
Teachers and students can make his-
tory exciting by bringing stories into 
the classroom to engage students and 
enhance classroom presentations.

A+E Networks’ flagship channel HISTORY, was 
launched in 1995 as The HISTORY Channel. The chan-
nel has covered a wide range of historical periods and 
topics, while similar themed topics are often orga-
nized into themed weeks or daily marathons. Subjects 
include warfare, inventions, aviation, mechanical and 
civil engineering, technology, mythical creatures, mon-
sters, unidentified flying objects, conspiracy theories, 
aliens, religious beliefs, disaster scenarios, apocalyptic 

“after man” scenarios, doomsday, and superstitions. 

The Challenge.  Using the examples in HISTORY’s deep 
catalog of video and editorial content to create a teach-
ing and learning experience, ultimately resulting in a 
HISTORY Classroom app (use brand assets here: https://
cjam.in/ae-assets). The conceptual mobile app you cre-
ate will result in a teaching tool for K-12 teachers OR a 
research tool for students at any level.

The HISTORY Classroom educational app and may 

focus on one or more functions (as you see fit):

• To help teachers create lesson plans
• To be a marketplace of reference material 

for teachers
• To help students demonstrate historic lessons 

in presentations
• To help grad students append and collect research

Think about how you want to create the HISTORY Class-
room experience. How should the app work? How may 

one choose from a repository of videos and online arti-
cles and use them in lesson plans, projects, and presen-
tations? Will you want to give students and teachers 
the ability to collaborate? What grade levels or age 
ranges will you cater to?

Tips.  Begin with paper and sketch out areas of con-
tent and navigation. List a few functions with your 
team on which to focus on. Don’t worry about login 
screens or paywalls. Think about the placement of 
navigation and ensure target areas are large enough 
to accommodate a fingertip. Focus on function and 
concept first before making it pretty, but adhere to 
the brand standards as much as possible. You can 
use wireframe elements to layout content. Use real 
content in areas where context must be understood. 
The concept and purpose of the app must be clearly 
understood without too much explanation.

References.

• History.com: https://www.history.com (pay attention 
to shows and video content as well as Topics, Stories, 
and This Day In History)

• History Classroom: 
https://www.history.com/classroom

• History Vault: https://www.historyvault.com/featured 
(you will not be able to watch videos, they are behind a 
paywall), but you can browse content on the 
“Featured” and “Collection” pages.

This outcome is not spec work, it is purely a demonstration 

of your process. Your project ideas will not be used by Adobe 

or A+E Networks. However, if your idea is something that A+E 

Networks is interested in, you agree to be contacted for further 

collaboration and/or development.
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p r o j e c t  e v a l u a t i o n

• How well are they solving the presented challenge?   

• How well did they consider usability and flow?      

• How innovative is the solution presented?

• Are they effectively using visual design principles? 

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

•  Projects must be created and shown interactively in 

Adobe XD with 10 or more prototype screens con-

nected together through links

•  The judges seek a demonstration of your idea to under-

stand your clear concept more than hi-fidelity visual 

design

•  Projects must have been created during this event and 

not be from any previously created projects

•  Projects must contain only original content, artworks, 

Adobe Stock images, provided HISTORY assets, con-

tent from the noted HISTORY references, or cited 

images and text.

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

•  Submissions are due on Sunday, February 23 at 2pm 

ET/11am PT via https://cjam.in/ae-submit

•  In addition to your prototype URL and team contact 

information, please provide a 150-word abstract to 

provide context for the judges’ review.

•  All email addresses must be campus-provided

•  Finalists will be announced late the evening of Sunday, 

February 23rd and will be contacted with more infor-

mation on how to present their work to the judges

•  Finalists are required to attend a tech check on Mon-

day prior to the Creative Jam finale

•  No additional files, slide presentations, or background 

info will be accepted in addition to the prototype URL

p r i z e s

Prizes include Amazon gift cards for each member of the 

winning team in the amounts below.

•  First Place: $250.00 / team member (and backpack 

filled with Adobe swag)

•  Second Place: $200.00 / team member 

•  Third Place: $150.00 / team member 

•  Fourth Place: $100.00 / team member 

•  Fifth Place: $75.00 / team member 

•  Sixth Place: $50.00 / team member 

All finalists get a one-year student subscription to Adobe 

Creative Cloud (worth up to $240). Winners will be con-

tacted via their campus-email address within 14 days to 

coordinate prize fulfilment. Prizes must be claimed within 

90 days of delivery. 
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