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ABSTRACT

We report how the Global Game Jam was introduced in
Japan. Introducing events like the Global Game Jam can
assist in promoting the benefits of new methods and tech-
nologies to the developers, educators, and students through-
out the world. In our case, many Japanese jam attendees
were not well-acquainted with the practice of the participa-
tory design or prototyping well before the Global Game Jam.
To raise awareness at the Global Game Jam about those key
elements, local site organizers tried to not only offer back-
grounds but also to emphasize some game jam strategies.

Categories and Subject Descriptors

H.5.2 [User Interfaces]: User-Centered Design, Prototyping;

K.8.0 [Computing Milieux]: Personal Computing, Gen-
eral, Games

General Terms
Experimentation, Design, Development, Learning

1. INTRODUCTION

Since the first annual Global Game Jam was held in January
2009[5], the Global Game Jam demonstrated the positive ef-
fect that game development can have in helping people learn
collaboratively. Bringing the Global Game Jam into dif-
ferent societies sometimes produces different understandings
of the event.

This paper first examins why some elements or meanings of
the Global Game Jam lose and how the Global Game Jam
organizers designed the Global Game Jam based on the local
context.

2. THE GAME JAM APPROACH

In the early analysis of game jams, Musil et al. [11] pointed
out that the concept of a game jam has not been formally
discussed despite the public attention the events have re-
ceived.  They defined [proof]ita game jam as “a mix of

design and development strategies” and broke it down into
eight key concepts or strategies: 1) New Product Develop-
ment, 2) Participatory Design, 3) Lightweight Construction,
4) Product Value-Focused, 5) Rapid Experience Prototyp-
ing, 6) Aesthetics and Technology, 7) Concurrent Develop-
ment, and 8) Multidisciplinarity (Fig. 1).
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Figure 1: Game Jam elements outlined by Musil et
al. [11]

As these key concepts or strategies are also found in other
disciplines, Musil et al. [11] explain that these shared strate-
gies make understandable “why game jams gain increas-
ing popularity among the interaction design community and
trend to be favored among other design approaches.” This
insight also suggests that people might miss the meaning
or value of a game jam without the awareness of these key
elements.

We at IGDA Japan (the Japanese chapter of the IGDA, the
International Game Developers Association) had also recog-
nized the understanding the Global Game Jam event is not
easy for people who have less experience with new develop-
ment methodologies. We tried to communicate an awareness
of the constituent elements by organizing local jam sites
(Fig. 2). This approach adopted several methods includ-
ing providing historical information, translating keynotes
with background information, emphasizing the particular
achievements, and development strategies of the Global Game
Jam.

3. LOCALIZATION STRATEGIES
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Figure 2: Game jam design: making awareness by
local design

Since January 2010, IGDA Japan promoted Global Game
Jam to other related organizations in Japan. The impact of
Global Game Jam in Japan has taken several forms, detailed
below.

3.1 Public awareness of game development as

a global event
In the field of game development in Japan, the industry col-
laboration with universities and graduate schools is still at
the beginning stage [10]. In this phase, hosting and pro-
moting the Global Game Jam site at the University drew
significant attention from game developers and a wider pub-
lic audience.

For example, students and professional game developers at
the GGJ2011 Tokyo site, the largest jam site in Japan, were
featured on a TV program aired nationwide [12]. In addi-
tion, the GGJ2011 Fukuoka site, the second largest site in
Japan, was publicized through University press release and
its promotion occasioned a visit by the city mayor to the
game jam site [6].

3.2 Participatory design

As we described in section 2, some researchers have pointed
out that Participatory Design is one of the key concept con-
stituent of a game jam. The concept and practice of Partici-
patory Design was developed in Scandinavia and introduced
in the United States in the 1990s by a grass roots organiza-
tion [7].

However, the participatory design movement has not become
widespread in some countries including Japan. With re-
gard to introducing Participatory Design (PD) to current de-
velopment methodology in Asia, Yasuoka et al. [16] reported
that some Japanese researchers argue that PD is culturally
incompatible, “by showing that Japanese social value sys-
tems and understandings of participation are different from
countries where PD has been applied.” This observation
supports the idea that Japanese game developers may fail
to understand some PD elements of the game jam; however,
in our view, the key concept of participation was effectively
introduced in the Global Game Jam through the emphasis
of new design strategies such as rapid rapid prototyping,
inclusion of diverse teams including non-professionals, and
open user tests. These experiments suggests that the Global
Game Jam can provide a successful model of PD worldwide.

3.3 Culture of prototyping

The Japanese game industry has shown less interests in pro-
totyping in commercial game development than has been
shown in other countries.  For example, rapid prototyp-
ing in game development was featured at the SIGGRAPH
symposium in 2007 [8], yet it took until 2010 for a major
Japanese game developer to “discover” the power of proto-
typing and take it seriously. In 2010, in the Postmortem of
Final Fantasy XII, the flagship game title of the Japanese
RPG market, the developers indicated that they had lacked
a shared vision until they made firstan initial playable demo
( a premier products for [proof]thea game show not in-
cluded in the original development plan) [15]. We believe
this demonstrates the power of prototyping in the huge-
scale game development. In promoting the Global Game
Jam 2011 event, IGDA Japan re-emphasized the power of
rapid prototyping in the “real” game development process.

3.4 Providing role models for dealing with de-

sign challenge
Unlike other exercises, the game jam provides a valuable role
model for learners: — the game developers. Though this role
model provides motivational force, we promoted a new form
of game developer: the rapid prototyper.

To promote the new role model, we emphasized it in the
keynote talk at the first Global Game Jam in 2009 [2]. Keynote
speaker Kyle Gabler, a co-developer of World of Goo, which
won innovation and technical excellence awards at the 2008
Independent Game Festival (http://www.igf.com/), had re-
ported on rapid prototyping experiments in his game devel-
opment research in graduate school. After Gabler and other
project members’ experimental game development projects
were published [14] [1], their rapid prototyping experiments
became a topic of academic-industry collaboration [8].

Translating the first Gobal Game Jam keynote speech fea-
turing Gabler and other game developers who explained the
rapid short-term prototype development that created their
award-winning game, we encouraged challenging game jam
topics, and in promoting this educational goal showed how
a game jam can be applied to solve a real problem. The
next year, we referred to this keynote speech repeatedy.

3.5 Connecting subcultures

Each jam site organizers tries to form teams from the at-
tendee list. We recommended the formation of teams that
were as diverse as possible, gathering students, senior pro-
fessionals, and amateur/non-commercial experts. Not all
teams could include a professional game developer, and some
team were led by non-commercial game developers (there
are large communities of non-commercial games in Japan
focusing on genres such as RPGs [3], shooting games, action
games, novel games, and others [4]).

Some of the non-professional game designers used HSP (Hot
Soup Processor) as a prototyping tool. This is an open
source script language and the documentation is written
in Japanese. Though educators and professional developers
didn’t know about the open source toolkit, the Global Game
Jam connected these different subcultures within gaming.



Table 1: Typology of Game Jams[13]

Global Game Jam | mega-region game jams local game jams
(GGJ) (localized GGJ)
Jam sites distributed distributed standalone
Scale global mega-regional, city area, in house,
or nationwide or social event
Purpose general regional local
Examples GGJ Apps for Healthy Kids | Oth Indie Game Jam
game jams,
Fukushima Game Jam

3.6 Review and Reflection process

Though the completed games can be download from the
website, some additional opportunities for review and re-
flective learning have taken place.

First, IGDA picked featured games from the Global Game
Jam 2011 in its monthly newsletter from March 2011. The
first game chosen was developed at the Tokyo site in Japan [9],
creating a reflective conversation between jammers. Since
the event, we have tried to review some games at local IGDA
Japan events.

4. FUTURE ISSUES: GAME JAM DESIGNS
INSPIRED BY GLOBAL GAME JAM

Inspired by the Global Game Jam, many smaller game jams
are held around the world. IGDA Japan also held our own
game jams, taking different approaches to the three types of
game jam: the Global Game Jam, mega-region game jams,
and local game jams (Table 1).

Mega-region game jams, game jams that take place on a
nationwide or international scale with a particular purpose,
are expected to create a major social awareness, like the 2010
Health Games Challenge game jam in the United States or
the 2011 Fukushima Game Jam in Japan [13].

These activities also suggests that Global Game Jam is en-
couraging the invention of additional game jams worldwide
and leading people to organize further collaboration and
learning opportunities.

5. REFERENCES

[1] GABLER, K., AND GRAY, K. Build a game in seven
days. Game Developer Conference 2006 presentation,
2006. GDC Radio podcast available at
http://cmpmedia.vo.llnwd.net/ol/gdcradio-
net/GDCR/gdcr_018.mp3.

[2] GLOBAL GAME JAM. 2009 Global Game Jam keynote,
2009. January. Video available online at
http://www.youtube.com/watch?v=aW6vgW8wc6e.

[3] ITo, K. Possibilities of non-commercial games: The
case of amateur role playing game designers in Japan.
In Proceedings of DiGRA 2005 Conference: Changing
Views— Worlds in Play (2005), Digital Games
Research Association.
http://www.digra.org/d1l/db/06278.00101.pdf.

[4] ITo, M., OKABE, D., AND TsuJi, 1., Eds. Fandom
Unbound: Otaku Culture in a Connected World. Yale
University Press, 2012.

[5] Jacoss, S. Global Game Jam 2009: A worldwide
report. Gamasutra (2009). February 25. Online article
available at
http://www.gamasutra.com/view/feature/3943/.

[6] KANEKO, K. GGJ Fukuoka 2011, Jan. 2011. January
28, 2011. Photo with description. http://www.
flickr.com/photos/pumpkinkaneko/5456001892/.

[7] KunN, S., AND WINOGRAD, T. Participatory design.
In Bringing Design to Software, T. Winograd, Ed.
Addison-Wesley Professional (ACM Press), 1996.
Profile 14.

[8] LaBouNTa, H., GINGOLD, C., TOWNSEND, J., GRAY,
K., BucHANAN, J., AND CABALLERO, V. Rapid
prototyping: Visualizing new ideas. In Sandbox '07:
Proceedings of the 2007 ACM SIGGRAPH symposium
on Video games (2007), pp. 157-158.

[9] La1, G. Featured game: Life in Shadows (from Tokyo,
Japan). Website, 2011. March 16.
http://globalgamejam.org/news/2011/03/16/
featured-game-life-shadows-tokyo-japan.

[10] Mikami, K., WATANABE, T., YaMAJI, K., OzZAWA,
K., Ito, A., KAwWASHIMA, M., TAKEUCHI, R.,
Konpo, K., AND KANEKO, M. Construction trial of a
practical education curriculum for game development
by industry-university collaboration in Japan.
Computers & Graphics 34, 6 (2010), 791-799. Selected
paper from the SIGGRAPH Asia education program.
http://dx.doi.org/10.1016/j.cag.2010.09.015.

[11] MusIL, J., SCHWEDA, A., WINKLER, D., AND BIFFL,



[12]

[13]

[14]

S. Synthesized essence: what game jams teach about
prototyping of new software products. In Proceedings
of the 32nd ACM/IEEE International Conference on
Software Engineering (2010), vol. 2 of ICSE’10, ACM,
pp. 183-186.

NHK. NHK Special: Global Game Revolution. NHK
Publishing, May 2011. (in Japanese) Book based on
the TV special program “Game Revolution” on-air on
2010/12/12 and 2011/3/24-25, NHK (Japan
Broadcasting Corporation). ISBN: 978-4-14-081475-8.
SuiN, K., KANEKO, K., MATsul, Y., Mikawmi, K.,
NAcGAKU, M., NAKABAYASHI, T., ONoO, K., AND
YAMANE, S. R. Localizing Global Game Jam:
Designing game development for collaborative learning
in the social context. In Advances in Computer
Entertainment (Nov. 2012), A. Nijholt, T. Romao,
and D. Reidsma, Eds., vol. 7624 of Lecture Notes in
Computer Science, Springer, pp. 117-132. Long paper
session.
http://dx.doi.org/10.1007/978-3-642-34292-9_9.
SHODHAN, S., Kucic, M., GrAY, K., AND GABLER,
K. How to prototype a game in under 7 days: Tips
and tricks from 4 grad students who made over 50
games in 1 semester. Gamasutra (2005). Online
feature article available at http://www.gamasutra.
com/features/20051026/gabler_01.shtml.
TORIYAMA, M., AND MAEDA, A. Postmortem: Square
Enix’s Final Fantasy XIII. Game Developer 17, 9
(2010), 24-29. Another exclusive version available
online at http://www.gamesetwatch.com/2010/10/
exclusive_behind_the_scenes_of_3.php.

YASUOKA, M., AND SAKURAI, R. Out of Scandinavia
to Asia: adaptability of participatory design in
culturally distant society. In Proceedings of the 12th
Participatory Design Conference: Exploratory Papers,
Workshop Descriptions, Industry Cases (2012), vol. 2
of PDC ’12, ACM, pp. 21-24.
http://doi.acm.org/10.1145/2348144.2348152.



