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Doba-Dash is @ 3D combat racing game developed by
Studios that draws attention to the daring

SpaceSalad

environmental work of informa
surfers’. With its roots in the Zulu word for ‘collect’ or ‘pick

up’ Doba-Dash gamifies the experience of informal recycling
as it plays out on South Africa’s streets. Through in-game

rewards for those
behavioural c

young people to appreciate the work

hange, Doba-dash is aimed at encouraging

al Impa
B S

| waste collectors or ‘Street

who translate game-play into real life

of waste collectors

and respect the planet by recycling.

SpaceSalad Studios is a multi award winning indie game
studio based in Johannesburg made up of Thabo Tsolo
(Team Lead and Game Designer), Rethabile Koma (Lead
Programmer), Neo Ramathinyane (Lead 2D Artist), Wandile

Matsebula (Sound Designer) and Minentle Ndz

Designer). Their

ala (Sound
collaborative practice uses storytelling,

music and entertaining game-play to virtually immerse their
audiences in social, environmental and political narratives.

Interview with SpaceSalad studios for the Social Impact

Arts Prize 2022:

SIAP: Can you talk about the characters in Doba-Dash, who
they are, where they come from, what their stories are?

Spac

eSalad: Doba-Dash characters are inspired by real

people who have overcome personal struggles by joining

the waste management industry. So fa

r we have six different

gangs named after six types of recyclable materials

including: paper.
fast fashion.

glass, metal, electronic waste, plastic and

Azaniais a street kid from the plastic gang- When she was
only nine years old, she ran away from home pecause of her

abusive stepfath

er, and found a new family of street kids

at the plastic junkyard. She races in Doba-Dash, along with
other kids who live at the junkyard, in order to earn money

so that they can

Wandile belongs to the paper gang. Kno

high-flying lightwei
street-surfing community and works as a was

day. By night he

keep their home safe and clean.

wn as one of the

ght racers, Wandile is originally from the
te picker by

turnsintoa Doba-Dash racef, trying to triple

his earnings by peating all the other racers.
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(Sangoma) which gives her
the heavy metalload on her trolley. She

Nomkita is from the metal gang. She has a spiritual calling
superhuman strengthin carrying
becamea Doba-Dash

racer because the rivers, which connect her to the spiritual
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world, are being polluted. She makes sure no waste material
is left unrecycled by being one of the toughest racers.

Sello is from the glass
e. He could have finished a long time ago but

teaching degre

gang. He is currently doing his

when he first arrived from the village to pursue his studies in

the city, he developed an addi
lose his bursary- Now he races to pay for his

d avoid the shame of returning to his village

him to fail and
school fees an
a failure.

SIAP You’ve

instruments and drawn from am
racks. What are your interests where sound and

oncerned and how do these interests feed into

your soundt
music are €

ction to alcohol, which caused

used foley sound, various ‘classical

apiano as 2@ reference in

your game design process?

Wandile and Minentle: We’re interests include electronic

music, house

music, hip hop and jazz - 10 name a few.

All these genres have influenced the way we think about

time signatures,

the type of melodies and drum patterns

we’ve created. What's also important is adding emotion

toour music, whichc

listener.

All these elements create different cha

to achieve specific goals an
sounds. Whether it be portraying by deep emo

an be difficult to convey to the average

nnels that enable us

d to generate different game
tion, humour

or playfulness.

SIAP: Where do your ideas come from?

Thabo: | usually draw my inspiration from my surroundings,

what | see,
storytelling.

listening to

the people | engage with. 'm pretty big on
My whole life | wanted to tell stories, | wanted

stories. That’s how | learn in life - through
people, how they speak, what they’ve gone

through. | want to give people an experience. That's why |
studied animation, butl realised that with gaming, it's a step
further. You're putting the people inside the story. You can

take themona journey.
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