
 
Sport England Sports Technology Awards Hackathon Terms and Conditions 

 
 
Entry Criteria 

1. The Sport England Sports Technology Awards Hackathon (the Hackathon) will be held on 2 – 3 October 2015 for 25 
hours in central London.  
 

2. Participation in the Hackathon is subject to entrants registering their interest via the organizers Eventbrite page.  
 

3. The Hackathon is free to enter. 
 

4. The Hackathon is open to entrants over the age of 18 at 30 August 2015. 
 

5. Teams should comprise two to six people, at least one of whom must be female. Entrants can not enter as an 
individual. 
 

6. After entrants have registered their interest, they will be asked to take part in a short selection process enabling the 
organizers to select the teams it would like to take part in the Hackathon. This may involve two stages – completing 
an online form explaining why entrants wish to take part, followed by a telephone interview with one of the judges or 
organizers.   
 

7. The invited participants will be asked to take part in a 25 hours Hackathon at Sport England’s offices in central 
London. Participants will be asked to develop a free-to-download app that encourages a specific demographic to be 
more physically active. The details of this demographic will be announced at the start of the Hackathon and insight 
packs will be available to help participants understand what factors contribute to holding this group back from being 
more physically active.  
 

8. All team members must take part in the Hackathon event and be present during the first and final two hours of the 
event.  
 

9. After each team has presented their idea, three teams will be shortlisted and their names revealed as part of the 
Sports Technology Awards shortlist on www.sportstechnologyawards.com in February 2016. 
 

10. The winning team will be announced at the Sports Technology Awards in April 2016. 
 

11. The winning team will be awarded a bursary of £10,000 to help them build the app which must be publically available 
by 5pm on 31 December 2016. 
 

12. The winning team will be required to enter into a National Lottery funding agreement with Sport England.  
 
 
Terms and Conditions 

1. By registering to take part in the Sport England Sports Technology Awards Hackathon (the Hackathon), entrants 
fully and unconditionally accept and agree to comply with these Terms and Conditions. 
 

2. The organizers reserve the right to cancel or amend all or any parts of the Hackathon and / or the Terms and 
Conditions. Entrants will be informed of any changes but the organizers take no responsibility for the failure of the 
entrant to act on the information.  
 

3. It is the entrant’s responsibility to keep the organizers up-to-date on their contact details. Any changes to team 
members after the registration deadline must be given in writing to the organizers prior to a week before the event. 
 

4. Participants invited to take part in the Hackathon will receive an email asking participants to confirm their 
attendance and sign a Terms and Conditions agreement.  
 
 

5. By registering to take part in the Hackathon, participants agree to pay the organizers a fee of £100 if participants pull 
out with less than three days’ notice of the Hackathon.  
 

6. All registered team members must take part in the Hackathon. Participants are allowed to leave the venue for 
breaks, however, all team members must be present during the first two hours and the final two hours of the event.  
 

https://www.eventbrite.co.uk/e/sports-technology-hackathon-registration-17778187036
http://www.sportstechnologyawards.com/


7. Teams must submit an initial overview of their concept within the initial two hours of the Hackathon. All concepts 
must be original and must not infringe on the rights of any third party. Concepts and coding created prior to the 
event will not be accepted. 
 

8. Participants are permitted to bring computer devices, tablets, phones and required software to the Hackathon 
including an emulator to present their app. Apps can be created for either iOS or android devices.  
 

9. Teams will have three minutes each to present their concept, followed by two minutes of questions by the judges. 
Presentations will take place in front of the judges, mentors, other teams and additional guests. Judges will also be 
talking to teams throughout the event and will use this information to help inform their final decisions.  
 

10. Apps will be scored on its viability, creativity and target market appeal. 
 

11. Each submission will be checked by the organizers for any Terms and Conditions or rights infringement before the 
judges cast their final decision and the shortlist is revealed. 
 

12. Details of the shortlisted teams will be published on the Sports Technology Awards website in February 2016.  
 

13. The final decision will be at the sole discretion of the judges. Attempts to influence the judges further by any means 
outside, or in addition to, the official submission, may result in disqualification. 
 

14. Each participant retains ownership of the app concept they develop, but the organizers retain the right to use each 
participant’s and apps’ name and purpose for marketing and editorial purposes. 
 

15. The winning team will receive a bursary of £10,000 from Sport England to enable them to build and test the app and 
make it publically available.  
 

16. By registering for the Hackathon entrants commit to launching the app by 5pm on 31 December 2016. It is the 
responsibility of the winning team to ensure this deadline is met and is a condition of the Sport England funding 
agreement.  
 

17. Payment will be made within one month of the winner being announced at the Sport Technology Awards. It is at the 
winning team’s discretion to determine how the money is used and / or split. The organizers will not be involved in 
any disputes. 
 

18. The bursary is subject to Sport England’s terms of funding agreement. 
 


