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About Nesta 
Challenges

About  
Nesta

Nesta Challenges exists to design 
and run challenge prizes that 
help solve pressing problems 
that lack solutions. We shine a 
spotlight where it matters and 
incentivise people to solve these 
issues. We are independent 
supporters of change to help 
communities thrive and inspire 
the best-placed, most diverse 
groups of people around the 
world to take action. 

We support the boldest and bravest 
ideas to become real, and seed long-
term change to advance society and 
build a better future for everyone. We 
are part of the innovation foundation, 
Nesta.

Visit: https://challenges.org/ 
for more information.

Nesta is an innovation 
foundation. For us, innovation 
means turning bold ideas into 
reality and changing lives for the 
better. We use our expertise, 
skills and funding in areas where 
there are big challenges facing 
society.

We work with partners around the 
globe that bring bold ideas to life to 
change the world for good.

Visit https://www.nesta.org.uk/ for 
more information. 
 
Nesta is a registered charity in 
England and Wales 1144091 and 
Scotland SC042833. Our main 
address is 58 Victoria Embankment, 
London, EC4Y 0DS.
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Abbreviations  
and definitions
A.I. - Artificial intelligence 

Minority ethnic groups’ -  Refers 
to Black, Asian and minority ethnic 
and is defined as all ethnic groups 
except White ethnic groups.    
                     
LEP - The Longitude Explorer Prize 

STEM - Science, technology, 
engineering and math 

Nesta - An innovation foundation 
based in the UK 

BEIS - Department for Business, 
Energy and Industrial Strategy 

Team Champions - the adult 
supervisors of the teams of young 
people, they are usually their 
teachers or youth club leaders. 

Applicants and entries teams 
from schools or youth groups of 2-5 
young people who have submitted 
an application form. 

Semi-finalists - the 60 teams 
selected by the judges to proceed 
to the semi-finalist stage of the 
programme. 

Finalists - the 40 teams selected by 
the judges to proceed to the finalist 
stage of the programme. Note: 30 
of these teams were from the semi-
finalists and 10 wild card entries 
which went straight to the finals. 

Digital Platform - the Longitude 
Explorer Prize website. 

Foreword 

Fostering entrepreneurial spirit 
amongst young people will be 
vital in order  to successfully solve 
some of the greatest challenges 
of today, whilst also supporting a 
new generation to gain the skills 
needed for their future work. 
Innovation has been  a driving force 
behind some of the most important 
inventions of our time and is about 
approaching a problem with a new 
perspective - not being limited by 
what has already been done. Coming 
up with new ideas takes creativity 
and imagination, something young 
people have in abundance, but 
also a strong understanding of the 
real-life problems that need to be 
solved. The Longitude Explorer Prize 
aims to support young people to 
develop this creativity and drive in 
order to help address the issues they 
care about. Developing important 
Science, Technology, Engineering 
and Maths (STEM) skills, alongside 
entrepreneurship can equip young 
people to not only identify solutions 
to the problems, but be the driving 
force behind implementing them.  
The Longitude Explorer Prize 
encourages young people from 
diverse backgrounds to shift from 
being consumers of technology to 
becoming the creators, designers 
and developers of a whole new 
generation of technology for social 
good.
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The first Longitude Explorer Prize in 
2014 was a pilot programme set up in 
celebration of the 300th anniversary 
of the original Longitude Prize, the first 
incentive prize of its kind established 
by the British government to solve the 
problem of extensive losses at sea by 
enabling sailors to navigate accurately 
by knowing their exact coordinates. It 
engaged young people (aged 11–16) to 
use satellite navigation in a completely 
new way. The all-female team won 
£25,000 for their school as well as 
individual prizes. Their idea, Displaced, is 
a mobile app which helps local charities 
support homeless people in their 
community.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
The second Longitude Explorer Prize 
(2017) challenged young people (aged 
11–16) to develop innovative, practical 
solutions that use the Internet of Things 
to improve health and wellbeing of 
people in the UK.  A prototype that helps 

people with Autistic Spectrum Disorder to 
communicate, won a £10,000 prize at the 
award event. 
 
This year’s Longitude Explorer Prize, 
the third iteration, differed from its 
predecessors in that it was delivered at 
scale with a deliberate drive to reach 
even more young people from diverse 
backgrounds across the UK, and enable 
them to participate in the prize in some 
way even if not directly part of the 
programme. It was also unique due to the 
unforeseen situation of COVID-19 and the 
need to adapt to restrictions put in place 
because of this. Despite challenges, the 
incredible resilience shown by the young 
people, their teachers and youth leaders 
in continuing to engage with the prize 
ensured another successful programme, 
and provided many learnings which can 
be taken forward to the next iteration. It 
is their creativity and perseverance in the 
face of adversity which we would like this 
evaluation to celebrate.



6

 

Introduction 
Why Longitude Explorer?

The UK is missing out on the 
talent of people who are 
currently underrepresented 
in the field of innovation 
and entrepreneurship and 
a narrow subset of the 
population are generating 
ideas for us all. Women are 
outnumbered by men by 4:1 
as founders of innovation 
start ups. Only 7 per cent 
of UK patent applications 
are made by women, and 
just 4 per cent of the UK 
tech workforce identify as 
minority ethnic groups. 
Exposure to innovation in 
childhood is a key driver for 
these gaps in innovation.1  

 
Exposure to innovation 
in childhood is a key 
driver for these gaps in 
innovation.1 

Across the UK, schemes that focus 
on providing young people with the 
opportunity to participate in innovation 
and invention are still only reaching  
1.5 per cent of the total pupil 
population.The current spread of 
opportunities available across the UK is 
also uneven, with pupils in the South of 
England up to twice as likely to take part 
in schemes as those in the Midlands 
and North, with even fewer schemes in 
Northern Ireland and Wales. In addition 
to geographical disparity, research 
found that schools with the most 
deprived students are considerably less 
likely to take part in invention schemes, 
and are six times less likely to reach 
the finals of innovation competitions 
than schools with the least deprived 
students.2  
 
The Longitude Explorer Prize focuses 
on reaching young people from 
diverse backgrounds to bridge the 
gap between young people and 
innovation. It challenges young people 
to develop innovative, practical 
solutions to society’s biggest issues 
using technology. The prize offers 
a positive intervention, enabling 
students to discover innovation and 
entrepreneurship early on, while 
also providing opportunities to learn 
the foundations of establishing a 
marketable product from business 
mentors. 

1 -Madeleine Gabriel, Juliet Ollard and Nancy Wilkinson (2018) “Opportunity lost: How inventive potential is squandered 
and what to do about it” Nesta: https://media.nesta.org.uk/documents/Opportunity-Lost-December-2018.pdf
2 - ibid

https://media.nesta.org.uk/documents/Opportunity-Lost-December-2018.pdf
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Aim of the prize
 

This report aims to guide you through the Longitude Explorer 
2019/20 experience, providing an overview of the challenge 
itself, a summary of some of the participants’ ideas that were 
submitted and an overview of the results from the evaluation 
process. 

The Longitude Explorer Prize was designed and delivered by Nesta’s Challenges to 
inspire diverse young people across the UK, through a forward- thinking, flexible 
programme that equips young people with enterprise and technology skills whilst 
instilling the confidence and aspiration needed to become our next generation of 
digital social entrepreneurs. 
 
 

The key objectives of the prize were: 

Enable a diverse group of 
young people to generate 
effective and innovative 
solutions that use A.I. for 
social good.  

Provide young people with 
a practical opportunity 
to engage with and build 
capabilities in A.I. and 
entrepreneurship. 
 

Provide opportunities 
to foster collaboration 
within, and across, 
teams and young people 
engaged in the prize. 

Increase awareness 
amongst young people 
and their communities 
around the importance of 
A.I. and entrepreneurship 
through the prize and its 
digital platform.  

Increase understanding 
amongst the government 
and schools around how 
to practically engage in A.I. 
and entrepreneurship in 
education.  

Ensure the young people 
who have taken part 
continue to be involved in 
A.I. and entrepreneurship.
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Partners 
 
 
 
 

We’d like to thank our funder the 
Department of Business, Energy and 
Industrial Strategy (BEIS): 

BEIS provided an almost £1 million 
investment in the competition to keep 
the UK at the forefront of the industries 
of the future and support the next 
generation of digital entrepreneurs in 
their aspirations.  
 
 
 
 
 

We’d also like to thank the below 
partners for their support in the 
delivery of the programme: 

Digital Catapult, 
Supported us by providing their 
digital technology expertise for the 
development of educational resources 
for young people. In their day-to-day 
work, they help to make UK businesses 
more competitive by supporting the 
adoption of digital technologies. 

 
 
 

 

 
 
 
 
 
Future First 
Supported us through recruiting and 
training expert mentors from the alumni 
of schools in the finalist stage to provide 
aspirational role models. Future First’s 
mission is to see every state school and 
college supported by a thriving and 
engaged alumni network community, 
which improves students’ motivation, 
confidence and life chances.

 
 
 

Fire Tech, 
Supported us to provide young people 
with educational resources, such as 
webinars and tutors, to develop their 
technology skills. Fire Tech inspires 9–17 
year olds to create and explore using 
the most cutting-edge technologies, 
designing games with Unity, building AI 
models with IBM Watson, and designing 
entire worlds in virtual reality.

We worked with partners to maximise the potential of the prize and 
its outcomes. We would like to take this opportunity to thank them 
for their contributions in making the prize a success. 

We’d also like to say a special thank you to consultant Jo Tasker whose dedication 
and expertise has been invaluable to the success of the programme. 
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This year’s programme was delivered at scale and its 
success could only have been achieved with the support of 
many more partners, some of which are highlighted below.

Thank you!
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Overview of the prize
The Longitude Explorer Prize was designed to stimulate social innovation 
among young people and promote STEM education. A robust scoping 
phase helped us determine that artificial intelligence (A.I.)  should be the 
technology topic for this year’s prize.  

The A.I. market is one of the fastest growing industries at the moment, expected 
to be worth over $16 billion by 2022.3 However, a challenge this industry currently 
faces is a lack of workforce with the relevant skills and expertise for developing 
and managing A.I. technology.4 In addition to this, there is a lack of diversity within 
the current workforce, and being such an important but complex technology, it 
requires  a vast array of skilled people from different backgrounds.5 Although A.I. 
is not currently part of the UK national curriculum for young people and tends 
to instead be introduced at high education levels the topic is closely related to 
existing learning requirements for Key Stage 3 and 4 related to Computing, Science, 
Design and Technology. By raising awareness and providing opportunities for 
young people to be exposed to A.I. The Longitude Explorer Prize supports a diverse 
pool of young people to develop the relevant skills for future careers in technology, 
but equally helps to shift public perceptions towards A.I., which is often one of 
mistrust.6 Ultimately a new generation to enter this growing market in the future. 

The resulting challenge prize statement was: 
 
We would like to live in a world where people can live longer, live better, live 
together, and live greener.

Can you create or improve a product, app or service (solution)  that uses AI 
technology to make the world a better place? 

The prize encouraged young people to explore ideas relating to the following themes 
based on the government’s Industrial Strategy Grand Challenges to help people to: 

Live longer  
(helping the older 
generation to stay 
independent and active) 

Live better 
(helping people live 
healthier) 
 

Live together  
(through better 
transportation and tech) 
 
 

Live greener  
(helping tackle pollution 
and energy saving)

3 - Mr. Rohan (2016) “Artificial Intelligence Market Worth 16.06 Billion USD by 2022” MarketsandMarkets: https://www.prnewswire.com/
news-releases/artificial-intelligence-market-worth-1606-billion-usd-by-2022-603578386.html
4 -Grace Kiser and Yoan Mantha (2019) “Global AI Talent Report 2019” Jfgagme: https://jfgagne.ai/talent-2019/ 
5 - Maria Klawe (2020) “ Why Diversity In AI Is So Important” Forbes: https://www.forbes.com/sites/mariaklawe/2020/07/16/why-diversity-in-
ai-is-so-important/
6 - Ryan Daws (2019) “ BI: UK tech dominance is ‘at risk’ due to public mistrust of AI” AI News:
https://artificialintelligence-news.com/2019/08/09/cbi-uk-tech-risk-public-mistrust-ai/

https://www.gov.uk/government/publications/industrial-strategy-the-grand-challenges/missions
https://longitudeexplorer.challenges.org/wp-content/uploads/sites/62/2019/09/Theme-1-Living-Longer-pdfreduced.pdf
https://longitudeexplorer.challenges.org/wp-content/uploads/sites/62/2019/09/Theme-2-Design-Living-Betterreduced-2.pdf
https://longitudeexplorer.challenges.org/wp-content/uploads/sites/62/2019/09/Theme-3-Living-Togetherreduced.pdf
https://longitudeexplorer.challenges.org/wp-content/uploads/sites/62/2019/09/Theme-4-Living-Greenerreduced.pdf
https://www.prnewswire.com/news-releases/artificial-intelligence-market-worth-1606-billion-usd-by-2022-603578386.html
https://www.prnewswire.com/news-releases/artificial-intelligence-market-worth-1606-billion-usd-by-2022-603578386.html
https://jfgagne.ai/talent-2019/ 
https://www.forbes.com/sites/mariaklawe/2020/07/16/why-diversity-in-ai-is-so-important/
https://www.forbes.com/sites/mariaklawe/2020/07/16/why-diversity-in-ai-is-so-important/
https://artificialintelligence-news.com/2019/08/09/cbi-uk-tech-risk-public-mistrust-ai/
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Entry and judging criteria

The Longitude Explorer Prize was open to any constituted organisation based 
in the UK that works with young people aged 11–16. This included secondary 
schools and youth groups, such as STEM clubs. Organisations and schools were 
encouraged to enter more than one team into the prize. 

Young people were supported to enter by a teacher or youth leader, known as their 
Team Champion. Teams were made up of two to five young people and aged between 
11–16.

The entries were assessed upon the following criteria:

1. Teamwork: Explanation 
of how the team works 
together, how they 
will recognise their 
contributions and the 
strengths each member 
can all bring to the 
team. 

2. Communication: 
Explanation of how the 
team would market and 
promote their idea. 
 
 
 

3. Security and Ethics: 
Consideration for the 
ethics and security 
issues of using A.I. and 
an idea of the type of 
impact the solution 
could have. 

4. Innovative use of 
AI: New ideas or 
adaptations and new 
interpretations of a 
solution.  
 
 
 
 
 
 
 

5. Impact on the theme: 
Articulation of the 
problem area and how 
the idea is addressing 
the issue.  
 
 
 
 
 
 
 

6. Enterprising: Evidence 
of a clear planning 
process, research and 
experimentation to 
progress the solution 
from idea to reality; 
consideration for what 
resources teams will 
need, and application to 
the real world, e.g. how it 
will be made, who will use 
it, how much it will cost.
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A special thanks to our judges for their support in 
the assessment process and overall prize. 

The panel included:

Mark Martin MBE aka @Urban_Teacher  
ICT Teacher, international speaker and expert in 
promoting cultural diversity within organisations.

Elena Sinel, Founder of Teens in AI
Award-winning social entrepreneur and founder of Teens 
In AI and Acorn Aspirations

Dr Peter Bloomfield, Head of Policy and Research at 
Future Care Capital 
A.I. expert and neuroscientist, previously advised UK 
government on A.I. policy and strategy

Professor Sue Black OBE
Award-winning computer scientist, radical thinker, and 
founder of social enterprise #Techmums

Piers Linney, Entrepreneur
Former ‘Dragon’ on Dragons’ Den, founder and recognised 
as one of the top 100 most influential Black Britons

Joysy John, Director of Education at Nesta
Leads Nesta’s work in education across innovation 
programmes, research and investment

Liz Williams MBE, CEO of Future Dot Now
Social Mobility Commissioner, Chair of the Good Things 
Foundation, and sits on the Board of the Government’s 
Digital Skills Partnership

We’d also like to thank all the assessors who helped 
us review entries, and the mentors for supporting 
teams during the prize. 

The judging panel
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The Longitude  
Explorer Journey

Stage 1: 
Open for entries  

23 Sept 2019–29 Nov 
2019 / 1 Jan 2020–14 
Feb 2020 (‘Wild Card’ 
entry period)

Stage 4:  
Winners 
announcement  
 
15 July 2020

Underpinning 
the stages: The 
digital platform 

23 Sept 2019– 
30 Sept 2020

Stage 3:  
Finalists 

9 March 2020–
19 June 2020

Stage 2:  
Semi-finalists 
 
12 Dec 2019– 
4 March 2020
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• Open for entries on the 23 September 
2019 and closed on the 29 November 
2019. Each entry consisted of an 
online form outlining their idea. All 
entries were assessed and moderated 
to select 60 semi-finalist teams.

• Open for wild card entries on 1 
January and closed on the 14 February 
2020, same application process. 

In total 802 young people applied, of 
which 55 per cent identified as female, 
30 per cent minority ethnic groups 
and 8 per cent identified as having a 
disability. The prize received applications 
from all 4 nations.  

Outreach was an important part of this 
year’s prize as it was designed to be 
delivered at scale, with a specific focus 
on encouraging those schools and 
organisations which may not normally 
participate in innovation programmes. In 
order to do this, a mixture of approaches 
were used; including direct outreach, 
working with partners, online campaigns 
and engaging the press.  
 
 
 
 
 
 

Some outreach activities to highlight 
included providing activities free to 
download for teachers / youth group 
leaders via the website to help teams 
apply, and using targeted social 
media campaigns to share about the 
opportunity. Writing directly to over 
1,000 secondary schools (all non-fee 
paying), to local councils and libraries. 
Working with organisations like Teach 
First, Code Club, BBC Teach and many 
more to share the opportunity in their 
networks. Engaging young people and 
educators directly by attending events 
such as Mozilla Festival and Swansea 
Science Festival. Features in press such 
the Week Junior also helped to amplify the 
messaging of the programme and share 
the opportunity.

Gaining and listening to feedback from 
young people and educators is vital for 
a successful programme, and when a 
theme emerged following the end of the 
first entry period that many potential 
applicants did not feel like they had had 
enough time to finish their applications, 
a second entry period was opened in 
January 2020 referred to as a ‘wild card 
round’ and in order not to disrupt the 
prize for those who had already applied, 
only 10 entries would be selected and 
these entries would go straight through 
the final stage.

Stage 1:  
Open for Entry

https://www.teachfirst.org.uk/
https://www.teachfirst.org.uk/
https://codeclub.org/en/
https://www.bbc.co.uk/teach
https://www.mozillafestival.org/en/
https://www.swansea.ac.uk/research/in-the-community/swansea-science-festival/
https://www.swansea.ac.uk/research/in-the-community/swansea-science-festival/


16

• From the assessment and moderation 
process 60 teams were chosen to 
become semi-finalists which included 
211 young people, of which 55 per 
cent identidied as female, 24 per cent 
minority ethnic groups and 8 per cent 
identified as having a disability. 

• Semi-finalist teams were invited to a 
development day event in London at 
the end of January. 

• They were asked to make a 
submission which included a short 
PowerPoint presentation and video 
using what they had learnt during the 
development day to build on their 
original application. 

Following the selection of the semi-
finalists, over 200 young people and 
their team champions were invited 
to a development day in London. The 
objective of the day was to provide 
inspiration, information and the tools 
needed to build on their original 
applications. All expenses for the event 
were covered by the programme to 
ensure teams were able to attend. 

The event was held at Here East in 
the London Olympic park, a dedicated 
campus for innovators, designed by and 
for the makers of our future. A full day 
event hosted by science presenter Jon 
Chase, it covered a range of activities 
with topics including, 
 
 

Innovation and agile thinking delivered by 
Erica Neve

Immersion in AI delivered by Sheffield 
Robotics 

Wellbeing, Safety and Ethics delivered by 
AI for Good and Vincent Cook.

Soft skills (such as presentations and 
pitching) delivered by So you wanna be 
in TV and Gweek 

The event also provided an opportunity 
to meet other teams and learn about 
each other’s ideas, plus networking 
opportunities with entrepreneurs and 
business leaders. These activities were 
all designed around the different skills 
and knowledge teams might need to help 
them develop their ideas further and 
show the judges why they should be in 
the finals. 
 

“Everything had been so well planned 
and thought out. The whole event was 
easy as a teacher to be involved in 
and the pitch of all the activities were 
perfect.” - Team Champion 

“It was very interactive and allowed us 
to express our ideas and creativity. It 
has also motivated me to work on our 
idea.” - Semi-finalist

Stage 2:  
Semi-finalists

https://hereeast.com/
https://rapscience.co.uk/jon-chase/
https://rapscience.co.uk/jon-chase/
https://www.linkedin.com/checkpoint/challengesV2/AQGFFrXvTtcobQAAAXSX2vLe9Sui30onkYrsgBLpJG55c-U9F3vC070iGO1TxLoRvmRl5ducAnOTtNYx43XVZij6-DDuHlw76A
http://consequentialrobotics.com/
http://consequentialrobotics.com/
https://www.aiforgood.co.uk/about-us
https://www.linkedin.com/checkpoint/challengesV2/AQE0c2o5CPk3ygAAAXSX2-G_aX_STbM-QjNyPJOi7pbnAsA6WC-1NQplRwqfI7UDyvuAOs1Pd4I54nZZMc_rLdDFkyWkIRgYpA
http://www.wannabeontv.com/
http://www.wannabeontv.com/
https://www.gweekspeech.com/
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Adapting the prize 

The 40 finalists were selected during the 
March 2020 judging panel, with initial 
plans to bring them all together for 
another development day event in May 
2020. 

Due to the unforeseen situation with 
COVID-19 and the eventual closure of 
schools, all activities for the prize were 
subsequently moved online. Despite 
initial concerns as to whether the 
prize would continue to run, following 
interactive feedback sessions with team 
champions, the prize was adapted 
to provide a hybrid of activities and 
resources. 

In lieu of an in person development day 
event, teams participated in a series of 
webinar workshops which were also 
complemented with offline resources, 
e.g. worksheets sent to students ahead of 
time. Topics that were covered during the 
series of webinar workshops included:

• Concept and product development 
delivered by Little Mammoth

• Business planning delivered by Erica 
Neve

• Marketing and communications 
delivered by the YP Collective

• Applications of A.I. delivered by 
FireTech 

Stage 3: Finalists and  
adapting the prize to COVID-19

• The panel of judges reviewed the 60 submissions to select 30 teams to be finalists, 
alongside an additional 10 wild card entries. 

• The 40 finalist teams included 136 young people, of whom 52 per cent identify as 
female, 28 per cent as minority ethnic groups and 9 per cent as having a disability.

• A full list of the finalist ideas on pages 22. 

• Due to COVID-19 restrictions all activities during this and the following stages were 
moved online, including the events and mentoring. 

• Finalists completed a detailed business plan workbook and two minute video pitch 
as their final submission. Despite the challenging circumstances, 90 per cent of 
teams successfully completed their submissions in June 2020. 

• All finalists were able to use their submissions to apply for their Silver Crest 
Awards, managed by the British Science Association, with all costs covered by the 
prize. 
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https://www.littlemammoth.co.uk/
https://www.linkedin.com/public-profile/in/erica-neve-1bb0771b/?originalSubdomain=uk&challengeId=AQE1Bjq3WoKz2AAAAXSX32fOJ2jCTpTsSM62fcJDrhYVz8FV_sV1txYjEvMbAuq0-t_1ZaNKNiNlyb1UyNA5X10_QHNhHfnG6w&submissionId=c983d990-6452-3516-43d2-545322b80505
https://www.linkedin.com/public-profile/in/erica-neve-1bb0771b/?originalSubdomain=uk&challengeId=AQE1Bjq3WoKz2AAAAXSX32fOJ2jCTpTsSM62fcJDrhYVz8FV_sV1txYjEvMbAuq0-t_1ZaNKNiNlyb1UyNA5X10_QHNhHfnG6w&submissionId=c983d990-6452-3516-43d2-545322b80505
https://www.theypcollective.com/
https://www.firetechcamp.com/
https://www.crestawards.org/crest-silver
https://www.crestawards.org/crest-silver


Finalist teams had access to weekly virtual 
1:1 mentoring during this stage. The 
mentors included STEM ambassadors, 
business and technology experts. The 
digital platform (programme website: 
longitudeexplorer.challenges.org) 
was also developed further to become a 
resource hub for finalists with recordings 
of the webinars and access to worksheets 
for them to use. During this time, teams 
which needed access to technology to 
continue to participate in the programme 
from home were provided with laptops to 
ensure digital inclusion. 

Instead of a combined awards and 
pitching event, teams were able to make 
their finalist submissions completely 
virtually, which included their completed 
workbooks with pictures of their 
prototypes and a recording of their 
two minute pitch. Prior to this, support 
and resources around remote working 
and pitching was provided to teams. 
Impressively, despite the challenging 
situation, the majority of the teams were 
able to complete their final submission. 

Key insights from adapting the Longitude 
Explorer Prize, supported by research 
completed by Nesta with schools across 
the UK,7 highlighted the importance 
of encouraging  young people to take 
ownership of their learning and projects. 
Team champions were there to support 
teams but the workbook and pitch were 
owned by students. A noted shift was also 
the value of the programme for schools 
during a time of cancelled exams and 
uncertainty. 

Having access to a creative programme 
with real-life applications and emphasis 
on helping communities was a welcome 
focus noted by team champions. It is 
important to recognise the contributions 
of the team champions themselves, 
who went above and beyond not only 
supporting their teams learning, but also 
helping to coordinate offline resources 
to ensure their teams could engage 
fully with the programme. Without 
their support and enthusiasm, many 
of the teams would not have been 
able to continue with the Prize. Closely 
related is the acknowledgement that 
technology enabled the programme to 
continue during this situation it is not 
without its limitations; access to the 
necessary technology is still not equal 
and the transition to online learning for 
many schools was not a linear process.  
Programmes like the prize, however, can 
support schools in a variety of ways, but 
particularly through cultivating these key 
digital skills.  
 

 

“I really enjoyed the webinars as 
the whole concept of us making our 
own product is so exciting and the 
webinars made it seem to come 
true! It was really nice to see how 
we can still produce our product 
and have an amazing experience 
even if there is a global pandemic!” 
- Finalist 

7 - Emma Sutherland and Wayne Holmes (2020) “Teachers school us” 
Nesta: https://www.nesta.org.uk/blog/teachers-school-us/
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https://www.stem.org.uk/stem-ambassadors
https://longitudeexplorer.challenges.org/
http://longitudeexplorer.challenges.org
https://www.nesta.org.uk/blog/teachers-school-us/
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• The judges reviewed all the 
submissions and were extremely 
impressed with the detail, creative 
thinking and passion the teams had 
put into their solutions. 

• Based on the workbook and pitch, the 
judges selected a winner and three 
runners-up. 

• Following a public vote, a first of its 
kind in the programme, a ‘people’s 
choice’ winner was also selected from 
over 13,000 votes. 

• The 5 winning teams included 21 
young people, of which 62 per cent 
identify as female, 33 per cent as 
minority ethnic groups and 24 per 
cent as having a disability.  

• Read more about the winning teams 
on pages 26. 

The final judging panel was also hosted 
virtually and thanks to our judges 
dedication and interest in reviewing all of 
the teams ideas in great detail, this was 
still an in-depth process. Although it was 
a difficult choice, the judges selected one 
winner and three runners-up from the 
finalists.  

For the first time ever as well the public 
had an input into selecting a winner with 
the People’s choice Award. Prior to the 
judging panel the public was invited to 
vote for their favourite idea and teams 
were encouraged to promote their own 
ideas as well. Over 13,000 people voted 
in our People’s choice Award and chose 
their winner.

All of the finalists, their team champions, 
mentors, judges and prize supporters 
were invited to a virtual Awards ceremony 
hosted by Science presenter Jon Chase 
once again. This included access to a 
virtual gallery, where visitors were able 
to explore all of the finalist ideas. To 
help make this an interactive and special 
experience, teams were also sent goody 
bags ahead of time. A highlights video 
of the ceremony is available on the 
programme website. 
 

“They [finalists] were of a very high 
standard and I particularly liked the 
diversity that had been achieved“ - 
Judge

Stage 4:  
Winners

https://rapscience.co.uk/jon-chase/
https://longitudeexplorer.challenges.org/
https://longitudeexplorer.challenges.org/
https://longitudeexplorer.challenges.org/
https://longitudeexplorer.challenges.org/
https://longitudeexplorer.challenges.org/
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• An important and novel component of 
the 2019/20 prize was the addition of 
the digital platform, the programmes 
website: https://longitudeexplorer.
challenges.org/ 

• The platform received over 114,500 users 
throughout the year. 

The platform was used as an important 
information source for participants in the 
prize, especially after moving the prize online, 
with a dedicated finalists page which hosted 
regularly updated information and resources 
for participants. 

The platform also provided a wide range 
of resources and interactive features 
freely available and aimed at young 
people and educators outside of the prize. 

These resources included quizzes, polls, 
downloadable activities and worksheets. 
The platform evolved throughout the year to 
provide relevant resources for the different 
prize stages, from learning activities which 
could be used by educators to help the young 
people they work with to apply, inspirational 
blogs to read, factsheets and worksheets on 
A.I., recordings of all the finalist webinars, 
the People’s choice Award vote, a range of 
activities part of the digital summer camp 
and curated pages with links to external 
resources. Read more about the impact of the 
digital platform on pages 38. 

The Digital  
platform 

https://longitudeexplorer.challenges.org/
https://longitudeexplorer.challenges.org/
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The Finalists

#BeMe Healthy Eating AI  
Using an app to tackle 
obesity by helping users track 
eating habits and encourage 
healthy alternatives.

RoboAid 
RoboAid is a robot friend that 
provides support and aid for 
those struggling with anxiety 
and autism. Its sensing 
technology will be able to 
sense when a panic attack, 
anxiety attack or autistic 
meltdown is about to start.

Social Kindness 
An app that detects online 
bullying by scanning the 
screen for words or phrases 
that may be considered 
inappropriate, this then 
sends a message to your 
phone to approve if it was 
meant in a malicious way.

ClassBot 
Our team is trialling a robot 
which will allow students to 
take part in lessons remotely 
and make a safe, secure 
and fun way for students to 
engage with lessons even if 
they can’t be there physically.

Smart inhaler 
We will design a device fitted 
onto a regular inhaler that 
records date and time of 
each dose and whether it 
was correctly administered. 

Tech T-Shirt 
Our idea is a t-shirt that 
saves the lives of those 
who have a heart condition. 
It does this by detecting 
irregular heart rhythm and 
informing contacts, and 
if necessary, the nearest 
hospital.

Theo the Therapy Dog 
Our idea is to create an 
AI therapy dog for autistic 
children for help in social 
situations.

Project Assist 
Our software and hardware 
uses tracking software 
developed by us in Python 
to record elderly, fragile or 
vulnerable people’s actions 
within their household and 
updates family/emergency 
services in the event of an 
accident or time of distress.

5μm Wearable Lifesaver 
Our idea is a device you wear 
on your wrist which links to 
your smart phone, that is 
able to detect and predict 
the likelihood of developing a 
blood clot.

Hello World  
Our idea is to make social 
media truly social by using 
artificial intelligence to 
recognise actions and 
translate them into words, 
consequently changing sign 
into text. 

CHARIE  
Our idea focuses on home 
automation for care and 
support in the home. We will 
build a robot that will help 
people out in several ways. 

Living  
better
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FreeWheelers  
Our idea is a free application 
that is accessible for 
everyone on any mobile 
device. It is a user-friendly 
and very simple application 
that creates and shows the 
most efficient route to a 
specific location for users.

Bacteriophage Production 
Technologies (BPT) 
Our idea is to produce 
bacteriophages using an 
artificial intelligence, and we 
will call it BPT (Bacteriophage 
production technologies).

Loneliness buddy 
Our idea is to have a talking 
pod that will help lonely 
people who are unable to get 
out of their home.

LifeMosaic 
Our idea, called LifeMosaic, 
is a self-tracking app that 
helps young people learn 
about their own health and 
wellbeing. It’s a visual diary 
for the user to track/express 
whatever they value in their 
everyday lives.

TextSpecs 
Our idea, TextSpecs, will be 
a revolutionary pair of smart 
glasses that use speech 
recognition to help the deaf 
and partially deaf to regain 
independence.

Sign-to-word AI App 
An app that can support 
those young people, 
especially students, who 
are hard of hearing or deaf 
to develop their speaking, 
writing and vocabulary skills, 
by translating sign language 
to written words.

Dimming Dyslexia 
Our idea strives to help those 
with difficulties in literacy and 
reading so they can achieve 
as much as they can. Our 
program works to analyse 
texts and resources that 
the students are using and 
translate them into an easier 
format to comprehend.

Ocu-Helper 
Our idea, the ‘Ocu-Helper’ 
is exactly what the name 
suggests; ‘Ocular’ (Eye) and 
Helper (Assistance). It is 
designed for those who are 
visually impaired or blind to 
help them navigate and stay 
safe when travelling.

Learn Like You 
Learn Like You is an app 
which helps children identify 
their learning style and then 
delivers learning experience 
catered to that learning style. 

EVA (Emergency Vibrating 
Alarm)  
Our project, EVA, is a design 
similar to a smartwatch that 
will allow the nurse to receive 
messages alerting them to a 
patient’s needs.  
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My Little Memory 
Our idea is to create an app 
that will improve lives and 
help support people’s day to 
day needs. We will develop 
an app to create memories 
and keep patients with 
dementia safe.

Dundee Discover AI 
Using A.I. to enable 
public busses to take the 
most efficient journeys 
depending upon customer 
demand, making travel less 
time-consuming and better 
for the environment. 

Safe Route Home 
Our idea is to create an app that runs based on GIS 
(Geographical Information Systems) information to gather a 
safe, but quick route to a place.

FALL DETECTION BELT 
Our idea involves a belt that 
is capable of detecting when 
someone falls over, from 
this it will alert someone 
so that the person wearing 
the belt can receive medical 
attention quickly. 

Polly 
Our idea is a voice activated 
personal assistant in a watch 
to help the elderly. The watch 
would be able to measure 
many different things 
regarding the users’ health. 

SmartTraffic 
Our idea takes congestion 
within cities into 
consideration. We will 
tap into existing city 
infrastructure such as 
weight sensors under roads 
and cameras on traffic lights 
and  use AI and data stored 
to try to lower congestion. 

TOMODACHI 
Our  idea is to enhance a 
smartwatch that people can 
use to help in alleviating and 
support early indications 
of short term memory loss 
(dementia) and a general 
need for organisation.

AI Medicine Dispenser 
Using A.I. to enable a smart 
pill dispenser and app which 
will help remind people  who 
need lots of different types 
of medication at different 
times of the day to take their 
medication.

Vivado  
Our app will help people live 
and travel more safely, and 
get access to help and safety 
when needed.

Med Bot 
Our idea uses AI to create 
small delivery robots 
(Med Bots) that can 
deliver medical supplies 
or packages to different 
locations simultaneously.

HydroAI  
Our idea is a water pump 
engineered with a powerful 
light microscope to detect 
pathogens in water. AI 
will use image recognition 
to detect common 
waterborne pathogens.

Living  
longer

Living  
together
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AI Load of Rubbish 
Our idea is a version of 
the bin store in apartment 
complexes, within which, 
rather than mixed waste 
being left for collection, A.I. 
will sort the rubbish into 
what can and cannot be 
recycled.

Put it down! 
Our app will scan food 
products/listen to the 
description and give easy to 
understand info about its 
production, how healthy it is, 
and whether the company 
that produced it is a ‘green’ 
and eco-friendly company.

Ocean Cleanup 
Our idea is a fleet of ships that 
travel the oceans scooping 
up the plastic. Our AI will sail 
the ships, making decisions 
on where to go depending 
on weather information, and 
satellite pictures. 

ECO BIN 
Our idea is named the “Eco 
Bin”. It is a bin that is able to 
detect the carbon footprint 
that is wasted on the rubbish 
you put in it. It will be linked 
to an app that will show you 
your carbon footprint each 
week. 

Robotic Beach Rover (RBR) 
Our idea is a robotic system 
that will be able to detect, 
collect and sort rubbish on 
beaches.

PROfish 
Our idea is a robotic fish that 
is put into plastic polluted 
bodies of water, such as the 
ocean, and swims around 
collecting the pieces of 
plastic.

Urban Micro Farm 
Our idea is focused around 
AI systems and a ‘FarmBot’, 
powered by a Raspberry 
Pi computer and by solar 
energy, which will help 
farmers, especially small 
farms, increase agricultural 
productivity.

WasteWatcher 
Our idea is to develop a 
software application that 
helps to reduce food waste. 
We will develop an app on 
your phone, that constructs 
an ‘online kitchen’. 

Living  
greener
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The Winners 
TOMODACHI

Team: Iscort 

Their idea is a smartwatch app  
operating as a personal assistant to  
support us as we grow older. 
 
             Theme: Living Longer 
 
From the judges: TOMODACHI was chosen as the  
winner as the Judges thought that the standard of research and detail put into the 
idea was extremely high, describing the work the team put into it as “outstanding”. 
Their teamwork was clear and showed how it was an issue close to the team’s heart. 

From the team: “It’s an unforgettable experience that we’ll all have for the rest 
of our lives”  

The all-girl team from Greenford High school won £25,000 for their school, as well 
as individual prizes.
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Runners-up
Ocu-Helper

Team: iMedia 

Their idea is a product which uses spatial and  
visual AI to support those with visual  
impairments navigate their surroundings. 
 
             Theme: Living Better 
 
From the judges: Ocu-helper was chosen a runner up by the judges as they felt this was 
a complex and big idea where the team had really delved into the research and design 
 

From the team: “It feels like all the hard work we put in has paid off...winning has 
made us feel more confident in our idea and the ability to develop an idea like this”  
 

The team from St James Catholic High School won £10,000 for their school, as well as 
individual prizes.

Freewheelers

Team: ADOA 
 
Their idea is an app which will create more  
accessible routes, such as avoiding difficult  
terrains, gradients and steps, as well as  
obstacles, for those who may need them. 
 
             Theme: Living Together 
 
From the judges: Freewheelers was chosen as  
a runner up as this idea impressed the judges  
with its clear presentation and use of different  
applications of A.I. 

From the team:  “It’s just such a big achievement as we haven’t really done 
something like this before. It’s something we can show future employers about  
what we can contribute”

The team from Pilton Community College won £10,000 for their school, as well as 
individual prizes.
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People’s choice 

Ocean Cleanup

Team: Walton S-AI-lors 

Their idea is a fleet of AI catamaran ships  
which travel the oceans scooping up the  
plastic that pollutes the water surface.  
 
             Theme: Living Greener 
 
From the judges: Ocean cleanup was chosen as 
 the final runner up as the judges felt that the idea  
could have a significant impact on an important problem area and an innovative use 
of technology. 
 

From the team: “Being a runner-up means people can now see what we’ve 
achieved, it actually means something and is important to help solve a problem” 

The team from Walton Priory Middle School won £10,000 for their school, as well as 
individual prizes.

Theo The Therapy Dog 

Team: Gowerton STF 
 
Their idea is an AI Therapy Dog to support  
children with Autism. 
 
             Theme:  Living Better 
 
From the judges: Freewheelers was chosen as  
a runner up as this idea impressed the judges  
with its clear presentation and use of different  
applications of A.I. 

From the team:  “It’s amazing to think how many complete strangers voted for our 
idea...we can now strive forward with the support from the public”   

With over 13,000 votes, the public crowned the team from Gowerton School their 
winner, winning their school £5,000, alongside individual prizes and access to the Senior 
Adventures in AI course kindly donated by Fire Tech. 

https://www.firetechcamp.com/?gclid=EAIaIQobChMIhpLh9-vq6wIVh6ztCh3kvQOtEAAYASAAEgIu2vD_BwE
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Evaluation of the programme 
“Thank you for organising this competition. It gave the students a wonderful insight 
into how multiple industries work and also gave them a wonderful opportunity to 
explore their hidden talents and abilities” - a Team Champion 

Evaluation is a core aspect of every challenge prize. In running an evaluation, 
we aim to share results in a transparent way, learn from evidence and engage 
stakeholders by allowing them to contribute in the observation and assessment 
of the change generated. 
 
The Longitude Explorer evaluation was run during the implementation of the challenge 
prize, and includes an impact assessment and a process evaluation of the prize journey.  

• The impact assessment aimed to capture the results of the activities against its initial 
objectives, to state the changes that the prizes created.  

• The process evaluation focused on the prizes activities to understand participants’ 
feedback on the prize structure and whether the activities were well tailored for such 
participants.  

Impact assessment Outcomes 

The prize was designed to achieve eight main outcomes, under an overarching 
theory of change:

Innovation
Were young people 

able to engage with the 
process of innovation, 

building on unique 
ideas?

Capabilities
Did young people 

build skills that 
would be useful 
to them beyond 

the prize?

Ecosystem
Did the prize reach young people, schools and their wider 
communities about the importance of entrepreneurship 

and A.I.?

Will young people who have interacted with the prize con-
tinue to engage with A.I., STEM and entrepreneurship?

1. Young people 
generate effective 
and innovative 
solutions 

2. Young people 
have a practical 
opportunity to 
engage in A.I. and 
entrepreneurship

6. Young people and their 
communities become aware 
of importance of A.I. and 
entrepreneurship through the 
prize and its digital platform 

7. Government and schools 
better understand how to 
practically engage in A.I. 
and entrepreneurship in 
education

3. Young people build their A.I. 
and entrepreneurship capabilities 
 
4. Fostering collaboration within 
and across teams



31

Overview of the key findings 

The Longitude Explorer Prize has been an effective tool at introducing 
innovation, artificial intelligence, and entrepreneurship to young people. Both 
young people and the team champions reported very positively on the activities 
they engaged in and the learning and skill development. Notably, many young 
people valued skills that they reportedly do not normally have the opportunity 
to develop, such as communication, marketing and branding, and pitching. 

“My favourite part of participating in the Longitude Explorer Prize was 
how much I learned along the way and the new things I had to figure out 
with the help of my team or my mentor. I particularly enjoyed making the 
prototype because I want to make similar things in the future.” - LEP Finalist 

Experience

• 100 per cent of team champions surveyed would enter a team into 
Longitude Explorer Prize again in the future 

• 90 per cent of team champions describe their experience of LEP as 
excellent, with the remaining 10 per cent describing it as good 

Diversity

• Of the 807 total entries 55 per cent of this year’s entrants identified as 
female and 30 per cent identified as minority ethnic groups’, and 8 per cent 
identified as having a disability. While the 137 finalists were 52 per cent 
female, 32 per cent minority ethnic groups and 9 per cent identified as 
having a disability

• Of the total entries 36 per cent were from schools with deprived pupil 
populations (deprivation levels assessed through per cent of students which 
receive free school meals) and 6 per cent were from youth groups or STEM 
clubs  

Learning and outlook

• 98 per cent of students said the prize had inspired them to pursue 
entrepreneurship in the future; and 93 per cent said they were inspired to 
pursue STEM studies in the future

• 95 per cent of finalists learnt entrepreneurship skills they would find useful 
after the prize 

• 100 per cent of team champions said their students had a more positive 
attitude towards entrepreneurship as a result of the prize with 70 per cent 
saying this attitude change was “much” more positive
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Innovation 

Were young people able to engage with the 
process of innovation, building on unique ideas?

“...We all had a great time working on this and it was an amazing 
distraction from the difficulties of the time. The biggest take away is 
that one of the (female) team members off the back of this has started 
to learn python. Computer science is one of the most (if not the most) 
gender biased courses at university so seeing young girls look to it as a 
viable, non-gendered option is amazing to see. I say this coming from 
a physics background with a very similar issue!” - a Team Champion

Outcomes:
1. Young people generate effective and innovative solutions
2. Young people have a practical opportunity to engage in 

A.I. and entrepreneurship

At the beginning of the prize young people came up with truly innovative and creative 
ideas, and as they progressed through they built upon their ideas creating solutions 
filled with potential. They also engaged with practical demonstrations, learning sessions, 
and mentors at different stages of the prize.

233

40

60

Teams Young People
Entry period

Semi-finalists

Finalist
802

221

137
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Semi-Finalist Stage 

During the semi-finalist stage 180 young people and 71 adults attended the 
semi-finalist event, where they engaged with activities that gave them the 
opportunity to learn and practice skills such as coding, robotics, marketing and 
communication, innovation and agile thinking.

Semi-Finalist event: teams feedback on activities

“Normally quieter students were talking and offering their ideas. Wonderful 
to see.”
 
“Our teams were rather anxious about the experience but throughout the 
day I watched their engagement grow along with their confidence. They 
loved the event.” - Feedback from Team Champions

100% 

75% 

50%

25%

0%

Communications Innovation and 
agile thinking

Welbeing, 
security and 

ethics

Immersion in 
A.I.

Networking

Per cent of young people that reported the activities provided information that 
would help their team to develop the solution further

Per cent of young people that report feeling more motivated and 
inspired to work on their idea following the semi-finalist event.

97%

3% Not much motivated and inspired 
to work on their idea

More motivated and inspired to 
work on their idea
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Favourite part of being a mentor.. 
 
“Seeing the team come together and start to be more than the sum of the 
parts” 
“I enjoyed seeing the rapid development of ideas that my mentees 
generated.”

Finalist Stage 

Finalists had the opportunity to work on their projects with the support of a mentor, 
they also attended various webinars, and had the opportunity to engage with one-one-
one tutoring sessions on AI.

Capabilities

Did a diverse cohort of young people build skills 
that would be useful to them beyond the prize?

Outcomes: 

3. Young people built their A.I. and entrepreneurship capabilities
4. Fostering collaboration within and across teams
5. Mobilise diverse talents to work on A.I. and entrepreneurship

Webinars

• 90 per cent of the young people said they found the webinar 
experience positive

• 90 per cent of young people said they would be applying what they 
learned to develop their solutions for the final submission 

Mentors 
Finalists had access to weekly virtual meetings with an industry mentor. 
Overall mentors rated the quality of the projects they mentored positively, 

• 64 per cent as good, and 18 per cent rating their projects as excellent, 
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The prize met its objective of engaging and supporting young people to develop A.I. 
and entrepreneurship skills, building teamwork and fostering collaboration, as well as 
helping young people to build practical and transferable skills, with surveyed young 
people reporting: 

• 95 per cent of finalists said they had learned entrepreneurship skills that will be 
useful to them beyond the prize

• 83 per cent of finalists said they had learned AI.I. and coding skills that will be 
useful to them beyond the prize

• 98 per cent of finalists said they had learned teamwork skills that would be 
useful to them beyond the prize 

Per cent of young people that felt they learnt skills and information in the topics 
below that will be useful for after the prize. 
 
 
 
 
 
 
 
 
 
 
 
 

The prize aimed at mobilising diverse talents, and managed to attract and support a 
diverse group of young people from across the UK, with: 
Per cent of young people that participated in the prize. 
 
 
 
 
 
 
 
 
 

To better understand the deprivation levels of the participating schools we used a 
system of five equal groups (quintiles), based on the proportion of students eligible for 
Pupil Premium. 

100
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0
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40%
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Communication Knowledge 
of AI / 
coding

Knowledge  
of 
Entrepre- 
neurship

Prototyping Design  
(human 
centered / 
service design)

Marketing / 
branding

Remote 
working

PitchingTeamwork

Entry stage Semi-finalist stage Finalist stage

No, not at all Probably not Yes, a little Yes, a lot

Identified as female Identified as BAME Identified as having a disability 



Quintile Students on Pupil Premium

Quintile 1 (least deprived) 0%-8.7%

Quintile 2 8.8%-15.0%

Quintile 3 15.1%-23.5%

Quintile 4 23.6%-37.0%

Quintile 5 (most deprived) 37.1%-100.0%

Quintiles Wild Card First 
round

All  
entries

Semi- 
Finalists Finalists

Quintile 1 
(least de-
prived)

32 31% 52 40% 84 36% 27 45% 12 33%

Quintile 2 35 34% 18 14% 53 23% 7 12% 5 14%

Quintile 3 8 8% 13 10% 21 99% 5 8% 7 19%

Quintile 4 15 14% 29 22% 44 19% 12 20% 8 22%

Quintile 5 
(most de-

prived)
9 9% 9 7% 18 8% 3 5% 3 8%

Group / Club 5 5% 8 6% 13 6% 6 10% 1 3%
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Winners

Of the winning teams (Winner, 
Runners-up, and People’s choice 
Awards):   

• 62 per cent  identified as 
female, 33 per cent identified 
as minority ethnic groups, 10 
per cent preferred not to say 
and 24 per cent identified as 
having a disability. 

Map of entries  
to the prize

Wildcard Entries

First Round Entries

37



38

Ecosystem

Did the prize teach young people, schools and their wider 
communities about the importance of entrepreneurship and A.I.?

Will young people who have interacted with the prize continue to 
engage with A.I., STEM and entrepreneurship?

Outcomes:
6.  Young people and their communities become aware of importance 

of A.I. and entrepreneurship through the prize and its digital 
platform

7.  Government and schools better understand how to practically 
engage in A.I. and entrepreneurship in education

8. Young people who have taken part continue to be involved in A.I. 
and entrepreneurship

The prize achieved a wide range of engagement beyond the prize entrants 
and finalists, raising awareness of the importance of engaging with A.I. and 
entrepreneurship, especially for younger generations whose future will be greatly 
impacted by these technologies. There also appears to be indicators of the longer 
term impact of the prize. 
 
The Digital platform 
 

One of the key methods of scaling the prize’s reach and impact was through 
the digital platform which received over 114,500 users during the course of 
the year. 
 

With each activity on the platform at least an hour long each, plus the additional 
resources like the quizzes available to users, we estimate that at least 60 per 
cent of them would have spent more than two hours engaging with the 
resources on the site over the course of the year. From surveying users 
on the digital platform about the impact of the resources available to them, we 
found that:

• 72 per cent reported being more interested in STEM 

• 60 per cent reported being more interested in entrepreneurship  
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The People’s choice Award 

The People’s choice Award enabled teams, schools, and youth groups to all campaign 
for why the public should vote for their idea. The public explored the finalists’ ideas and 
voted for the one they were most impressed with on the digital platform.  

 
 
In total there were over 13,300 votes, showing the enthusiasm and engagement 
of the public with the prize.  

Wider communications

Another key method for increasing awareness around A.I. and entrepreneurship was 
the wider prize communications, which raised the profile of the prize, its objectives, and 
the achievements of its participants. Some of the key highlights included: 

• Engagement with key youth titles, including The Week Jr, 
National Geographic Kids and First News. With the winning 
team being interviewed on Sky kids FYI: FOR YOUR INFO. 

• Reaching over 4.5 million users on Facebook during the 
lifetime of the prize

• Over 5,600 video views of prize content on YouTube

• Over 300 pieces of coverage across national, 
regional, trade and vertical media with 

• An estimated online coverage views of 1.66m

• An estimated print circulation of 10.4m. 

• National and regional coverage in Metro, 
Guardian, Daily Telegraph, Daily Star, Mail Online, 
Sunday Express, The Scotsman, Yorkshire Post, 
Express and Star, The National and more. 



Although it is too early to definitively assess the long term impact of the prize on the 
2019/20 cohort, there is evidence of this when looking at applicants from previous 
iterations. An example is the winning team from the first Longitude Explorer in 2015. 

The first Longitude Explorer Prize was won by an all-female team with their app, 
Displaced, which helped local charities coordinate efforts to support homeless people. 
Five years after the prize, team members Grace and Emily reported the impact the 
prize had on them, including how it shaped their chosen career paths and the benefits 
they perceive on participating in a programme like this.  
 

Grace: “This prize definitely influenced my chosen career path. The experience 
caused me to think about the world outside our small school, and the way we 
had to find something that would impact the community led me to where I am 
today. The programme was amazing as it gave us all vital skills to learn how to 
commit to something at such a young age, and gave us all an insight into how 
the workplace and collaboration works. It also helped me truly realise that there 
was a world outside the bubble of school, and having to identify issues that were 
impacting others changed the way I thought about my role in the workforce.” 

Case study on long term impact of the prize:  
Grace and Emily, Longitude Explorer Prize 2015 Winners 
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Emily: “Completing a prize so early on in school life gives you so many 
valuable skills. I learnt how to commit to a large project for a long time, 
how to work in a team properly and, in particular, how to manage 
different schedules and extracurricular endeavours alongside academic 
studies. I also learnt how to talk to prospective buyers/businesses, how 
to think in a worldwide sense, and how to enjoy working on something. 
Ultimately, the prize boosted my confidence so that I believed I 
was capable of doing what I currently am. Programmes such as the 
Longitude Explorer Prize push students to think beyond their curriculum 
and therefore increase their curiosity into different fields not touched 
upon in schools which is exactly what is needed in the evolving fields 
currently appearing.” 
 
 

Both have gone onto higher education, with Grace studying Politics and 
International Relations and Emily studying Medicinal Chemistry and 
Neuroscience.
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Process assessment 

During the key activities of the prize, team champions and young people were 
asked to provide feedback on their experience of participating. Both the team 
champions and young people surveyed gave overall positive feedback on their 
experiences in the prize’s different stages, but also some valuable feedback to 
continue to improve the prize.  
 
 
 
 
 
 
 
 

Semi-Finalist experience

During this stage, team champions and semi-finalists attended the semi-finalist event, 
where they had the opportunity to learn and interact with A.I, robotics. After the event 
they shared their feedback on the activity:

• 98 per cent of team champions rated their experience of the event as positive, 
with 67 per cent rating it as excellent

• 92 per cent of team champions felt their team had a positive engagement with 
the event activities

• 97 per cent of young people felt more motivated to work on their ideas after the 
event

 
Team champions were also asked about improvements that could be made for the 
event experience which, although much couldn’t be implemented due to COVID-19, are 
still valuable. Some recommendations included, some more time for reflections after 
different sessions, moving event dates towards the start of the month to accommodate 
school funding timelines, and providing the next steps information at the start of the 
event rather than at the end. 

 

 
“The event at the Olympic park taught me things that I will keep forever, 
particularly going into a career in STEM.” - Finalist

• 100 per cent of the 
team champions 
felt that the prize 
provided them with 
enough support

• 100 per cent of 
team champions 
would enter future 
prizes 

• 90 per cent 
rated their overall 
experience as 
excellent
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Finalist experience (adapting to COVID-19) 

During this stage, team champions and finalists attended webinars, participated in A.I. 
tutoring sessions, and worked with a mentor to build their ideas and create their final 
submission and pitch. They rated their experiences highly, with surveyed participants 
reporting:  

• 90 per cent of Team Champions were satisfied with the quality of the finalist 
webinars 

• 90 per cent of finalists felt more motivated to work on their projects and finalist 
submission after the finalist webinars, with 45 per cent of them feeling very 
motivated

• 75 per cent of finalists reported not having any trouble participating in the prize 
during lockdown, 85 per cent also reported that they had a mainly positive 
experience working on their project during this time 

Team champions were asked if they had any suggestions or recommendations on ways 
to improve the prize and some of the feedback provided included: ensuring future 
in-person events were hosted in different areas of the UK due to travel times, sharing 
all resources that are provided to finalists to team champions as well, where possible 
providing all the resources upfront at the start of the prize and introducing teams to 
mentors earlier. 

Finalists were asked about what they might like the programme to include in the 
future as well. Some of the feedback from them included: whether there was a way 
to breakdown or reduce the final submission business plan workbook, some further 
support on prototyping, and a way to include participants in schools e.g. for the winning 
school to learn more about the prize as well. They were also asked what themes they 
might like to see in the next iterations of the prize, these included a wide range of ideas 
from the UN global goals, web development, space travel and climate change.  
 
 

“It gave me something to look forward to whilst in lock-down and was a new 
experience for me as a whole” - Finalist  
       

“An outstanding feature of this whole competition is the level of support given to 
the teams and the amount and quality of resources.” - Team Champion
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Conclusion
The Longitude Explorer Prize was successfully delivered at scale, with 100 
per cent of team champions informing us that they would enter the prize 
again and over 90 per cent of students reporting the prize had inspired them 
to pursue entrepreneurship and STEM studies in the future. 90 per cent of 
finalists completed their finalist submissions, taking 36 A.I. solutions from an 
idea to a reality over the course of the year. 

Despite school closures and a challenging situation with COVID-19, the programme was 
still able to provide young people with meaningful opportunities to engage with and 
build their skills in both entrepreneurship and A.I. through an online delivery. Although 
the activities were aimed at young people, team champions also participated in all 
these activities, subsequently supporting their understanding of the topics as well. The 
prize reached over 800 students directly, and thousands more across the UK via the 
digital platform and wider communications activities, increasing awareness amongst 
communities around the potential of using A.I. for social good. 

The learnings from adapting the prize to an online delivery have been invaluable and 
have also evidenced the strength of the programme. The prize will continue to engage 
and support young people from diverse backgrounds across the UK to pursue both 
entrepreneurship and STEM, helping to inspire the innovators of tomorrow. Building 
on the success of this year’s prize, and the previous prizes, we will run the 
prize again launching in November 2020.
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Appendix 
Impact and evaluation methodology 

All surveys were run in parallel with the prize main events, in order to be able to engage 
with the highest number of stakeholders and minimize the resources time and cost 
around evaluation.

Prize stage Method Respondents

Entry (including second 
entry period) Application form Young people/ 

Team Champions

Semi-finalist
Semi-structured survey Young people

Semi-structured survey Team Champions

Finalist (post webinar)
Semi-structured survey Young people

Semi-structured survey Team Champions

Final judging panel  
Awards

Semi-structured survey Young people

Semi-structured survey Team Champions

Discussion during judging 
panel Judges

Semi-structured survey Mentors
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