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– Once logged in on the HOT OSM Tasking Manager, search for ‘firewatermapathon’ (no 
spaces) within the ‘Search Projects’ box, after which you should come up with seven results: 

 

If you already know which project you want to work on, you can also go directly using these links:  

 Great Ocean Road - https://tasks.hotosm.org/projects/9679 
 Central Vic - https://tasks.hotosm.org/projects/9680 
 Horsham - https://tasks.hotosm.org/projects/9681 
 Kerang - https://tasks.hotosm.org/projects/9682 
 Albury-Wodonga - https://tasks.hotosm.org/projects/9683 
 Mildura - https://tasks.hotosm.org/projects/9684 
 Kangaroo Island - https://tasks.hotosm.org/projects/9685 

– Once you have selected the project you would like to work on, click on the project to take 
you to the project’s page. Here, look for the red Contribute button at the very bottom right and click 
this to begin. 
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– At this point, you will be prompted to select a task. All tasks within your selected project will 
be shown as small squares in a grid across the project area, and you can refer to a task’s colour to 
understand its current state: 

 clear cells are available for mapping – you can select one of these to work on 
 light grey cells will be cells that your fellow mappers have already started work on and are 

locked down, unavailable for you to map 
 light pink cells will represent cells which are priority areas 
 yellow cells have been begun and abandoned, and are available for further mapping 
 green cells are finished and unavailable for mapping 
 light blue cells are available for validation – please do not select these unless you have 

signed up to this mapathon as a validator (you’ll know who you are). 

Select the grid cell that you prefer (called a ‘tile’ that you want to work on and click ‘Start Mapping’). 
Your tile will now be locked down for you to work on for the next 2 hours or until you are done, 
whichever occurs sooner. 

 

Once you click the red Map a task button on the bottom right hand side, you will be asked to 
confirm acceptance of the license for this tile (which is for the high-resolution imagery for this 
mapathon, which our sponsor ‘Nearmap’ have very kindly provided to enable us to see the 
sometimes very small items of static water infrastructure which we are mapping).  

Once you have opened your tile window, a pop-up will come up asking you to start a walk-through 
or start editing – depending on your level of confidence, please feel free to select either.  
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– You will now be able to see your tile – please note, you should not edit outside of your tile, 
so please do not map anything outside the pink box, even if you can see it.  

Take a moment to familiarise yourself with the key tools for OSM: 

Along the top, you have the ‘Inspect button’ (on the far left), which lets you toggle the sidebar in and 
out of view. In the centre, you have the tools for adding in various spatial features (points, lines, or 
polygons), and on the far right you have the tools to undo/redo and save.  

Along the right hand side, you have the zoom in and out buttons and the ‘zoom to selection’ and 
‘zoom to my location’ buttons (which you likely won’t be using in this mapathon), underneath is the 
‘background’ button (which lets you choose from a suite of available background data that can assist 
you in your mapping), the ‘map data’ button (which you likely won’t be using in this mapathon 
unless familiar with GIS), the ‘issues’ button (which can alert you to any problems that come up as 
you map), the ‘preferences’ button (which you likely won’t be using in this mapathon) and the ‘help’ 
button.  

Please remember to regularly save your work as you progress in the coming steps! 

 

– You are now ready to start looking for static water infrastructure to map! 

There are THREE types of features being mapped in this Mapathon - – farm dams (reservoirs), water 
tanks and swimming pools – instructions for mapping each of these are slightly different for each, so 
please read these carefully below.  

 

In the above example, a farm dam is visible on the bottom right quadrant of the tile, and you can 
also see a triangular-shaped dam outside of the tile on the eastern side. That triangular shaped dam 
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will be mapped in the next tile, so please do not map it in this one. If you were mapping this tile, you 
would digitise in one feature, the oval-shaped dam. Focus on drawing around the outer edges of the 
dam, not the available water, as demonstrated below. To do this, zoom in until you have a clear view 
of the feature you would like to map, then select the ‘Area’ button on the top of your mapping 
window (it should turn blue once yo have selected it):  

 

Then, draw a series of dots around the edge of the feature until you have gone all the way around it. 
Double click on the last dot to ‘close’ the drawing, and your polygon should now come up as a 
glowing white and orange feature, with small white dots showing the vertices you have drawn: 

 

:  

As described on the previous page, find the dam and zoom in before selecting the ‘Area’ button at 
the top and drawing around your 
dam, being careful to trace around 
the dam wall and not the available 
water (some dams may be dry or 
empty, however this represents a 
point in time so they may contain 
water at a later date. If the dam is 
dry then mark the intermittent tag 
as yes). Once you have drawn your 
feature, select the feature type as 
Reservoir by searching for this in 
the left-hand pane, before saving 
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your edits to the task.  Do NOT use the Dam tag as this is reserved for the major dam walls (i.e. 
Snowy Hydro) 

:  

In a similar manner to mapping dams, find your water tank and draw around it (roughly) using the 
area tool. Once you have drawn it, right click on the shape and select ‘Circularise’ to make it a neat 
circle (or use the letter O on your keyboard), which you can then position neatly over the water tank 
(if it’s circular – some may be rectangular, in which case there is no need to circularise the shape). 

 

Please note that there may be other circular features in the imagery which may look like a water 
tank but are not – such as round trampolines (these tend to be smaller than a water tank and look 
quite black with the springs around the edge if you look closely); or in rural areas, silos (which 
usually throw longer shadows) appear in clusters away from buildings and have a cone-shaped top 
and large openings which can be easily seen).  

Once you have drawn your feature, select the feature type as Water Tank by searching for this in the 
left-hand pane, before saving your edits to the task. There is no need to enter any other tags or 
attributes.  

 

:  

In a similar manner to mapping dams and water tanks, find a swimming pool and draw around it 
(roughly) using the area tool. If the pool is rectangular, you can right click on it once you have drawn 
it and use the ‘Square’ function. For kidney-shaped, circular or atypical shaped pools, just track 
around it as best as you can. Note: when looking for swimming pools, it can be useful to look for 
beach chairs as sometimes swimming pools are covered and do not look the typical blue. 



 
 

 

Pa
ge

  7
 

 

 

Once you have drawn your feature, select the feature type as Swimming Pool by searching for this in 
the right-hand pane, before saving your edits to the task.  You can also mark the Allowed Access as 
private (unless it’s obviously a community pool) 

 

– You are now ready to capture static water infrastructure data in your tile area! 

You might find it easiest to zoom around your tile area in a methodical way until you find something 
that looks like a dam, water tank or swimming pool. For the first few times, it may take a little 
getting used to, but you will quickly start to make sense and become more intuitive as you move 
through.  
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For this mapathon, we have been extremely lucky to get the support we have from Nearmap for 
access to recent, high-resolution imagery. Imagery is often taken for granted but it is the hardest 
and most important element for post-disaster response and for disaster preparedness mapping.  

Once you have completed your feature in your selected tile, work your way through all remaining 
features in your tile.  

Remember to Save your progress along the way using the Save button in the top right-hand corner 
of your OSM window. The Save window looks a bit like this - click ‘upload’ and then you can keep 
moving ahead with other features in your selected tile.  

 

– Once all static water infrastructure features within your tile have been digitised, save your 
work then complete the window on the right hand side of your screen to update the task status to 
indicate that the task is now complete mapped.  

 

You can then scroll down in that window and select the red Submit Task button. This will then return 
you to the Project page.  Your tile will now appear as a light blue colour, indicating that it is ready for 
a validator to validate. Feel free to leave a comment if you are unsure about some feature on your 
tile. This will aid the validator when checking your work. 

– You have successfully completed your first tile! You can now repeat the process by 
selecting another tile to continue mapping. Enjoy mapping! 


