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1. Abstract 

One of the main parts of COST Action TU1306 is the development and research of the applicability in 

public spaces of an ICT tool which serves as interface between the people and public urban spaces. The 

main objectives of this tool – the Way-Cyberparks digital tool – are to enable public space designers to 

understand the perception of people visiting these sites, and to enrich individuals’ experience by 

providing contextual information, games or tools to socialize. In line with this, the main goal of this STSM 

is to pilot and optimize the WAY-Cyberparks digital tool in the city of Valletta (Malta), within the broader 

intention of assessing the spatial and social impact of specific cultural projects (cultural infrastructure) 

within selected urban spaces. The main intention of using the Way-Cyberparks digital tool in the city is to 

relate it to the upcoming projects being planned for Valletta European Capital of Culture (EcoC) 2018. The 

digital tool will permit the neighbours and local residents to evaluate the projects that will be carried out, 

based on a number of chosen criteria, and to send suggestions and voice their complaints. Users may 

carry this out through the application thanks to presence of specific questions that may be answered, as 

well as a free message sending service. For this reason, a particular case study typology has been 

developed for the city using four different open spaces and generating a set of questions specifically 

contextualized for these four spaces. Thus, in this STSM a testing and optimizing activity could be 

performed in the city of Valletta. Additionally, the new version of the digital tool was presented to the 

attendees of the ICiTy 2016 conference, and its use was encouraged within the site-visits that were 

planned as part of the programme. 

2. Purpose of the STSM 

The main objective of this activity has been to link the broader objectives of TU1306 (Cyberparks) with an 

ongoing five-year research project current being undertaken by the Department of Spatial Planning and 

Infrastructure (DSPI) on behalf of the Valletta 2018 Foundation, in connection with Valletta becoming the 

2018 ECoC (Valletta 2018). The main research objective is therefore related to the longer-term research 
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objective, which is to assess the spatial and social impact of cultural infrastructure (understood primarily 

in terms of specific architectural and urban design interventions) and to subsequently try and understand 

how culture-led urban regeneration may occur within different community and stakeholder groups in 

Valletta. For this purpose, WAY-Cyberparks digital tool could provide a good alternative for collating 

precious information about the urban spaces and identify important pointers that would facilitate the in-

depth understanding of the various socio-spatial phenomena currently being studied using more 

‘traditional’ urban design methods. In this way, during this STSM, WAY-Cyberparks digital tool was tested 

within four neighbourhoods (areas of intervention in terms of cultural infrastructure), in the spirit of 

identifying new potential functionalities. It is important to highlight that some preliminary tests were 

performed before the start of this STSM, through the App’s usage by the students of the DSPI at the 

University of Malta. These students performed a preliminary piloting, answering to some of the questions 

using the WAY-Cyberparks smartphone app. 

In relation to the above discussion, the relevant issues and research questions that we need to answer 

are the following ones: 

• How can the WAY-Cyberparks digital tool help in understanding the process of interventions 

occurring within Valletta, in view of ECoC 2018? 

• What are the advantages of using the WAY-Cyberparks digital tool instead of traditional 

methods? 

• How can the WAY-Cyberparks digital tool be improved in order to improve the experience of its 

users? 

• What additional features may be added to the WAY-Cyberparks digital tool in order to contribute 

positively to the broader research objectives being carried out for Valletta 2018? 

Finally, the main objectives of this mission can be listed as follows:  

• To test the WAY-Cyberparks digital tool in Valletta, with the intention of identifying possible 

improvements. 

• To present the new version of WAY-Cyberparks digital tool and encourage its use with the 

attendees of the ICiTy 2016 conference held in Valletta, Malta. The use of the application has 

taken place in the site-visits organized for the conference. 

• To identify the main advantages of using WAY-Cyberparks digital tool in order to encourage, in 

the longer term, local residents to use it throughout the upcoming Valletta 2018 process. 

3. Description of the work carried out during the STSM 

One of the strengths of this STSM is my professional situation, since I work at DeustoTech Research 

Centre, within the same research unit in which WAY-Cyberparks digital tool is being developed. For this 
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reason, the first stage of the work started two weeks before the beginning of the STSM in Valletta. In this 

first phase, the objective was the in-depth analysis of the digital tool and the identification of possible 

optimizations and new functionalities. Additionally, I familiarized myself with the wider research 

objectives as undertaken for the Valletta 2018 study, and the current socio-spatial data that has been 

collated by the DSPI throughout 2015. 

The second stage of the research took place in Valletta, and it can be divided into two different phases. 

The first one consists in the piloting of WAY-Cyberparks digital tool. Additionally, theoretical 

understanding of key socio-spatial issues that may be addressed via WAY-Cyberparks digital tool has been 

developed in view of the broader research objectives. The second phase consisted in the analysis of the 

ICiTy 2016 post-conference results, and the development of the research report, with the intention of 

gathering all the results derived from the conducted work. 

In line with this, the work performed in this STSM followed the initial plan established at the start of the 

application process. In this way, the STSM was composed of the work packages (WPs) and tasks as 

detailed in Table 1, which can be found in Appendix A. Additionally, according to the work packages 

pointed in Table 1, the deliverables that were planned to be carried out are detailed in Table 2. 

 

Table 1: Deliverables 

In this way, and dividing the programme into weeks, the main work of this STSM can be summarized as 

follows: 

• Prior to arrival: Familiarize oneself with the wider research objectives as undertaken for the 

Valletta 2018 study and the current socio-spatial data that has been collated by the DSPI 

throughout 2015. Familiarize also with WAY-Cyberparks Digital Tool, both web service and 

smartphone application. 

• First week: Develop a theoretical understanding of key socio-spatial issues that may be addressed 

via the App WAY-Cyberparks in view of the broader research objectives. Pilot the App WAY-

Cyberparks within the four sites, with the aim of identifying and developing any improvement 

and modification. 

• Second week: Carry out the study using the App WAY-Cyberparks together with the participants 

of the ICiTy conference, held in Malta between the 18-19 of April 2016, and wherein site visits to 



 

COST ACTTION TU 1306 CyberParks 

www.cyberparks-project.eu 

 

 

4 / 4 

two of the four Valletta sites are planned. Analyse the collected data in these days and in the 

pilot performed prior the arrival. Additionally, develop the first draft of the present report 

throughout this week. 

The main improvements performed as a result of the piloting of WAY-Cyberparks Digital Tool may listed 

hereunder. It is important to note that these are the main improvements that affect the interface with 

the App’s users. Some additional software improvements have also been performed in order to fix some 

identified bugs, however these are not listed as they go beyond the scope of this report. 

• A more attractive title screen has been added. We have applied this improvement in order to 

improve the first impression of new users. 

 

Figure 1: New title screen 

• The field “user typology” has been added to the user’s profile. This is a very important addition, 

as it allows subsequent researchers to filter responses specifically as to whether they are local or 

foreign, and furthermore if they are residents, visitors, workers or students.  

 

Figure 2: New "user typology" field 
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• An additional button has been added in order to centre the map in the position of the user. This 

new button helps the users to locate themselves in the map and thus search for the questions in 

a more effective, and contextual, way. 

 

Figure 3: New centre-button 

• A completely new offline mode has been developed. Now, questions are visible in the map, and 

users can select any of them and answer them as they navigate through the route. In addition, 

users can modify the answer of their questions if they wish. Furthermore, the questions that have 

been answered appear in green colour within the map. This new mode has been developed with 

the intention of improving the experience of the users and allows any unanswered questions to 

be clearly visible to the user, such that they may also be addressed. 

 

Figure 4: Questions displayed on the map 

• The notification system has been considerably improved. This system now allows the sending of 

messages to users, and also allows users to answer questions as they navigate through the 

influence-areas. That this is an important part of the entire system. 
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• The sending system of the offline data has been improved, in order to make it easier to use. Now, 

all the collected data can be selected with a newly added “Check all” option. In this way, users 

can send their data in a more “user-friendly” way, improving the experience of these users who 

are not familiar with smartphone apps. 

 

Figure 5: New system for offline data sending 

• The positioning of some questions, established by the DSPI before the start of the STSM, was 

slightly altered following the piloting exercise, with the aim of facilitating the experience of the 

users. In line with this modification, in the Web System a new functionality has been added in 

order to move a question’s location. It should however be noted that, because of the importance 

of the action, only the administrators have the right to use this functionality. 

• A more intuitive "download data" system has been developed, in order to be friendlier with new 

users. 

 

Figure 6: New Download Data button 
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• Questions may now have three different states: ‘not answered’, ‘answered’, and ‘viewed but not 

answered’. In line with this, questions are viewed in the map in three different colours specifically 

depending on their state: blue, green and orange, respectively. 

 

Figure 7: Question's three different states and colour-coding 

• WAY-Cyberparks Smartphone App has been uploaded to Google Play Market. We have made this 

initiative with the intention of increasing the visibility and improving the accessibility of the 

application. 

 

Figure 8: WAY Cyberparks Smartphone App in Google Play 

• In the new version, all users have a record of the supplied answers. With this modification, the 

researchers analysing the data will know what they has been answered to every question. 

Additionally, if users have responded to the same question on more than one occasion, 

researchers may visualise all these answers. 

• A filter-system has been added to the web service. This system will facilitate the analysis of the 

collected data, in order to obtain rigorous and valuable conclusions and qualify responses on the 

basis of the user typologies as discussed above. In the following figures, the results obtained for 
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one specific question are shown. In the first figure, no filter is applied. On the other hand, the 

second figure has a “female only” filter applied. 

 

Figure 9:  Results obtained for one question with no filter applied 

 
Figure 10: Results obtained for one question with a "female only" filter applied 

The open questions that were prepared by the DSPI and added to the digital tool, to be answered by the 

users of the App, are listed hereunder. 

1. Did you come across different choices of routes to arrive to the space? 

2. What is your first impression of the space? 

3. How easy is it to walk through the space on foot? 

4. Do vehicles interrupt pedestrian flows? 

5. Do you feel safe in this space? 

6. Do you feel comfortable/uncomfortable with the presence/absence of other people in the space? 

7. Is the space adequately sheltered from the elements? 

8. Is the space vandalized or littered? 

9. How easy is it to orient yourself within the space? 

10. Does the presence of people improve the liveliness of the place? 

11. Do outdoor food-establishments improve or detract from the liveliness of the place? 
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12. Is the place adaptable to host different events? 

13. Which are the two elements you dislike most about this place? 

14. Which are the two elements you like most about this place? 

The following images illustrate the precise location of the questions, as displayed in the digital tool. In 

total, four images are shown, one for each of the four case studies. In addition, each question has a 

superimposed number which corresponds to the number listed above. These figures have been extracted 

from the web services in order to facilitate the visualization of the information. 

 

Figure 11: Site 1, neighbourhood surrounding the Old Civil Abattoir (Biccerija) 

 

Figure 12: Site 2, Strait Street 
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Figure 13: Site 3, MUZA and Pjazza de Vallette neighbourhood 

 
Figure 14: Site 4, Old Covered Market neighbourhood 

4. Description of the main results obtained 

The main result of this STSM has been the new version of the WAY Cyberparks digital tool. As has been 

described in the previous section, some additional functionalities have been developed for this new 

version. Additionally, some minor bugs have been corrected, and, importantly, a special effort has been 

made to make this digital tool “friendly” to use. Looking at the results obtained, this new version is now 
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much more accessible and easy to use by any user, either new or experienced, regardless of the skill that 

they may have with mobile technologies.  

In line with this, it is important to highlight that the improvements to the smartphone application are only 

part of the process. The web service has been also considerably improved in tandem with the App, in 

order to be able to visualise and extract the data, and all the App’s functionalities, in a clearer way. 

Finally, and as a result of the performed piloting, the advantages of using WAY Cyberparks digital tool can 

be clearly viewed in order to use it in the Valletta 2018 research process. 

5. Follow-ups  

The collaboration between the Deusto Institute of Technology, in the University of Deusto, and the 

Department of Spatial Planning and Infrastructure of the University of Malta is perfectly possible after the 

completion of this STSM. The future collaboration can be focused in the use of the WAY Cyberparks 

digital tool in Valletta throughout the research process related to the upcoming Valletta 2018. The 

University of Deusto can give support in this collaboration, with the maintenance of the digital tool, and 

developing all the updates and modifications that the process will require.  

We are aware about the importance and the advantages of using WAY Cyberparks digital tool. While 

traditional methods of data-collection remain very valuable, a digital tool like Cyberparks-WAY may also 

provide an essential asset to the research process. The main reason is that the "anonymity" given by a 

mobile app provides more freedom to users when they are answering questions, particularly the more 

“sensitive" ones. 

This observation can be illustrated in the following two cases. In the Old Civil Abattoir (Biccerija), the data 

obtained for Question 5 through the traditional way
1
 informs us that it is considered to be quite a safe 

space (average score of 2.5 out of 5). On the other hand, all the Cyberpark-WAY digital tool users (to 

date, 7 responses have been collected) answered that the space did not feel safe. Additionally, 75% of the 

users (6 responses out of 8) answered that the space is vandalized or littered. This conclusion cannot be 

drawn from the ‘traditional’ data, where the average scores in relation to the presence of vandalism or 

the degree of litter was more positive (average of 3.22 and 3.05 out of 5 respectively). 

This same trend can be observed in the case of Strait Street. The data obtained in the traditional manner 

indicates that the space is very safe (average score of 4.25 average out of 5 for Question 5). On the other 

hand, data collected by the digital tool are different, with 50% of the users (8 responses out of 16) 

replying that they did not feel safe in this space. 

                                                           
1
 Data obtained from the DSPI’s baseline research carried out in 2015, consisting of qualitative semi-structured 

interviews wherein respondents were asked to score different urban design criteria at a score from 1 (least positive 

and/or successful) to 5 (most positive and/or successful).  
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More in-depth research will of course be required in order for the DSPI to establish the main reasons for 

these different replies, and the response filtering exercise that will now be available in the App will also 

be beneficial as it will allow the researchers to identify which specific demographics, gender and user 

typologies gave these replies, and whether these categories are comparable to the user categories that 

are also available from the data collated using traditional methods. 

Furthermore, some more reasons can be identified in order to enhance the use of WAY Cyberparks digital 

tool throughout the ongoing Valletta 2018 research process: 

• Flexibility of tool: The App is a very flexible tool. Thanks to this flexibility, questions will be able 

to be modified, moved and added at any moment. Additionally, users can answer these 

questions whenever they want. This may be more comfortable than spending time answering 

the questionnaire in the street. 

• Notification: With this digital tool, and thanks to the notifications, it is very simple to notify 

citizens about new projects and works.  

• Further surveys: Related to the previous two points, the digital tool allows performing surveys 

with a population sample in order to gather their opinion about specific projects or works. For 

example, asking "What new use would you give to the old covered market?" as part of the 

existing survey could be added very easily using the notification system of the digital tool. 

• Data sharing: The information obtained by the users can be easily shared via mail or social 

media. One possible initiative could be to share the results obtained for a specific question, 

illustrating the graphical data or the statistics. This may be posted in an online forum in order to 

discuss different viewpoints using a tool such as Facebook or Twitter. This would enhance the 

participation of the population, while increasing the visibility of the digital tool. 

• Ease of data analysis: Compared to the traditional way of data collecting, which consists of 

interviews conducted in the street, the data collected by the WAY-Cyberparks Digital Tool is 

very easy and comfortable to work with. Thanks to the web service, the graph-system and the 

filter-system, chosen data can be analysed, shown and shared easily. 

These are some of the main reasons and advantages of using the WAY-Cyberparks Digital Tool in the 

Valletta 2018 research process. Naturally, the use of the digital tool should not happen in isolation. On 

the other hand, it could (and should) supplement data collection using other research methods, including 

more traditional and established methods. The conventional methods also have their own advantages, 

some of which may not always be possible through the digital tool. Namely, the established methods may 

reach a wider segment of the population and may certainly reach those respondents who are not 

comfortable with the use of digital tools, such as (potentially) elderly people. Conversely, digital tools 
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would most probably be widely used by the young adult community. For this reason, the main challenge 

is to find a balance between both ways of data collection, not leaving any of them in the sidelines. 

In conclusion, it is interesting to highlight that our intention is to contribute to the wider scientific 

community, developing at least one paper focused in the work performed in this STSM and the work 

related to the WAY-Cyberparks Digital Tool and Valletta 2018. The immediate plan is to develop a paper 

that will be submitted to an international journal. 

6. Personnel Benefit and mutual benefits for the Home and Host institutions 

The use of WAY Cyberparks digital tool in the Valletta 2018 research process would provide numerous 

benefits both for home and host institutions. The work performed in this STSM has been useful in order 

to make the digital tool more attractive and more complete, improving considerably the experience of 

using it. We remain fully aware that the main challenge will be to encourage the local residents to use the 

smartphone application regularly, in order to obtain the feedback of the population in relation to the new 

projects and works that will be carried out in Valletta. 

From our point of view, the promotion of using the tool could depend on different initiatives carried out 

with the help of external institutions. Hereunder are some possible initiatives. It is important to highlight 

that these initiatives may be very difficult to conduct; nevertheless, the main objective of listing them is 

that they may be the seed of more effective and advanced future initiatives. 

• In order to encourage the use of the digital tool by the local residents, answering the different 

contextual questions and sending their suggestions or complaints, it could be interesting to 

introduce an “award-based” system. With this system, users who make use of the application by 

sending their feedback in the form of answers may be materially rewarded with products 

available in local establishments, available within walking distance of the case study sites. With 

this initiative the use of the application could be encouraged, while simultaneously being 

beneficial to the local establishments, in terms of free publicity and economic gain. 

• The use of the application could be made more attractive through the development of a “game-

based” system. This system can be materialized using a sort of social network, giving points to 

those users that use the application, and giving some material rewards to those users that use 

the application more frequently. Again, the rewards can be similar to those described in the 

previous point. 

7. Other comments (if any)  

I want to take this opportunity to thank the host of this STSM, Antoine Zammit, and all the participants of 

the ICiTy 2016 conference for welcoming me and for being so kind with me. I am a computer scientist and 

have a PhD in Artificial Intelligence, and in this conference I have met different profiles of professionals 
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such as physicists, geographers, architects, and anthropologist (among many others). I have learnt a lot 

by being with them, both in different meetings or within the conference’s tracks. I have seen the science 

in a way that I have never seen it before, and, without any doubt, this is going to be very profitable for my 

future. I hope to meet this friendly group of professionals in the future. 

I also want to thank again the host of this STSM, Antoine Zammit, for giving me this opportunity. Thanks 

to this STSM, the WAY-Cyberparks digital tool has been considerably improved, something that both my 

colleague Alfonso Bahillo and I appreciate. 
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8. APPENDIX A 

In the following table, the work packages (WPs) that compose this STSM are shown. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Table 1: Work Plan 
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