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ABSTRACT	

During	the	experiences	collected	in	four	years	of	the	CyberParks	project,	we	can	state	that	mobile	
devices	probably	represents	(and	will	 represent)	the	main	 interface	through	which	a	user	get	 in	
contact	with	his/her	surroundings.	The	visitors	of	a	Public	Open	Space	are	more	and	more	aware	
of	their	position	(and	of	nearby	services),	thanks	to	the	use	of	mobile	applications.	On	the	other	
side,	during	 their	 “digital	activity”,	 the	users	 release	a	 set	of	digital	 footprints	 that,	with	proper	
architectures,	can	be	caught	and	can	be	of	use	for	the	understanding	of	the	(hidden)	potential	of	
a	 space.	 The	 drawback	 of	 this	 approach,	 among	 the	 others,	 is	 that	 this	 twofold	 exchange	 of	
information	from	the	space	to	the	user	(and	vice	versa)	is	app	based,	meaning	that	the	only	way	
to	make	it	real	is	having	digital	service	on	the	hand	of	the	visitors.	Up	to	now,	just	a	small	number	
of	users	(w.r.t.	to	the	entirety	of	the	sample)	have	access	or	exploit	these	kinds	of	services.	The	
reasons	are	many,	but	can	be	summarized	in	the	following:	i)	not	all	the	devices	are	ready	to	allow	
a	simple	and	friendly	use	of	such	services	(technological	issue),	ii)	the	users	are	not	inclined	to	use	
further	applications,	more	than	they	already	do.	In	this	light,	and	given	the	technological	adoption	
trends	by	a	growing	number	of	users,	it	is	licit	to	foresee	that,	in	the	upcoming	years,	app	based	
solution	 (to	provide	 services	 and	 collect	 data)	will	 be	 a	must	 have	 in	nowadays	urban	 settings,	
especially	by	the	new	generations	(the	so	called	“digital	native”).	The	purpose	of	this	STSM	is	to	
investigate	 about	 the	 drawbacks	 emerged	 during	 the	 experiences	 developed	 for	 the	 project	
duration,	inquiry	about	the	bottlenecks	that	impeded	researchers	to	spread	their	tools	and,	in	this	
light,	attempt	to	draw	some	guidelines	that	should	be	followed	for	future	investigations.	Besides	
providing	 some	hints	about	 the	development	of	new	digital	 tools	 for	making	a	 space	Cyber,	 an	
experimental	test	is	reported,	based	on	social	media,	demonstrating	a	new	affordable	and	reliable	
way	of	collecting	Used	Generated	Data.	

PURPOSE	OF	THE	STSM	

Introduction		

After	 four	 years	 of	 investigations	within	 the	 framework	 of	 CyberParks	 project,	 it	 is	 the	 time	 to	
draw	 some	conclusions.	 This	 report,	which	 comes	out	 from	 the	activities	 conducted	during	 the	
STSM,	 is	 intended	 to	 be	 both	 theoretical	 and	 practical.	 I’m	 inclined	 to	 define	 it	 as	 “CyberParks	
reflections:	 opportunities,	 limitations,	 lesson	 learnt”.	 It	 is	 aimed	 at	 analysing	 the	 digital	 tools	
developed	for	the	project	so	far	and,	hopefully,	to	understand	what	was	working	and	what	went	
wrong	about	their	usage.	Since	the	author	of	this	report	oversaw	the	development	of	one	of	them	
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(CyberCardeto)	 and	was	 directly	 involved	on	 the	 improvement	 and	 testing	 of	 the	 existing	 ones	
(WAY	CyberParks	and	EthnoAlly),	this	work	is	intended	also	to	draw	some	guidelines	that	could	be	
useful	for	future	implementations.		

For	achieving	this	objective,	the	activity	conducted	during	the	STSM	focused	on	three	main	steps:	
first	 of	 all,	 a	 review	of	 existing	 tools	was	 performed,	 in	 order	 to	 compare	 the	 functions	 of	 our	
Cyber	tools	with	the	ones	already	existing.	Secondly,	face	to	face	meeting	where	performed	with	
ICT	 experts	 belonging	 to	 the	 Lusófona	University.	 This	was	mainly	 because,	 as	 foreseen	 by	 the	
guideline	of	 the	COST	action,	disseminating	 the	 results	of	 the	project	 is	 fundamental.	With	 this	
activity,	there	have	been	a	sort	of	technological/knowledge	transfer	between	CyberParks	project	
and	C3Places	project1.	In	particular,	a	specific	area	of	the	city	(named	Alvalade)	has	been	chosen	
as	 the	 study	 case	 of	 the	 project,	 since	 it	 holds	 several	 schools	 and	 it	 is	 frequented	 by	 several	
teenagers.	 Questionnaires	 and	 direct	 interviews	 where	 already	 performed	 during	 a	 previous	
STSM2	and	for	the	project	 itself.	Hence,	conversely	to	what	was	foreseen	prior	the	beginning	of	
the	 mission,	 it	 was	 meaningless	 to	 perform	 other	 queries	 to	 the	 inhabitants	 of	 the	
neighbourhood;	 for	 this	 reason,	 a	 further	 task	 was	 performed,	 based	 on	 the	 analysis	 of	 social	
media	activities	 coming	 from	 that	 area.	Mainly	due	 to	 the	 scarce	 “statistical”	 value	of	 the	data	
collected	 during	 the	 project	 duration,	 an	 experiment	 based	 on	 social	 media	 intelligence	 was	
performed,	to	open	up	new	possibilities	for	future	investigations.		

All	the	above-mentioned	steps	will	be	detailed	in	the	following.	

Reflections		

Before	going	in	detail	on	the	work,	it	is	worth	to	sum	up	some	milestones	on	the	relation	between	
ICT	 and	 Public	 Open	 Spaces	 (POS).	 Looking	 back	 to	 the	 initial	 objective	 of	WG1,	 the	 core	 idea	
constituting	the	backbone	of	“Digital	Methods”	was	to	explore	the	potential	of	ICT	tools	(and	new	
media)	 for	 understanding	 user’s	 behaviours	 and	 needs	 during	 their	 journey	 on	 a	 POS.	 In	 other	
words,	the	pivotal	role	of	ICT,	at	least	in	this	case,	is	to	learn	more	about	a	POS	from	the	data	that	
the	users	produce	in	a	certain	place.	Thus,	in	a	broader	meaning,	monitoring	and	tracking	the	so-
called	 user-generated	 data	 (UGDs).	 Literature	 demonstrates	 that	 UGDs	 represent	 the	 future	
pathway	 for	 observing,	 recording,	 and	 analysing	 the	 dynamics	 of	 our	 environments	 (i.e.	 cities,	
urban	open	spaces,	rural	areas,	etc.)	and,	more	in	general,	the	behaviour	of	people	who	live	these	
spaces	 [1].	However,	 apart	 from	very	 limited	 cases,	upgrading	 the	 space	 to	 the	dimension	of	 a	
“CyberSpace”	 is	up	to	now	limited	to	the	use	of	mobile	phones.	Mobile	devices	are	significantly	
changing	 the	way	 people	 interact	 with	 their	 surroundings;	 they	 are	 constantly	 improving	 their	
capabilities	 and,	 overall,	 they	 are	 able	 to	 sense	 the	 environment	 and	 the	 users’	 location.	 This	
combination	 is	playing	a	pivotal	 role	 in	 the	mainstreaming	of	data	collection.	Digital	 foot-prints,	
left	 by	 individuals	 in	 their	daily	 activities,	 can	be	used	as	data	 to	make	 statistics	 and	 to	extract	
metrics	about	spaces	directly	from	the	users.	These	information	sources	are	geo-located	and	offer	
the	possibility	of	working	with	big	spatial	and	temporal	data,	always	available	and	always	updated.		

In	light	of	these	consideration,	we	are	at	a	bifurcation	point:	if	we	are	looking	for	a	new	form	of	
interaction	with	the	space,	interleaved	between	physical	and	digital,	maybe	we	are	moving	in	the	
wrong	 direction.	 In	 the	 1990s,	 as	 the	 digital	 revolution	 began	 to	 gather	 pace,	 some	 social	
commentators	 speculated	 that	 it	 would	 lead	 to	 the	 death	 of	 the	 city.	 People’s	 geographical	

																																																													
1	https://c3places.eu	
2	http://cyberparks-project.eu/stsm/mapping-social-interactions-teenagers-urban-public-spaces-neighbourhood-
alvalade-lisbon-case	
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location	would	become	 less	 important,	 the	 argument	went,	 as	 they	 came	 to	 interact	mostly	 in	
cyberspace.	 Two	 decades	 on,	 the	 opposite	 has	 happened:	 human	 beings	 continue	 to	 live	 very	
much	in	the	physical	realm.	

If	we	are	looking	for	creating	a	Cyber	space	in	its	“physical	dimension”,	it	is	necessary	to	establish	
huge	investment	in	infrastructures;	there	should	be	the	need	to	refurbish	our	spaces	with	cyber	
infrastructures	 (totems,	 screens,	 digital	 panels,	 smart	 furniture)	 in	 order	 to	 engage	 the	 visitors	
physically	 and,	 at	 the	 same	 time,	 making	 the	 space	 more	 playful	 and	 attractive.	 Another	
approach,	lighter	and	mentioned	by	the	World	Economic	Forum	(WEF)3	as	one	of	the	main	urban	
innovation	in	2015,	could	be	the	introduction	of	the	so-called	IoT	(Internet	of	Things)	paradigm.		
Active	 sensors,	 connection	 and	 new	 communicating	 protocols	 should	 be	 embedded	within	 the	
existing	 furniture,	 enhancing	 the	 sensing	 capabilities	 of	 urban	 scenario.	 This	may	 require	more	
than	a	century,	and	the	maximum	that	we	can	do	is	to	foresee	how	the	city	of	the	future	could	
look	like,	guessing	a	Blade	Runner	or	Minority	Report	like	scenario.	

Conversely,	and	in	line	with	many	digital	agendas	of	the	European	Community4,	the	street	to	run	
across	 (and	 in	 part	 already	 paved)	 for	 supporting	 novel	 innovation	 action	 is	 the	 data	 drive	
approach.	It	is	nearly	well	known	that,	the	planning	process,	as	well	as	the	decision	making	one,	is	
nowadays	 conducted	by	merging	data	 coming	 from	different	 sources,	 and	 then,	with	 statistical	
multivariate	 analysis,	 draw	 some	 patterns	 of	 human’s	 habits,	 trends	 and	 exposition	 to	 natural	
conditions.	[2],	[3],	[4].		

But	 who	 is	 going	 to	 use	 these	 data?	 Urban	 or	 landscape	 planners?	 Decision	 makers	 and	
politicians?	And	foremost,	how	these	data	analysis	can	be	useful	to	improve	the	everyday	life	of	
citizens?	 In	this	regards,	 it	 looks	 like	the	conjunction	ring	 is	missing.	On	one	side,	we	have	tools	
(mainly	 app	based)	 that	provide	 services	 to	 the	users	 (let’s	 leave	a	part	 for	 a	bit	which	 kind	of	
use).	 On	 the	 other,	 there	 are	 data	 collection	 platforms	 that	 are	 able	 to	 merge	 an	 incredible	
amount	of	data	 for	as	many	other	purposes	 (let’s	 leave	a	part	 for	a	bit	which	kind	of	purpose).	
From	the	research	conducted,	for	people	discovering	POS,	what	is	missing	is	the	concept	of	real	
time.	The	dream	should	be	 living	 in	a	space	where	people	 interact	with	(spreading	their	 traces)	
and,	at	the	same	time,	the	same	data	could	be	re-used	for	providing	new	services,	in	a	seamless	
exchange	of	 information	between	 the	user	 and	 the	 space	 itself.	We	 could	define	 these	 kind	of	
experience	Senseable	Spaces	(edit.).	The	WEF	defined	it	the	(Digitally)	Re-Programmable	Space.		

Just	to	bring	a	very	common	example,	driving	people	which	use	Google	Maps	for	obtaining	street	
direction	 can	 see	 in	 real	 time	 if,	 along	 the	 street,	 there	 are	 slowdowns.	 This	 last	 information	
comes	 from	 the	 other	 users	 that	 are	 running	 the	 same	 path,	 using	 the	 same	 service.	We	 can	
define	it	an	Urban-Scale	Cyber	Physical	System.		This	is	not	existing	for	people	walking,	and	such	
service	exists	just	for	geo-located	POIs,	remaining	up	to	now	web-based.	However,	since	Google	
(and	other	big	players)	do	not	intend	to	share	these	data	with	the	community,	one	can	state	that	
we	are	facing	with	a	deadlock.				

Hence,	for	the	sake	of	this	dissertation,	the	biggest	question	mark	is	the	following:	are	we	looking	
for	a	research	tool	(to	be	the	study	base	for	anthropologists,	sociologist,	urban	planners)	or	are	
we	rather	trying	to	design	a	new	service	for	the	users	of	a	certain	space?	Hopefully,	the	following	
section	will	settle	this	issue.	

	

	

																																																													
3	http://www3.weforum.org/docs/Top_10_Emerging_Urban_Innovations_report_2010_20.10.pdf	
4	http://www.uia-initiative.eu/en	
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DESCRIPTION	OF	THE	WORK	CARRIED	OUT	DURING	THE	STSM	

Existing	tools:	is	there	an	app	for	everything?	

Watching	back	 to	 the	 case	 studies	developed	within	 the	 framework	of	Cyberparks	project,	 one	
can	state	that	the	digital	tools	have	in	common	the	same	aim:	providing	users	with	a	service	for	
stimulating	 their	 interaction	 with	 the	 surroundings	 and,	 at	 the	 same	 time,	 collecting	 the	
information	of	their	movement	and	data	for	analysing	them	in	a	second	stage.	As	well,	the	tools	
have	 in	 common	 the	 same	 issue:	 the	 services	provided	 are	not	 useful	 enough	 to	be	used	by	 a	
significant	sample	of	users.	It	is	worth	to	resume	all	the	open	challenges	that	have	been	reviewed	
during	 the	 experiments	 conducted	 for	 the	 project,	 summarized	 in	 Technological	 and	 Human	
limitations.	

Technological	 Limitations	 -	 	 all	 the	 features	proposed	by	 the	digital	 tools	are	based	on	 the	GPS	
location.	This	can	be	a	problem,	since	in	some	areas	there	is	not	a	sufficient	signal.	Besides,	some	
services	 require	 the	 internet	 connection	 to	 be	 exploited,	 facing	 sometimes	 with	 a	 limited	
bandwidth.	 To	overcome	 this	 issue,	 Bluetooth	 sensors	have	been	 tested:	 although	 the	 solution	
proved	to	be	interesting,	setting	up	such	architecture	can	be	very	time	consuming	and	limited	to	
those	users	which	have	last	generation	devices.		

Human	Limitation	–	not	all	 the	users	are	tech-oriented.	Most	of	 them	do	not	 find	useful	 to	use	
maps,	 augmented	 reality	 or	 notification	 to	 discover	 a	 place.	 Beside,	 people	 are	 not	 inclined	 to	
install	 new	 apps	 on	 their	 devices;	 mainly	 because	 of	 space	 capabilities	 and	 limited	 usage	 of	
internet,	especially	when	one	is	abroad.		

Regardless	the	kind	of	limitation,	if	the	scopes	of	the	tools	was	to	collect	a	meaningful	amount	of	
data,	one	should	admit	that	the	number	of	users	 is	very	 limited.	But	from	the	personal	point	of	
view	of	 the	writer,	 the	main	 reason	 is	 that	 “there	 is	 an	 app	 for	 everything”	 [5].	Of	 course	 is	 a	
provocation,	but	if	we	bear	in	mind	the	needs	that	a	user	can	have	in	a	POS,	a	question	may	arise:	

Do	we	really	need	another	tool?	If	the	user	is	searching	for	a	Point	of	Interest,	he/she	has	a	great	
probability	of	finding	it	on	GoogleMaps;	 if	 it	 is	not	geo-located	yet,	 it’s	 just	a	matter	of	time.	As	
well,	 if	 he	 need	 real-time	 information	 about	 public	 transportation,	 GoogleMaps	 provides	 this	
service	as	well.	But	there	are	other	and	more	accurate	app	that	perform	this	task,	like	for	instance	
Moovit,	 which	 has	 a	 worldwide	 coverage,	 even	 providing	 several	 alternative	 routes.	 For	 sport	
instead,	Runstastic	 is	powerful.	 It	makes	use	of	GPS	for	 tracking	the	users	during	their	activities	
and	provides	statistics	about	performances,	health	and	nutrition.	But	there	are	many	other	needs	
that	may	arise	during	a	day	 that	people	can	solve	 just	with	one	tap.	Renting	an	hotel?	There	 is	
Booking.	Searching	for	a	restaurant?	There	is	Tripadvisor.	Need	a	taxi?	There	is	Uber.	And	the	plus	
is	that	each	of	them	enable	the	user	for	sharing	their	searches,	reports,	experiences	directly	on	
the	 social	media.	 Considering	 these	 famous	 “killer	 apps”,	 what	made	 them	 successful	 was	 the	
possibility	to	interact	with	them	using	the	location	services	and	their	capabilities	to	be	“in	touch	
with	the	user”	with	the	adoption	of	notification	services.	Other	interesting	examples	that	could	be	
take	 in	 consideration	 for	 the	 development	 of	 a	 new	 tool	 are	 the	 following	 that,	 even	 if	 not	 so	
widespread,	embed	some	services	that	are	worth	to	be	considered.		
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WeSense5	for	 instance,	 is	designed	for	collecting	the	satisfaction	of	people	 living	 in	Amsterdam.	
By	merging	 the	 user	 location	with	 the	 feedback	 of	 their	 experience,	 the	 app	 gives	 useful	 hints	
about	user	satisfaction	of	a	certain	area	of	the	city	of	Amsterdam.		

Lookup6	 is	 aimed	 at	 forcing	 the	 user	 not	 to	 look	 always	 on	 the	 phone	 screen;	 the	 application	
vibrates	 using	 the	 GPS	 location	 when	 the	 pedestrian	 reach	 a	 bifurcation	 or	 a	 crossing	 place,	
suggestion	him	to	look	up	and	see	the	surroundings	instead	of	looking	at	the	phone.		

Streetwyze7	is	designed	for	small	portion	of	a	city;	created	for	a	neighbourhood,	this	tool	permit	
to	create	a	sort	of	community	by	collecting	impressions	from	the	user	of	a	certain	area	of	the	city.		

We	can	thus	state	that	both	bottom-up	and	top-down	approaches	are	needful,	depending	on	the	
service	we	would	like	to	provide	and	the	data	we	would	like	to	collect.	About	the	latter,	what	is	
actually	 missing	 is	 the	 use	 of	 artificial	 intelligence	 for	 computing	 big	 data.	 In	 fact,	 even	 if	 the	
information	gathered	from	the	users	 is	continuously	growing	 in	terms	of	number,	the	quality	of	
the	elaborations	is	coarse.	The	data	driven	approach	for	design	purposes	will	be	effective,	just	if	
the	data	manager	will	be	able	to	build	proper	visualization	tools	even	usable	by	non-expert	users.		

Guidelines	for	future	implementations		

From	 the	 previous	 section	 emerged	 the	 need	 for	 undertaking	 a	 brainstorming	 process	 prior	 to	
undertake	the	development	of	a	new	tool.	The	variables	that	might	play	a	pivotal	role	are	many,	
and	it	might	be	not	useful	to	spend	new	efforts	while	services	or	tools	are	already	existing.		

Since	the	urban	fabric	is	a	very	complex	system,	the	opinion	of	the	writer	is	that	direct	interviews	
or	spot	visual	monitoring	by	expert	might	limit	the	interpretation	and	might	not	represent	the	real	
insights	of	the	system	itself.	

In	this	regard,	the	literature	demonstrates	that,	the	only	and	reliable	way	to	cope	with	urban	and	
societal	 challenges,	 is	 the	 data	 driven	 approach.	 It	 allows	 to	 take	 into	 consideration	 a	 great	
variability	of	information,	bourgeoning	the	awareness	of	complex	dynamics.	The	biggest	drawback	
of	 such	 approach,	 is	 the	 availability	 of	 data,	 given	 the	 limitations	 described	 in	 the	 previous	
section.		

However,	the	author	deemed	useful	to	share	within	the	Cyberpark	community	a	sort	of	guideline	
for	 further	 implementations.	 In	 the	 following,	 the	 schema	 attempts	 to	 pave	 the	 way	 for	
undertaking	new	experiments	in	this	direction.	

	
																																																													
5	http://wesense.info/en/index.html	
6	https://play.google.com/store/apps/details?id=com.ekeneijeoma.lookup		
7	http://www.streetwyze.com	
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An	experiment	using	social	media	intelligence	

The	 lesson	 learnt	 from	 Cyberparks,	 besides	 providing	 insights	 for	 future	 implementation,	
highlighted	 that	a	 strong	action	 should	be	undertaken	 for	 collecting	and	analysing	data	 coming	
from	social	media.	In	the	previous	STSM,	the	one	that	is	worth	to	be	mentioned	can	be	found	in	
[6].	In	that	occasion,	tweets	where	collected	to	analyse	the	geolcalization	of	UGD,	attempting	to	
map	and	forecasts	visitors’	flows.	Obviously,	collecting	data	from	the	users	requires	further	efforts	
of	 data	 analysis	 in	 order	 to	 infer	 some	useful	 information	 from	 them.	However,	 regardless	 the	
kind	 of	 analysis,	 Twitter	 is	 a	 barometer	 for	 revealing	 the	 perception	 of	 city	 (helping	 urban	
planners	 to	 analyze	 all	 the	 information	 contained	 in	 social	 networks).	 Social	media	 intelligence	
should	thus	be	used	in	the	urban	planning	process,	helping	administrations	to	improve	the	social	
sensing	and	social	perception	abilities	under	the	evolving	data	and	technology	environments	[7],	
[8].		

For	the	purpose	of	this	STSM,	the	idea	was	to	track	Tweets	coming	from	a	specific	geographical	
area	of	 Lisbon,	 in	 order	 to	 understand	 the	potential	 of	 such	data	 collection	 and,	 in	 the	 future,	
suggests	 some	actions	 to	undertake	during	 the	development	of	C3Places	project	 (mentioned	 in	
the	introduction	section).		

To	perform	this	task,	the	study	was	conducted	using	Keyhole8,	a	real-time	hashtag	tracker	which	
enable	one	 to	 track,	 for	a	 time	 frame,	 the	 interactions	 that	users	 from	a	certain	 location	made	
with	 Instagram	and	Twitter.	The	platform	permits	 to	 filter	which	data	 should	be	 tracked;	 single	
words,	specific	hashtags,	 language,	geography.	At	the	same	time	permits	to	exclude,	with	some	
certain	 criteria,	 that	 information	 that	 are	 not	 useful	 for	 the	 purpose	 of	 the	 research.	 In	 the	
following,	a	screenshot	of	the	filtering	page	is	provided.		

For	this	STSM,	since	the	C3Places	is	focused	on	the	study	of	Alvelade,	a	specific	area	of	the	city	of	
Lisbon,	 data	where	 filtered	 accordingly.	 Besides,	 being	 Alvelade	 the	 name	 of	 the	 stadium	 of	 a	
famous	 football	 team,	 all	 the	 keywords	 that	 might	 include	 topics	 related	 with	 football	 where	
filtered	out.	

	
																																																													
8	http://keyhole.co	
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The	tracking	period	ranges	from	the	5th	to	the	15th	of	February.	From	the	first	days	of	tracking	and	
from	a	very	brief	analysis	of	the	tweets,	 it	was	suddenly	visible	that	the	social	activity	related	to	
the	area	was	quite	dynamic,	since	many	users	were	used	to	discuss	about	 issues	related	to	the	
specific	area	(buses,	traffic,	cleaning	and	so	on).	However,	as	it’s	visible	in	the	following	figure,	the	
tool	is	powerful	since	it	has	been	possible	to	track	more	than	2000	tweets	from	about	1500	users,	
which	in	turns	can	reach	an	exponential	number	of	other	users.		

	

	
 
Notwithstanding,	 these	 preliminary	 data	 are	 not	 so	 useful	 to	 understand	 the	 dynamics	 of	 geo-
tweets	from	the	specific	area,	nor	the	insights	of	the	users.	More	information	was	thus	tracked,	
like	 the	more	active	users,	 the	provenance	of	 the	 tweets	 (based	on	 the	GPS	coordinates	of	 the	
devices),	the	kind	of	devices	used	for	the	social	activity	and	the	sentiment	(positive,	negative	or	
neutral).	All	this	information	can	be	found	in	the	following	images.		
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Description	and	discussion	of	the	main	results	obtained	

From	the	data	described	in	the	previous	section,	it	is	worth	to	open	the	discussion	over	the	new	
forms	of	data	collection.	In	fact,	even	if	further	in	depth	analysis	are	needed,	this	specific	dataset	
demonstrates	what	follows:	

New	data	source:	social	media	data	is	publicly	sourced	information	that	offers	a	completely	new	
availability	of	data	researchers	and	marketers	never	had	in	the	past.	With	every	post,	
conversation	and	site	or	app	visit,	users	leave	behind	pieces	of	information	about	
themselves.	This	data	goes	beyond	simple	demographic	information,	allowing	collection	of	
relevant	details	like	preferences,	intent,	sentiment,	activities	and	social	networks.	�	

Up-to-date	data:	in	the	past,	data	was	historical	because	it	required	a	person	to	input	the	
information	into	a	system	of	record	where	it	could	be	referenced	at	any	time.	Social	media	
data	offers	not	only	this	historical	view	but	also	an	up-to-the-second,	streaming	view.	
When	this	data	is	combined,	organizations	have	a	complete	picture	of	their	audience	and	
can	even	use	some	of	the	data	to	predict	future	behavior.	�	

Representative	data:	digital	footprints	data	are	likely	the	best	representation	of	a	user	because	it	
is	a	streaming	record	of	their	beliefs,	attitudes	and	actions.	No	other	source	of	data	offers	
the	same	kind	of	granular	detail	into	a	person’s	life.	Organizations	can	use	this	data	to	get	
to	know	a	person	on	an	individual	level,	given	also	the	spontaneous	nature.	

After	ten	days	of	monitoring,	the	dataset	was	significant	enough	to	perform	more	analysis.	It	was	
hence	decided	to	export	 it	 in	GeoJson	 format,	 limiting	the	analysis	to	the	specific	area	of	study.	
The	 filtered	 data	 were	mapped	 in	 a	 GIS	 environment.	 As	 it	 is	 possible	 to	 see	 in	 the	 following	
image,	data	were	used	to	map	the	provenience	of	the	tweets	from	the	specific	area	of	Alvelade	
(more	 than	 hundred	 users),	 performing	 thematisation	 according	 to	 the	 location	 and	 the	
sentiment	exported	from	Keyhole.	
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Of	course,	the	above-mentioned	operations	are	just	a	preliminary	feasibility	study,	conducted	for	
understanding	the	potential	of	the	tool.	Up	to	now,	can	be	stated	that,	extracting	tweets	from	a	
filtered	research,	with	a	sample	of	about	2	thousand	users,	almost	the	5%	of	the	entirety	should	
be	 used	 for	 deeper	 analysis	 about	 the	 area.	 This	 is	 not	 trivial,	 if	 we	 consider	 that	 monitoring	
period	has	been	limited	within	a	couple	of	weeks.	In	the	example,	the	sentiment	of	the	users	has	
been	mapped	(positive,	negative	and	neutral),	extracted	with	an	automatic	text	analysis.	Although	
the	 data	 collected	 are	 intended	 with	 the	 aim	 of	 demonstrating	 their	 usability	 for	 extracting	
information	 from	 a	 real	 urban	 environment,	 it	 has	 been	 proved	 that	 it	 is	 possible	 to	 gather	
contextual	information	form	a	specific	area	without	the	use	of	additional	tools	but	just	collecting	
user’s	insight	from	their	daily	social	activity.	

Follow-ups		

This	study	was	an	essential	step	to	undertake	to	draw	some	conclusions	from	Cyberparks,	at	least	
for	what	concerns	the	technological	approach	for	gathering	information	from	the	users.	Since	one	
of	the	purpose	was	to	provide	guidelines	for	future	implementation,	it	has	been	fundamental	to	
compare	 ideas	with	researcher	coming	from	different	research	domain	(communication,	mobile	
development,	computer	science	and	Big	Data),	 in	order	to	evaluate	the	validity	of	the	proposed	
guidelines.	Furthermore,	the	work	conducted	 in	Lisbon	in	collaboration	with	the	host	 institution	
of	the	STSM,	proved	to	be	fruitful	for	disseminating	the	results	of	Cyberparks.	New	insights	and	
hints	comes	out	 for	 the	development	of	new	tools	and	 for	 the	collection	 in	an	easer	ways	of	a	
huge	amount	of	information	from	the	citizens.		

For	 the	 continuation	 of	 this	 work	within	 the	 framework	 of	 C3Plases	 project,	 it	 is	 suggested	 to	
promote	 the	 use	 of	 Tweeter	 (with	 specific	 hashtags)	 during	 the	 planned	 workshops	 with	
teenagers.	 By	 substituting	 direct	 interviews	 (which	 have	 been	 already	 conducted)	 with	 the	
analysis	of	social	activities	by	teenagers,	it	would	be	worth	to	analyze	if	the	information	collected	
might	be	of	use	for	urban	planning	purposes.	

Moreover,	my	personal	 interest	 is	also	 in	the	analysis	of	human	behaviour	analysis;	 in	this	 light,	
we	seek	to	cooperate	in	the	analysis	of	human	patterns	thanks	to	the	data	gathered	by	the	digital	
tool,	 since	we	deal	with	 similar	 research	 topics.	We	also	planned	 to	 check	 regularly	 the	H2020	
calls,	 searching	 for	 the	 opportunity	 in	 proposing	 collaborative	 projects	 for	 the	 shared	 research	
domains.	

Finally,	the	work	carried	out	involved	a	multidisciplinary	team	and,	given	the	existence	of	similar	
dataset	 in	 which	 our	 research	 group	 are	 working,	 we	 foresee	 to	 share	 them	 and	 to	 work	 on	
merging	our	mutual	experiences.	

Personnel	Benefit	and	mutual	benefits	for	the	Home	and	Host	institutions	

I	get	this	opportunity	to	take	this	opportunity	to	thank	the	host	of	this	STSM,	Fernando	Catarino,	
for	 being	 hospitable	 and	 professional	 at	 the	 same	 time.	 I	 have	 a	 master	 degree	 in	 Building	
Engineering	and	Architecture,	a	PhD	in	Informatics	and	conducting	a	post	doc	in	Geomatics,	so	I’m	
quite	sure	to	understand	the	value	of	working	in	a	Multidisciplinary	team.	I	guess	that	nowadays	is	
the	last	way	to	bring	forward	our	researches.	I	thank	Emanuel	for	being	a	“good	office	mate”,	I’m	
sure	we	will	 cooperate	 in	 the	 future.	 I	 finally	 thank	my	home	 institution	 for	 letting	me	do	 this	
experience,	even	in	a	so	busy	and	complicated	period.	
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