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Abstract

A game jam is an event where game developers collaborate to create a game within a limited time frame; since 
2020, due to the spread of the new coronavirus, many game jams have moved from face-to-face to online. 
Identifying the impact and characteristics of this shift in game jam format on participants' collaboration is 
expected to provide valuable insights into facilitating collaboration not only in the game jam community but also 
online. Therefore, in this study, a Serious Board Game Jam (hereafter SBGJ2021) was held to produce analog-
type Serious Games collaboratively. These games provide an experience beyond entertainment with a social issue 
as its theme. A questionnaire from 20 participants and semi-structured interviews with 8 participants were 
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conducted to analyze the considerations taken into account in co-creating the game online. The results revealed 
that holding the game jam online had the advantage of allowing interested parties to participate in the game jam 
without geographical restrictions and that the sharing of materials and ideas among the participants was smoother 
than in person. On the other hand, it was clear that it was more challenging to express discomfort or suggest 
major modifications in online game development than in face-to-face meetings. Furthermore, there was a 
tendency for the ideas initially raised to be turned into works of art without significant changes. These results 
will contribute not only to the operation of online game jams and production support but also to the consideration 
of how to launch new businesses online. 
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