Introduction & Objectives

eContext? Six game jams have been run to collect
data on their value as a teaching tool, exposing
students to peer feedback-led cycles of iterative
Improvement.

eResearch intent? To collect both quantitative and
gualitative data to allow a mixed methodological
analysis of the efficacy of game jams as a creative HE
teaching tool.

ePurpose? This poster outlines the data collection

methods employed and reflects on their effectiveness.

e\What is a game jam? A game jam is a time-limited
non-competitive group game-making activity.
eInstitutions? Manchester School of Art, MMU,
funded by North West Consortium Doctoral Training
Partnership.

Methods of Data Collection

*Pre-jam & post-jam surveys: Selected as it provided
easily manipulable qualitative and quantitative data in
an efficient manner, Collecting demographic
information, experience with analogue games, card
sorting to assess attitudes to design processes,
repeated after, and & post-jam reflective writing.
eObservations: Facilitator observations about the
participants’ game-making, engagement, and anything
else worthy of note.

ePhotographs: Of the games being developed and
tested.

eGame analysis: A short analysis of the games
produced to capture their ‘essence’.

eFacilitator reflections: After each session, the
facilitator reflected on memories, feelings, frustrations
etc.

Findings

eNumbers: 6 jams have enabled 54 participants to
produce 20 games.

eThematic analysis: qualitative data has produced
874 references across 52 codes that coalesced into 4
themes.

eQuantitative data: 62 pre-jam & 32 post-jam surveys
include cards sorts and demographics.

e Quality: Attrition is a challenge and has rendered
some pre-jam surveys unusable.

eLarger groups: challenging to facilitate whilst
gathering sufficiently detailed data.

eSmall groups: Easy to over-facilitate smaller groups
and influence the games produced.

eReflections: Prompt reflective writing has been
invaluable to subsequent write-up.

eEngagement levels: extremely high, 'fun’ was
prevalent in post-jam feedback.

Conclusions

 Working with others: Issues and opportunities of
group working .

 Peer feedback: Giving and receiving peer feedback
In an intense creative setting.

* Experiencing iteration: Benefits of rapid cyclic
iterative testing and improvement.

* Practicalities of game making: The issues
encountered in running game jams in HE.

* Effortless education: 'Learning through play' for
adults and learning without it feeling like work.

 Quantitative data: +ve attitudinal shifts towards
iteration, testing, time management and the value
of giving and receiving peer feedback, plus
increased reported creativity.

These will be explored further in the author's PhD
thesis and subsequent publications.
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