
The Creative Collective, General Assembly, 

and Adobe all possess missions aligning to  

the concept of access. Access to software, 

access to inspiration, access to creative lead-

ers, and so on. The Creative Collective is an 

agency immersed in culture, and dedicated 

to facilitating brave spaces for multicultural 

creatives. They work with brands to create 

pathways and activations for BIPOC creatives. 

Armed with new inspiration from the keynote 

and the Adobe XD bootcamp, we’re asking 

you to pay it forward.
 
The Challenge: 
Design a third-party mobile app to help underrepre-
sented creatives access hiring opportunities, showcases, 
communities, and/or other resources that ultimately 
empower them and allow them to thrive.

This is not meant to be a Creative Collective product, but 
rather one of your own creation.  Consider these import-
ant questions before you start designing:

Who is the product’s user and what problem does it 
solve for them? You must select which group(s) define 

“underrepresented” as app users: BIPOC, neurodiverse, 
disabled, etc., or another group(s) of your team’s choos-
ing. All of these groups desire to highlight themselves, 
but they may not see existing platforms working for 
them. How can using this app empower and help them 
amplify their creativity? How can professional diver-
sity add to the value to the product? Think also about a 
breadth of reasons to use the app vs. a focused use. 

Who is the user’s audience? Who will the user want to 
communicate to? It may be the public at large, brands, 
creative organizations, cultural institutions, affinity 
groups, or other audiences. Add specific functionality 
to the app that speaks to their audience (i.e. contact, 
portfolio, external links, blog). Identifying the audience 

and designing for them will be as equally important to 
your work as understanding and designing for the user.

How can you encourage continued usage of the app? 
Think about how often the user will engage or progress 
through it, and how their needs may change over time 
(i.e. seeking work, inspiration, a shout out/spotlight).

How can you differentiate your app? Other tools in 
this area may be similar; LinkedIn focuses on professional 
experience, Behance shows portfolios, etc. You must craft a 
unique platform—one which may be more comprehensive, 
or more narrowly focused—to be inclusive and engaging, 
particularly for your identified audience.

A few recommendations to get started:
•   Begin with paper and pencil to sketch out areas of con-

tent and navigation.
•   List out a few of the priority functions based on your 

answers to the above questions.
•   Save login and splash screens for later in your process.
•   Work on concept and function first, then adhere to a 

visual design system as much as possible. Use UI kits 
and wireframe elements to layout content quickly.

•   Use real copy in areas where context must be under-
stood; the app’s concept and purpose must be clearly 
understood without too much explanation.

•   Keep a record of the sources of images and other ele-
ments you use in your app, as you’ll need to include 
them as part of submitting it for judging. 

•   Look comprehensively at the app’s functionality, naviga-
tion, readability, and visual hierarchy before coming up 
with a name. However, the app’s name is important to 
generate interest in it for potential users.

•   Please review our faq page (https://cjam.in/help) for 
more information to commonly asked questions about 
the Creative Jam process and Adobe XD. 
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p r o j e c t  e v a l u a t i o n  q u e s t i o n s

• Does the solution address a target audience and their needs?

• Does the prototype solve the problem in an innovative way?

• Is the user experience and interface intuitive?

• Is visual design used in a thoughtful and meaningful way?

• See rubric for more details: https://cjam.in/rubric0720

m a n d a t o r y  s u b m i s s i o n  r e q u i r e m e n t s

•  Projects must be mobile apps, answer the challenge, and 

respond to all aspects of the evaluation

•  Projects must be created and used interactively with 15 

or more unique prototype screens connected together 

through links in Adobe XD

•  Projects must have been created during the event time period 

and not be derived from previously created work

•  Projects must contain only original content, artwork,  

Adobe Stock images, or royalty-free images; or copyrighted 

images/illustration/text with source citation (add this infor-

mation to the submission form)

s u b m i s s i o n  p r o c e s s

•  Submissions are due by or before Sunday, August 30  

at 11:00 am PT / 2:00 pm ET / 7:00 pm BST to  

https://cjam.in/gasubmit

•  In addition to your prototype URL and contact information, 

you must provide a 150-word abstract that answers the proj-

ect evaluation questions

•  Finalists will be contacted on Monday, August 31 about 

what’s needed to present their apps in the finale

• A presenting team member MUST attend a scheduled tech 

check on Thursday, September 3 to present and win a 

grand prize

•  No additional files or presentations will be accepted outside 

of the time-stamped prototype link.

e x p o r t i n g  p r o t o t y p e  l i n k s

Use these settings to share your proto-

type: Under View Setting select ‘Cus-

tom.’ Check: Open in Full Screen, Show 

Hotspot Hints, and Show Navigation 

Control. Deselect/Uncheck Allow Com-

ments and Deselect/Uncheck Include 

Design Specs.

The link you create must start with 

xd.adobe.com

q u a l i f y i n g  p r o j e c t s

All teams that submit a qualifying prototype will receive a one- 

year subscription to Creative Cloud All Apps (valued up to 

$636 usd). 

p r i z e  f u l f i l l m e n t

Winners will be contacted via the email address used for their 

registration within 14 days to coordinate and deliver prizes. All 

prizes must be claimed within 90 days of the Jam. Prizes will be 

fulfilled within 2–4 weeks of the event.

The project outcome is not spec work; it’s purely a demonstra-
tion of your talent and process. Project ideas will not be used by 
Adobe, General Assembly, nor The Creative Collective.

Questions? Email jams@adobe.com
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