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Abstract 
Both hackathon and game jam formats are today used 
in multiple contexts, such as in educational institutions, 
but there is little research into design processes of 
these formats. Survey studies reports on participants’ 
main motivation for participating in game jams and 
hackathons is learning, however these formats are 
usually not explicitly designed to support learners. 
During my PhD project I have been interested in 
studying and documenting the moment-to-moment 
decisions and in-situ reflections that shapes and drives 
design processes in game jam and hackathon formats, 
in order to contribute with process-level knowledge on 
these formats. Using first-person methods, such as 
autobiographical design, I contribute with knowledge on 
how design processes in game jams and hackathons 
unfold and what characterizes these formats, as well as 
how to organize these formats to support reflected 
participation.  
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Introduction 
Game jams can be described as: “…accelerated 
opportunistic game creation event[s] where a game is 
created in a relatively short timeframe (e.g. 48 hours) 
exploring given design constraint(s) and end results are 
shared publically” [5], while hackathons can be 
described as: “…event[s] in which computer 
programmers and others involved in software 
development collaborate intensely over a short period 
of time on software projects.” [1]. Hackathons typically 
also last 48 hours. Both formats are increasingly used 
in contexts such as research, education, and in the 
industry [1, 5, 9, 11-13].  

Survey studies report on for example learning and 
advancing skills as some of the main motivators for 
participating in hackathons [1] and game jams [9], 
although these formats are usually not specifically 
organized to support learners [3]. Gaining knowledge 
on how these formats shape how people design and 
develop technologies during these formats, can 
contribute to how game jam and hackathon formats 
can be designed to support reflected participation and 
intentional learning. My research contributes to 
understanding how accelerated design processes, 
focusing on game jam and hackathon formats, shape 
how people develop and design technology during these 
formats. Accelerated design processes can be seen as 
almost full design processes, from ideation to finalizing 
prototypes in a very short time-frame (e.g. 48 hours). 
Having to create a prototype within such a short time-
frame orients the ideation to some degree towards 
production and lets participants go beyond generating 
only abstract ideas, hence characterizing design 
processes during these formats as thinking through 
doing [4]. 

Previous Work 
During my research I have used different methods to 
engage actively with the practice of game jams and 
hackathons. Actively participating in game jams and 
hackathons while collecting data has been important for 
my research to produce process-level knowledge about 
the inner workings of accelerated design processes. 
Specifically, my research methods can be characterized 
as first-person research methods, characterized by 
autobiographical design. This particular first-person 
research method supports researching the complex 
relationships between humans and computers [2], an 
approach that is promising for the research in my PhD 
project. 

The design process is the central element in 
autobiographical design, and the autobiographical 
researcher/designer: designs, builds, and uses her own 
designs. The researcher/designer generates deep 
insights on these aspects of the design process, by 
acknowledging the researcher/designer’s own 
experience of designing [6]. In two of my studies of a 
game jam [7] and a hackathon [8], I have in particular 
focused on the designing and building, since usage of 
the developed prototypes were not part of the studied 
formats. In both studies I participated in a team, and 
took on an active role in the design and development of 
prototypes. Figure 1 and 2 show some of my 
documentation from the studies, and includes: 
Screenshots, photographs of activities and the 
development of the prototypes.  

Furthermore, we have conducted a study where 
students participating in a game jam were offered a 
real-time annotation tool to document their experiences 
of designing and developing a game prototype in a 

  

 

 

Figure 1: Documentation 
from the studied game jam. 



 

game jam [10].This third study was a first step towards 
researching and documenting the situational design 
knowledge which emerges during a design process, but 
is not typically documented for later analysis and 
reflection. The study was an effort to encourage and 
support an autobiographical design method among the 
students. 
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Figure 2: Documentation 
from the studied hackathon. 


