
DESIGN BRIEF

A person’s values drive many parts of their 
life, especially their patterns for giving to 
charitable/non-profit organizations. When 
their values match that of the cause they give 
to, they reinforce their sense of identity and 
see greater benefits from the giving process. 
Turning our values into actions can be a chal-
lenging process. Your challenge: name and 
design an app that turns personal values into 
actions that have a measurable benefit. Use 
technology to make supporting causes more 
than just a transactional experience. 

GETTING STARTED

There are a number of necessary steps to take before you 
start to build your app:

1. Create the values-identifying/values-matching part.  
 What does the user need to identify and prioritize their  
 values? How will a user be able to input their values, and  
 what happens when they do? Which value areas (finan- 
 cial, dietary, activist, cultural, etc.) does your team wish  
 to include? 

2. Identify the primary action(s) the app takes, based on  
 the user’s input. Among the options available to you:

• An app that serves as a “personal life coach/advisor,” 
offering the user specific activities based  
on their values

• An app that serves as a “matchmaker,” connecting 
the user with one or more non-profits or fundrais-
ing-for-good organizations based on shared values

• An app that serves as a “charitable stockbroker,” encour-
aging the user to setup their own customized fundraising 
and giving plans

3. Identify the recipient(s). Will the app benefit the user  
 only, their networks, or the public at large? 

4. Identify how the user will be rewarded for using the  
 app. These benefits may be internal, external, or both, and  
 based on regular usage or achieving certain levels of   
 usage. Are there opportunities for gamification, leveling  
 up, gaining points, or making others the beneficiaries of  
 your actions? How can these keep the user engaged over  
 time, on a recurring basis, or permanently?

Your answers to these and similar questions may generate 
ideas about how your app can be a useful tool on both a prac-
tical and an emotional level. 

Your app must be created in Adobe xd with a minimum of 15 
screens. You may use any Adobe tool at your disposal to cre-
ate parts of your app (including artwork, logos, or text), but 
you must use Adobe xd to compile and present them.

AREAS OF CONSIDERATION

Consider the possibilities of your app:

• Instructional. Does it teach the user information in a 
specified cadence?

• Advocacy. Does it ask the user to encourage others to take 
a specific action?

• Social engagement. Does it create or strengthen relation-
ships with others in the user’s network?

• Agency. How can it empower the user in measurable ways?

Consider elements of an effective app:

• Name. How does the app’s name generate interest in and 
encourage use of it?

• Flow. How does the user move through screens for maxi-
mum benefit?

• Tone. How should the app communicate with the user, 
and how does that communication impact the user’s 
intended outcomes?  

• Imagery. How can positive, empowering imagery help the 
user’s experience?  
 
 



Finally, consider the capabilities of Adobe xd at your disposal 
to help flesh out your app:

• Auto-animation features. How can animations within and 
between screens help the user get what they need from 
the app? Make sure they don’t distract the user or conceal 
the purpose of the app.

• Creative Cloud libraries. Look at how you can build a suite 
of images, color palettes, logos, and other visual ele-
ments for easy implementation across your app.

• Data visualization. Users have the potential to generate a 
lot of data in the app. How can you make this data valu-
able and present it in an engaging way?

• Voice functionality. Consider how voice elements  
can enhance the experience for the user.

SUBMISSION AND PRESENTATION

Submit your app prototype to complete the challenge. 
When your screens are designed in the correct order and 
ready to be exported, follow the below steps. Adobe xd will 
generate a url that simulates how a user moves through 
your app, and you must submit it by the end of the com-
petition period. Complete instructions on how to publish 
your prototype in xd and generate a url are available here.

Fill out the submission form at cjam.in/oxfamsubmit. Pro-
vide the information requested including the url proto-
type with  a brief 150-word abstract about your app.

You have until 11:00 am pt / 2:00 pm et / 7:00 pm bt on Fri-
day, August 21 to create your prototype, and submit for entry. 
Teams submitting or changing their prototype after that 
time will be disqualified.

Between Friday, August 21 and Saturday, August 22, all 
entries will be reviewed by a panel of design profession-
als, which will identify 10 teams to proceed as finalists. 
The panel will seek a demonstration of your concept and 
design-thinking clarity, and because they’ll review proto-
types without a verbal explanation, make sure yours can 
speak clearly on its own. 

Prototypes will be based on the following criteria:

• 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?

Finalist teams will be notified on Sunday, August 23 and 
asked to attend a tech check session on Monday, August 
24 to ensure they’re prepared to present their prototype to 
a panel of finalist judges during the Jam finale session on 
Tuesday, August 25. Teams will have only three minutes 
each to present their app. Finalist judges from Adobe and 
Oxfam America will evaluate each prototype on the above 
criteria, plus the strength of teams’ verbal presentations. 

GOOD LUCK! 
If you have any questions, email us at jams@adobe.com.


