No Fun: Queer to Play

A Methodology for a safe-space game jam




Planning and risks

Where, who, what and why of game-making

r‘

‘ N

The space of the building in which the game jam will be held must meet several
conditions. In addition to accessibility for attendees, it must also have a large enough
kitchen and dining room, a work room with strong internet connection, work tables, and
a separate room for sleeping. Ideally, the space is used exclusively for - kitchen for
communal meals, sleeping room for rest and sleep, and the work room as the only space
where work can be done.

The games that will be used for introductions should encourage creative and above all
narrative thinking. In our case, we used Long time listener, last time caller and an classical
introduction round with matchsticks (everyone lights a match and talks about themselves
while it burns without mentioning their professional life or knowledge). This phase should
last no longer than 2 hours.

A therapist with training in crisis intervention and especially extensive experience working
with queer clients should be present for the duration of the gamejam. Participants should
be introduced to this person during the get-to-know-you games and be informed of their
presence on a regular basis.



Planning and risks

Where, who, what and why of game-making

Ideally, a person with extensive experience with the game jam format, game
development, and multiple programming languages must be on-site for the duration of
the game jam. This person must also be able to calmly and willingly assist anyone with any
problems and seek the most economic methods for those who have no such experience.

Participants will ideally be asked to complete a short questionnaire a few days before the
gamejam itself. This questionnaire asks for: name, email, preferred gendering, level of game
development experience, and self-identification (this field is optional, but will help create
teams in which representation of different queer identities and experiences is more or less
even). It is extremely important to reach out to people employed in the game development
industry to form the technical basis of each team. The content of the questionnaires is
known only to the organizers.



Implementat principles
Meet, play, divide and make together

The duration of the gamejam should be limited to a maximum of three days, and the
choice of date is essential. Ideally, it should be a weekend extended by a Friday during
a part of the year that is not too busy for students and those working in the gaming
industry.

During the get-to-know-you playtime, the absolute prohibition of sharing professional
experiences should be paramount. Relationships should be formed based on sympathy and
access to narrative construction. All participants should be equally (dis)advantaged in the
game so that primary hyerarchies are erased as much as possible.

It should always and repeatedly be communicated to the participants that their work will
not be scored, no winner will be announced, no jury is present, and all judging is prohibited.

All participants are divided into teams of 3-4. Based on the questionnaires received, the
composition should be arranged so that each team includes at least one person
knowledgeable in game development, as much gender balance as possible, and

a sufficient number of queer people.



Implementat principles
Meet, play, divide and make together

Each gamejam has a theme. Ideally, choose one that aims for transgression or an ending
to build upon. Examples of potential themes include: the end of the world, a glitch, some-
thing completely different, a hack, playing both sides...

After the gamejam begins, one must insist on maintaining a rhythmicity that does not lead
to overwork. This can be most fundamentally done by insisting on communal breakfasts,
lunches and dinners, which always take place at the same time and for the duration of
which working is forbidden. Meals are held together, communally, regardless of team affili-
ation.

The therapist must be present for at least a few hours each day. These times must be
made known to all participants in advance. Likewise, the therapist must be available by
phone for emergencies in their absence.



Aftercare, assesment

Show, ask, share, exchange, show off

After the gamejam is over, there is a joint play session. Where everyone can play the
other teams’ works accompanied by short presentations. Questions can be asked, but
there should be no evaluation from the organizers.

With the help of the therapist the participants will share their experiences and
impressions with each other as the last event in the same way as they got to know each
other at the beginning. That is, they talk for as long as the match burns in their hand.

Participants are sent a questionnaire after the gamejam that asks about: overall
evaluation, satisfaction with their own play, the team, the space, the food, the
therapist, the technical support, and how they rate respecting their identity.



