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Mobo Game Jam Brief 2020
This year, we've all experienced fear and uncertainty. No one knows what is next. But no
matter what life throws at us, we all need to rely on clean water.

Our changing climate is already affecting our access to this vital resource, most of all for the
world's poorest people. Now more than ever, we need to start thinking about how we ensure
that everyone everywhere, has access to clean water.

785 million people in the world – one in ten – do not have clean water close to
home. 40% of these people live in sub-Saharan Africa.

With clean water on tap, people's lives and livelihoods are protected. They can meet their
basic needs, stay safe and healthy, and work together to support themselves.

Games have the power to tell stories, solve problems and inspire change - how would you
harness this power to create a future where everyone has access to clean water?
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Your instructions

Create a short game or game idea that fits the above brief and showcase it in a video
submission no longer than two minutes. You can use in-game footage, designs you have
made, or a paper prototype to demonstrate your short game or game idea.
Initial resources to support brief

Check out some examples of WaterAid’s socially conscious games:
•

wateraidgames.org

Find out more about climate change and the link to clean water:
•

washmatters.wateraid.org/climate-change

•

wateraid.org/uk/the-crisis/water/climate-change

•

Read the full competition Terms and Conditions here

•
•

Do you have a question? Check out our Frequently Asked Questions here
Watch our Mobo masterclasses here

Differentiated success criteria

Use the success criteria below to help you to answer the brief:

‘Games have the power to tell stories, solve problems and inspire change - how would you
harness this power to create a future where everyone has access to clean water?’

Entrants will be judged on the success criteria outlined below. There are specific success
criteria for each of the following age groups:
🌢 Category 1: 8 - 11 yrs

🌢 Category 2: 12 - 14 yrs
🌢 Category 3: 15 - 18 yrs
Each success criteria contains the following categories:
🎨 Art

🎮 Technical

📐 Design

📹 Video production

🦻 Audio

🌎 Social issue
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Category 1: 8 - 11 yrs
Art
●
●
●

Your game art needs to help make the game feel more real.

Does your art show what time and location your game is set in?
Your art should make the game more enjoyable to play.

🌢 HINT: Do some research to help you create a realistic game feel. You could use
ideas from multiple different time periods or locations to help you.

Audio
●
●

Make sure you use music and sound in your game.

Your sound should be inspired by the people, location and cultures you have in your
game.

●

Try using your own sounds and real-life recordings. This will make your game more
believable.

🌢 HINT: Research the type of people in your game. Think about the music or sounds
of nature that they might be exposed to and try to recreate this - tune into one of
our Mobo masterclasses to learn how.

🌢 HINT: If you are submitting a paper prototype, consider how you might describe the
sounds in your game. For example, you might describe a stream as a gentle trickling

sound that bubbles at a low volume in the background of your game. Another example
is how you might describe footsteps as a frequent ‘pitter patter’ on a hard surface

every time your character walks. You could even add detail about what you would

use to create these sounds at home. Tune into one of our Mobo masterclasses to
learn how.

Design
●

You can base your game on one that already exists, or you can create something
totally new.

●

You might need to give the player some information to help them understand how to
play the game.

●

Always look back at the brief to help you with your game design.

🌢 HINT: Think about a time you have written instructions for someone or something.
Use phrases like ‘firstly’, ‘secondly’ and ‘next’, and use command words like ‘turn’
and ‘create’ to direct the player.

Technical
●

Think about how your character and game objects move around the world - what
buttons will the player need to press to do this?
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●

We use physics to understand how objects move in games - how might you show
this in your submission?

●

If you are submitting a paper prototype, you’ll need to demonstrate that you have
considered

the

interactions

and

physics

happening

within

your

game.

Use

algorithms/pseudocode to demonstrate the programming that would be needed in your

game if you were to create a digital version of it. Tune into one of our masterclasses
to learn how.

🌢 HINT: If you have used an environment like Scratch to make your game, then show
the programming you used to make your game interactive.

🌢 HINT: You might draw a flowchart which shows the different instructions you would
need to program into the computer to make your character move or pick up an object
etc.

🌢 HINT: One example of physics acting with an object in motion is how gravitational
force pulls a tennis ball to the ground if you drop it. If there was no gravitational force
pulling your tennis ball to the ground, it would stay floating!

🌢 HINT: Show instructions for how your player will change things in the game - make
sure to include things like which buttons they need to press.

Social issue
●
●

How does your game teach the player about climate change and lack of clean water?

Your game should show how the lives of different people are affected by climate
change and lack of water e.g. girls, boys, adults, farmers.

●

Think about ways to improve the lives of the world's poorest people.

🌢 HINT: Explore the WaterAid Website to see how their games teach about important

issues: wateraidgames.org. Important lessons can be included in fun activities or tasks!

Video production
●
●
●

How would you make people want to buy your game?

Your video explaining your game should be exciting and excellent quality.

Look at trailers and adverts for real-life games to give you an idea of how your
submission should look.

🌢 HINT: Try out different camera angles, effects and different lighting to make your video
more creative.

🌢 HINT: Make sure you have carefully read the full video submission guidance before
starting production.
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Category 2: 12 - 14 yrs
Art
•
•
•

Does the art used support the gameplay as well as the brief?

Does your art style show the time period and location of your game?

Your art should complement the experience and playability, rather than distract from
it.

Audio
•
•

How will you use music and sound design in your game?

Is your sound design inspired by the people, location and cultures depicted in your
game?

•

Using your own sounds and real-life recordings will make your game more believable
and immersive.

Design
•

You can add a new twist to an existing gameplay, or you can create something totally
new.

•

Think about the information that the player might need to know to be able to play
your game.

•

Always look back at the brief to guide you with your game design.

Technical
•

Think about how your character and game objects move around the world - what
buttons presses are involved for the player, and what does this movement look like?

•

In-game objects, characters, and environments are often affected by physics - how will
this impact how your game is played and how will you represent this in your
submission?

•

Games often have multiple levels. How does the player move from the first level to
the second (or further). What programming is needed to make this work?

•

Demonstrate how this works through examples of pseudocode and/or a programming

language like Python or Java (or other); and through in-game footage of this in action.

Social issue
•
•

How does your game inform the player about climate change and lack of clean water?

Your game should show how different groups of people are affected by climate change
and lack of water e.g. children, adults, farmers, different genders.

•

Think about ways to solve the problems the world's poorest people experience due to
climate change and lack of clean water.
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Video production
•
•

How would you make people want to buy your game?

What tools and software can you use to create a high-quality, professional video that
explains your game?

•

Look at trailers and promotional videos for real-life games to give you an idea of how
your submission should look.

🌢 HINT: Make sure you have carefully read the full video submission guidance before
starting production.
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Category 3: 15 - 18 yrs
Art
•
•
•

Does the art used support the gameplay as well as the brief?

How does your art style reflect the time and location of your game?

Your art style should complement the experience and playability, rather than distract
from it.

Audio
•
•

How will you use music and sound design to elevate your game?

Is your sound design inspired by the people, location and cultures depicted in your
game?

•

Using your own sounds and real-life recordings will make your game more believable
and immersive.

Design
•

Does the game adopt an interesting twist on recognisable or existing gameplay, or
does it create something entirely new?

•
•

How much information does your player need to know to be able to play your game?
Always refer to the brief as a guiding star for your game design.

Technical
•

Think about how your character and game objects move around the world - what
buttons presses are involved for the player, and what does this movement look like?

•

In-game objects, characters, and environments are often affected by physics - how will

this impact how your game is played and how will you represent this in your
submission?
•

Games often have multiple levels. How does the player move through the levels?
What programming needs to be put in place to make this work?

•

Demonstrate how this works through examples of pseudocode and/or a programming

language like Java, Python, C++ or other and through in-game footage of this in
action.

Social issue
•

How will your game seek to raise awareness of key social issues (climate change,
water shortages, water preservation, sustainability) and educate the target audience?

•

How have you shown the ways in which climate change can shape the physical and
human environment? Consider the impact on soil, rain, agriculture, livelihoods, access
to education, hygiene, food preparation.

•

How are different demographics impacted by climate change and lack of clean water?
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•

Think about ways to mitigate climate change and to overcome lack of clean water.

Video production
•
•

If your game were a real product, how would you market it to your target audience?

What tools and software at your disposal could you use to create a high-quality,
professional submission?

•

Look at trailers and promotional videos for real-life games to give you an idea of how
your submission should look.

🌢 HINT: Make sure you have carefully read the full video submission guidance before
starting production.
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Video submission guidance
To submit to the jam, you must create a video submission no longer than two minutes that

explains your game. This video submission will be given to our panel of judges for shortlisting.
When creating your video submission, you must include the following:
•
•

Explain your game: how do you play it, what are the rules, where is it set?

Tell us how you addressed the brief: ‘Games have the power to tell stories, solve

problems and inspire change - how would you harness this power to create a future
where everyone has access to clean water?’
•

How have you met the success criteria: Art, audio, design, social issue, video
production

•

Sell your game: Imagine the panel of judges are watching a pitch for a real game how will you make them want to buy your game?

•

Attach your work: include a digital version of any paper prototyping you have done -

see guidance on this here. If you have made a playable version of your game, please
include a link to it on the {jam name} itch.io

🌢 Pssst! Remember your video should be no longer than 2 minutes long!
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How do I register?
1. Register here: mobojam.org

You can enter as a team or an individual. If you or any of your teammates

below the age of 13 years, you will need an adult to register on your behalf
carer or teacher. If you are part of a team, only one member of
register.

are

e.g. parent,

your team will need to

2. Before completing registration, please ensure you have read the full Terms and
Conditions here.

3. Watch our Mobo masterclasses! This series of bespoke masterclasses has been

created just for you. Tune into a number of specialised masterclasses to help inspire
your game idea.

4. Submit your video entry before the competition closes at 23.59 GMT on Thursday 4
February 2021.
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About the Mobo Game Jam
Young innovators from across the globe are challenged to create a video game prototype of
epic proportions in this international debut.

Teams and individuals from ages 8 - 18 years are encouraged to combine creativity,
compassion and computational thinking to solve a worldwide problem.

Delivered by the renowned storyteller Grandma Wura, the brief invites entrants to submit a
game or game idea that explores a solution to a future where everyone has access to clean
water.

Along the way, creators will also receive free virtual masterclasses from experts in the field,
to help improve their digital skills and careers education.

Winners will have the opportunity to see their games showcased live and will help raise
awareness of the importance of clean water in the defence against climate change.
How would you build a future where everyone has access to water?
Find out more: mobojam.org
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Mobo Game Jam Partners
Ukie education

Ukie (UK games industry trade body) believe in education for
everyone: inspiring all ages, at every level. We provide services for
education, fostering the next generation of games talent through our

flagship initiatives: Digital Schoolhouse, Into Games, Ukie Student

Membership, Ukie Training and Video Games Ambassadors. We
nurture aspiring young people in their early years, through to further
education, higher education and throughout their career.
Find out more: ukie.org.uk/education
Digital Schoolhouse

Ukie’s not-for-profit Digital Schoolhouse programme, together with

Nintendo UK, uses play-based learning to engage the next generation

of pupils and teachers with the Computing curriculum. Digital
Schoolhouse

is

backed by

the

creative

digital

industries

and

government. Sponsors include PlayStation®, SEGA, Ubisoft and
Outright Games.

Find out more: digitalschoolhouse.org.uk
Into Games

Into Games is a UK based, non-profit organisation setup to give
young people support and guidance on how to find a rewarding career
in games.

Their primary focus is on developing opportunities and aspiration for

those currently underrepresented in the sector by developing stronger
links between education, youth groups and industry while making
support and guidance more accessible to all.
Find out more: intogames.org
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Kucheza Gaming

Kucheza Gaming is an Africa focused esports and games company for 6 18 year olds (primary and secondary schools). “Kucheza” is a Swahili word

meaning “play” or “to play”. At Kucheza, we embrace “play” as a force for

youth development and empowerment in Africa, the youngest and fastest
growing continent.

We see gaming as the gateway to digital excellence. Aspirational for their

children, parents around the continent prioritise education. Reflecting this, we

develop products which bring together gamers, parents and the games industry
to deliver vocational, educational and economic value in a fun way.
Find out more: kuchezagaming.com
WaterAid

We are WaterAid, the international not-for-profit making clean water, decent
toilets and good hygiene normal for everyone, everywhere. Our mission is to
transform the lives of the poorest and most marginalised people by improving

access to safe water, sanitation and hygiene. With our local partners, we
work with communities to build low-cost, sustainable solutions that meet their
needs.

We exist because 785 million people live without clean water close to home,
and 2 billion don’t have a decent toilet of their own. And climate change is
making the situation worse.

Find out more: wateraid.org
Edu360

Edu360 is an education focused platform created by Union Bank to drive

private sector engagement in delivering Nigeria’s Sustainable Development
Goal 4 - Quality Education.

Edu360 brings industry stakeholders together to enable positive and lasting
change in education at scale to secure the future of every Nigerian child

through advocacy, creating access to new forms of education and action;
direct intervention in the education space.
Find out more: edu360.ng

