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Submission Requirements
This document provides guidance on the entry requirements for submitting to the Challenge as well as  
the judging criteria submissions will be scored against.
All required elements for the Youth Apps Challenge submission (the “Submission”) should be submitted  
via the Challenge entry form. All entries must be submitted between 9:00AM PDT on April 19, 2016 and  
5:00PM PDT on April 29, 2016.
Contestants will create a mobile application, mobile-enabled web application or a wireframe prototype of 
a mobile application that solves a problem (the “App”). 
There are 2 types of entries: 

General Entries: includes wireframe prototypes and elevator pitch videos (see page 2).
Technical Entries: includes everything expected from a General Entry plus an app that has been built  
using coding (see page 2-3).

Rules 
February 24, 2016 

Introduction 
The Technology Alliance is building student interest in computer science education and careers through its 
Youth Apps Challenge project. The Youth Apps Challenge (the “Challenge”) is modeled after the Apps for  
Good competition in the United Kingdom. 
The Challenge is intended to provide recognition to middle and high school students (“Contestants”) for  
developing innovative software applications. The Challenge is open only to middle and high school  
students in Washington State. Teams may be comprised of up to five students. We will accept one entry per 
person.
A minimum of ten prizes will be distributed. Students must select their level of experience as part of the  
submission process. The categories are:

o Explorer: Less than one year of experience programming
o Apprentice: One to two years of programming experience 
o Wizard: More than two years of programming experience.
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The General Entry to the competition will consist of three parts.
1. Pitch presentation, including:

o Rationale for app
o Mini elevator pitch
o User profiles
o Key wireframes
o Feasibility
o Marketability (optional)

Formatting the Pitch Presentation: 
Your presentation will need to be an MS Powerpoint or a PDF file. A PowerPoint template is available for your 
presentation. Please follow the structure provided in 2016 Challenge Entry presentation template, which is avail-
able at http://www.technology-alliance.com/youth-apps/. If you are using OpenOffice, Keynote, Prezi or  
any other presentation software, please export the presentation into a PDF file before uploading. 

How to Submit Pitch Presentation:
Upload the presentation to the digital publishing site  
SlideShare.net. After you have uploaded it, a message will appear “Your file uploaded successfully! View it here.” 
Click the link to view your file and copy the URL and save it to enter into the online Challenge submission form.  
If you cannot access SlideShare, you may use Google Drive, Scribd.com, Issuu.com or any other digital publish-
ing platform that allows you to upload the presentation and to share the weblink of the pitch presentation.

2. 60 second elevator pitch video 
Description of an Elevator Pitch Scenario:
You’ve just stepped into an elevator with a VIP or celebrity who could invest in your app. You have one min-
ute on the way up to convince them. How would you pitch your app? The video can be as simple as your team 
talking into a camera phone but you have to ensure the judges can hear and see your pitch. 
Thus, you should: 

o Speak loudly and clearly towards the camera
o Limit the level of background noise, film in a quiet room 
o Film in landscape orientation, never in portrait

How to Submit Pitch Video: 
Upload your video to a video file sharing site, such as YouTube.com, Vimeo.com or any other video file sharing 
site that allows you to upload and share the weblink of your elevator pitch video via the Challenge submission 
form.

3. Wireframes 
Provide wireframes that demonstrate the  flow of your app in a wireframing tool like Lucidchart or other tools  
like Balsamiq.

Format for Wireframes:
The complete wireframes must be exported and shared as a PDF.  To save your wireframe as a PDF, from the 
File menu, choose Download As…. For Format, choose PDF. For Content, choose Document. This will create 
a PDF with each of your screens on one page and save it in your Downloads folder.

How to Submit Wireframes: 
Upload the wireframe PDF to a digital publishing platform like SlideShare, Google Drive, Scribd or Issuu, just as 
with the pitch presentation. Copy the weblink of your wireframes and paste into the Challenge submission form. 
Please note that if you do not submit all three mandatory elements for the thematic track, your submission 
will not be considered.
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Technical Entry Category
Contestants that have used code to build an app are eligible to compete in the Technical Category. The app does 
not need to be fully functional, but it needs to contain enough interactivity to create an experience that mimics 
what a user would experience with a fully-functional version. For example, a fully functional app might use a 
database with data that is served from a server, but this is not required for the Challenge. Instead, the data could 
be retrieved from a database that is local to the mobile device, or even hard-coded into the app.
To enter the Technical Category of the Youth Apps Challenge each team will need to submit the technical  
deliverables described below using the Challenge entry form. 
All Challenge entries must be submitted no later than 5:00 PM PDT, April 29, 2016. In addition to what is ex-
pected for the General Entry (pitch presentation, 60 second elevator pitch video, and wireframe—see above for 
more information), each Technical Entry will consist of two parts: 

o A mobile app or mobile-enabled web app that is either fully-functioning or is an interactive  
prototype that demonstrates the user experience

o Source code for the app

Here are details on what you should submit for different coding platforms:
App Inventor

1. Deliver an .apk file for the app. This can be accomplished from the Build menu of App Inventor.
2. Deliver an .aia file for the app. This can be accomplished from the My Projects page,  

by selecting the project, and then choosing  
Export selected project (.aia) to my  
computer.

Java for Android
1. Deliver an .apk file for the app. In Eclipse, this can be accomplished by right-clicking  

the project in the Package Explorer and selecting Android Tools > Export Unsigned  
Application Package.

2. Deliver a zip file with your project. Include all java source files.

How to Submit Code:
Files should be uploaded to a site where they can be shared with a public link, such as Google Drive,  
DropBox, SlideShare, etc. Copy the weblink of your wireframes and paste into the Challenge submission form. 

Visual Tools Other than App Inventor:
You may have used visual tools to generate code, such as AppShed. In this case, it is not sufficient to submit the 
code that was generated by the tool. You must add enhanced interactivity by adding your own code. Then deliver 
the code as described above in Java for Android and iOS App Using XCode.

Mobile-ready Web Apps:
Mobile-ready web apps programmed in HTML, CSS and JavaScript and/or other programming languages such 
as Python, Ruby, PHP, or C++ all qualify as long as we can access the source code and test the product itself. 
Please share a URL of the live application and either (1) a separate URL of where the online source code is stored 
publicly, such as GitHub or Bitbucket or (2) the URL of a zip file uploaded on a public site such as Dropbox or 
Google Drive.
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Frequently Asked Questions
1. Can I Participate?

The Challenge is open only to middle and high school students in Washington State. Teams must be com-
prised of up to five students and all students that participate in the challenge should be identified in sub-
mitted materials by name.  
Assistance: Student teams must create the app and app submission on their own. Adults and teachers may 
only serve in an advisory capacity. 

2. When Do I Enter?
Between April 19, 2016 at 9 a.m. Pacific Daylight Time (“PDT”) and April 29, 2016 at 5:00 p.m. PDT  
(the “Challenge Submission Period”). The Sponsors’ computer is the official time keeping device for  
this Challenge.

3. How Do I Enter?
During the Challenge Submission Period (April 19-29), register at http://www.technology-alliance.com/
youth-apps/.  Registration is free. After you register you must verify your email address via the registration 
email sent to the email address entered in the registration form. Registered Contestants will then be able to 
enter a Submission. 

4. What are the Submission Requirements?
Each Contestant will be required to provide the following:

General Entry:
Pitch presentation

1. 60 second elevator pitch video
2. Wireframes

Technical Entry:
1. Pitch presentation
2. 60 second elevator pitch video
3. Wireframes
4. A mobile app or mobile-enabled web app that is either fully-functioning or is an interactive prototype 

that demonstrates the user experience
5. Source code for the app

After the Challenge submission period has ended, the Submission cannot be modified in any way until the 
judging has ended.

5.  What are the Contest Categories?
You must check off which category your Submission is being submitted for: Technical or General. Sponsors 
reserve the right to add or remove a Submission from a specific category if the Submission does not meet 
the relevant requirements. A minimum of six teams will be awarded prizes. Prizes will be awarded in both 
the Technical and General categories at the following three experience levels:

o Explorer: Less than one year of experience programming
o Apprentice: One to two years of programming experience 
o Wizard: More than two years of programming experience
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6. How will the Winners be Judged and Selected? 
Submissions will be judged on the criteria identified below by a judging panel determined by the Sponsors. 
The approximate dates for the judging panel are between April 29, 2016 to May 15, 2016. 
Awards will be given to Contestants whose Submissions earn the highest overall scores. 

General Entries will be judged in these five areas:
1. Problem solving and innovation 

Good entries will show us that the app is solving a real-world problem for real users and that it is  
doing so in a new or innovative way.  

2. Illustration of your idea 
Show us how your app would work.  Good entries will show us that you have thought about what peo-
ple do and see as they use the app. You don’t need to wireframe your entire app but a good  
competition entry will include the app flow, how user feedback has been integrated so far and what 
happens on the key screens when using wireframes and/or a prototype. Your pitch presentation and the 
60 second elevator pitch video are also important opportunities to tell us how the app works.

3. Feasibility 
We love ambitious ideas but finalists will have convinced us that it is possible to build, at least a basic 
version, of their app idea. The key aspects judges will be looking at are:
o Data.  Has the team considered where they will get the data come from (i.e., users? government 

data?) This could be the location of all the skate parks or live bus information. There is not a need 
to get hold of this data before submitting the entry, but a great competition entry will show that 
Contestants have checked where and how they can access it. Some data you might need to pay for 
to gain access, and some data might exist but not be easily available to use (e.g. information held by 
private companies). If the data is not available, can you show us how you could collect it  
yourselves or could your users provide it? A good answer to the data question is needed if it is  
important to the app.

o  Content. If the app will feature content, show us an example. So for an app that teaches French 
using games, draw and explain at least one game idea. Or for an app that teaches sports tricks using 
videos, show us an example video tip. Make sure you do not copy content illegally that belongs to 
other people. 

4. Users & Market 
We want Contestants to have thought about who their app is for. A good entry will show an  
understanding of the user profiles based on user research and feedback. Are users likely to  
have a smartphone? Do they already use similar apps? If so, how is this proposed app different  
than competing apps or other alternative solutions to the problem? 
In this area we also want to know if you have identified the size of your potential market.

 Technical Entries will be judged in these four areas:
1. Functionality 

Good competition entries will show us that the core feature of the app works really well. It should  
illustrate what the app is meant to do, and why it fulfills the need described in the pitch video. It  
should not have bugs, such as getting stuck on a screen with no way to get to anywhere else. 

2. Usability 
The app should have been designed for usability, but now that it is built, is it actually usable? Is it  
intuitive how to use it and does it respond in the way that a user would expect?

3. Technical complexity 
This area looks at how ambitious your team has been in terms of the degree of technical ability that 
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was required to implement the solution. Did you tackle a complex technical problem or implement an 
advanced level of coding?

4. Code elegance 
It’s not enough that the computer understands your code. People need to understand it, too. Is your 
code well-commented? Do you have clear variable names? Is it well-organized, as in grouped into  
functions/methods/blocks? 

Sponsors reserve the right to substitute or modify the judging panel at anytime for any reason. Judges will be 
expected to be fair and impartial. A judge may elect to recuse him or herself from judging a Submission, if in the 
judge’s sole discretion it is not appropriate for him or her to judge that particular Submission because of a past or 
current relationship with that particular Contestant.

Other Information
Submission Rights and Requirements

1. In the event of a dispute as to any registration, the authorized account holder of the email address used 
to register will be deemed to be the Contestant. Contestants must comply with existing policies and the 
terms of use on the Sponsors Open data sets and any applicable policies and the terms of use for any 
other data and/or information utilized in the Application.  Failure to do so could result in disqualifica-
tion from the Challenge at the Sponsors’ sole discretion.

2. Submissions must a) be original; b) be solely owned by Contestant such that no other party has any 
rights or interest, whether known or unknown; and c) not violate the Intellectual Property, common 
law or privacy rights of other parties. 

3. Contestants will own the intellectual property rights to their Submission, but will grant to the  
Technology Alliance a royalty free license to, without limitation: a) Post the Submissions online;  
b) Make the Winners available for the course of the Challenge and 1 months after the conclusion of  
the Challenge Submission Period; and c) Utilize the Submissions for non-commercial purposes  
for a period of 12 months after the conclusion of the Challenge Submission Period. 

4. Submissions must be in English, or if in a language other than English, the Submissions must be  
accompanied by an English translation of that text. Submissions must not be illegal under applicable 
laws or promote illegal activity.

5. Determinations regarding Contestants’ compliance with requirements shall be in the judges’ sole  
discretion. Judges will be appointed by Sponsors in Sponsors’ sole discretion.

6. Sponsors reserve the right to require all Contestants to submit sufficient assurances that Contestant 
owns the Application, and/or that Contestant’s use of data sets used in the development is authorized 
under a license or ownership interest, and that the scope of Contestant’s authorization encompasses  
the Apps Contest use and purposes.

Verification of Potential Winners
All potential Challenge winners are subject to verification by the sponsors whose decisions are final and binding 
in all matters related to the Challenge. Potential winners must continue to comply with all terms and conditions 
of these Official Rules. The potential winners will be notified on or about May 16, 2016. The potential winners 
will be required to notify Sponsors, within five (5) calendar days of the date notice is sent, an affidavit of  
eligibility, name and contact information for the designated agent who will attend the Apps Awards Ceremony  
& Showcase.
If a potential winner of any prize cannot be contacted, and fails to sign and return the affidavit of eligibility and 
notification of designated agent within the required time period (if applicable), or if the prize or prize notifica-
tion is returned as undeliverable, the potential winner automatically forfeits the prize. In the event that a poten-
tial winner of a Challenge prize is disqualified for any reason, Sponsors may award the applicable prize to  
an alternate winner who had the highest score remaining of the eligible entries. 
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No single Contestant or individual can win more than two prizes. 
The Challenge is subject to all applicable United States federal, state and local laws and regulations. Participation 
constitutes entrant’s full and unconditional agreement to these Official Rules and Sponsors’ decisions, which are 
final and binding on all matters related to the Challenge. Winning a prize is contingent upon fulfilling all  
requirements set forth herein.

Entry Conditions and Release
By entering, you agree to the following conditions and release:

1. Each Contestant agrees to comply with and be bound by these Official Rules and the decisions of the 
Sponsors and/or the Challenge judges which are binding and final in all matters relating to this  
Challenge.

2. Each Contestant also agrees to release, indemnify, defend and hold harmless the Sponsors and their 
respective officers, employees and agents, the prize suppliers and any other organizations responsible 
for sponsoring, fulfilling, administering, advertising or promoting the Challenge, and all of their  
respective past and present officers, directors, employees, agents and representatives (collectively, the 
“Released Parties”) from and against any and all claims, expenses, and liability. These claims, expenses, 
and liability include, but are not limited to, negligence and damages of any kind to persons and  
property, including but not limited to invasion of privacy (under appropriation, intrusion, public  
disclosure of private facts, false light in the public eye or other legal theory), defamation, slander, libel, 
violation of right of publicity, infringement of trademark, copyright or other intellectual property 
rights, property damage, or death or personal injury arising out of or relating to a Contestant’s entry, 
creation of an entry or submission of an entry, participation in the Challenge, acceptance or use or  
misuse of prize (including any travel or activity related thereto) and/or the broadcast, transmission, 
performance, exploitation or use of entry.

Publicity
Except where prohibited, participation in the Challenge constitutes winners’ consent to the Sponsors’ and their 
agents’ use of winner’s name, likeness, photograph, voice, opinions and/or hometown and state for promotional 
purposes in any media, worldwide, without further payment or consideration.

General Conditions
Sponsors reserve the right to cancel, suspend and/or modify the Challenge, or any part of it, if any fraud,  
technical failures or any other factor beyond Sponsors’ reasonable control impairs the integrity or proper  
functioning of the Challenge, as determined by Sponsors in their sole discretion. Sponsors reserve the right  
in their sole discretion to disqualify any individual or Competitor it finds to be tampering with the entry  
process or the operation of the Challenge or to be acting in violation of these Official Rules or any other  
promotion of the Challenge, or in an unsportsmanlike or disruptive manner.
Any attempt by any person to deliberately undermine the legitimate operation of the Challenge may be a  
violation of criminal and civil law, and, should such an attempt be made, Sponsors reserves the right to seek 
damages from any such person to the fullest extent permitted by law. Sponsors’ failure to enforce any term  
of these Official Rules shall not constitute a waiver of that provision.
Sponsors are not responsible for, nor are they required to count, incomplete, late, misdirected, damaged,  
unlawful, duplicate or illicit Submissions, such as multiple submissions using another Contestant’s e-mail  
account and name, as well as those lost for technical reasons or otherwise.

Limitations of Liability
The Sponsors are not responsible for: 

1. any incorrect or inaccurate information, whether caused by entrants, printing errors or by any of  
the equipment or programming associated with or utilized in the Challenge; 

2. technical failures of any kind, including, but not limited to malfunctions, interruptions, or  
disconnections in phone lines or network hardware or software; 
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3. unauthorized human intervention in any part of the entry process or the Challenge; 
4. technical or human error which may occur in the administration of the Challenge or the processing  

of entries; or 
5. any injury or damage to persons or property which may be caused, directly or indirectly, in whole or  

in part, from entrant’s participation in the Challenge or receipt or use or misuse of any prize. 
If for any reason an entrant’s Submission is confirmed to have been erroneously deleted, lost, or otherwise  
destroyed or corrupted, entrant’s sole remedy is to provide another Submission. 

Choice of Law and Venue
Entrant agrees that: 

1. Sponsors’ and judges’ determinations are final. Any and all disputes, claims and causes of action  
arising out of or connected with this Challenge, or any prizes awarded, including those concerning  
the administration of the Challenge or the determination of winners, shall be resolved individually,  
without resort to any form of class action; 

2. Any and all  claims and causes of action arising out of or connected with this Challenge, or any prizes 
awarded, shall be resolved exclusively under Washington Law by the appropriate Washington State 
Court located in King or Thurston County;

Privacy
Contestants are advised that the Sponsors, as governmental entities, are subject to the Washington Public  
Records Act, Chapter 42.56 RCW.  By entering the Challenge, Contestants acknowledge that any records  
they submit to the Sponsors may be subject to disclosure pursuant to the Public Records Act.

Changed Terms
Sponsors reserve the right at any time to change or modify the terms and conditions applicable to this Challenge 
or to impose new conditions.  Your submission to this Challenge indicates that you accept the terms and  
conditions posted at the time of submission.

Challenge Results
After June 4, 2016, the Youth Apps Challenge results can be found here:http://www.technology-alliance.com/
youth-apps/

Credits and Contacts
To learn more or to offer Youth Apps at your organization, email apps@technology-alliance.com or call 206-389-7261.  
For more information about the Technology Alliance, visit www.technology-alliance.com.  

The Technology Alliance Youth Apps Challenge is modeled after the Apps for Good competition in the United Kingdom. 
All Apps for Good resources are licensed under a Creative Commons Attribution- NonCommercial ShareAlike 3.0  
Unported License. That means you can edit it for your own use, or share it, but if you share it you are obliged to credit 
Apps for Good. You cannot use these materials for commercial purposes. 


