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Figure 1. The Urban Data Challenge (UDC) implemented by students and the research team. The two main activities were having

student volunteers collect data in the field and conducting an online crowdsourcing experiment, where impressions about areas

in Guanajuato City were collected using online questionnaires.

urban concerns highlighted during the
codesign workshops ranged from gar-
bage in the streets and alleys to crime
and vandalism, worn public infra-
structure, graffiti, and the prevalence
of alcoholism and drugs.

The project also integrated the use
of social media (Facebook and Twit-
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ter) to maintain communication with
the student community while collect-
ing additional images through a dedi-
cated channel (www.facebook.com/
SenseCityVity).

Implementing the Urban Data Chal-
lenge. The UDC (see Figure 1) lasted

for eight weeks and consisted of two
main activities: data collection in the
field by student volunteers; and an on-
line crowdsourcing experiment, where
impressions about areas in Guanajuato
City were collected using online ques-
tionnaires. Participating teams were
encouraged to conduct data collection
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Figure 2. Sample photos of Guanajuato City taken during the UDC. Photo taking was considered a necessary practice to map

Guanajuato City, given that other available imagery mediums (such as Google Street View) are often incomplete or erroneous.

during the week (if they had a signed
parental consent form).

Fieldwork was mainly conducted on
weekends. On these weekend gather-
ings, members of our research team led
a review session to reinforce the key
ideas discussed during the workshops
and to check each team’s work plans
for data collection. This check was
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necessary to ensure that student teams
didn’t visit unsafe parts of the city.
After the review session was fin-
ished, each team moved independently
to document the various parts of the
city using mobile phones. Android-
based smartphones were given to each
team; however, students also used
their own phones for data collection.

Photo taking was considered a neces-
sary practice to map Guanajuato city,
given that other available imagery me-
diums (such as Google Street View,
GSV) are often incomplete or errone-
ous. (In a preliminary study, we dem-
onstrated that in some areas of Guana-
juato, as much as half of the data from
GSV have limitations.'®)
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