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Abstract  

 

This paper reviews highlights from my research one educationally related Kickstarter campaigns, 

including case studies of two successful campaign founders, insights from a qualitative content 

analysis of 245 successful educationally-related campaigns, and a detailed description of 

successfully funded campaigns related to adult education.   
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Introduction
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directions from the material at hand.  Kickstarter is a fertile platform for the adjacent possible; a 

place where these successful Kickstarter campaigns 
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The verb ‘crowdfund’ means to “fund (a project or venture) by raising money from a large 

number of people, each of whom contributes a relatively small amount, typically via the internet” 

(Oxford English 
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restrictions dried up startup capital (Antonenko et al., 2014). Kickstarter was launched in April 

2009. 

Informal learning among adults is a diverse, broad, and important area of study.  Rogoff 

et al. (2016) noted that the common definition of informal learning is simply learning done 

outside of formal educational systems, though their work explores informal learning beyond this 

commonly accepted definition.  Adult learning—when people are beyond the age of traditional 

formal schooling—is often informal.  Cyril Houle (1996) a major scholar of adult learning, 

described adult education as: 

The process by which men and women (alone, in groups, or in institutional 

settings) seek to improve themselves or their society by increasing their skill, 

knowledge, or sensitiveness; or it is any process by which individuals, groups, or 

institutions try to help men and women improve in these ways. (p. 41) 

This definition encompasses the products and services in the Kickstarter campaigns categorized 

as adult learning in this research.  

A Kickstarter campaign can begin with just an idea and grow from there.  A founder 

gives a title, a description, a funding goal, and a time limit. Videos are optional but have become 

de facto requirements for successful campaigns over the last five years—every campaign in the 

data set had a video.  Part of the allure are tiered rewards for funding—the more you give, the 

bigger the reward.  You can get multiple or deluxe versions of a product, VIP access to an event, 

or, for lower amounts of funding, some related merchandise or public acknowledgement as a 

funder.  The campaign solicits backers through the Kickstarter page and other social media 

platforms—usually that of the founder and it starts with his existing social media community.   If 

the campaign reaches its funding goal, the backer keeps the money, minus a 5% commission to 
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Kickstarter and between 3-
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fulltime financial educator. She has developed online courses, workshops, and public speaking 

engagements dedicated to the importance of financial literacy. The Kickstarter campaign for the 

book is one relatively minor product in a suite of business ventures and advocacy efforts.  

Tiffany and Jeremy differ in products, motives, locations, gender, race, and trajectories 

that their campaigns have taken their careers. Nevertheless, they share a pivotal similarity, one 
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What each one represents is one of the main findings of me research—that educational 

Kickstarter come if five distinct categories.  All of the 245 campaigns—that span 77 Kickstarter 

categories—are either an organizational initiative, digital product, legacy media (print books, 

board game, a medium popular before 1990), tangible product, or documentary film. These are 

like containers that hold the content or ‘subject’ of the campaign.   I think this was fundamental 

finding of my research because it gives a vocabulary to use and share.  It can be a helpful starting 

point to other researchers as well as current and future Kickstarter founders to conceptualize 

campaigns.  The 10 leading subjects that filled these containers were: well-being, STEM, 

environment, adult education, developing nation, young children, art, music, race, and girls’ 

education.   

The examples below from each of the categories can help delineate the boundaries of the 

terrain. 

• Organizational--ENVELOP--a space for performance and education focused on 

immersive audio (Willits, 2015). 

• Digital Product--Queer Kid Stuff—a Webseries that explains LGBTQ+ issues to young 

children (Amer, 2018). 

• 
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Kickstarter—Organizational, Documentary Film, Legacy Media, Digital Product and Tangible 

Product.  Successful campaigns for adult education are heavily promoting organizations and are 

infrequently promoting tangible products.  Looking at these successful campaigns can offer us 

offer glimpses into future trends and issues in education.  
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