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1. ABOUT THE AFRICAN CODING CONTEST

The African Coding Contest is a future-focused innovation and creative coding competition that challenges children to use technology,
computational thinking and imagination to address critical challenges facing communities across Africa.

This is not simply a competition to write the most code.

Participants are challenged to identify a real problem, understand the people affected, imagine a better future, and build a working prototype
of a solution.

A solution may become:
v" A mobile application
A web application
A robot or robotic system
An Al-powered solution
An interactive digital experience
A healthcare system
A smart farming solution
A future learning system
A climate, energy or environmental solution
An unplugged functional prototype
A combination of digital and physical components

AV NN U N NN Y VRN

The contest is inspired by the belief that Africa's future should be imagined and
built by African children themselves.

2. THE 2026 THEME
CODE FOR AFRICA'S FUTURE

Imagine. Build. Transform.

The Grand Challenge

What will Africa need tomorrow—and can you build it today?

Each team must select ONE challenge area, identify a significant problem within that area, and build a systematic solution using permitted
technologies.

Teams are encouraged to think beyond today's solutions and imagine how emerging technology could transform the future.

3. THE FOUR CHALLENGE AREAS

Every team must select one of the following four areas.

3.1 FUTURE OF HEALTHCARE Challenge:

How can technology make healthcare more accessible, affordable, preventive, intelligent and people-centred?
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Possible areas include:
v' Early disease detection
Rural healthcare
Maternal and child health
Mental wellbeing
Health education
Emergency response
Medical access
Patient monitoring
Health records
Assistive technologies
Telehealth
Preventive healthcare

CULURRR

Example:
A digital or robotic community health system that helps identify health risks before a patient reaches a hospital.

3.2 FUTURE OF FARMING & FOOD Challenge:

How can technology help Africa produce more food, reduce waste and build resilient agricultural communities?

Possible areas include:

v" Smart farming
Crop monitoring
Irrigation
Pest detection
Soil management
Weather-informed farming
Food storage
Food distribution
Post-harvest loss
Agricultural education
Livestock management Climate-

CUURRR

smart agriculture

Example:
A smart farming system that combines environmental information with recommendations to help smallholder farmers make better decisions.

3.3 FUTURE OF EDUCATION Challenge:

How can technology transform learning and make quality education accessible to every child?

Possible areas include:
v/ Personalized learning

Offline education

Al learning assistants

Accessibility

Teacher support

Digital literacy

STEM education

Language learning

Rural education

Learning assessment

Special-needs education

Peer learning

AN N N N NN Y N NN

Example:
An offline intelligent learning companion designed for children who have limited internet connectivity.
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3.4 FUTURE OF CLIMATE, ENERGY & ENVIRONMENT Challenge:

How can technology help African communities build a climate-resilient, sustainable and environmentally responsible future?

Possible areas include:
v' Climate adaptation
Renewable energy
Water management
Waste management
Recycling
Pollution
Deforestation
Biodiversity
Sustainable transport
Clean cooking
Environmental monitoring
Disaster preparedness
Energy access

AN NN Y N U U N NN

Example:
A community system that monitors water availability and helps households make better decisions during periods of scarcity.

4. THE INNOVATION JOURNEY
Every team should follow the following process:
IDENTIFY - UNDERSTAND -> IMAGINE - DESIGN - BUILD - TEST - IMPROVE -> DEMONSTRATE
Step 1 — Identify
Find a genuine challenge affecting people.
Step 2 — Understand

Research and understand:

v' Who experiences the problem?

v' What causes it?

v" How serious is it?

v/ What solutions already exist?

v/ Why are existing solutions insufficient?

Step 3 — Imagine

Ask:
What could this look like in the future if technology were designed around the needs of the community?

Step 4 — Design

Develop the solution as a system, not merely an isolated feature.

Step 5 — Build

Create a functioning prototype.

Step 6 — Test

Allow someone other than the creators to try the solution where possible.
Step 7 — Improve

Identify problems, debug, redesign and iterate.

Step 8 — Demonstrate

Show the judges: Problem - People - Solution - Technology - System = Impact

THE AFRICAN CODING CONTEST 2026 e OFFICIAL COMPETITION RULEBOOK 6



5. WHAT CAN TEAMS BUILD?

Teams may build any one or combination of the following.

5.1 Mobile Applications

Teams may create mobile experiences using permitted technologies.

Examples:

Educational applications
Healthcare applications

Farming applications

Community information systems
Interactive tools

Games with a meaningful purpose

AN N N N YR

Projects built using OctoStudio are especially encouraged for younger participants.

OctoStudio is a free mobile coding application developed by the Lifelong Kindergarten group at the MIT Media Lab, allowing learners to
create interactive animations and games using smartphones and tablets.

5.2 Web Applications

Teams may build:

v’ Websites
Interactive web applications
Progressive Web Apps
Dashboards
Simulations
Educational platforms
Community platforms
Data-driven prototypes

CAULRRRR

Permitted web technologies:

v HTML

v’ CSS

v' JavaScript
v/ OctoStudio
v' Scratch

No other programming language may be used as part of the submitted web application's core code unless specifically approved by the
Organizing Committee.

5.3 Artificial Intelligence Solutions
Teams may develop Al-powered prototypes.

Examples:

Al educational assistants

Image recognition systems
Prediction systems
Recommendation systems
Natural-language interfaces
Community information assistants
Agricultural intelligence tools
Healthcare-support systems

AN O N N N NN

Important:
The competition evaluates the learner's understanding and innovation, not access to expensive Al services.

Teams must be able to explain:

v' What the Al does.
v' What problem it addresses.

THE AFRICAN CODING CONTEST 2026 e OFFICIAL COMPETITION RULEBOOK 7



What data or information it uses.

How the system produces its output.
Why Al is appropriate for the problem.
What its limitations are.

v
v
v
v
v

5.4 Robots & Physical Computing

Teams may build robots or robotic systems.

Examples:

Agricultural robots

Assistive robots

Environmental monitoring robots
Waste-sorting robots
Healthcare-support robots
Educational robots
Disaster-response prototypes
Smart community systems

CAURRRRR

AN

Robots may use locally available or recycled materials.
Permitted programming languages:

v' C&Scratch

Al-generated code or content may not be presented as entirely learner-created.

Where a robot uses a microcontroller or embedded system, the submitted code must be written in the permitted programming language.

Teams must be able to explain the relationship between:
Input - Processing - Decision - Action

5.5 Unplugged Functional Prototypes

Technology does not have to mean a computer.

Teams may develop physical systems that demonstrate computational thinking and systematic problem-solving.

Examples:

v' Algorithmic board games
Community emergency systems
Physical learning systems
Agricultural decision systems
Healthcare workflow models
Water-management systems
Sorting and classification systems

AN N NN YR

An unplugged solution must be functional, not simply a poster or drawing.

Judges should be able to interact with it and understand how the system works.

5.6 Interactive Games
Games are permitted when they meaningfully address the selected challenge.

A game should not receive a high score merely because it is entertaining.

Judges will consider:

v" Purpose
Learning value
Problem relevance
Computational thinking
Innovation
User experience

AN NN
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6. PERMITTED TECHNOLOGY STACK

To maintain fairness, accessibility and consistency, the following technologies are permitted.

v" OctoStudio
v' Scratch

Scratch is specifically designed around creative learning, enabling children to develop computational and creative thinking through projects,

experimentation, debugging and iteration.

v HTML

v CSS
JavaScript

v" Python

v C

7. TECHNOLOGY RESTRICTION

The Core Technology Rule

The submitted solution must be built using only the approved technologies listed in this Rulebook.

Participants may combine permitted technologies.

Allowed

AN

HTML + CSS + JavaScript

Python + HTML/CSS/JavaScript
Python + C hardware component
OctoStudio + physical prototype
Scratch + physical prototype

C + robot hardware

Python + Al system

HTML/CSS/JS + Al functionality

CAURRRR

Not permitted without prior approval

Java
C++
CH
PHP
Ruby
Swift
Kotlin
Dart
Go
Rust
MATLAB

R

Other programming languages

FEFRERERP R RERERE
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8. THIRD-PARTY SERVICES, LIBRARIES AND APIs

Teams may use external services only where necessary and where permitted by the Organizing Committee.

v
v
v
v

The core innovation must belong to the learners.

Public APIs

Open datasets
Educational resources
Open-source libraries

A project cannot simply connect an external service and present the service itself as the team's innovation.

Calling an existing Al service and displaying its response without meaningful learner-created innovation is insufficient.

System design
Problem-solving
User experience
Logic
Integration

A N N NN

Innovation

9. Al ASSISTANCE AND GENERATIVE Al

Al may be used as a learning and development aid, but not as a replacement for the learner.

Permitted

Explain concepts.

Suggest ideas.

Help debug.

Explain error messages.
Provide learning guidance.
Assist with research.

Help brainstorm.

Not permitted

A SANE N NN N NN

Generate an entire project and submit it as their own.

Have Al create the majority of the solution without understanding it.
Claim Al-generated work as independently created.

Use Al to bypass the competition's learning objectives.

Al Disclosure

NN NENEN

Al tool used:

How it was used:

What the learner personally created:

During judging, judges may ask learners to modify or explain parts of their project.
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10. LEARNER OWNERSHIP

This is one of the most important rules of the competition.

The project must belong intellectually to the learners.

Teach.

Guide.

Ask questions.
Demonstrate concepts.
Help troubleshoot.
Help with safety.
Encourage iteration.

CLULRRRR

Build the project for the learners.
Write most of the code.

Design the entire system.

Take over technical development.
Prepare answers for judging.

NN NE NN

Judges may ask individual team members to explain or modify their work to verify ownership.

11. TEAM COMPOSITION

1-3 learners

v"Individual
v' Two-person
v" Three-person

All team members must make a meaningful contribution.

12. AGE CATEGORIES

Junior Division: Recommended age: 7-12 years

Creativity

Exploration

Basic computational thinking
Simple but meaningful solutions
Communication

Senior Division

LUK

Recommended age: 13—-18 years

Deeper problem analysis
Systems thinking

More sophisticated coding
Emerging technology
Innovation

Feasibility

Potential impact

AN NN Y NN

A younger participant is not expected to demonstrate the technical complexity of an older participant.

Judges must assess projects relative to the participant's age and experience.
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13. ORIGINALITY

All submitted work must be substantially original.
v
v
v
v
v

However, teams must clearly identify their own contribution.

Learn from tutorials.

Use educational resources.

Use open-source resources where permitted.
Remix permitted resources.

Build upon existing ideas.

Plagiarism or submission of another person's project as one's own will result in disqualification.

14. THE SOLUTION MUST ADDRESS A REAL PROBLEM

A project should not be selected simply because the technology is exciting.

PROBLEM FIRST. TECHNOLOGY SECOND.

Why does this problem matter?

Who experiences it?

Why does the proposed solution help?
Why is this technology appropriate?

15. SYSTEM THINKING REQUIREMENT

For the Senior Division, teams are strongly encouraged to demonstrate a complete system.

AN NN

Users = Inputs = Technology = Processing - Decisions - Actions - Outcomes

Future Farming System

Farmer { Soil/weather information {, Digital system |, Analysis {, Recommendation |, Farmer action |, Improved crop management
"We built an app."

"We designed a system that helps solve this problem."

16. PROJECT DEVELOPMENT PROCESS

Teams are encouraged to maintain evidence of their development journey.

Sketches
Storyboards

Paper prototypes
Code versions
Testing notes
Photographs
Debugging records
User feedback

A N N N N N NN

Iterations

Judges may request evidence that the project evolved through experimentation.

THE AFRICAN CODING CONTEST 2026 e OFFICIAL COMPETITION RULEBOOK

1z



17. REQUIRED PROJECT COMPONENTS

Every project submission should contain:

1. Problem Statement
What problem are you solving?

2. Target Users
Who experiences the problem?

3. Proposed SolutionWhat are you building?

4. Technology
What technologies are being used?

5. System Explanation
How does the solution work?

6. Innovation
What makes the solution different?

7. Impact
What could change if the solution were implemented?

8. Demonstration
Show that the prototype works.

18. PROJECT SUBMISSION

Each team shall submit:

<

Team name

Team members
School/organization

Challenge area

Project title

Problem statement

Solution description

Technology used

Project link/file where applicable
Demonstration video where required
Brief development journey

Al disclosure, where applicable

AN NN N Y N U N NN

The Organizing Committee will communicate the final submission format and deadline.

19. LIVE DEMONSTRATION

Finalist teams must demonstrate their solution to judges.

The demonstration should show:
. The problem

. The solution

1

2

3. The technology
4. How the system works
5

. The impact
Teams should avoid spending most of their presentation explaining code syntax.

The focus should be on:
What did you build, why does it matter, and how does it work?

THE AFRICAN CODING CONTEST 2026 e OFFICIAL COMPETITION RULEBOOK



20. JUDGING CRITERIA

TOTAL: 100 POINTS

Problem Significance & Understanding 15

Innovation & Future Thinking 20

Computational Thinking & Technical Implementation 20

System Design & Functionality 15

African Relevance & Potential Impact 15

Creativity & User Experience 5

Presentation & Communication 5

)

Learner Ownership & Teamwork 5

TOTAL 100

21. DETAILED JUDGING RUBRIC

13-15: Outstanding

The team demonstrates deep understanding of an important real-world problem and the people affected.
10-12: Strong

The problem is clear, relevant and well understood.

6-9: Developing

The problem is identified but understanding is limited.

0-5: Beginning

The problem is unclear or largely unrelated to the selected challenge.

22. INNOVATION & FUTURE THINKING — 20 POINTS

Originality

Creativity

Emerging technology

Future readiness

Novel approach

Potential to change how the problem is addressed

AN N NN

Why could this solution become part of Africa's future?
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23. COMPUTATIONAL THINKING & TECHNICAL IMPLEMENTATION — 20
POINTS

Algorithms

Logic

Programming

Data

Events

Conditions

Loops

Functions

Variables

Al logic

Hardware interaction
Debugging

Technical understanding

CLULURR

Technical complexity should always be judged relative to age.

24, SYSTEM DESIGN & FUNCTIONALITY — 15 POINTS

Does the solution actually work?

Are components connected logically?

Is the workflow clear?

Can users interact with it?

Has the team tested it?

Can the prototype demonstrate the intended solution?

AN N NI N YR

A simple working system can score higher than a sophisticated but non-functional system.

25. AFRICAN RELEVANCE & POTENTIAL IMPACT — 15 POINTS

v" Relevance to African communities.

v" Accessibility.

v\ Affordability.

v' Scalability.

v' Local context.

v/ Potential social impact.

v" Potential economic impact.

v' Sustainability.

v" Could this solution work beyond our school?
v" Could it help our community?

v" Could it eventually help communities elsewhere in Africa?

26. CREATIVITY & USER EXPERIENCE — 5 POINTS

Creativity
Simplicity
Accessibility
Engagement
Design

User experience

NI NI N NI
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27. PRESENTATION & COMMUNICATION — 5 POINTS

Explain clearly.

Demonstrate confidently.

Answer questions.

Explain technical decisions.
Communicate the problem and impact.

D NI N NN

28. LEARNER OWNERSHIP & TEAMWORK — 5 POINTS

Evidence of learner ownership.
Understanding of the project.
Contribution by each member.
Collaboration.

Ability to explain their own work.

AN

29. BONUS PRINCIPLE: SIMPLICITY MATTERS

Judges should not automatically reward complexity.

A small, elegant solution that genuinely addresses a significant problem may outperform a technically complicated project that solves an
insignificant problem.

Impact over complexity.

30. UNPLUGGED PROIJECTS

Unplugged projects will be evaluated using the same innovation philosophy.

A clear problem.

A systematic solution.
Computational thinking.
Rules or algorithms.
Inputs and outputs.
Testing.

Iteration.

Practical usefulness.

AV N N N N NN

Cards

Models

Mechanical components
Board systems

Paper interfaces
Role-play systems
Decision trees

Physical simulations

D N NI N N N NN

31. ROBOTICS PROJECTS

INPUT

What does the robot/system detect?
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PROCESSING

What decision does it make?

OUTPUT

What action does it perform?

PURPOSE

How does this help solve the selected challenge?

Robots should demonstrate meaningful functionality rather than simply movement.

32. Al PROJECTS

The problem Al addresses.

The type of Al functionality used.
Inputs/data.

Processing.

Output.

Human role.

Limitations.

Potential risks.

AV N N N N NN

Bias.

Privacy.

Safety.

Reliability.
Human oversight.

AN NN

A project will not receive additional points simply because the word "Al" appears in its description.

33. RESPONSIBLE INNOVATION

Participants must design technology responsibly.

Violence

Hate

Discrimination
Dangerous activities
Exploitation

Fraud

Harm to people
Harm to animals
Illegal activity

COLRORRR

Projects involving healthcare, Al, children, personal data or other sensitive areas should demonstrate appropriate safeguards.

34. DATA & PRIVACY

Participants should avoid collecting unnecessary personal information.

What information is collected.
Why it is needed.

Who can access it.

How it is protected.

ARV NN

Real sensitive personal data should not be used in demonstrations unless the Organizing Committee has explicitly approved it.
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35. SAFETY

Physical prototypes and robots must be safe.
v
v
v
v
v

The Organizing Committee may prohibit demonstration of a project that presents an unacceptable safety risk.

Weapons.

Explosives.

Dangerous chemicals.
Unsafe electrical systems.
Harmful mechanisms.

36. FAIR PLAY

Cheat.

Plagiarize.

Misrepresent work.

Manipulate judging.

Manipulate public voting.

Sabotage another team.

Use adults to secretly create projects.
Submit purchased or commissioned work.

AV N N U N NN

Any serious violation may result in disqualification.

37. JUDGING VERIFICATION

Explain their code.

Demonstrate specific features.

Make a small change.

Explain how a system works.

Explain why a technology was selected.
Show development evidence.

AN N NN YR

This is intended to verify learner ownership and understanding, not to intimidate participants.

38. TIE-BREAKING

If two projects receive the same final score, priority shall be given in the following order:

v' Innovation & Future Thinking

Problem Significance

African Relevance & Potential Impact

System Design & Functionality

Computational Thinking & Technical Implementation

AN NN

If necessary, judges may request a short additional demonstration.

39. AWARDS

Major Awards

v African Coding Contest Grand Champion
v" Junior Champion
v" Senior Champion
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Challenge Awards

v

AN

Future Healthcare Award

Future Farming & Food Award

Future Education Award

Future Climate, Energy & Environment Award

Special Awards

v

Most Innovative OctoStudio Solution

The Organizing Committee may introduce additional awards.

40. PRIZES

LR

<

Trophies

Medals

Certificates

Technology resources

Mentorship

Training opportunities

Innovation opportunities

Exhibition opportunities

Opportunities to showcase projects nationally, regionally or internationally

Specific prizes will be announced separately.

41. SCHOOL PARTICIPATION

Schools are encouraged to establish coding and innovation teams.

AN N N NN

Coordinate participation.
Support learner training.
Facilitate registration.

Ensure safeguarding.

Help learners access resources.
Encourage independent creation.

The teacher's role is to enable—not build.

42. MENTORS

AN N NN YN

Coding.

Computational thinking.
Design thinking.
Research.

Prototyping.

Testing.

Presentation.

Mentors must not dominate the development process.

"We built this."

"Our mentor built this for us."
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43. DEVELOPMENT RESOURCES

Participants are encouraged to use appropriate learning resources.

OctoStudio provides coding blocks, tutorials and coding cards designed to help learners experiment and create.

Scratch Foundation likewise provides educator resources, tutorials, coding activities and learning materials supporting creative coding and
computational thinking.

These resources may be used for learning, but submitted projects must reflect the participants' own creative work.

44. PROJECT DEVELOPMENT TIMELINE

PHASE 1 — DISCOVER

Understand the four challenge areas.

PHASE 2 — IDENTIFY

Choose a real community problem.

PHASE 3 — RESEARCH

Talk to users, observe, investigate and understand.

PHASE 4 — IMAGINE

Generate possible future solutions.

PHASE 5 — DESIGN

Plan the system.

PHASE 6 — BUILD

Create the prototype.

PHASE 7 — TEST

Get feedback.
PHASE 8 — DEBUG
Fix problems.
PHASE 9 — IMPROVE
Iterate.

PHASE 10 — PRESENT
Tell the story of the solution.

This emphasis on creating, testing, debugging and iterating reflects the creative-learning approach promoted by Scratch and the existing
Creative Child Foundation contest framework.
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45. CONTEST DAY

v
v
v
v
v
v
v
v
v
v
v
v
v
v
v
v

Registration

Team check-in and technical setup.

Opening

Introduction to the challenge.

Innovation Exhibition

Teams display their solutions.

Judging

Teams demonstrate their prototypes.

Technical Verification

Judges may inspect functionality and learner understanding.
Hackathon and Final Presentations

Selected finalists present to the judging panel.

Exhibition & Networking

Participants interact with other teams, mentors and partners.
Awards Ceremony

Recognition of winners and outstanding innovators.

46. PRESENTATION FORMAT

Each finalist should be prepared to deliver a concise presentation covering:

1 MINUTE
The Problem
1 MINUTE
The Idea
2 MINUTES
The Prototype
1 MINUTE
The Technology
1 MINUTE

The Impact

The exact presentation duration will be communicated before the contest.

47. DISQUALIFICATION

Plagiarism.

Fraudulent registration.

Adult-created work presented as learner-created.

Use of prohibited programming technologies without authorization.
Serious rule violations.

Dangerous project demonstrations.

Manipulation of judging or voting.

Serious misconduct.

Submission of substantially unrelated work.

Deliberate misrepresentation of Al-generated work.

AN NN N VY N N U N
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48. INTELLECTUAL PROPERTY

Participants retain ownership of their original projects, subject to third-party intellectual-property rights and licenses.

By participating, teams may grant Creative Child Foundation and official partners permission to:

AN

Display projects.

Demonstrate projects.

Photograph projects.

Record presentations.

Publish project descriptions.

Showcase projects on websites and social media.
Include projects in educational reports and exhibitions.
Creators should be appropriately credited.

AN N NN YN

49. SAFEGUARDING

The safety and wellbeing of children is paramount.

All organizers, mentors, judges, volunteers and partners must follow applicable child safeguarding requirements.

Dignity
Respect
Fairness
Inclusion

AN NN

Any safeguarding concern should be reported immediately through the designated contest safeguarding mechanism.

50. INCLUSION

The African Coding Contest is designed to enable participation by children regardless of:

v' Gender

Location

Socioeconomic background
School resources

Previous coding experience
Access to expensive hardware

NN NENEN

A team should not be disadvantaged merely because it lacks advanced equipment.
A brilliant idea does not require an expensive laboratory.

This is particularly important for unplugged innovation and low-resource communities.

51. EQUIPMENT

Teams are responsible for bringing the equipment required to demonstrate their project unless otherwise communicated.

Devices

Chargers

Backup files

Hardware

Robot components

Physical prototypes

Required cables

Teams should maintain offline backups where possible.

SN NN N VNN
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52. INTERNET CONNECTIVITY

Teams should design projects that can be demonstrated reliably.

Offline functionality is strongly encouraged.

This is particularly relevant to African communities where reliable internet connectivity cannot always be assumed.

53. ACCESSIBILITY

Low bandwidth.

Offline access.

Local languages.

Simple interfaces.

Accessibility for people with disabilities.

Low-cost deployment.

Locally available materials.

These considerations may strengthen a project's African relevance and potential impact.

LU

54. APPEALS AND COMPLAINTS

Any formal complaint should be submitted to the Organizing Committee through the official contest communication channel.

Respectful.

Evidence-based where applicable.

Submitted within the specified period.

The final decision of the appointed judging panel shall generally be final, except where there is evidence of:

v' Procedural error.
Conflict of interest.
Fraud.

Serious rule violation.

55. ORGANIZING COMMITTEE

ASANEN

Registration.

Training.

Communication.
Submission management.
Judging.

Venue arrangements.
Safeguarding.

Technical procedures.
Awards.

Contest integrity.

AR N NI U N N N N NN

The Committee may issue additional technical guidelines where necessary.

56. RULE CHANGES

The Organizing Committee reserves the right to clarify or modify operational aspects of the competition where necessary.
Significant changes will be communicated to registered participants.

The latest officially published version of the Rulebook shall govern the competition.
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57. THE GOLDEN RULE

BUILD FOR PEOPLE, NOT FOR POINTS.

The best project is not necessarily the project with:
The most code.

The most expensive hardware.
The most complicated Al.
The most impressive graphics.

The best project is the one that demonstrates:

A REAL PROBLEM
2
A BOLD FUTURE IDEA

2

A THOUGHTFUL SYSTEM
2

A WORKING PROTOTYPE
2

MEANINGFUL POTENTIAL IMPACT

58. THE AFRICAN CODING CONTEST PROMISE

We believe that Africa's children should not only prepare for the future.
They should help build it.

A child in a rural school can imagine the future of farming.

A child in an urban school can imagine the future of healthcare.

A child with limited internet access can imagine the future of education.

A child without a computer can imagine the future of climate resilience.

And through creativity, computational thinking and innovation, they can begin building those futures today.

59. OFFICIAL CONTEST IDENTITY
THE AFRICAN CODING CONTEST 2026

CODE FOR AFRICA'S FUTURE

Imagine. Build. Transform.
Choose a challenge.
Imagine the future.

Build the solution.

DRI

Show the world what Africa's young innovators can create.

Email: programs@creativechildf.org WhatsApp: +41766544293 Web: www.creativechildf.org/coding-contest
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