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We created this booklet based on our experiences
organizing an inclusive game jam and workshop
series called GAMERella (named after iconic sci-fi
space traveler Barbarella). In the last 6 years, we have
developed methods for reaching out to communities
who have never been involved with games before,
making sure they feel safe and welcomed, and
empowering them to pursue their game-making
dreams in the future. We believe GAMERella is
successful because our organizers listen to the
Gina Hara
GAMERella Co-Founder

people we aim to serve and work to address the
needs that they identify. In this guide you will find a
detailed breakdown of what we do.
This guide is free because we believe that everybody
should have the opportunity to make games. Please
feel free to share this booklet, but please credit us
where credit is due. If you would like to create a
GAMERella-branded jam, feel free to send us an
email at tag.coordinator@concordia.ca. But you are
also welcome to make your own jam using this
manual as a guide. Please email us if you have
feedback to make this booklet better.

Desirée de Jesus
GAMERella Organizer
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Thank you <3

Introductions

What is GAMERella?

GAMERella

GAMERella is a game jam and workshop series that caters to
women and marginalized people who haven’t had a chance to
make a game before. Led by Concordia University’s game research
centre TAG, industry mentors, support staff and researchers,
GAMERella welcomes participants in a low stress, learner-friendly

• ~500 participants

environment, with the aim to change the way people jam, as well

• ~60 mentors have joined us from
a wide variety of experts

Who created GAMERella?

as the way people think about gaming.

• ~70% of participants identify as
female or non-binary

Dissatisfied with the game spaces and opportunities provided for

• ~40% of participants had never
made a game before

created GAMERella in 2013. It has been funded and run every year

• ~70% of participants had never
attended a game jam before
GAMERella
• ~69% of participants now study or
work in games
• ~25 workshops organized

women in Montreal’s game scene, Gina Hara and Charlotte Fisher
since by the Technoculture, Art and Games (TAG) Research Centre
at Concordia University, in Montreal, Canada. In recent years the
jam has been run with the financial support of ReFIG and the
Milieux Institute for Arts, Culture and Technology.

Why do we need inclusive game jams?
If handled well, game jams can be one of the most
accessible spaces for making games (video or board) and

marginalized to learn, share, and be mentored in a fun and
comfortable environment that is free of judgement.

are often the first steps in a long and successful game

If you don't have a lot of experience with running inclusive

development career. However, based on 2014 Global

events, or aren't familiar with the terminology that we use

Game Jam statistics, most participants are males in their

here, the best thing to do is to look up resources written by

twenties and the percentage of women participants is

the people you aim to work with that address their

lower than 3% in most cities. These statistics are similarly

experiences and needs. One place to start is the "Everyday

echoed in larger game development studios where the

Feminism" website -- while no resource is perfect, there are

often homogeneous workforce doesn’t offer a welcoming

a lot of introductions to the basics on this page that

atmosphere to many marginalized people and groups. We

explain, for example, why being inclusive about pronouns

believe that there are some addressable barriers and

matters, or why homogeneous spaces can lead to

reasons why marginalized folks are so much less likely to

unexamined biases. When searching for resources online,

participate in these spaces. In addition to providing a

be careful of articles that play "devil's advocate" at the

space for making games in just one weekend, GAMERella

expense of dehumanizing marginalized people.
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has an additional mandate: to make change on a
foundational level for people whose stories have not yet
been heard through the medium of games. GAMERella
was designed with the purpose of welcoming women (cis/
trans), trans men, non-binary/genderqueer folks, people of
colour, those with different abilities, senior citizens and
elders, first-time game makers, and any others who may
feel they haven’t had the chance to make a game. We aim
1
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to create opportunities for people who are often

| Information provided by the organizers

Our number one lesson for creating a successful jam?
As organizers, you have to listen to the people. Instead of
making assumptions, it is important to identify and meet
the needs of the participants. We recommend that after
every game jam and workshop, you survey people’s
experiences and use that information to improve and
organize the next event. At GAMERella, we also take input
from local groups that work with marginalized people.

first satellite location in 2014. Since then, people from
many countries, including Sweden, Hungary, France and
Spain have joined us to organize satellite locations for the
main jam event in November. Send us an email if you
would like to run GAMERella in your city (our contact
information can be found at the end of the document).
Why should you run an inclusive game jam in your
town?
Setting up your own game jam will introduce you to tons
of talented, visionary, creative people who are just as
excited about games as you are. Many of them have never
had the chance to make a game and you could be the one
Participant and veteran jammer Jess Marcotte at the 2015 GAMERella

that changes that. Through organizing this jam, you will
help people make their dreams come true, make

You can try to organize a satellite jam as your test run!
We believe that having an inspiring community of like-

meaningful contacts with local companies, and contribute
to the creation of a game industry that is inclusive, openminded, and accessible.

minded people around you while you create is a valuable
and enriching experience. But organizing a game jam can
be a daunting challenge at first. Every year, organizers
from around the world contact us to do a satellite game
jam under the GAMERella banner. It is a good way to
practice and use the GAMERella method to hit the ground
running. Code Liberation (New York) hosted GAMERella’s
5

How far in advance of the jam should you start planning
your jam?

Practicalities

FOUR
DIFFERENT
JAM
INGREDIENTS

If this is your first time, you need to start planning several months
before the date of the jam. Assembling the core team and
dividing tasks are the first steps. If you do not have a venue, start
looking for that well in advance as well. Emails asking for
sponsorship, support or in-kind services need to be sent out at
least 2-3 months before the jam. (If you are applying for
government funding, you might need to complete your
application more than a year before the jam.) Next, organize
your workshops. You can reach out to mentors and volunteers
about 1-2 months before the event. Also, open up your event
sign-up at least one month before the jam!
How is the theme decided?
Most game jams have a theme to help people start their
brainstorming process. A theme is usually something that is
vague enough to allow for the imagination to fly, but something
concrete enough to spark ideas. It is recommended that you
come up with the theme with a group of people -- maybe even
some of the folks that you want to see at the jam or who you
would like to organize with. At GAMERella, we throw a tea-party
2 months before the jam, where we invite women and nonbinary folks from the Montreal game industry to decide together

on that year’s keynote speaker and theme. Past themes
include “Alchemy” (2013), “Boss-Up” (2014), “Taking
Space/Making Space” (2015), “inter※section” (2016),
“resistance” (2017) and “continue” (2018). At GAMERella,
we announce the theme long before the jam so participants have enough time to form teams and brainstorm.
We like to keep the jam as stress free as possible.
Does your jam need a keynote speaker?
An inspirational speech could expand on the selected
theme to help the brainstorming process, and it can be
something you stream and record for later viewing. The
goal of the opening speech could be to give the jam a
more official framework, after all, it is a special occasion.
Choose a keynote speaker that people who’ve never
made a game before can relate with. See what you can
afford: maybe you need a local artist who wants to invest
their time in the community or maybe you can aim for the
stars. It shouldn’t make a difference as long as their
speech is relevant. Don’t be shy to approach people,
everyone is happy to support a meaningful event.
GAMERella is generally opened by a speaker chosen
during the aforementioned tea-party. Past keynote
speakers include: Mia Consalvo (Canada Research Chair In
Aleissia Laidacker (Ubisoft Gameplay & AI Director) and Brie Code (Ubisoft Lead
Programmer) giving the keynote speech at GAMERella in 2015

Game Studies & Design); Kara Stone (an indie game
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developer); Brie Code and Aleissia Laidacker (Ubisoft),
Skawennati (a Mohawk multimedia artist), Lynn Hughes (a
games researcher and artist), and Ann Lemay (a 20+ year
veteran of the industry).
Why do you need mentors and veteran jammers?
It is very important that you invite experienced game
jammers/makers and skilled professionals who work inside
and outside of the gaming industry to volunteer for a few
hours as mentors. During the event, game jammers can
expect to receive informed feedback from mentors with
expertise in areas as varied as 2D and 3D art, level design,
programming, Makey-Makey, crafting, sound design, etc.

Mentor Brent Mitchell from EA Motive helping out two jammers
at GAMERella in 2017

Providing jammers with a schedule that lists mentors’ areas
of expertise and availabilities during the jam is often
helpful for troubleshooting and consultations. Try to invite
mentors who are also knowledgeable in matters of
difference and inclusivity, and can provide assistance for
jammers interested in making their games more
accessible, inclusive, and representative of all different
types of people. Jammers in our on-site and satellite
locations have opportunities to consult briefly with
GAMERella mentors about their ideas. Satellite locations
are encouraged to also identify local individuals or groups
working on diversity or disability issues to serve as
8

Organizer Desirée de Jesus play-testing a game at the 2016 GAMERella

volunteer mentors.
What does it cost and what do you need to run a jam?
Jams can be hosted with very little money! All you need is
a room, chairs, desks, wifi and people who want to make a
difference. Look around for local businesses, galleries,
schools, hackerspaces or initiatives aimed at supporting
marginalized people to find support, financial or in-kind
gifts. Some examples of in-kind contributions are:
• computers (on loan) for those who cannot afford
one
• catering, so people don’t have to worry about food

community to find the companies and people you would
like to reach out to. You can ask your own network if they
have connections to any of these companies, but if not,
feel free to email them directly. Keep your email short and
to the point, and attach a more detailed description that
explains your event and what you are asking for clearly.
Send these emails out at least 2-3 months before the jam.
Some companies allocate their sponsorship budgets early
on in their fiscal year, which usually starts in January, so if
you know far enough in advance that you'll be planning a
jam, keep these dates in mind. The usual best practice is to
make a spreadsheet to track your correspondence,
including who you reached out to, when, whether you

(try to include options for vegan, gluten free and

followed up, what their response, and any next steps (such

kosher meals)

as more formal requests for funding in some cases). It will

• swag for a raffle at the end of the jam (e.g. games,
books, art, mugs)
• child care, so parents can join you as well

often happen that people do not respond, so feel free to
follow up once (no more), a few weeks later. Don’t just
contact one person or company, start with at least a dozen.
If someone doesn’t get back to you, you can always rely on

How do you ask people for resources/swag/money?
Do cold emails work? How do you avoid getting
discouraged if you don't hear back from anyone?
There is no magic formula to getting sponsorship for your

the others. Don’t get discouraged! You will probably get a
few NOs before you get a YES.
See the end of the booklet for an example email.

jam. You can try to get a free venue, swag for your prizes,
discount on food, etc. Go online or ask around your
9

One Step at a Time

PREPARATIONS
In this section, you will find a list of steps that will streamline

backgrounds and experiences. Please note: If your

the process of organizing your own jam. While the details

organizing team is primarily comprised of people from one

provided below are based on our experience running

particular group (e.g. cis white men), it will be difficult to

GAMERella in Montreal, they are not all necessary for the

create a space where marginalized people will feel

running of a successful jam and may vary based on your

comfortable and welcomed.

budget, size, and location. Most of these details, however,
have been included because we have run the jam for years
and we understand what works and what doesn’t.
GAMERella is not just a regular game jam. It was designed
to create new spaces for marginalized folks and that
requires additional tweaks not often considered for most
mainstream jam events and hackathons. So, please feel free
to send feedback about your jam experience and help us
make this guide better.
1. Assembling Your Team
Representation matters. It is imperative that you have
people on your organizing team with a variety of

2. Online Presence and Sign Up
You don’t need a website to run a jam, but you will need to
set up an email account (something like
JAMNAME@gmail.com) and an Eventbrite event page for
registration. Both these options are free and very user
friendly. If you are making a GAMERella satellite jam, don’t
forget to communicate your location and access info to the
Montreal team, so we can display it on the main website.
This way people from all around the world who are
interested in participating can see if there is a jam location
near them. Remember, there should not be an application
process or fee to participate in your jam. Try not to exclude

anyone; make the jam as accessible as possible. People of
all colours, genders, economic circumstances, sizes, and
abilities should feel welcomed and this should be reflected
in your promotional materials. Setting up an Eventbrite
event page (or something with the same functionalities)
will help you track capacity, demographics, food allergies
and other details. We suggest you ask for people to “define
their gender” on the ‘order form’ instead of making them
select pre-created gender options. On the sign up form,
you can also ask people if they need a computer, child
care, have food allergies, or if they have any other special

3. Graphics
It always looks good if you have a nice poster and some
visuals for your event page or social media. If you can
afford it, hire (and pay!) an aspiring graphic designer
(maybe a student) to support their work. If you are short on
budget, you are welcome to use some of the GAMERella
visual assets or get creative and do something fun on your
own.
4. Outreach

needs. As for social media, it can be beneficial to announce

Now that you have some online presence, it is time to let

the jam in the form of a Facebook event (for example), so

people know about your jam. You'll need to a bit more

that your event can have a wider reach. You don’t

work than just emailing and tweeting it out to the world.

necessarily need to make a special account for the jam on

The goal of a jam like GAMERella is to encourage and

any social media platforms, but it doesn't hurt. However,

involve people who have never made a game before. So

you should definitely consider having a hashtag for your

you need to reach out to communities that are not involved

jam, as this is the easiest way to gather information and

in games, often one by one. Get on your computer and do

keep track of participant engagement. Don’t forget to

some research. Contact community organizers, friends,

announce it before and during the jam. The hashtag we

influencers, libraries, and schools in your area to make sure

use at GAMERella is simply #gamerella. We have no Twitter

as many people outside of the regular geek circles hear

account and we only recently created a Facebook Page to

about your jam as possible. The first year might be a bit

help keep track of the growing community around the jam.

difficult, but you will make more and more contacts every
year and your jam will gain momentum. Some historicallymissing communities in games that we recommend you
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reach out to are: feminist groups, indigenous peoples,
people belonging to a language minority, people from
non-dominant ethnic groups, people with disabilities,
senior citizens, activists, LGBTIA+ folk, etc.
5. Workshops
The key aspect to organize a successful inclusive jam is to
make it accessible. Beyond aspects like creating gender
neutral bathrooms or lending computers to people in
need (which are both very welcome and necessary!), one
of the most important parts of that is helping doubtful
Rebecca Cohen Pallacios running a game making workshop before the jam in
2014

participants unlock their game-making skills. In the weeks
leading up to GAMERella, we offer three to six workshops
to teach participants how to use a variety of free and
almost-free software. Attendance is open to anyone
interested in developing their skills. We highly
recommend that you organize similar workshops. Pick
topics like Twine, Construct, Makey-Makey, pixel art, basic
game jamming tips and game design. These are simple
tools that will allow anyone to start making games after a
couple of hours. Try to find established game makers in
your town, who are willing to facilitate a workshop, and
pay them if you can. Make sure the workshops are free,

Arcade Royal, a hand-made arcade cabinet, was available for the jammers to
create games for at GAMERella in 2015
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easily accessible and take place after usual work hours.
You can see some of our old workshops online here:

https://tag.hexagram.ca/gamerella/workshops/. Feel free
to share them with your participants as free resources in
case you cannot host your own. The ultimate goal of the
workshops is to empower people and allow them to meet
other, like-minded people, and, of course, to teach them
entry-level game making skills.
6. Budget
When GAMERella started we were working with a skeleton
budget. Our founders, Gina and Charlotte, volunteered to
run the event, and we received free jam space and internet
access from the Technoculture, Art and Games (TAG)
Research Centre at Concordia University (Montreal,
Canada). At that time our only expense was food! Five
years later, our budget is significantly higher, and we are
able to pay those who help to make GAMERella successful
(i.e. anyone from organizers to photo-documentation
personnel, as well as workshop facilitators, graphic
designers, keynote speakers, etc.) The budget for your jam
should be very flexible, so it fits your needs and your
options.

7. Identifying Mentors & Ambassadors
Identify like-minded mentors from the gaming industry
who are able to provide informed feedback to participants.
Mentors are very important in GAMERella. They are the
safety net for participants who are making their first game.
Their presence is paramount! A mentor can be anyone who
is willing to donate a few hours and their expertise to help
jammers who get stuck on a problem. You should have a
variety of mentors including programmers, artists, and
game designers. Be sure to create a spreadsheet with their
skills and when they will be around during the jam, so
participants will know exactly when they can have help with
certain things. For those mentors who are also jamming,
we suggest a cool little accessory that signifies when they
are on- or off-duty so they will have quiet time to focus on
their jam project. Experienced game makers should also
be encouraged to adopt newbies. Contact them ahead of
the jam or announce it in the morning of the first day.
Working with a team of seasoned jammers can be very
educational for new people. However, make sure that the
adopting team is aware of the limitations of a first-time
game maker and that they are not only willing to be patient
and kind, but are able to focus more on helping the new
member than finishing their game (if necessary).
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1. Setting Up Your Jam Site

At The Jam

THE
WEEKEND
OF THE
JAM

How you set up the jam site will go a long way to setting the tone for your
event. First, find a large room where several people can sit around tables and
work in groups. Set up power bars for each table with as many comfortable
chairs as you can get. Remember, people will be sitting on them for a long
time!
If you can, find a space that is accessible by wheelchair, including the space
where people will be jamming and the bathroom. Don’t forget to mention
whether the space is wheelchair-accessible on your Eventbrite page! Also,
make sure to set up gender-neutral bathrooms. You can just make your own
signs and hang it over the existing ones, but do not to forget to get
permission. We want everyone to be and feel welcome!
Access to wifi is paramount. Make sure you test with a few computers at the
same time before the event to make sure that the wifi can support multiple
connections and still run at a good speed. If possible, as we mentioned
before, provide extra computers (for those who cannot bring one
themselves) to use during the jam.
We highly encourage you to create a comfortable “breakout space” for
jammers. It should be something fun, like a blanket-fort or beanbag chair
corner. It doesn’t have to cost much, just grab your twinkle lights from home,
add pillows and blankets. Set these items up in a nook so people can go

there to take a break, have a nap, a quiet conversation or
just sit in a different position for a few minutes.
2. Registration
We recommend that at the entrance of the jam site, you set
up a registration table. You can print out the list of
attendees from Eventbrite (or the service you used). This
can help you see how many people are attending for future
reference. It will also make your job easier if you are doing
catering. If your game jam is small enough, during your
opening, you can go around the room and get
introductions. You can play some ice-breakers, ask people
about their favourite games, best skills, etc. Make sure you
introduce yourself (including your pronoun), and suggest
that people do the same. If your jam is fairly large, you
should put out blank name tags, that people can customise
when they come in and register. It’s good practice to give
people a chance to wear name tags. Ask people to indicate
their names and pronouns on their name tags. There can
also be an option for social media handles, game making
skills, cute drawings and the possibility to include a symbol
for people who do not want their pictures taken. This can
save a lot of time and inconvenience for the photographer
and a lot of inconvenience if you are documenting the
event.

3. Fostering a safe and inclusive environment
If you are organizing an inclusive game jam, it is important
that you are committed to ensuring that your jam site is a
safer space for participants: this means that you must work
to create a space where people of any class, ability,
orientation, gender identity, and race are respected and
accepted. Your statement should be shared during the
opening remarks and remain visible, in some fashion, for
the duration of the game jam. If someone is being
harassed, organizers and volunteers must help participants
contact venue security or local law enforcement, provide
escorts, or otherwise assist those experiencing harassment
to feel safe for the duration of the events. We also
encourage organizers to provide local contact information
for law enforcement, sexual assault lines, taxi companies,
and emergency and non-emergency medical services. A
more detailed guide and strategies on how to call
someone out, as well as how to react when called out can
be found here on the GAMERella website.
4. Opening
Before everyone starts making their games, gather
jammers together and say a few words. You can thank the
volunteers, those who provided the location, and other
15

supporters. If you are on indigenous land, make sure to
acknowledge that and ask people to take action if they can.
You can let people know about the schedule of the jam,
house rules, cleaning, recycling, etc. If you have a keynote,
this is a good moment for them to deliver their speech. You
can also give some tips about jamming, scheduling and how
to deal with team-conflicts. See if anyone has any questions
about the theme or anything else. Wrap up the opening notes
with asking people who arrived without teams to stay behind
for the team-formation. Everyone else can go start the jam.
5. Team Formation
Right after the opening remarks, and before everyone groups
up to start brainstorming, ask people who have arrived
without a team or who are looking for someone to join their
team, to take part in a “Team-Formation Exercise.” This
exercise is best if announced when you call for participants,
so single people will feel comfortable coming to the jam.
Throughout this process make sure that you respect people’s
wishes, amplify voices of marginalized people, do not force
people to join a team they do not want to, and encourage
people to be mindful to not interrupt each other.
GAMERella participants working on their game in 2017
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•

Introductions: Have some post-its, sheets of paper,

popular, meaning they have a few names on them.

pens, and pencils ready for the exercise. Get everyone

Remove games that do not have sticky notes on them.

around a table, and going around in a circle, have
people introduce themselves. Ask for their names,
pronouns, expertise (things they can/want to do when
making a game) and an icebreaker question, like their
favourite game. Be supportive and encouraging. After
this, some people might form a team immediately.
•

Game Ideas: Continue by asking if anyone already has
a game idea. It can be something simple, like a feeling
or style. People can share their ideas and see if
anyone would like to team up with them. You can do a
few rounds of this, people usually like to riff off of
each-others ideas. People will organically start
forming teams. When they are ready, let these forming
teams go to start jamming. There should be less and
less people around the table at this point.

•

Post-it Round: Ask people to write a game idea down
on a letter size paper and pitch it to the group. Lay the
sheets out on the table, all visible. Then everybody
gets 2 sticky notes with their names on it, which they
can post on a game they would like to work on. If this
goes well you should have 2-3 games that are

•

Last Chance! Go for a second round of pitches, if
necessary, this time in a more conversational/
brainstorming style. If teams are still not clear at this
point, you can ask people to remove their secondary
sticky note. This should result in people being shuffled
into one or the other final teams that have formed
around the ideas.

Veteran Jammers: If, at the end, there are still one or two
people unassigned to a team, you can go around the jam
and see if any team could welcome them aboard. If you
have some experienced game-makers participating in your
jam, you can ask them during the registration whether they
would feel comfortable ‘adopting’ a new jammer. They can
participate at the beginning of the team formation,
introduce themselves and see if anyone would like to join
them.
For more details and explanations about this exercise feel
free to contact us! We are very proud of this method we
developed and tested for years. Please let us know if you
used this method and liked it. All feedback is welcomed.
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Liane Décary-Chen doing ice-breakers with the participants in 2018

6. Food at the event
Throughout the years we’ve learned some simple tricks to

uninterrupted work.

keep people happy and well fed, and their keyboards

One of the most important things to watch out for is food

clean. Thanks to funding partners, at GAMERella we are

allergies. Use your sign-up system to learn about people’s

able to cover a simple meal for the participants and

dietary restrictions ahead of time. Make sure you research

provide some snack, coffee, and tea options. It might not

options for vegan/kosher/gluten-free/lactose-free/peanut-

be possible for your satellite at this stage, but it can make a

free dishes.

difference for a few participants financially. It also allows
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people to stay on-site and have long hours of

Main meals: Pizza is a cheap and obvious choice, and
while it is good to have that for one lunch, try to avoid
having it on both days. We suggest you offer a healthy
option one day and you can settle for fast food the other
day. Or mix it up, have a salad option next to sandwiches/
pizza/etc. Food that is not too messy or greasy is the best.
Most people grab their food and go right back to their
computers to keep working. So, food you can hold in one
hand is great!
Snack: Providing an unlimited supply of free coffee and
tea is a cheap way to keep people happy. (Don’t forget
alternative milk and sugar options!) Doing so helps people
to stay caffeinated and on-site. Making some sweets
available to jammers is also a nice gesture. Just make sure
to have some fruits next to your candy bowl as well.
Bonus tip: It might not be the healthiest option, but
serving hot chocolate and cookies in the afternoon can be
a major morale boost. People often “crash” in the
afternoon, and sugary snacks and fruit can make a big
difference. If you want to mix it up, organize a dance
minute in the afternoons, wherein everyone has to get up
and dance for one minute. It’s a cheaper and healthier (but
no less fun) way to wake people up!

7. Cleaning & Environment
If you don’t have a lot of people helping, you can ask
different jammers to help you to keep the site clean. When
serving food and coffee, even the most caring jam crowd
will generate a decent amount of mess. Walk around
regularly to pick up empty cups and trash. If it is possible,
ask people to bring their own cups from home, or get
compostable cups/plates/utensils to minimize
environmental strain.
8. Connections
If you have a chance, you can set up a computer to stream
live video from your location. There might be a few people
who cannot be on location, but would like to jam with
everyone from home. You can also pick a hashtag to
provide another way for the jammers and organizers to
interact with each other and the public. This is also a good
way to document your event. We also encourage you to
take pictures or videos. Make sure that people are aware
and consent to your photographs.
9. Child Care
If your budget allows, try to help parents who wish to jam
by providing child care at the jam site. Since this is the first
19

year we will be doing this in Montreal, our advice in this
area is not as seasoned as for other points, but we
encourage you to make sure to find someone with
experience, take care of insurance and whatever
regulations your city has for child care. It is paramount that
the children are safe and parents are worry-free.
10. Emotional support
If your budget allows, you should look for someone who is
trained in active listening, has great people skills and
experience with harm reduction and trauma repair. At
GAMERella we have someone on-site all the time whose
only job is to make sure people have someone to talk to
when the organizers are busy running around. This person
should be able to help when a team or a person has
concerns or a conflict, when someone is feeling unwell in
the space, or when someone needs some space or
someone who just listens. A jam is a very stressful
environment, so it is important not to overlook these
things. As an organizer you will be exhausted and having
someone there for emotional labour, can make or break
the experience for a lot of people especially for
neurodiverse jammers.
Moments before the end raffle of the 2016 GAMERella Jam
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11. No Sleepovers
Many game jams promote working for uninterrupted,
hours-long sessions. While that approach is often efficient,
we prefer to create an environment that puts more
emphasis on self-care and mental health than efficiency.
Please send people home at the end of the first day, so
they can get a good night’s sleep without feeling that they
are missing out. Encourage people to take breaks and take
care of their needs!
12. Games
All GAMERella games are uploaded to our itch.io site.
Itch.io is a free online game host site, that supports indie
and alt games.
Please ask your participants on Sunday evening to upload

you are welcome to contact local companies and
businesses for swag. If you get enough things, it is fun to
throw a raffle at the end of the jam. However, if you are a
strong believer in giving out trophies, make sure everyone
gets one (for participation) or ensure that the trophies
awarded are not tied to competition. Meaning, try to avoid
awards for “1st“ or “best” games. Instead have an award for
the “game with the most cute animals in it” or “most poetic
game” or “game with the funniest jump mechanics.”
14. Public Playtest
At the end of the jam, it is common practice to host a
public playtest. Ask jammers to set up a working copy of
their game, including a sheet of ‘how-to-play.’ Encourage
jammers to play each other’s games, give and ask for
feedback. Beyond being useful for the game makers to see

their games to this site:

where their games can use some improvement, public

https://itch.io/jam/gamerella2018

jam site and see the games made. Save some of your

playtest are also great for friends and family to come to the
refreshments and snacks for this event.

13. Prizes vs. Awards
GAMERella aims to be a judgment-free space, which
means that unlike other jams, we discourage a jury and the
distribution of awards at the end of the jam. Alternatively,
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When the jam is over and you’ve slept for a few days, arrange a meeting
with your team and talk about what went wrong and what was great.
Save the statistics from your registration sheet, as well as photos and
videos. These can be useful if you decide to apply for funding in the
future and we would also appreciate it if you sent your documentation
our way! At TAG and GAMERella we are committed to encouraging firsttime game jammers to improve their skills, to try out risky and
unconventional design ideas, and to meet other developers. This is
integral to our desire to celebrate and increase diversity of
representation amongst the game development community. As such,
we look forward to hearing about your experience and welcome
opportunities to make subsequent inclusive game jams even better.
How to Contact Us
Throughout this document, we have asked you to reach out to us to
share your experiences, tell us your suggestions to help us improve this
guide, and let us know what amazing things you make! To reach us, you
can send an email to tag.coordinator@concordia.ca or check out the
GAMERella website at https://tag.hexagram.ca/gamerella/. We hope to
hear from you!

Sample GAMERella Schedule

Sponsorship Email Template

Day One

Dear NAME,

8:00am

Set up jam site

9:30am

People arrive, grab coffee and socialize

10:00am

Welcome
Announcements (re: jam tips, order of
events, etc.)
Keynote

11am

Group formations & Adopt-a-newbie
Work begins

2pm

Serve lunch

9pm

Work is over, please go home and do
self-care!

Day Two

My name is NAME, and I am one of the organizers of
GAMERella, a workshop series and 2-day game jam hosted
at VENUE. The goal of GAMERella is to find, bring together,
educate and empower women and marginalized people
who haven’t had a chance to make a game before. (For
more information please see our website at https://
tag.hexagram.ca/gamerella/).
2019 marks the 6th year of GAMERella and we will be
bigger than ever before. I am contacting you because we
are in need of prizes for the end of the game jam. I am
hoping that you will consider donating some swag for our
participants to receive. Your support could help us preserve
a big portion of our budget to give our participants
important necessities during the jam: free computers and
other equipment, access to daycare, industry mentorship,
networking opportunities and more.
GAMERella has become a Montreal game development
institution, launching the carriers of many people. We get
bigger and more diverse every year, attracting national and
local press in over forty outlets, including the Canadian
Broadcasting Corporation, The Globe and Mail, and Rock
Paper Shotgun. We would love to share the spotlight as well
as the joy of bettering the games industry with you.

8:30am

Set up refreshments

9:00am

Work begins

1:00pm

Serve lunch

4:00pm

Updates & last-minute debugging

5:00pm

Time’s up, upload games to itch.io!

Please see our attached info sheet for details or email me if
you have any questions!

5pm - 7pm

Public playtest

6:30pm

Raffle & Closing Remarks

Thank you for your time,
NAME
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