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)Î ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓȭ ×ÏÒÄÓ ȣ 
 

άIŀŎƪŀǘƘƻƴ Ƙŀǎ ǇǊƻǾŜƴ ǇŀǊǘƛŎǳƭŀǊ ǳǎŜŦǳƭ ǘƻ ǿƻǊƪ ŀŎǊƻǎǎ ƻǊƎŀƴƛǎŀǘƛƻƴŀƭ 

ōƻǳƴŘŀǊƛŜǎ ǿƛǘƘƻǳǘ ōǳǊŜŀǳŎǊŀǘƛŎ ƻǾŜǊƘŜŀŘΦέΣ Archimates 

 

ά9! IŀŎƪŀǘƘƻƴ ǇǊƻǾƛŘŜŘ ŀ ƎǊŜŀǘ ƴŜǘǿƻǊƪƛƴƎ ƻǇǇƻǊǘǳƴƛǘȅέΣ FRONT  

 

 

ά¢ƘŜ ŜǾŜƴǘ ǿŀǎ ŎƘŀƭƭŜƴƎƛƴƎ but at the same time fun. The possibility 

to interact with people from different backgrounds but also bringing 

ǇǊƻŘǳŎǘǎ ŀƴŘ ŜȄǇŜǊǘǎ ŦǊƻƳ ǘƘŜ ƛƴŘǳǎǘǊȅ ƎŀǾŜ ǾŀƭǳŀōƭŜ ƛƴǎƛƎƘǘǎΦέ, 

Matchless 

 

 

 

ά¢ƘŜ ǘŜŀƳ ŀƭƭ ŜƴƧƻȅŜŘ ǘƘŜ 

experience, feel we have learned a good amount around ways of 

ǿƻǊƪƛƴƎ Χ ²Ŝ ƘŀǾŜ ŎŜǊǘŀƛƴƭȅ ƳŀŘŜ ǎƻƳŜ ŎƻƴƴŜŎǘƛƻƴǎ ǿƘƛŎƘ ǿŜ ƘƻǇŜ 

ǘƻ ōŜƎƛƴ ǘƻ ǎƘŀǊŜ ƛƴŦƻǊƳŀǘƛƻƴ ƻǊ ǇǊŀŎǘƛǎŜ ǿƛǘƘ ƻǾŜǊ ǘƘŜ ŦǳǘǳǊŜέ, APATE 

 

 άΧ ǘƘŜ ŀǘƳƻǎǇƘŜǊŜ ƻŦ ǘƘŜ 

event was so friendly and encouraging that everyone had the 

possibility to achieve the maximum performance on it.έΣ  Icebrakers 

 

ά Χ ƛǘ ǿŀǎ ƎǊŜŀǘ ǘƛƳŜ ŀƴŘ ŜȄǇŜǊƛŜƴŎŜ ŦƻǊ our team and an opportunity 

ǘƻ ƳŜŜǘ ŦŀƴǘŀǎǘƛŎ ǇŜƻǇƭŜ ǿƘƻ ǎƘŀǊŜŘ ǘƘŜƛǊ ǾŜǊȅ ƛƴǘŜǊŜǎǘƛƴƎ ƛŘŜŀǎΦ άΣ 

FRONT  

 

 

ά The logistic and general arrangements for the event were excellent. 

Thank you to the ACT team and to the SponsorsέΣ  The MODellers   
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How to read TIDE Hackathon Handbook 
PART ONE of the TIDE Hackathon Handbook describes the key elements and process of TIDE Hackathon. 

It should be consulted by anyone interested in learning what TIDE Hackathon is, how it operates, and what 

are basic rules and regulations directing its execution. Appendix A to the PART ONE introduces TIDE 

Hackathon Framework and explains how NATO, partner nations, industry and academia may leverage it.  

 

The details of the upcoming edition of TIDE Hackathon are covered in the PART TWO of this document.  

PART TWO covers logistic information, specification of the challenges and read-ahead reference materials. 

This is an essential read-ahead for all the TIDE Hackathon participants and should be studied before the 

event. 

  

 ά/ǊŜŀǘƛǾƛǘȅ ƛǎ ŎƻƴǘŀƎƛƻǳǎΣ Ǉŀǎǎ ƛǘ ƻƴέ ς Albert Einstein 
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PART ONE 

Preface 
In the response to the dynamically changing geo-political environment that we face today, NATO conducts 

a process of continuous transformation guided by a high level political agenda. Bringing effective change 

to such a large organization is however, a complex endeavor. It involves many actors, and typically is 

accompanied by water-fall type, lengthy procurement processes. This significantly hampers innovation, 

especially in the area of Information and Communication Technology (ICT) where rapid agile methods 

have been proven to be much more effective. 

In order to manage the enterprise change the North Atlantic Council (NAC) issued the C3 Alliance 

Strategy1  with a call to άŜǎǘŀōƭƛǎƘ 9ƴǘŜǊǇǊƛǎŜ Architecture ŘƛǎŎƛǇƭƛƴŜέ. This new discipline is further guided 

by Enterprise Architecture (EA) Policy, which explicitly sets EA primary objective to άΧ ǘǊŀƴǎƭŀǘŜ b!¢hΩǎ 

vision and strategy into effective change of the curreƴǘ ōǳǎƛƴŜǎǎ ŀƴŘ L¢ ŜƴǾƛǊƻƴƳŜƴǘǎ Χέ2. 

Enterprise Architecture practice within NATO is already well established and the number of architectural 

products and use cases constantly increases. Nevertheless, the delivery of the ultimate effect ς Enterprise 

Change ς is often delayed due to organizational inertia.  

ACT, driven by its transformational mission, have developed the concept of the TIDE Hackathon as a 

means to enable rapid transformation and innovation that could instantly re-shape the NATO Enterprise, 

and promote άInteroperability ōȅ 5ŜǎƛƎƴέ principle for the NATO Alliance and Federation. The concept is 

to directly address current business needs by applying an industry proven format, engaging with groups 

made up of both of experts and novices άǇŀǊŀŎƘǳǘŜŘέ ƛƴǘƻ high intensity work environment for a time 

limited period to focus on specific challenges and to develop innovative solution for them.  

b!¢hΩǎ Ƴǳƭǘƛƴŀǘƛƻƴŀƭ ƴŀǘǳǊŜΣ its consensus-based business model and high level of organizational 

complexity form an environment where unique problems emerge. Some of them are trivial, whilst others 

are very challenging and difficult to solve by traditional means. TIDE Hackathon focuses on the latter and 

provides participants a rare opportunity to work with NATO experts to develop solutions. Many will agree 

- άLŦ ȅƻǳ Ŏŀn solve it for NATO you surely Ŏŀƴ ǎƻƭǾŜ ƛǘ ŦƻǊ ŀƴȅƻƴŜ ŜƭǎŜέΦ 

Participants from nations, NATO bodies, academia, and industry come to TIDE Hackathon to work in a 

competitive environment on the pressing issues NATO is facing today. The resultant solutions developed 

for a set of predefined challenges are kept in the open source domain to enable future development and 

collaboration. The best solutions are being deployed within the NATO Enterprise to address urgent 

business needs. 

                                                           

1 Alliance Consultation, Command and Control (C3) Strategy, C-M(2014)0016 
2 Alliance C3 Policy, C-M(2015)0041-REV1, APPENDIX 9 
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TIDE Hackathon does not replace the traditional research, development and procurement processes, but 

rather complements them, with the aim to accelerate the enterprise change by stimulating 

multidisciplinary innovation in the areas of the greatest business risks and opportunities.  

Aim 
The aim of TIDE Hackathon is to create the environment for experts and novices who are involved, or 

interested, in businesses innovation and transformation to competitively work on the pressing problems 

identified within NATO Enterprise, Alliance, and Federation that are difficult to solve by the traditional 

means.  

Objectives 
The TIDE Hackathon events provide a mechanism to: 

¶ Develop innovative architectural models, views, and methods for presented business cases 

¶ Develop novel software/hardware ōŀǎŜŘ ǎƻƭǳǘƛƻƴǎ ŦƻǊ ǘƘŜ άƭƻǿ-ƘŀƴƎƛƴƎ ŦǊǳƛǘǎέ ōǳǎƛƴŜǎǎ ŎŀǎŜǎ 

¶ Promote άLƴǘŜǊƻǇŜǊŀōƛƭƛǘȅ ōȅ 5ŜǎƛƎƴέ ǇǊƛƴŎƛǇƭŜ ŀƴŘ Enterprise Architecture (EA) discipline by 

sharing knowledge and increasing awareness among EA stakeholders 

Background 
In 2009 a small group of NATO and National architects met at TIDE3 Sprint in 

Amsterdam to begin building a community of experts interested in 

innovation and transformation of Enterprises by applying the frameworks, 

tools and techniques of the Enterprise Architecture discipline. The 

Enterprise Architecture track was born, and quickly has become one of the 

most popular tracks of the TIDE Sprint events.  

The EA community work led to many joint ventures among participants and contributed to the production 

of the architectures, increase of the capability development process maturity and increase of the 

Communication and Information Systems (CIS) interoperability and standardization levels within NATO. 

The community driven architectural products include Consultation, Command and Control (C3) Taxonomy 

and C3 Technical Services Taxonomy4. 

The EA community also influenced the work conducted by NATO policy makers what resulted in the 

approval by the NAC of the C3 Alliance Strategy5 that recognized and calls for the implementation of 

Enterprise Architecture as a discipline in the NATO Enterprise. As the highest-level policy document this 

strategy guides the development of Policies and Directives that orchestrate NATO organization and its 

interactions with Nations and partner organizations.  

                                                           

3 Think-Tank for Information Decision and Execution Superiority  
4 NATO C3 Board, endorsement of "C3 Taxonomy Baseline 2.0", AC/322-N(2016)0021-AS1, 11 February 2016  
5 Alliance Consultation, Command and Control (C3) Strategy, C-M(2014)0016 






























































