
The Environment Agency want to improve how environmental information can be better shared and 
communicated to enable local action. They sought ideas and solutions from the digital and data business 
community to:

• develop a wider appreciation of the potential uses of environmental data used in river basin management  
 planning
• improve accessibility and usability of environmental data for local bodies and communities
• engage and empower more people to participate in River Basin Management Planning by making the   
 information more meaningful for local people

THE CHALLENGE

In the three months since the event we have:
£40k contacts pending for 3 participants
Further showcasing events planned for later in the year

For more information email:   Check our website at:  Follow us on:
innovate@thewaterhub.oug.uk   www.thewaterhub.org.uk Twitter @hub_water

IMPACT

The Water Hub hosted a two-day hackathon at Sunderland 
Software City to spark the transfer of skills and ideas from 
the digital and data business community into environmental 
management. Teams could access the data sets used in 
river basin management planning and examples of different 
end user requirements.

THE HACKATHON

Eleven ideas were pitched by nine companies and two 
university teams. The range and quality of ideas were 
outstanding. Four awards were made; joint first to Jumping 
Rivers and Tracerco Flare, joint second to Virtual Tailor and 
Haxiomic.

THE SOLUTIONS
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TEAM PROPOSITION

Created a wire frame for a map centric engagement platform that would 
visualise data in a more integrated way and tailor the experience to user 
needs.

HAXIOMIC

Blue Cookie proposed a social crowd funding platform, similar to 
GoFundMe of Funding Circle. The concept focussed on catchment overlap, 
visibility and active prioritisation of activities with an emphasis on 
promoting environmental collaboration and engagement resulting in more 
people taking action.

AQS pitched the use of aerial mapping to increase interaction with and 
engagement of the general public and for remote monitoring. 

The Teesside Student team from AI and machine learning focussed on 
extracting hidden knowledge in data, presenting a solution that used 
machine learning and AI to predict environmental conditions. 

Daykin & Storey proposed increasing awareness of and engagement in 
environmental issues through gamification, proposing development of a 
game based on Environment Agency data, referencing Simm City and 
Pokemon Go as examples.

Virtual Tailor developed an interactive solution to increase engagement 
with the environment where bluetooth beacons would broadcast a link to a 
website with additional information to passers-by. 

Jumping Rivers pitched a modular development of the Environment 
Agency’s Catchment Data Explorer tool to increase usability and improve 
engagement.

Tracerco Flare developed a wire frame for a mobile app that showcases 
environmental projects and incentivises action: Water Heroes - driving 
improvements in your local environment.

Word Nerds proposed using natural language processing techniques to 
listen to what people are saying about the environment, to help tailor and 
direct messages around environmental management.

The student team from Sunderland University developed a mobile based 
application that would display environmental conditions for a location 
tailored to different interest groups such as runners, canoeists, climbers, 
cyclists.

Alistair developed an Alexa Skill for Environment Agency Flood warnings. 
He is intending to complete this product development and host it on 
Amazon marketplace.


