the expectations, in a good way at the site, 
could be a way.” 

- Researcher D

Since game jams often welcome people of all skill levels, first time participants 
can be quite vulnerable. The interviewed had different thoughts  on how 
to make them feel safe.  The perhaps most stressful factor for a first-time 
participant, and perhaps biggest hinder to participation, mentioned, was the 
fear of not being able to contribute anything useful, or not being good enough 
at game making: 

“Maybe the social situation [can be scary]. And if  you’re young, then staying the 
night, if  you’re going somewhere further away could also be a limiting factor. I 
think what most stresses people out is that they’re afraid they don’t know how to do 
anything there. In theory it doesn’t matter at a game jam that you don’t know how 
to do things, because you can always learn there. Everyone can participate there, 
with their own skills.”

 - Organizer A  

“It’s often very scary, participating in a jam, because ‘what if  I don’t know anything?’, 
‘if   I can’t give the team anything’, but very rarely is anyone actually left outside, 
unless you’re really trying to be lazy.” … “If  someone isn’t working at a very high 
speed, then someone else takes on some of  that role, and gets it done. I can’t say that 
would’ve made me feel bad if  it happened.” 

- Jamtivist H

The interviewed definitely wanted new jammers, even with no background in 
game making, to come to the jams, and saw it as a great place for newcomers to 
learn to use their expertise or skills in the context of games:

“We constantly try to attract people with no background in game making, to dare to 
come. Some know how to draw, some know how to code, and some just know things 
- as experts, on rehabilitation, therapy or diet for example.” 

- Organizer B

However, having beginner jammers - and beginner game developers - share 
the space with experienced developers comes with both opportunities 
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and challenges. The responsibility of making everyone feel welcome 
and appreciated, regardless of skill level, was shared by organizers and 
participants alike. 

“You’re basically rubbing shoulders with a lot of  different kinds of  people who are 
at super opposite ends of  their game careers, and their abilities to work on games, 
but they’re still sharing the space and it feels so welcoming, and cohesive even. It 
doesn’t matter how different we are in terms of  our background, who we are as 
people or career-wise, because we all seem to function pretty well at a jam.” 

- Jamtivist G

“During the jam there was a guy who had been to really a lot of  jams. When we had 
just ideated and were starting to feel good about our many cool and funny ideas he 
came up to us, and went like ‘sure, sure, you’re first-timers, you shouldn’t do it that 
way, just make a simple platformer, you don’t have the time for anything else.” … “It 
was kind of  a very sensitive situation, where we were just getting into it, having fun, 
and throwing crazy ideas around - that’s not when you want someone to appear and 
say ‘no, make something boring and simple’.” 

- Researcher D

“Sometimes we get new teams. They might be a bit quiet, but we’ll always out of  
principle go to get to know them, even a bit by force.”  

- Organizer B

“I knew someone who said that she was slightly disappointed to be on a team where 
everyone else was a student and she seemed to have the most experience, because 
she was hoping to have an experience that would offer more opportunity to learn. 
But she still had a good time.” 

- Jamtivist G

Working with newcomers might not always be easy, and as Organizer B 
mentions they may not actively seek out the other jammers. The more 
experienced jammer in Jamtivist G’s story had to adjust their own expectations 
of the event to reflect the reality of working with inexperienced developers, 
which might be hard for ambitious, experienced jammers. Researcher D’s 
story has an undercurrent of insecurity, which more experienced jammers can 
be blind to and handle poorly.  An interesting topic for further research could 
be these tensions that can arise from difference in experience level.
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Competition, prizes and commerciality
Game jams are not by default game development competitions, and it turned 
out that awarding prizes for best game and similar — competition elements 
— was a question that the interviewed were quite passionate about. In general, 
the attitude toward awards and prizes sets the Finnish style of game jam apart, 
and the interviewed spoke strongly against prizes also from a pedagogical 
standpoint. One point was how competition sours the atmosphere, or keeps 
people from participating altogether:

“I prefer when jams don’t have competition because I think that competition creates 
tension between people.” 

- Jamtivist G

“In my opinion cash prizes don’t work as incentive. They’ve rather just made many 
experience it as a competition and maybe even chosen not to participate because of  
it. There are people who like to compete, and then there are people who don’t like to 
compete but rather would just like to jam relaxedly and help others, and then those 
people don’t show up.”  

- Organizer B

“It’s a challenge that there can be a lot of  performance anxiety, where people stay up 
all night, and are completely exhausted and stressed, hoping they’ll win. And then 
if  they don’t they’ll get depressed.” 

- Organizer B

“The existence of  prizes, if  it’s a little competitive, has the good effect that it can 
perhaps bring in more people, that can then get the idea that jamming is fun. 
But then again there’s the negative side that if  it’s the main point to attract more 
participants, then those who don’t think they can do well enough to get the prizes 
will not come.”

 - Jamtivist H

Jamming, in the eyes of the interviewed, is not competitive, and bringing in 
competition to a jam guides the atmosphere and the participants’ reasons to 
participate (or not participate) in the wrong direction. The other main critique 
focused on how competition guides development:

“Someone asked, on one of  the Discord-channels, what advice you’d give someone 
who’s going to a competitive jam. I said, as a reply to it, to not think of  it as a 
competition, but to make the best game they can. Because if  you start competing 
with others, then you start wondering what they are making and stop concentrating 
on what you’re doing.” - Jamtivist H 
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“Competition can be a good guide if  you want people to do something specific. Then 
you can of  course say that taking part in the competition is not mandatory, but if  we 
give five grand to whoever makes the best mobile game, then suddenly you get quite 
a few mobile projects.”  

- Researcher E

“In Finland we tried prizes, at the start. But we gave them up, because we noticed 
that in our opinion, awarding prizes took the game making in the wrong direction. 
We want to be a bit rebellious in this, a kind of  anarchy.” … “If  you give a reward 
for best game, graphics or similar, then next year there’s those competitious type 
people who want that prize, and make something similar. If   we don’t have awards, 
then there’s nothing to tell you which direction to go. Instead you can make your 
own, completely silly ideas that you want to make.” 

- Organizer C

Rather than the interviewees speaking just against competition for not being 
competitive people, there seemed to be a sentiment that competition goes 
against their definition of a jam as a space free for self-directed making. In 
a way, a curb on the autonomy of the jammers. The competitive elements, in 
their eyes, directed the game making in directions that were un-jamlike, and 
the atmosphere of the jam into something else, something less desirable, as 
well. In Jamtivist H’s example, the advice offered was to jam as normal despite 
the competition element, suggesting competition doesn’t bring anything good 
to the table in terms of aiding development. The element of competition also 
seems to be detrimental to a more important value of building community.

Still, some of the interviewed saw some value in giving some form of 
recognition to good jam games or jammes. An option to competition was 
having honorary mentions:

“We have honorary mentions, that we can come up with on the spot, if  the games 
have something really special, like a cool graphics style - for example this year’s 
greenest game. Prizes are nice, in their own circumstances, but generally on game 
jams we are proud of  having found this way of  being, where nothing restricts us; 
do whatever you like; because that promotes innovation. And then people dare to 
make, and don’t need to look to any authority to tell if  it’s good, or can we do it like 
this - creativity, innovation, it all starts from there.” 

- Organizer C
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Game jams as social situations
“It’s in many ways a delicate social situation, during many stages of  the process. 
On one hand, at the start, it’s a very socially sensitive situation when you’re 
brainstorming. You take six people who have never met, or are school buddies, or 
casual acquaintances. And then you have to dare bring your creative ideas to the 
table, and take the risk that ‘okay, I don’t think this is a good idea’. Or the majority 
of  the group is like ‘let’s do something else, I think that’s boring’.” … “Then, when 
moving forwards, little by little you get more in a hurry. Like, ‘okay, we have 
everything else, but now our progress depends on this one person’s stuff, how’s it 
going, can you get it done? Do you need help?’ So to me it seems like primarily a 
social situation, and practicing those.” 

- Researcher D

In most on-site game jams, participants work in teams. Like in all team-based 
activities, the group dynamics affect the outcome — both in participant 
satisfaction and in terms of the games made — but also what participants 
learn at the event. Often these teams are created on-site, and they can consist 
of people of wildly different skill levels, ages and backgrounds. At game jams, 
organizers don’t necessarily know any of the participants, yet try their best to 
help them form teams. 

“I as an organizer try to be someone who doesn’t stress about things. I’ll be like, 
‘Of  course you can be in this group’ - ‘Well I don’t want to be in that group’ - ‘That’s 
alright, be in this group then.’ So the organizer’s role is somehow to encourage 
people who are nervous. It’s quite critical, you need a kind of  personality training. 
I’m not necessarily like that; I’m very demanding, and critical in my researcher 
position. So I’ve had to pretend to be my inner blonde, as if  I don’t understand those 
situations. More socially open and permissive.”  

- Researcher E

“Groups should be formed so that they are balanced, whatever that means. That 
there’s a suitable set of  skills.” 

- Organizer C

“How the team should be built is a bit like putting together a jigsaw puzzle. So in 
principle you need the corner pieces at least, and you need them filled. Or solved, 
so how the corner pieces fit together, so if  you have only graphic designers then 
you’ll have a very pretty result, but it won’t become a game because there’s nothing 
to cause the mechanics. If  you just have programmers there will be many pages of  
code, but what does it do?” 

- Jamtivist H
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The “classic” game jam constellation with teams consisting of a coder, an artist 
and a designer seemed to permeate the answers on what is needed to form a 
team, although the interviewed saw other groups as possible. For example, 
sound designers often worked for many teams. Organizer B had experience 
coding for multiple teams during jams. The interviewed had two different 
approaches for when the teams were formed: either the teams are formed 
around the ideas after a brainstorming session, or the ideas are born from 
within the teams. 

“I have more experience with that you first have a starting idea, and the team is built 
around it. Then the team modifies that starting idea into the final idea. I feel that’s 
the most efficient way, because it utilises that everyone who participates is really 
interested in doing around that theme, that topic, and still everyone in the team 
gets to give some input.” 

- Jamtivist H

Some of the organizers allowed pre-formed teams as well, although it might 
not always be the best idea:

“We definitely allow pre-formed teams. Then we check who doesn’t have a team to 
see what they know how to do, and combine them into the other teams where they’ll 
be filling in needed skills. Sometimes there’s people who only want to observe, and 
those we just add to some group to follow, and if  they feel like it they can get in 
on the action. Some don’t want a group at all, they just want to walk around and 
give helpful hints, or look into how things are done. The most important thing is 
everyone finds the kind of  team they want.” 

- Organizer B

“I’ve thought a lot about the social aspect, that there might be people who have 
friends there, or a premade group who they want to be with, and they’re really 
scared they’ll be separated from the group. And then there’s loose people who are 
afraid of  not getting taken into anywhere, and will stay separated.” … “I would do 
it so that I recommend to come without a premade team, but if  it’s of  paramount 
importance to someone, if  they won’t come without their group, then okay, come 
with your group.”                    - Researcher F

The formation of the team was not limited to the start of the jam. Instead, the 
whole event seemed to have an undercurrent of  learning to work together and 
starting to feel like a group. 

“I think you noticed it pretty clearly when the team started forming from that on 
Friday everyone had their own snacks, and on Saturday we had communal snacks.” 
… “It has a big effect when it starts to feel like our team, and not just five random 
people who I have to be in the same group with just because I was put there.” 

- Researcher D
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Once the team found their way to collaborate, the collaboration was seen as 
natural and unforced:

 “It usually happens so that we realize that we need menus, and I can do that, I have 
the time - so I’ll do it. Or then I have so much to do right now that someone else 
needs to do it. It’s come organically, these structures.” … “I feel like people, at game 
jams, know how to take their own role, and it isn’t like we decide that you’ll do this, 
and you’ll do that, and you’ll do that. It comes rather naturally and smoothly, fitting 
it all together.” 

- Jamtivist H

“Usually it is that in order for someone else to get something done, then you need 
something done, and so that you get something done, someone else has to finish 
something, and it’s that kind of  circulation.” 

- Jamtivist H

Not all game jammers form teams, but instead can work as a “lone wolf”. This 
way of working seemed to be possible mainly to programmers, but came with 
its downsides as well:

 “If  you only have a programmer, with their own art and sound, it can make a quite 
dry game. Usually for me it takes away some of  the motivation to develop with 
Unity capsules. It gets boring at some point, and might be left unfinished because of  
that as well. On the other hand when you’re working alone you can of  course make 
whatever you want - but then again you always end up planning a too big project. 
That’s the danger when there’s no one there to set restrictions, bring you back to 
earth.” 

- Organizer A

“In [city] we one year forbade people from working alone - work in teams instead 
- but that wasn’t that great, to have those kind of  restrictrictions, so we changed it 
into a recommendation. Lone wolves are rare, but still exist. There are some very 
stubborn people who want to work alone because they have a vision, or then they 
are shy, or didn’t get into a team. The dynamics of  that first day are a pretty hectic 
situation, finding people their teams, and if  you somehow miss that it might be 
hard to find one.” 

- Organizer C

Some of the interviewed had experienced working remotely for a game jam 
and found it to be quite different to working on site:

“There’s always a bit of  a delay to communication. You can’t really ask someone next 
to you, or show what you’ve made -  ask for opinions - or get it tested straight away, 
if  you’re doing it offsite together with someone else, that’s just the case.” 

 - Organizer A
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“I think that the connections you make to people, whether it’s business networking 
or just the new friends you make, or the experience you actually have of  working 
in teams, feeling like you’re part of  a team because you’re there together, doesn’t 
compare at all to just sitting in your room and working remotely.”  … “To me 
jamming on site is better, always, in an infinite number of  ways.” 

- Jamtivist G

Dealing with conflicts

“You need to be able to read the situation in the way that is this a good kind of  
conflict that will turn into something great, or is this the kind that will make the 
whole thing implode.” 

- Researcher F

Sometimes conflicts arise inside teams. The interviewed had experiences of 
conflict situations and conflict resolution at game jams, and thoughts on how to 
avoid unnecessary conflicts through good social facilitation:

“Firstly, it’s good if  the organizer gives the instructions already ahead of  time of  
what to do if  something happens. When putting together the teams the organizer 
can’t be assumed to know how different people get along. But if  some conflict 
situation arises, and if  it’s mild, then it’s of  course good if  one of  the organizers can 
help. The younger the participants, the bigger the responsibility of  the organizer.” 

- Researcher D

“There aren’t really any guarantees. Especially since there are different styles [of 
jam]. What we did at the [city] end required a lot of  self-initiative.”.. . “At the start, 
when we do grouping exercises, we see who wants to code, who wants to do graphics 
and so on, so you can see some balance. But it’s obviously the teams who do it. We 
organizers offer spaces, opportunities, to do these things, and then the teams make 
the decisions.” 

- Organizer C

While the interviewed agreed that game jams were a good place to work on your 
social skills, there were some attitudes that were necessary to work well with a 
team:

“If  you’re not ready to compromise on your ideas, if  you can’t take a certain amount 
of  critique against your idea, then the jam isn’t perhaps optimal.” 

- Researcher D

“At jams it’s always important that there’s the whole team involved, so you can’t 
dominate it yourself  completely. Usually the answer is to say ‘could this be a good 
solution, or does someone else have a better idea?’.” 

- Jamtivist H
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Not all experiences of team work during game jams were great. Some even had 
experiences in which the conflict was not solved, but instead someone quit the 
jam, or where a member of the team was left feeling alone:

“Sometimes the experience [is] that you’re kind of  not even considered a part of  the 
team because you’re ‘just the audio person’. Sometimes they don’t even implement 
the things that you make for the game. Sometimes you super don’t feel a part of  the 
team and that sucks. So some people will talk to me at jams about the cohesion of  
the team, and they’re not counting the audio person when they say that. They’re like 
‘yeah the team really needs to be working together’. Then we get the audio person to 
come in and shit all over the game with some sounds. But I have also been a part of  
teams where we were so much more involved.” 

- Jamtivist G

“I have one jam experience in which we were making a game, and the coder got 
demotivated during the last night and was going to drop the whole thing. And that 
was like ‘fuck that shit’, and now the rest of  us won’t get this game when you want to 
quit! And that’s not nice. So at jams things can also happen that are not a fantastic 
and euphoric experience, but things you did not want to happen. But then you 
maybe learn, what I learnt from this, which was that we were forcing the coder to do 
the kind of  game they weren’t interested in.” … “And I’ve been reflecting, that this is 
actually how industry works. That if  you have people who are critical to the job, then 
the studio head needs to make sure that that person doesn’t quit mid production, 
because then you are screwed.” 

- Researcher E

“I have seen people awkwardly bail from teams like ‘I’m not feeling what they’re 
doing’.” … “So, this is an opportunity for you to work on those skills as well. 
Communicating things to people. Saying ‘you know what? I don’t really want to 
work on this’.” 

- Jamtivist G

“I remember at the first game jam we couldn’t finish it because I spent the night at 
the jam site but the programmer we had did not spend the night on site. Which then 
caused that the programmer had far less time to make it, and the code didn’t get 
done on time because there was too little time to implement it”.. . “It’s always nasty 
when others finish but you can’t. But on the other hand you learn at which scale you 
can start working with a team that size, or if  you know someone sleeps the nights 
elsewhere, then what can you do to minimize the amount of  code needed? I can’t 
say it was an empty jam, because really it was my first jam, and I understood that it’s 
more of  a learning process than I first thought.” 

- Jamtivist H
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Some conflicts could be solved with more time, such as tension caused by 
a member of the team not having enough time to implement things. In some 
of these stories, the hierarchies perhaps caused by accelerated video game 
development shine through. The interviewed expressed that while all other 
roles are important, the coders of the teams held the most responsibility and 
power in terms of delivering a working game at the end of the event. Audio, 
for example, was seen by some as a nice to have-feature. Jamtivist G told 
experiences of the sounds they had made not even being implemented into the 
game, or teams forgetting to credit them for their work. 

Even in these instances the interviewed felt they had learnt something from 
their negative experiences. Jamtivist H had learnt to scope better. Researcher E 
and Jamtivist G mentioned that at jams you can learn who you don’t want to work 
with ever again, either at jams or professionally, which can be very valuable 
information as you are building a network of collaborators or considering 
which studio to apply to work for.

In the end, while organizers can try to help, the participants have a big 
responsibility for how they work in teams and how they resolve conflicts among 
themselves: 

“Of  course there were moments when the motivation was faltering, for one reason 
or other. One example was the situation where the coder got a bit overwhelmed. 
Even then we tried to be really encouraging, and in that way we happened to get 
a really good team. So we were like, how can we help, and I’ll go look for some 
tutorials, and someone went to find one of  the organizers or assistants to say that 
okay, we have this kind of  situation going on, could someone come help us out at 
some point. So all the time we tried, as a group, to keep it so that even if  it went 
poorly, then it was still the most important thing that we were all there to have fun, 
so let’s not get anxiety over the game.”

 - Researcher D

“The group dynamics definitely matter, especially if  problems arise. If  there’s tricky 
problem solving, then whether the group works together; is there social support; or 
does it fall apart in blaming each other. Like ‘the game is stuck because of  you’ or 
rather ‘okay, can we help somehow?’. So, can the group create a safe atmosphere in 
which to work?” 

- Researcher D

Learning this responsibility is not easy, and learning to deal with different 
groups in conflict takes practice. The game jam could be a great place for 
organizers, as well as game jammers, to work on their conflict resolution skills 
under time pressure.
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Learning and skill-building at jams                             
“I would say game jams are so intertwined with the process of  learning that if  you 
want to create an atmosphere where one can learn, just create a game jam, and it 
will happen. And if  you want to learn about something in specific, then make that 
the theme of  the game jam. And you will watch people themselves dive into the 
thing that you’re trying to teach about.” 

- Jamtivist G

“It’s always a kind of  learning situation. You always learn something new there, you 
always have to adapt to the situation there, and there always turns up problems that 
you don’t have a week to solve, but instead have to solve them there within ten or 
five minutes, or then decide what to do instead.” … “I think the biggest value lies in 
the learning, after all, because that’s what’s become really clear, and that’s what you 
keep doing it for. That there’s always something new and interesting there, ahead.” 

- Jamtivist H

All of the interviewed saw game jams as opportunities to learn. Vital game 
development skills such as realistic scoping, which Petrillo et al. [2009] found 
as the most common problem in game development projects, were mentioned 
by almost all interviewed, both as skills they have learnt at game jams, and as 
skills that could be taught through game jamming. 

“Choosing the scope of  the game is also something that gets easier when you’ve 
been jamming with different people a lot, and learnt how much people usually can 
get done and what’s reasonable.”

 - Jamtivist H

The interviewed also saw that there was learning value in simply going through 
the process of creating a game from start to finish as well. This overview of the 
process of making games made game jams especially educational to beginner 
game developers, but also taught to prioritize and work within constraints 
during the process. 

“If  you’re feeling a little bit of  time pressure you want to make things as simply 
as possible. It gives you this mindset where you become able to grasp things as 
extensively as is needed.” 

- Organizer A

“In a moment where you need to decide if  red or blue is better, we have an inclination 
to bring a much heavier cognitive process into the situation than needed. So the 
meaning of  [the colour of the] door is quite small, but we as humans tend not to be that 
good at priorisation. If  we’re given time, we want to think about whether it should 
be a red or blue door is. When we don’t know, we start spending time, instead of  
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just choosing either. A certain kind of  decisiveness, and perhaps a prototype-first 
mindset is something you learn at jams.” 

- Researcher E

“You learn to estimate whether you can get it done in this time, can we get it done in 
this time - what are our constraints.” 

- Jamtivist H

Technical skill development and developing your own craft was mentioned 
by pretty much all. Some used the game jams as a good excuse to learn how to 
work with new software, such as game engines, or hardware, such as alternative 
controllers, and some used it to simply get more experience and thus learn:

“You get more experience, and that experience is useful, and it gets easier to share 
your knowledge. Then you can say it’s not worth trying to implement an open world 
at this stage, time just doesn’t allow that, unfortunately.” 

- Jamtivist H

“You will probably learn new things also because you’re in a new environment 
applying things - they’re kind of  disposable environments with the teams, so then 
you’ll probably face new situations.”  

- Organizer A

Learning something new, however, takes a little bit of adjustment to your 
expectations of productivity.

“If  you are aiming to learn for example how to script something, then you can’t take 
the role of  the graphics artist and throw yourself  into it, but instead you need to 
choose a role where you get to do that. And sometimes it means that your input into 
the game isn’t that large.” 

- Jamtivist H  

The skills learnt at game jams most agreed carry out into their professional lives, 
even if aiding professional development wasn’t a main motivation for many to 
learn new skills at game jams. A benefit however was the streamlining of dull or 
laborious processes relating to their core development skill, such as the process 
of rigging in 3D animation, or mixing and mastering in sound design.

“Often you see that when someone has learnt something at a jam, then usually that 
thing can be found in their next product as well.” … “You’re just constantly using 
your old knowledge and building on top of  it something new, and in the end you 
have some really cool things made when you’ve been going [to game jams] for a few 
years.” 

- Organizer B
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“If  you think in the lines of  ‘I don’t want to do this and I don’t want to learn it either’, 
then you won’t learn it. But if  you instead think ‘this is hard for me, I clearly don’t 
know it well enough yet, and I need to learn’, then that gives much more motivation 
to do certain things” 

- Jamtivist H

Some of the interviewed saw game jams as a great opportunity to try a new 
development skill set, such as programmers trying their hand at making art, or 
vice versa, for the first time:

“It gave me a little bit more confidence pitch myself  to someone as a designer, and 
not a sound designer. And it was really exciting, because a lot of  how you’re going 
to learn your craft is experience, because there’s so much trial-and-error. So it’s 
always fun to get those kind of  opportunities to try stuff out, you haven’t tried out.” 

- Jamtivist G

“At game jams you can even learn the basics of  programming - that’s what we start 
from. You can learn to make graphics, as an example, a coder once drew our game. 
They had never made graphics before but it turned out really stylish. People make 
music with instruments they have brought there and lend to others - and teach the 
skills. So in practice, you can learn to code, make music, and make graphics - and 
that’s what a game consists of.”  

- Organizer B

“You can learn an overview of  game making, and the individual roles in it. Maybe 
the biggest thing you can get there - if  you don’t already know how to do anything - 
is a spark to one of  them, a kind of  kickoff to a role.” 

- Organizer A

In addition to learning the basics of the actual discipline, the participants could 
learn whether they enjoy that role or not, and in that way learn more about 
themselves. This could also take the form of jammers setting learning goals for 
themselves before the jam:

“If  there’s a thing you’re interested in, that you’d like to learn, but don’t have the 
energy to do it at home after work, and at work it isn’t your work assignment, then 
you go to a jam to test it. And through that you learn it.”  

- Organizer B

“For example at the [Game Jam] my own learning goal was that I wanted to get to use 
a controller in the game, and then I just brought it up to the team, that I need to have 
this thing, ‘I want to get this done there’, and if  they take me on that team I get to do 
it.” … “Usually people respect that need.” … “It might affect the game’s design, so you 
need to bring it up as early as possible.” 

- Organizer A
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Learning by working together at game jams

“Group working skills, on a general level. So that you can give and ask for a bit of  
advice and tasks, and as an organizer to know who could be asked about what, and 
how to ask.” 

- Organizer A    

“How you program together with another programmer; how it works when there’s 
two people working on it.” 

- Organizer A

“Team dynamics, absolutely. Under that hard pressure there people get stressed and 
so it’s a great place to learn how people work in groups.” 

- Organizer B

Most game jammers work in groups. The importance of the group for learning 
showed both as peers to turn to in times of questions, as well as teamwork and 
co-working skills as a subject of learning. The social learning was something all 
of the interviewed agreed upon as one of the biggest learning potentials of game 
jamming. Working in a team also gave a better perspective on the components 
that go into a game:

“I see it primarily as a group activity. People see that this person is doing that, and 
I’m doing this - a kind of  project management; which different components are 
involved, and how can they complete each other.” 

- Researcher F

“The technical skills are something that, well, since it’s 48 hours, you can’t really 
develop massively. Maybe you’ll learn to make some duct tape solutions to make 
something work for an hour. But the social interaction, planning and understanding 
the process- If  you can learn to understand the whole, then that carries a lot of  
potential. Learning to see that if  you’re part of  a team and if  I do this way, and our 
coder does this way, then we need to fit those together, we need the missing piece. 
Understanding complex systems.” 

- Researcher D

The game jam was also seen as a safe way to try something new out, since 
learning in many game development areas is dependent on being able to train 
those skills in a team. Examples would be learning about setting up a pipeline 
for animation production, or gameplay programming, which can be performed 
alone, but authentic experience require cross-disciplinary collaboration:

“Collaborating with different situations and people is still different every time. So 
in that way you learn to communicate better. I feel like that kind of  social learning is 
really important there, so that may be the biggest thing of  all.”        - Jamtivist H
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“Because when you’re working together with someone else, it helps you articulate it. 
While if  you work alone, you can learn on some level, but it’s not the same because 
you don’t need to define things for yourself, whilst if  you are speaking to someone 
else you need to somehow define them.” 

- Researcher F

“One of  the skills they’re practicing - aside from like their art, whether it be making 
graphical assets or sound effects or coding or whatever it is - they’re learning how to 
communicate in a team. They are literally practicing working with other game devs 
which is invaluable, if  you want a career in game development.” 

- Jamtivist G

“It’s all learning by doing; when it’s a specific thing that happens, then you learn 
of  those things. But it’s also a tool for learning in a team, because you can learn 
how to communicate between different professions, as an example. Or how to 
communicate when someone is very experienced and someone else is not at all 
experienced.” 

- Researcher E

Communication, and collaboration, seemed to be vital skills that game 
jamming build while working with other people. This communication was both 
in the form of articulating your own visions, as well as understanding how 
to communicate in a cross-disciplinary setting. The possibilities of learning 
communication over experience levels mentioned by Researcher E could also 
take the form of essentially teaching someone else in your team during the jam:

“First of  all, I have to just accept he’s not going to be as good as me. You know, this 
kid is more than 10 years younger than I am as far as experience. He’s still learning 
how to do all this stuff and I’m just going to accept the fact that, some of  the songs 
in this game, are not going to be great. Because he’s still learning. Or it’s not going 
to be a cohesive sound track, because he doesn’t know how to match up with what 
I’m working on. We’re not collaborating that efficiently, but he’s exploring himself  
as a musician, and that’s so cool. And I want to support that, that’s so much more 
important.” 

- Jamtivist G

The presence of other people also mattered as sources of information. Except 
in cases where there was an incentive to hold onto information — such as 
competition between teams — people readily offered help and guidance to 
each other. Depending on the spaces of the jam, jammers can also find help 
and learn from other jammers than those of their team. This had some pretty 
significant possibilities for peer-to-peer learning and teaching, and leveraging 
the know-how of more experienced developers in the space: 
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“Most of  the time game devs are really looking to help each other -‘Oh, have a 
tutorial’, ‘I’ll teach you!’” 

- Jamtivist G

“When you know something someone else doesn’t, tell them. In the end we’re all 
then helpers to each other. Like a big support network.” 

- Organizer B

“You also hear tips from the other jammers, for example about tools, and you learn 
how to use them there, from the others.” 

- Organizer A

The presence of other jammers and teams could also inspire jammers to try 
harder, pushing their skills further:  

“You can imagine it two ways. You see what the others are doing, and that they’re 
enthusiastic, and that gives you some enthusiasm. You’re not alone solving the 
problems, but there are others there solving - maybe other problems, maybe even 
the same problem. But then the other perspective is that there’s a kind of  pressure 
- that you’re lazy if  you’re not doing anything!” … “You can see it as a stick or carrot, 
essentially.” 

- Jamtivist H 

“I learn at game jams so much because you’ll see some experienced guy who has 
done something crazy cool. So then I have to make something even cooler. We 
challenge each other, and through that you learn.” … “Coders challenge each other, 
artists make more beautiful art than their friends, so that’s an excellent way to 
advance your skills. But not in a competitive way, just in a ‘who can top themselves 
the best’-kind of  way.” 

- Organizer B

In other words, at its best the fact that the jammers do not work alone was 
the source of a lot of learning at the jam. The interviewed were aware of these 
potentials, and saw them as very valuable. The learning was happening both 
laterally, from others in the same discipline, such as coders learning from other 
coders, as well as cross-disciplinarily, where members of the same team could 
learn from each other, about each other, and about what cross-disciplinary 
collaboration truly means. 
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Metacognitive skills
In addition to skills relating directly to game development, some of the 
interviewed suggested that game jams promote metacognitive skills. Hannele 
Niemi [2000] define these as:

“Metacognitive skills are the student’s awareness of  their own learning process 
and readiness to steer themselves as learners. Metacognition means their ability to 
acquire, process and evaluate knowledge and their readiness for self-evaluation.”

[Niemi, 2000]

Game jamming at its best promote skills of self-direction and self-evaluation:                

“Game jams as how we’ve been doing them promote self-direction, and responsibility 
for your own process, in many ways. You know what you want to do, you know what 
you don’t want to do, who you want to do it with, who you don’t want to do it with.” 

- Researcher E

“It gives a pretty good picture of  the adequacy of  your skills”.. . “When you have the 
chance to really concentrate, to see what you can get done, it also gives a picture of  
their skills to the developers, and they’ll gain insight into where to start improving.” 

- Organizer A                        

Another described how game jams can empower learners, and perhaps change 
their image of themselves as learners:

“There aren’t any right answers. You’re not looking for answers. You just want to 
make, and create something that works. And it can work in who knows how many 
ways - and it could be that it’s not at all what was imagined. But that you want 
to create something and that you finish something, I think is very important.” . . . 
“Normal classroom teaching, no matter how much flipped classroom, or whatever 
methods you use, you still have a certain conception of  yourself  as a learner. But 
that could completely change.” 

- Researcher F

Game jams also seem to have a potential as a place to realize that skills 
jammers did not previously associate with game making can be very useful as 
well, and that true competence is built from a variety of skills and realizations:

“I’ve been pulling out the information I’ve learned, from lessons I learned from 
my friends, or some article I read, or some talk that I attended. Really a lot of, the 
knowledge I’ve gained, has come from all these different sources and now I’m 
pulling it together, and trying to create something out of  it and one of  the biggest 
things is simply just confidence, simply just telling yourself  ‘no I really can make 
that thing’ and then do your best to make the thing.” 

- Jamtivist G
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“Maybe empowerment is a bit of  a strong word for it, but learning to recognize 
your own strengths and expertise.” … “So instead of  learning a whole lot of  new 
things, they maybe learn something new about themselves, and to realize that ‘hey, 
I know how to do this’, or then if  I don’t know  how to do it, that isn’t the end of  the 
world. ” … “The jam is such a short process that you can’t assume to go through 
these huge learning experiences. But instead there is a lot of  realizations, like ‘hey, 
now I understood this thing’”

- Researcher D

The process of learning at game jams

“Usually you start by thinking about what you want to do. And then you start 
wondering how to get there. And then you start looking, for example online, or from 
friends, for help. For example - we need to get this kind of  thing done, that when I 
put these trousers on and jump, then that human on the screen jumps. And you’ve 
probably never done that before, so you start googling how it works, and then bit 
by bit you progress it, and then at the end it works. And then you have physically 
learnt that thing.” 

- Organizer B

“I don’t think of  it as that now I’m learning new things, but instead, now I’m just 
doing things, I need this in three hours - alright. Things get done.” 

- Organizer C

“The learning happens, in my opinion, subtly, since you really don’t have the time to 
start reading manuals. Maybe you have some time to look at tutorials.” … “Because 
learning is when you’re doing things in practice.” 

- Organizer C

The interviewed described the learning process at game jams as very practical, 
ambitious, subtle, self-directed and precise, though experimental. Most 
described it as learning by doing, and learning by solving problems. Jammers 
set up a goal — a vision of a game. They then realise they need a new skill or 
know-how to achieve the goal, and then learn that skill in the extent needed to 
achieve the vision by working toward their vision. The interviewed described 
online resources as a main source to turn to for new knowledge, but also the 
other jammers.

The interviewed were of different opinions on whether the learning was a 
conscious effort or not:

“I would say it happens very organically. It kind of  comes from, partially, the 
desire to get the game done, and the eagerness to see the finished game, and the 
understanding that when you start you don’t necessarily have anything. You don’t 
have a single line drawn for textures, not vertex modelled, at that point when you 
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start planning, and in 48 hours you’re supposed to have a finished game. You could 
imagine that forces learning, but I would say it inspires learning. Learning just 
happens, because learning isn’t just that you read things, but also that you use what 
you’ve learnt and learn more about the thing you’ve learnt.” 

- Jamtivist H 

“The initial motivation comes from within the person, that you want to come do 
this thing. And what you are learning isn’t exactly so called ‘stealth learning’, where 
you’re learning nicely and kind of  stealthily on the side, but it’s more that you realize 
you need some specific skill, and then you get it. I also believe that when the person 
is thinking consciously ‘now I’m learning this thing’, it helps them learn that.” 

- Researcher F

On the other hand, Jamtivist H did also say that one of the main reasons 
to participate in a jam for them was to learn. While they were not making a 
conscious effort to learn a precise skill or thing, they were in the situation itself 
to learn; open to learn about whatever necessary. While the learning process 
itself was self-directed, the direction was derived from the project — the game. 

Some of the interviewed had more experience with pedagogical terminology 
and tried to describe the learning:

“The learning is clearly communal, phenomena-based, constructivist, and 
constructionist as well. In that way it fits into all that we nowadays consider good 
ways to learn at school.” 

- Researcher F

“Maybe it’s a kind of  problem-based. So you get a very concrete thing you need to 
solve, and you need to solve it somehow - and in a very short time, on top of  that. 
In that way I think the jam feeds creative problem solving.” … “And maybe the same 
goes for the social situations, since now you can’t afford to spend many hours on 
that the coder is feeling anxious, so you’ll have to solve the situation in a way where 
on one hand, the game progresses, but first and foremost, that everyone has fun 
and enjoys themselves.” 

- Researcher D 

There was agreement that the things learnt at jams stuck with jammers, and 
some thoughts on why. Organizer A described it as:

“It sticks with you better when you’ve experienced it and know exactly the reason 
for why you need to learn something, and you’ve immediately already applied it 
there. In that way it’s quite lasting learning. You’ll then know the things, or at least 
where to find out, or what you’re up against, if  some similar pitfalls appear.” 

- Organizer A
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Learning the wrong things  

“You could get some bad habits for example in coding, that you make things too fast 
using different hacked together solutions unless you’re doing things properly, that 
can stay around with you. The same probably goes for other roles as well.” 

- Organizer A

Game jam game development is game development, but at game jams games are 
made much faster than in a traditional game development or game development 
education setting. The interviewed had thoughts on bad habits and attitudes the 
game jam can cultivate. 

The first group of concerns was makeshift technical solutions, or so called 
hacking together the game. Due to the time pressure a lot of the testing and bug 
fixing that goes into longer development cycles is often absent from game jams, 
leaving the games in various broken states. For example, in code this could 
mean building makeshift solutions that can not be expanded upon or are hard 
to read, while in graphics this could mean very large or unfinished assets in the 
game, or working with a single screen resolution in mind. 

“From how you work at jams you might keep the working habit of  doing twelve 
hours straight, which isn’t that healthy in the end. So if  that is your first experience, 
you might not know any better. But game making isn’t constant crunching.” 

- Organizer A

The second group of concerns was bad work habits, or crunch mentality. At a 
game jam of 48 hours, developers can spend almost that whole time working. 
If the jam lasts from Friday evening to Sunday evening, and the jammers sleep 
eight hours a night, they still have 32 hours for development over a weekend  — 
which is not feasible in a longer project.

“It’s a good thing to learn to let go of  what you’re making, deciding that now it’s 
finished. But jams teach you it’s finished too early. So you kind of  leave out doing 
things that could still be polished, and so on.” … “That kind of  hastiness is perhaps 
something you can learn there that isn’t necessarily that good.” 

- Jamtivist H

“At game jams you make something small quickly, in 48 hours, versus a real game 
you put together for years - the same game you just work on slowly, slowly, slowly 
the same. In that way, maybe, if  someone wants to enter the game industry, then 
game jams could give a too inspirational idea of  what it’s really like when you’re 
doing routine work; repetition, repetition, polish, polish, polish for a really long 
time on the same thing, before it’s good.” 

- Researcher F
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The third concern was lack of iteration and polish. The thought was that game 
jams can give an unrealistically low bar for developers and too idealistic view of 
game development. On the other hand, Researcher E saw this as an opportunity.

“In some things, also relating to game making, you need to do boring things and 
repeat them, and rehearse and rehearse again. But it’s very rewarding to just come 
into the situation and mess around, and then realize that ‘hey, I learnt something, 
and it was much more interesting than following tutorials and doing things 
systematically’ - which again could teach you good work habits, or be structured 
according to when you need what skill. So jams could probably not be used as the 
only teaching method, but why would you change jams into something they don’t 
need to be?” 

- Researcher E 

There were other concerns as well. Jamtivist H mentioned that sometimes things 
are left out like sound or music, because they are the last to get implemented into 
the game, which could take the form of pushing for a too short production time. 
Some of the interviewed also mentioned that game jam games should be funny 
or made just for fun, which could lead into a narrow idea of what types of game 
to make. In the end, the concerns paled in comparison to the opportunities, 
and the interviewed seemed to lean towards that as long as jammers had other 
opportunities to learn game development as well, then they could take the good 
and leave the bad.

Teaching and game jams
“It’s not the way that I have a thing X, that I want to get across to person Y, and then 
through this method I can do that thing X successfully. But instead, even I didn’t 
really know what the jam would teach them” .. . “It wasn’t like a classroom situation, 
where you teach a thing, but it was instead colliding, even very highly educated, 
adults with the subject of  making games. In practice, learning by doing.” 

- Researcher E

The final theme of the interviews dealt with game jams and teaching. One part of 
it was experiences with teaching at jams, and the other teaching through jams, 
either in game development programs in higher education, or in comprehensive 
and secondary education.

A few of the interviewed had experience with teaching at game jams in the form 
of workshops or lectures. Organizer B had offered a workshop on the game 
engine Unity on many of their game jams:

“Usually I give a few alternatives to what people want to see. I start by asking 
them what their level is, and  if  there are truly beginners, then we start from the 
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beginning. We go through what programming is, and what our game engine is - it’s 
always Unity that I teach. Then I ask if  they want to see how to make, like, a simple 
car game or cannon game, or a platformer, or so on, and then we make that.  If  we 
have the time we make even two. At the same time everyone can code it on their 
own computers, and if  someone gets left behind we wait, and if  someone runs into 
issues we fix them. An hour or two or three, as long as they want to. You can drop in 
or leave halfway through freely. All questions will be answered, and sometimes we 
stay for making a whole game.” 

- Organizer B

The experience of Organizer B was that this way of working allowed teams to 
have something to start from and build from, which made the whole process 
of making a first game smoother. Organizer A had used game jams in formal 
education, as a course for vocational students in IT:

“ Sometimes there would be questions, so then you can either guide them then and 
there, or for example make an example. I think I made a simple tic-tac-toe for one 
project, and shared it with them. Other than that it’s quite autonomous learning, so 
looking at tutorials and applying them.” 

- Organizer A

This mix of self-directed, autonomous learning, and more structured lectures 
or workshops at the jam was seen as a good way to bring in new topics or skills. 
One way was to have a lecture at the start of the jam around the theme of the 
jam, especially if the goal was to make educational games. Teaching did not have 
to be done by the organizers, either, but instead the jammers themselves could 
be encouraged to organize pop-up workshops around something they knew. 

Integrating game jams into formal education
While the participants in the interviews all agreed that learning happens at 
game jams, their views on how good game jams could be organized inside formal 
education differed on a few points. Organizing game jams in schools or other 
educational institutions comes with opportunities, but also with challenges. 
Some are purely practical, such as finding a good subject fit or schedule:

“The first [challenge] is time management, so there’s no way it fits into the school 
schedules and rhythm - it just doesn’t work, so that’s why we’ll organize this over 
the autumn break. Unless you can make changes to the school world, I think game 
jams need to be during vacation.” … “And even if  it is during vacation then we’re 
also trying to put it in the middle of  the vacation, so it’s neither straight after the 
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school week ends, or ends on a Sunday, and then on Monday morning they need to 
be at school.” 

- Researcher F

Not all concerns were purely practical. One central concern was that the sense 
of freedom and exploration of game jams would suffer from the restrictions of a 
formal learning environment, especially if students were forced to jam.

“It would be terrible to jam with people who just want to go away!” … “I hope the 
sentiment of  being there of  your own free will could be maintained somehow. In 
high school it’s easy if  it’s an optional course, but then in comprehensive education 
it’s harder.” 

- Researcher F

“At some point it becomes just another group work exercise where you make a 
certain type of  game. It becomes a question of  jam definitions - where does the faint 
line go between guided group work and a more creative process?” … “Can you force 
people to independence? Can you, through limiting people, achieve something 
limitless? We end up at some pretty huge educational questions.”

 - Researcher D

Additionally, four themes arose that relate to the feasibility of game jams in 
formal educational settings that the interviewees had concerns about: the need 
for strong social facilitation, the attitude toward guiding development, tolerating failure, 
and overcoming no prior knowledge of game development.

Strong social facilitation
Whether or not an organizer should interfere with the composition of teams, or 
handling of conflicts in them, was something that split opinions. 

“There was a situation when people had planned a too large game, and realized it’s 
not going to succeed, and then some ‘feedback notes’ were given to the designer, 
everyone got angry and left. These things happen.”.. . “You can’t solve it when people 
are leaving out the door, you can’t go shout after them. They were experienced guys 
who just didn’t get a good game idea.”  

- Organizer B

“We also had a situation where a coder started getting very frustrated when they 
didn’t feel like they were getting anywhere, when they had perhaps promised too 
much on a too strict schedule” . . . “So we just sat down, ‘let’s take it easy’, take a 
break, and we’ll help and get find you help.” … “I’ve been working as a teacher for 
years, so helping young people in stressful situations wasn’t that unfamiliar to me.”

- Researcher D
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“It’s a very delicate thing, whether we’re hand-holding, or we’re pushing, or 
encouraging.” . . . “Of  course if  they’re young guys and girls, then their social skill 
development might not be quite maxed out, so then it helps if  a third party comes 
there to meddle.” 

- Organizer C

Most agreed that some level of social sensitivity and willingness to meddle 
in conflict situations was an important aspect of organizing a jam, but some 
believed that not much should be done to conflicts in order to preserve the 
autonomy of the jammers. However, with younger participants, most agreed 
that the social skills needed to handle conflict on your own may not have 
developed yet.

Guiding development            
The level at which someone outside the team could influence development raised 
some concerns about jammer autonomy as well. Others felt that especially 
young jammers might need an extra push to get on the right track.

“If  it feels like they’re stuck, then you should bravely just give hints on where to 
get started, perhaps like a small exercise, or suggest what to add next to the game. 
Encouragement and advice.” 

- Organizer A

“In practice someone’s always asking for help, and I like it that way. So no one gets 
stuck thinking about their problems for too long, since for me it might be very 
simple to solve. But it’s still very important that I’m not there to program anyone’s 
game or solve anyone else’s problems. Usually I just guide them on the right track.” 
… “No one is there to make each other’s products, but to help you make your things.” 

- Organizer B

One of the interviewed also believed that guiding development should be taken 
a step further with younger attendees to make sure the teams scoped down 
their ideas to be more attainable. This however was something some of the 
other interviewees warned against. 

In a school setting, this balancing act also has implications for learning. This 
could be seen in the delicate balance between encouragement and steering 
learning in different directions. Where in more teacher-led education the 
teacher sets up learning goals and chooses learning methods for learners to 
achieve those goals, game jams perhaps also offer something else.

“I think it has to be very clear what you’re trying to learn and how, so those things 
have to be brought up. It’s the teacher’s task to tell that now we’re meant to learn 
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these things, so that they’re at least somehow actively in people’s minds when 
they’re making the game. That now you’re really supposed to learn, as an example, 
interaction skills.” 

- Researcher F

“Let’s say you organize a game jam where everyone is learning Unity, in the 
framework of  a course.” … “I don’t see why not, but maybe it’s not the value I see 
in game jams. Because you can learn Unity in a normal classroom setup, and many 
things can be learnt in many ways. But something valuable happens at game jams, 
which you again can’t necessarily learn in that planted a way.”

 - Researcher E

“If  I were to organize for students, or vocational students, then I’d outline the 
schedule and other things a bit clearer to the students as well. Then I’d also - a 
practice we’ve taken as custom - make the groups define a person in charge, like a 
leader, who can boss around the others, because otherwise it ends up with no one 
necessarily doing anything.” … “There are many different levels of  students there, 
of  course, so the path they need to take has to consist of  very, very small steps.” 

- Organizer A

While Researcher F saw explicated learning goals as a good thing, Researcher 
E saw that teacher-defined learning runs the risk of losing the core and beauty 
of learning at game jams. Essentially, if the teacher takes on the responsibility 
of scoping, goal setting and guiding the development toward that goal, then the 
students do not get to learn those production skills, and if the teacher sets the 
learning goals, then the students do not get to practice taking that responsibility 
themselves. On the other hand, Organizer A, who had experience with game 
jam in a formal setting, felt that students, on their own, don’t necessarily have 
the ability to take that responsibility without a little push and structure from 
an organizer.

Tolerating failure                
The general attitude toward failure at jams among the interviewed was that 
there is no fail state. As long as the jam doesn’t end because of something in 
the infrastructure breaking down, such as internet not working, major power 
outages or getting evicted from the space, it is a success. Roughly half of the 
interviewed were still of the opinion that a jam could be bad, if the participants 
did not have a good time, if the atmosphere was bad, or if the teams split up and 
left due to poor communication. There was also some concern whether students 
would feel very discouraged if they failed to finish a game or meet their own 
expectations.      
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“What if  the skills of  the participants simply aren’t at the level that they can create 
something finished, something to present at the end? How much does that then 
undermine the whole thing? Their skills could be technical skills, that they just 
don’t know, or that they really want to make a digital game but no one knows how 
to code. Or then it could be interaction related, that they get into uncontrollable 
conflicts in the group and fall out completely and don’t finish anything.” 

- Researcher F

The other half of the interviewed simply saw these “failures” as opportunities to 
learn, and that keeping a “safe to fail”-atmosphere at jams was essential:

“We all know that [at] game jams, it’s made really quickly, it’s the best we were able 
to do in the time we were given, and this is how it came out.”  

- Jamtivist G

“Usually the most rudimentary games are the funniest, and that’s the point - you’ll 
come next year and then you’ll have a much cooler game then already.” . . . “It doesn’t 
matter if  you only have a bouncing cube, it’s just as valuable a game as all the rest.”

- Organizer B                    

“My own jam philosophy is that I never force anyone. I just try to persuade them 
to make smart decisions - but everyone should have the right to fail, and every jam 
experience is allowed to be bad. I respect autonomy in that way.” 

- Researcher E

“I like to think of  it as that we all go out on the pier, and I start pushing people one 
by one into the cold water - in a ‘hey, swim!’-kind of  way.” 

- Organizer C

Overcoming no prior knowledge of game development
“It’s a nice idea, but I think it needs to be either limited or then there should be some 
kind of  professionals or assistants who know how to do things, so that it doesn’t get 
stuck on any point. There has to be some kind of  guidance, it probably won’t work 
smoothly on its own.” … “Either that or some clear tutorials to work from to make a 
game, and then start modifying from there on your own. So that there’s something 
to grab onto, to get you started in the right direction.” 

- Organizer A

An aspect of game jamming is that participants come with very different skill 
sets and skill levels. The interviewed had different ideas for how to bridge the 
possible technical knowledge gaps needed to create games that may be a reality 
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when working with students. For this issue some mentioned using simpler 
game engines, or perhaps starting with a tutorial project that could be modded 
into games. Some suggested workshops or lessons in relevant software for those 
interested, either at the jam or before the jam. Some had also experienced jams 
with lectures on the theme of the jam before development started.                        

The idea of mentors at the jam site was one that some thought could help 
inexperienced developers, while others did not like it due to the risk of it 
creating a junior-senior hierarchy inside the teams:

“I’d like to volunteer to making myself  more available as a resource for people who 
want to feel more comfortable at the jam. Or people who want to make games that 
explore topics they are themselves not familiar with, and it’s easy to make a mistake 
when you are doing that.” 

- Jamtivist G

“We have a fantastic format where young and old alike, in terms of  experience, can 
create together. You don’t need a mentor there, and state that they know better about 
everything, and a junior who doesn’t know anything. Because that strengthens the 
feeling that afterwards the junior still feels like a junior, because they’ve never been 
emancipated, when someone’s always showing them [how to do things].” 

- Researcher E

While all interviewed agreed that no particular prior knowledge of game 
development was necessary for participating in a game jam, one expressed that 
this should not be the case for the organizers. 

“It depends on what kind of  teacher. If  it’s a game teacher, then you can organize a 
game jam. But if  you’re a classroom teacher then no - You have to have a professional 
there, who knows how things are done, so that you at least don’t teach things wrong.” 

- Organizer B

The main concern expressed was that jammers, without anyone experienced 
to ask, would learn a bad foundation for their technical skills. However, not all 
interviewed shared this concern, but instead saw opportunity in the possibility 
of asymmetric learning goals:

“In a game jam you can have Johnny who uses C#, because not everyone needs to use 
C#, it’s the programmer who does. In a game jam you can have one artist who uses 
Procreate on an iPad, but the teacher doesn’t need to know Procreate, because the 
teacher has no role at that point, and no one else needs to use that software, but they 
[the artist] wants it. Game jams allow for completely asymmetric learning goals for 
the participants. In the same situation people can learn completely different things 
in a self-directed way. In a traditional classroom situation the teacher considers the 
resources, and what they can offer of  themselves, and everyone learns the same. 
Everyone learns the specific, pre-defined thing. But in game jams everyone learns 
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something, and perhaps most rewardingly, they learn what they want to learn 
themselves.” . . . “Not everyone needs to know everything inside the team. Since not 
everyone is doing everything, then everyone doesn’t need to learn all of  the things.” 

- Researcher E

Some also had experience of trying to guard against the lacking skills of young 
jammers only to be met with very skilled, very enthusiastic young developers:

“We were organizing Junior Game Jam, at the Pelitalo. They were 13 - 17-year olds in 
that group. When we were organizing it for the first time we were trying to prepare 
for all eventualities, since we didn’t know what level they were at, like do they know 
how to do anything - So we looked at GameMaker-tutorials and panicked about 
whether someone can instruct them. And then they came and asked ‘Hey, can we 
code this in Python?”    

- Organizer C

The game jam also creates interesting possibilities for teachers to learn new 
things, if they stay open and humble to the experience.

“The teacher’s role there is in a way to also learn. Instead of  being purely a teacher 
they’re more of  an assistant, on the same level.” … “When you’re with your class, 
that you’re used to teaching, then it can be really hard to show that side of  you that 
‘hey, I don’t have to be there all the time showing you what to do, you can work on 
what you’re working on, and I can help you do what you do’.” … “I do think a teacher 
can take that role, but it should be mentioned to the teacher beforehand, that now 
we’re not going to be teaching our class how to solve math problems; instead, now 
we’re going to go give them advice when they make math problems for themselves.” 

- Jamtivist H

In some of their answers regarding challenges for using game jams in formal 
education settings, some quite negative assumptions of what schools are like, 
and what teachers are like, seemed to be present for some of the interviewed. 
Curiously, when asked more about their own experiences with learning in 
formal settings, they were positive, so perhaps the perception of school as rigid, 
outdated and restrictive is hard to change.  

Opportunities

“It’s very educational to work in a jam style, as a format. In that way it can be really 
useful for schools. If  a school organizes a jam it might not be overnight, but more like 
a short project, where you need to get something finished fast. It’s very important 
for students to always finish something. You get to go through the process. And 
through that you can simultaneously teach the full process.”

 - Organizer A
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Even though there were many concerns regarding the use of game jams in 
formal learning environments, the interviewed saw that game jamming could 
work in a school setting. They also saw that a game jam could be a good way to 
bring game development, in general, into schools in a time-efficient way. The 
game jam would be a great opportunity for students in formal education to 
learn about game development - but also beyond it:

“If  game jams were, let’s say, once a year a game jam was developed at a public 
school. That is that one time here, when you are opening up the doors to all these 
people who didn’t even realize they wanted to be game developers, or that getting 
into game developing, development, is actually possible.” 

- Jamtivist G

“People can live quite happy lives without knowing game coding, or how to use 
PhotoShop, or whatever. But what if  you were to learn, at a game jam, that you 
can make really fun things with complete strangers, or that creating things is fun, 
or creativity is rewarding, or that it’s possible to make games, and that games, or 
graphics, or computers, could be a future hobby or career?”

- Researcher D

In order for the game jams to be successful the interviewed saw it as important 
to make the event fun, and somewhat separate from normal schoolwork. 
Jamtivist G suggested involving the students or youths themselves already in 
the planning process:

“I think arranging an event like that, that people are actually interested in, can be 
challenging. One of  the ways we can get around that, is getting teenagers themselves 
involved in organizing it. So now, that’s a really easy way to make it more interesting 
to them and more exciting to them, and for other teenagers to want to get involved. 
You should never just plan, with me, and make teenagers go for it. I think you should 
always get teenagers involved, and that’s how it’s going to be.” 

- Jamtivist G

One big question though, when dealing with comprehensive or upper secondary 
schools compared to vocational game programs or higher education, was how 
game making in general fit into the curricula. Games, and game making, fit 
into many different subjects, without a clear school subject as home. Still, the 
interviewed found that learning to make games could be an educational and 
important experience: 

“It could be a bit like woodworking, or textile crafts, or art. For example a shorter 
course, where those who want to get to express themselves in that way, and those 
who don’t know how don’t necessarily waste a lot of  time on it if  they don’t get much 
out of  it.” 

- Organizer A
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“I think there’s space for really a lot of  different contents at school, and to me game 
development, or coding in general, does fit, and can be justified. But then on the 
other hand since it also needs different investments, both economically and then 
just teacher resources, then we need to also [consider]: Do we add it just because it 
would be fun to have dev at school, or should we have dev at school because we need 
more workers for the IT-sector, or should it be in school to teach logical thinking, 
and this course to make longer processes? Or should there be development because 
coding is simply general knowledge, or fostering it?” 

- Researcher D

“On the one hand, when you consider the school world, where games are quite 
underappreciated, and then on the other hand, their potential isn’t seen, or seen 
as very narrow, as an instrument, like an educational game.” … “My mission is this:  
How can the school world, as a whole - teachers, educators, education planners, all 
of  them, be able to think of  games in a different way; as part of  the whole culture, 
pervasive and important. If  we think of  students and game jammers, then they 
would also get a kind of  respect in that games are a good thing that you can learn 
from, and that the thing you are interested in has value - ergo you have value.” 

- Researcher F

“I think everyone should know what game making is like, but it would also be good 
if  everyone learnt to make games. When we think about how complex the world 
is getting, then what a game maker understands about design, or the world in 
general is that if  you change one thing, then oh fuck, it’s broken.” … “Our school 
system doesn’t teach systemic thinking. We can think linearly, and from a single 
perspective. If  everyone were good game designers, what would that mean for 
society?” … “At this moment, game development education is focusing too much 
on teaching people how to make games for the game industry, so that we get good 
employees to the game industry. But it would be good for us to learn game design 
at an earlier stage, and game making education, so that we get good thinkers for 
different parts of  society.” … “We don’t learn mathematics at school so that we can 
become mathematicians. Maybe we can do our taxes, or whatever.” … “But the way 
we justify it in our education system is that it teaches abstract thinking really well. 
So why couldn’t game making also be, that it doesn’t teach you to make games, but it 
teaches you transversal skills that make us better societal actors?” 

- Researcher E

The arguments presented for teaching games, game design and game 
development could be categorised into four central arguments. The first category 
focused on how game making could be seen as another creative or hobby 
pursuit, a general skill to learn among others, which can have great personal 
or even professional importance to students. The second focused on how games 
are a valuable part of our culture, and should therefore also be taught at school. 
The third argument was that learning to make games teaches us to think in new 
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ways; systemic thinking from game design, and logical thinking from coding. 
And finally - learning to make games, teaches us to understand, and how to 
make games.
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5.
Discussion
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5. Discussion
Event design and the importance of community
A surprisingly big theme of the interviews was the emphasis on game jams as 
community building. Many of the interviewed had connections to each other, 
and some of the speech around community could be coloured by the shared 
values and culture inside the game jam organizer community. 

One way the emphasis on community became clear was in the strong reaction 
against competition at game jams. Even if some participants see it as playful 
competition, or choose to ignore it, it’s still rules for how to be at a jam, and how 
to enter the mindset, the so called magic circle, of play. If we impose a constraint 
or goal (such as: make the best game) on the participants, that will make the 
event wildly different in experience. Perhaps this awareness of how rules 
change the experience — in light of game design theories — is more inherent 
to game makers? The interviewed were very aware of how big the consequences 
of bringing competition to a game jam could be, and very protective of the jam 
experience as contrast to hackathon or game competition. Similarly, some of 
the interviewed were hesitant for using game jams in schools.

Many of the interviewed felt that game jams, and the values they promote, have 
a very big personal importance to them. It could however also be argued that 
that the values that game jams, as events, embody are seen as aspirational to 
game developers in general. Who would not want to be, or be seen as, innovative, 
social or fun, as a developer, or person? If I take part in a community that is 
innovative, social and fun, does that mean I become those things? Game jams 
are perhaps not only community-building, but also identity-building in this 
way.  

The attitudes toward learning among game jam 
organizers
Of the interviewed all agreed that learning happens at jams, but to many of 
them the educational content was rarely explicit in the way the events where 
marketed or organized. Many mentioned that learning happens in a very 
natural, unforced way at game jams, tangential to the event rather than at the 
center of it.
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Some of the interviewed expressed a strong enthusiasm toward expanding 
game jams that could be called jam evangelism. Some were eager to offer up their 
own time as well if needed, as mentors or organizers of  jams with educational 
aspirations. 

Still, some expressed concern over whether “game jam” even should be used 
when discussing other than open-ended events. It seemed that a high level of 
social facilitation, or development guidance goes against their definition of 
game jam. Relating this to Goddard’s definition of playful versus gameful game 
jamming [Goddard, 2014], game jams in educational contexts may fall into a 
category of more structured game making for serious outcomes. This seemed 
to be somewhat incompatible with some core elements, or values, of game jams 
mentioned by the interviewed, which were leaning toward the more playful 
and unstructured. These elements included the freedom to work using tools and 
technology of your own choosing, and the freedom to fail at finishing the game, 
which could be hard to realise in a teacher-led education setting. 

Would game jams with an explicit goal of learning still be considered game 
jams? Though not verbalised, the instrumental value of game jams — such as game 
jams for the sake of learning, in contrast to the inherent value of game jams — game 
jams for the sake of game jamming, was met with some opposition, even though 
the organizers were very good at naming instrumental values as well. This 
discussion feels eerily familiar in education, and especially in art education, 
where the need to justify teaching methods, and subject matters, can seem 
unending.

What, and how, do people learn at game jams?

Understanding the game jam as a learning environment            
One way of understanding the game jam can be in the context of formal, non-
formal and informal learning environment. Definitions of these vary, but formal 
learning usually refers to learning that is structured and aims for a degree or 
similar recognition of learning, in an environment recognized by society — such 
as a school or educational institution [Peda.net]. Formal learning is intentional 
from the learner’s perspective. [OECD] Informal learning again happens 
completely unintentionally [OECD], or at least in a self-initiated fashion [Peda.
net]. It can also be referred to as learning by experience, or from everyday life 
[OECD]. Finally, somewhere between these two we find non-formal learning. Non-
formal learning environments can be institutions such as museums, libraries 
or science centers [Peda.net], and can be organized and have learning objectives 
[OECD] but does not aim for a degree.

Out of these definitions, game jams as learning environments seem to most 
naturally fall either into informal or non-formal, depending on whether we treat 
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them as completely open-ended events. Goddard et. al. suggest that if we treat 
game jams as ludic craft, then depending on what outcomes and experiences 
we want to design for game jams, they can take either more playful or gameful 
forms [Goddard et al 2014]. In their suggested guidelines a more playful game 
jam can be achieved through encouraging exploration and failure, with fewer 
hard rules and restrictions, while a more gameful game jam experience can be 
created through having rules and goals in place.

Game development as a practice has the feature that you are constantly creating 
and solving problems. While some basics will be used over and over again, there 
seems to always be new things to learn. In this way learning can be seen as 
inherent to game making, even when it is not the focus, which fits together with 
the idea of informal learning. Many of the interviewed were still attending game 
jams with an explicit motivation to learn, or had organized game jams where 
the educational content was a part of the event design. Therefore game jams 
also fit the definition of non-formal learning environments, where learning is 
not completely accidental, but where the subjects of learning are not predefined 
and learning results are not measured against any extrinsic goal.

Learning and building skills together
Interviewees discussed what realistic expectations for game jams are, and 
how learning works at game jams. Vital game development skills such as realistic 
scoping, communication, and technical skills were mentioned by almost all 
interviewed, both as skills they have learnt at game jams, and as skills that 
could be taught through game jamming. Curoiusly, not many mentioned game 
design —  though this may be due to the background of the interviewed. Many 
participants also mentioned metacognitive skills, such as learning how to tackle 
a learning problem when faced with a development challenge, which suggests 
game jams may have learning benefits beyond game development skills. 

A big theme on its own was social skills and the social aspects of learning. During 
the game jam, jammers work together, sometimes with complete strangers, to 
achieve a common goal. During the process they learn how to work together, 
how to form a team, and how to communicate inside the team. They learn from 
their team members, and from other jammers on site as well, either as sources 
of knowledge, or watching them find solutions, or watching them work. 

In the interviews, most examples and stories shared reflected a more communal 
rather than individualistic view of jamming. As an example, some organizers 
had a hard time remembering how many jammers they had, but were able to 
tell how many games were made at a jam; or how a team worked on a certain 
type of game, but not what roles or input the different members of the team had. 
The individual’s accomplishments and experiences become part of the team’s 
accomplishments and experiences. An exception were those who had a habit 
of working alone, or for many teams, who had a fairly easy time explicating 
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their own experiences and input, as separate from the team’s. This could also 
be explained in part by that game jams don’t necessarily even have a round of 
introductions for individual jammers, and that after the teams are formed, they 
are not dissolved. 

The teamwork at game jams sometimes contains conflicts and negative 
experiences. The short timespan, and the sense of pressure it can create, can 
perhaps aggravate the conflicts, but also pushes teams to solve the situations 
faster, and the temporary nature of the team makes the stakes of a conflict lower 
than in a longer process.

Embracing discovery
The interviewed described the learning process as practical, problem-based 
and natural. The jammers worked in a solution-minded way to achieve the goals 
set out with the team, building on top of their existing skills whichever skills 
the project needs. Still, the process was often open for experimentation, and 
designs were open for modification. Some jammers brought learning goals with 
them, and were able to incorporate that into the designs.

The jammers are often very ambitious in their plans — and learning — 
considering the short time span, and brave in the situation, unafraid to take 
on challenges. Perhaps the short time span is what makes this possible. They 
start from what they know, and reach into the unknown through looking for 
solutions, from other jammers, or online. The jammers are able to overcome the 
paralysis of not knowing where to start, simply by starting. 

The solution-mindedness did not come without a downside. The jammers could 
learn the bad habits of accepting any working solution, rather than spending the 
time to understand why the solution worked, and what kind of solution would 
be optimal. 

There seemed to be some fairly simple remedies to these concerns. As long as 
the jammers sought out learning beyond the jam they could learn the proper 
ways of doing things. Another way was to have more experienced jammers, 
or organizers on site, to teach how to do things correctly. The emphasis on 
knowing the correct ways was especially strong for the interviewed coders. 
An interesting question, which this thesis does not deal with, would be how 
the pipelines of other disciplines compare between game jams and longer 
productions. 

Embracing asymmetry
A facet of learning at game jams that has not previously been reported on is 
the asymmetry of it; not all jammers learn the same things. This is true in all 
education, but becomes very apparent in game jam learning, where jammers 
come from various backgrounds, disciplines and skill levels. The games made at 
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jams reflect this as well, with widely different levels of ambition and execution.  

The asymmetry could be embraced, or create problems, when fitting game jam 
into a formal learning environment. The benefit is that participants can learn 
at their own level, whether it be beyond what a teacher can instruct, or the very 
fundamentals of a development skill. From a teacher’s perspective this can be 
problematic when facing pressures of how to grade students fairly, or fitting the 
jam into a larger course context with stated learning goals. On the other hand it 
can be a very teachable moment, to see what students are capable of when met 
with this type of challenge — both for learner and teacher.

Game jams in game making education
With some modifications, most of the interviewed could imagine a place for 
game jams also in formal game development education. Most of the interviewed 
seemed to agree that a deeper learning and understanding of game development 
requires other teaching or learning in addition to game jams. Game jams could 
be either used as an addition to, or as a culmination of other education, or as a 
first taste of game development. 

The interviewed saw many ways to overcome a lack of prior knowledge or 
experience of game development among the participants if necessary, including 
having mentors or professionals at the site to help, or using simplified software 
tools suitable to young learners. An important point though was to also let 
people jam at the level they are at; that the jams do not have to produce games of 
a certain quality level. The hard part here for an educator could be to get learners 
to value the process over the product and not be disappointed or demotivated by 
the game they are making. This is a fairly familiar issue in art education, where 
students can lose faith in themselves when their work is not living up to their 
standards or expectations. 

Something to take into account if organizing a game jam as part of other 
education was the question of jammer autonomy. The interviewed saw that 
keeping an intrinsic motivation to participate was quite important, though 
some argued that the motivations to participate in game jams already are quite 
complex. How can we inspire learners to be active, engaged, self-motivated and 
self-directed in a setting they have not chosen to take part in? This question 
extends far beyond game jams for learning. Some proposed solutions were 
to rather than organize a mandatory jam, to simply encourage the students 
to jam. This could be supported by recognizing a jam as part of their studies, 
which could lower the threshold to participate as well. Another way would be 
to engage the students in organizing the jam. Perhaps the community spirit of 
game jams could be brought to school that way.

The challenge of autonomy does not end at participation. Another is in the 
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autonomy of setting learning goals. Do games made at an educational game jam 
have to be educational themselves, or fill certain criteria? Can they tackle any 
subject, or will the students be censored, or self-censor, to fit school? Do the 
games have to be gradable by a teacher?

This leads us to a big question at the heart of game design in general:  Game 
development itself is chaotic, and hard, and needs iteration and freedom to 
pivot to be successful. The more goals we set for a game development project, 
the more doomed to failure it seems to be, and sometimes, the outside goals can 
be very hard — if even possible — to combine with game design goals to make a 
fun game. In personal experience, this is a problem in many serious game, and 
gamification, projects for professional developers as well. How could we expect 
newcomers to succeed where experienced professionals struggle? 

The interviewed described that the safe to fail atmosphere was one of things at 
the core of game jams that made game jams important to them. Keeping that 
atmosphere in educational settings requires lowering expectations, not just 
tolerating but embracing the possibility of failure. Perhaps what matters is 
simply inspiring people to try. Trust the process; but be ready for surprising 
results. 
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6.
Conclusions
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6. Conclusions
In this study eight persons were interviewed to find out how people learn 
at game jams, why, and what the pedagogy of game jams actually brings to 
the learner. The interviewed were either game jam organizers or game jam 
activists, and active member of the Finnish game jam community. The semi-
structured focused interviews centered around six themes to answer three 
research questions: What, and how, do people learn at game jams; What are 
the attitudes toward, expectations of, and ideas regarding learning among 
game jam organizers and jam activists; and, finally, How, and why, could game 
jams be used in Finnish game (development) education. These questions were 
chosen to deepen the current understanding of learning at game jams through 
describing, analyzing and documenting the experiences and opinions of the 
interviewed. 

All of the interviewed had experiences of learning at jams, both first-hand and 
second-hand, and some had experiences of teaching through or at jams as well. 
During the game jam, participants can learn vital game development skills such 
as scoping, communication and prioritization, as well as some technical skills 
and interpersonal skills. The interviewed saw game jams as a great opportunity 
for beginner and experienced game developers alike to test new disciplines, 
hone their existing skills and challenge themselves under time pressure. Game 
jams could also be conducive to learning metacognitive skills.

The interviewed also discussed how learning happens at game jams. This 
study suggests that learning at game jams is practical and problem-based, 
and asymmetric in that not all jammers learn the same things. The learning 
often happens in a subtle, unforced way, where game jammers are learning 
in a solution-minded way in order to finish the game they are making. The 
process is open for experimentation and discovery. An important facet of the 
learning was how social it is; the presence of a team, and other game jammers, is 
important to the learning of individual jammers as well, both as peers to turn to 
with questions and for learning social skills and collaboration. The interviewed 
valued the community aspects of game jams highly as well.

On the whole, the interviewed expressed an enthusiastic and positive attitude 
toward learning at game jams, and saw many possibilities for integrating 
game jams into formal learning environments. The interviewed also saw 
challenges when organizing game jams in schools. Challenges include 
preserving the autonomy of the jammers, practicalities of fitting the game jam 
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format into  school schedules, and unrealistic expectations caused by lack of 
prior knowledge of game development for participants and organizers alike. 
Still, the interviewed saw many opportunities as well, and suggested ways to 
overcome the challenges. The interviewed also discussed good organization 
and social facilitation praxis, and shared personal experiences of game jam 
game development. 

In general, the interviewed experienced similar learning as prior research 
suggested. In this way, perhaps, the opinions of the interviewed ran the risk 
of being too optimistic and uncritical to be generalizable. This was entirely 
predictable with the interview sample; a generally positive outlook on trying 
new things with jams was to be expected. In reality, however, many expressed 
quite a lot of nuance and understanding for that game jams may not work in all 
contexts without a great deal of modification. 

On the whole, this study suggests that game jams can be very potent for 
learning. Topics that this study suggests could be viable for further research 
include the social and communal aspects of learning during game jams, as well 
as the implications of differences in skill level inside teams for learning during 
a jam. Since the study is focused on the Finnish jam community, studying other 
communities could prove interesting for further research as well. 

Acknowledgements
This work was done as part of my Master’s studies at the Department of Art. I 
would like to thank my advisor Mikko Sallinen for your support and input, and 
Annakaisa Kultima for your invaluable advice. To the organizers, researchers 
and jamtivists who offered up their time to be interviewed, thank you. This 
work would not have been possible without you.  I would also like to thank the 
Finnish Game Jam association, and all its volunteers, for the time you put into 
organizing and attending game jams, and welcoming me into your community.  
Finally, a big thank you to Jeremias and Santtu for pushing me over the finish 
line.



75

IMAGES 
HERE

Graphics created at various game jams by author



76

Bibliography



77

Bibliography
Akcaoglu, Mete & Santos Green, Lucy. 2018. “Teaching systems thinking through game design.” 
Educational Technology Research and Development. 67 (5) . DOI: 10.1007/s11423-018-
9596-8.

Alastalo, Marja, and Åkerman, Maria. 2010. “Asiantuntijahaastattelun analyysi: Faktojen 
jäljillä”, p. 372 - 393, in Ruusuvuori, Johanna, Nikander, Pirjo, Hyvärinen, Matti et al. 
2010. Haastattelun analyysi. Vastapaino 2010.

Arya, Ali & Gold, Susan & Farber, Matthew & Miklasz, Kevin. 2019. “GGJ-Next: The Global 
Game Jam for Youth”. ICGJ 2019, 1-4. 10.1145/3316287.3316289.

Bayrak, Aslihan. 2017. “Jamming as a design approach. Power of jamming for creative iteration.” 
The Design Journal. 20. S3945-S3953. 10.1080/14606925.2017.1352897.

Buckingham, David & Burn, Andrew. 2007. “Game Literacy in Theory and Practice.”  J. of 
Educ. Multimedia and Hypermedia. 16 (3). 323 - 349.

Denham, André R. & Guyotte, Kelly W. 2017. “Cultivating critical game makers in digital 
game-based learning: learning from the arts”, Learning, Media and Technology, DOI: 
10.1080/17439884.2017.1342655

De Salas, Kristy & Lewis, Ian & Bindoff, Ivan. 2016. “Game Jams as an Opportunity for 
Industry Development.” Proceedings of First International Joint Conference of DiGRA and 
FDG. 

Dufva, Tomi. 2018. “Creative Coding at the arts and crafts school Robotti (Käsityökoulu Robotti)” 
. in E Mäkelä , M Tolonen & J Tuominen (eds) , CEUR Workshop Proceedings . vol. 2084 
, CEUR-WS.org , vol. 2084 , CEUR-WS , CEUR Workshop Proceedings , pp. 263-278 , 
Conference on Digital Humanities in the Nordic Countries. 2018.

Eberhardt, Richard. 2016. “No One Way to Jam: Game Jams for Creativity, Learning, 
Entertainment, and Research”. In Proceedings of the International Conference on Game 
Jams, Hackathons, and Game Creation Events (GJH&GC ‘16). ACM, New York, NY, USA, 
34-37. DOI: https://doi.org/10.1145/2897167.2897181 

Finnish Game jam.com: “#FGJ19 Report”, http://www.finnishgamejam.com/fgj19-report/  
4.2.2019. Retrieved 18.5.2019.

Fowler, Allan. “Informal STEM Learning in Game Jams, Hackathons and Game Creation Events.” 
Proceedings of the International Conference on Game Jams, Hackathons, and Game 
Creation Events. San Francisco, CA, USA — March 13 - 13, 2016.

Fowler, Allan, Ni,  Xuelei (Sherry), and Preston, Jon. 2018. “The Pedagogical Potential 



78

of Game Jams”. In Proceedings of the 19th Annual SIG Conference on Information 
Technology Education (SIGITE ‘18). ACM, New York, NY, USA, 112-116. DOI: https://doi.
org/10.1145/3241815.3241862 . 2018.

Fowler, Allan, Khosmood, Foaad, Arya, Ali and Lai, Gorm: “The Global Game Jam for 
Teaching and Learning.” In proceedings of the 4th Annual Conference on Computing 
and Information Technology Research and Education New Zealand (CITRENZ2013). 
Hamilton, New Zealand, 2013.

Fowler, A., Lai, G., Studios, K., Khosmood, F. 2015. “Trends in organizing philosophies of game 
jams and game hackathons”  GJ Workshop. FDG 2015

Gledhill, D & Novak, M. 2019. “Game Jams: An Innovative Education Experience in Higher 
Education.” 11th International Conference on Computer Supported Education, 489-494. 
10.5220/0007768304890494. 2019.

Global Game Jam.org: “Time to go home... GGJ19 roundup”,  https://globalgamejam.org/
news/time-go-home-ggj19-roundup . Retrieved 18.4.2019.

Global Game Jam.org: “Pointers for Accessibility Diversifiers”. https://globalgamejam.org/
pointers-accessibility-diversifiers . Retrieved 17.7.2019.

Global Game Jam.org: “What is a game jam?” https://globalgamejam.org/what-game-jam 
. Retrieved 3.9.2019.

Global Game Jam. 2014. “Findings from the post GGJ survey” Global Game Jam 2014.

Goddard, William, Richard Byrne and Florian Mueller. “Playful Game Jams: Guidelines for 
Designed Outcomes.” IE (2014).

Grace, Lindsay. 2016. “Deciphering Hackathons and Game Jams through Play”. GJH&GC ‘16 42-
45. 10.1145/2897167.2897175. 2016.

Harviainen, T., Meriläinen, M., Tossavainen, T. et al.  2013. Pelikasvattajan Käsikirja, www.
pelikasvatus.fi / Tammerprint 2013.

Hiltunen, Koopee, Latva, Suvi, Kaleva, J-P. 2019. “The Game Industry of Finland Report 
2018”. Neogames ry. Available online at http://www.neogames.fi/wp-content/
uploads/2019/04/FGIR-2018-Report.pdf 

Hirsjärvi, Sirkka, and Hurme, Helena. 2011. Tutkimushaastattelu - Teemahaastattelun teoria 
ja käytäntö. Gaudeamus 2011.

Hrehovcsik, Micah & Warmelink, Harald & Valente, Marilla. 2016. “The Game Jam as a 
Format for Formal Applied Game Design and Development Education”. 257-267. 10.1007/978-3-
319-50182-6_23.



79

Izvalov, Alexey & Nedilko, Serhii & Nedilko, Vitalii. 2016. “Global Game Jam as IT-
Community Development Boost”. 46-49. 10.1145/2897167.2897182.

Jaffa, Veve. 2016. “In a Jam Between Community and Capitalism: A Critical Look at Game 
Jams”. Model View Culture (online). First published January 29th 2016. https://
modelviewculture.com/news/in-a-jam-between-community-and-capitalism-a-
critical-look-at-game-jams

Kafai, Yasmin & Burke, Quinn. 2015. “Constructionist Gaming: Understanding the 
Benefits of Making Games for Learning”. Educational Psychologist. 50. 313-334. 
10.1080/00461520.2015.1124022.

Kaitila, Christer. 2012. The Game Jam Survival Guide. Packt Publishing, 2012.

Klemetti, Minna, Taimisto, Olli & Karppinen, Paula. 2009. “The Attitudes of Finnish School 
Teachers Towards Commercial Educational Games”, p. 97 - 105, in Kankaanranta, Marja & 
Neittaanmäki, Pekka et al. 2010. Design and Use of Serious Games. Springer (2010) 

Kultima, Annakaisa, Alha, Kati and Nummenmaa, Timo. “Building finnish game jam 
community through positive social facilitation” Proceedings of the 20th International 
Academic Mindtrek Conference (AcademicMindtrek ‘16). ACM, New York, NY, USA, p. 
433-440. 2016. DOI: https://doi.org/10.1145/2994310.2994363. 2016.

Kultima, Annakaisa. “Superjammers: Motivations and Experiences of Exceptional Game Jammers 
in Finland.” In Proceedings of the International Conference on Game Jams, Hackathons 
and Game Creation Events 2019 (ICGJ 2019). ACM, New York, NY, USA. 2019.

Kultima, Annakaisa. 2015. “Defining Game Jam.” 10th International Conference on the 
Foundations of Digital Games (FDG 2015). 2015.

Lakanen, A.-J & Isomöttönen, Ville & Lappalainen, Vesa. 2014. “Five years of game 
programming outreach: Understanding student differences”. SIGCSE 2014 - Proceedings 
of the 45th ACM Technical Symposium on Computer Science Education. 647-652. 
10.1145/2538862.2538914.

Law, Robert & McDonald, Brian. (2015). “Game Jams: How can they influence Software 
Development Curricula?”. In Proceedings of the 2015 Workshop on Game Jams, Hackathons 
and Game Creation Events (Co-located with FDG--2015)

Locke, R., Parker, L., Galloway, D., & Sloan, R. J. S. 2015. “The game jam movement: disruption, 
performance and artwork”. In Workshop Proceedings of the 10th International Conference 
on the Foundations of Digital Games

Matt Makes Games. 2018. Celeste. Game [PS4]. (January, 2018). Matt Makes Games, 
Canada. Played September 2019. 

Meriläinen, Mikko. 2019. “First-timer Learning Experiences in Global Game Jam”. International 
Journal of Game-Based Learning, Volume 9(1), 30 - 41.



80

Mikami, Koji & Nakamura, Yosuke & Ito, Akinori & Kawashima, Motonobu & Watanabe, 
Taichi & Kishimoto, Yoshihiro & Kondo, Kunio. 2015. “Game jam based iterative curriculum 
for game production in Japan”. SA’15 Symposium on Education, 1-6. 10.1145/2818498.2818511.

Ministry of Culture and Education of Finland: “Taiteentekijöille Suomi-palkintoja”, https://
minedu.fi/artikkeli/-/asset_publisher/taiteentekijoille-suomi-palkintoja?_101_
INSTANCE_vnXMrwrx9pG9_languageId=fi_FI . 3.12.2018. Retrieved 18.5.2019.

Niemi, Hannele. 2000. “Why Is Active Learning So Difficult?”, p. 97 - 126, in Empowering 
Teachers as Lifelong Learners - Reconseptualising, Restructuring and Reculturing Teacher Education 
for the Information Age. Research Centre for Vocational Education. Hämeenlinna, Finland, 
2000.

OECD.org. “Recognition of Non-formal and Informal Learning”, http://www.oecd.org/
education/skills-beyond-school/recognitionofnon-formalandinformallearning-home.
htm . Retrieved 18.5.2019.

Peda.net. “Informaali oppiminen - Mitä on informaali oppiminen?”, https://peda.net/hankkeet/
oppijat/ovo/lahtokohdat/informaali . Retrieved 18.5.2019.

Petri, Anja & Schindler, Christian & Slany, Wolfgang & Spieler, Bernadette & Smith, 
Jonathan. (2015). “Pocket Game Jams: a Constructionist Approach at Schools”. MobileHCI’15, 
1207-1211. 10.1145/2786567.2801610.

Petrillo, F., Pimenta, M., Trindade, F. and Dietrich, C. “What Went Wrong? A Survey of 
Problems in Game Development.” 2009. ACM Computers in Entertainment, Vol. 7, No. 1, 
Article 13. February 2009.

Johanna Pirker, Annakaisa Kultima, and Christian Gütl. 2016. “The Value of Game 
Prototyping Projects for Students and Industry”. In Proceedings of the International 
Conference on Game Jams, Hackathons, and Game Creation Events (GJH&GC ‘16). ACM, 
New York, NY, USA, 54-57. DOI: https://doi.org/10.1145/2897167.2897180 

Preston, Jon A., Jeff Chastine, Casey O’Donnell, Tony Tseng and Blair MacIntyre. “Game 
Jams: Community, Motivations, and Learning among Jammers.” IJGBL 2.3 2012,  p. 51-70. 
doi:10.4018/ijgbl.2012070104. 2012.

Reng, L., Schoenau-Fog, H., & Kofoed, L. B. (2013). “The Motivational Power of Game 
Communities - Engaged through Game Jamming”. In Workshop Proceedings of the 8th 
International Conference on the Foundations of Digital Games: Society for the 
Advancement of the Science of Digital Games Foundations of Digital Games. Foundations 
of Digital Games Conference Proceedings

Smith, Peter A. & Bowers, Clint. 2016. “Improving Social Skills through Game Jam Participation”. 
GJH & GC ‘16, 8-14. 10.1145/2897167.2897172.

Teikari, Arvi. 2019 / Nordic Game Jam 2017. Baba is You. Game [PC/Mac]. (March, 2019). 



81

Arvi Teikari, Helsinki, Finland. Played March 2019. 

Thumlert, Kurt & de Castell, Suzanne & Jenson, Jennifer. 2018. “Learning Through Game Design: 
A Production Pedagogy.” Proceedings of the 12th European Conference on Game-Based Learning 
ECGBL, 2018

Wearn, Nia & McDonald, Brian. (2016). “Ethos of location and its implication to the motivators of 
Global Games Jam participants”. GJH&GC ‘16, 58-61. 10.1145/2897167.2897176.



82

Appendix: Interview Base

1. Background and introduction questions for the interviewee:
• What is your usual role at game jams?
• What is your background in games / game development?
• When did you first come into contact with game jams? Why did you 

participate?
• What game jams have you attended? Where? How large were they?
• Any game jam that stands out?
• What kind of themes were there? 
• What was your overall experience?
• What game jams have you organized?
• What is your general opinion on game jams? Why?
• What do you find special or valuable about game jams?

2. Facilitation and organization:
• What is necessary for organizing a good game jam?
• What is the minimum?
• What facilities does a good game jam need?
• Who organizes game jams (in your organization)?
• What are the challenges of organizing game jams?
• Can game jams fail?
• What attitudes do you need to participate in and to organize a game 

jam?

3. Learning and game jams:
• How do you facilitate learning at game jams?
• What have you learnt at a game jam?
• Have you organized or participated in a game jam - with the goal of 

learning?
• What can you learn at game jams? What can you teach through game 

jams?
• How would you describe the learning process?
• How does game jam learning differ from other learning?
• Do everybody learn at game jams?
• Can you set a learning goal for a game jam?
• What do you hope students / participants will learn?
• Is there something negative / wrong you can learn at a game jam about 

game development?
• What is the importance of working in a group / on your own?
• How did the groups form?
• Have you noticed any poorly functioning groups / conflicts?

4. Accessibility and participation motivation:
• Who are game jams for?
• What kind of people attend game jams, and who do not?
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• Do you think participation has to be voluntary? Why / why not?
• How do you make game jams accessible?
• How do you account for everyone finding something to do?
• How do you make sure everyone is treated with respect?
• Have you experienced any conflicts?
• How do you feel about commerciality in relation to game jams?
• Participation fees?
• How do you feel about sponsors? 
• How do you feel about prizes?

5. Motivation during the Jam:
• Why do people participate in game jams?
• Tell me about the process of inspiration at a game jam.
• The me about motivation during a game jam.
• Do people finish the jam?
• Have you noticed any difference between longer and shorter jams?
• What is the value of the theme / guidelines for outcomes?
• How do you feel about the quality of game jam games?
• Should they be developed further?
• Do they have to be shared / tested?

6. Game jams as part of a curriculum:
• Have you organized game jams as part of a longer learning experience 

(formal setting)?
• Is the game jam part of a larger whole in a game education programme?
• How do students / participants prepare for a game jam?
• How do game jam experience count into the whole curriculum?
• How / Is learning at a game jam measured, tested or evaluated?
• How do you feel about integrating game jams into a formal national 

learning setup?
• Game jams in elementary school / high scool?
• Challenges / possibilities?

7. Underlying assumptions and pedagogical standpoints:
• Why (do you) use game jams in game education? Or why do you not?
• What kind of teacher / educator do you see yourself as? Why?
• What kind of feedback do you need during a game jam? What kind of 

encouragement?
• What kind of learners get the most out of game jams? What struggle?
• What is the role of the learner?
• What is the role of the educator?

8. Summary:
• What have you learnt (or wish to learn) by organizing game jams?
• How would you summarize your opinion on using game jams in game 

(development) education?
• Do you have anything to add? Comments, wishes for the future?


