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Figure 1. Set of Agent Cards and their descriptions



Sensing in the wild

Figure 2. Points of interest for staging an encounter for data capture

The map provided participants with instructions for ‘staging an encounter’ in a place they
perceived interesting and relevant, and a set of prompts for reporting data to the group via
WhatsApp (see Figure 3). When staging an encounter, participants were asked to answer the
following questions from the perspective of their particular agent:

[1  What do you sense? (in relation to that place)
[1 Imagine if it could tell you anything? (e.g., how, what, when)

[0 Describe how it might help you get what you want?
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Figure 3. Map of Bilbao with Instructions

2.3 Expectations about the kind of data participants may contribute

The Lab aimed to expand the scope of ‘sensing’ so as to encourage the diversification of data
acquisition by different agents, but also to surface the negotiation of information by asking
what was made visible, by whom and to what end. Accordingly, during the workshop, agents
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were tasked with gathering diverse data types (audio, visual, sensory, etc.) based on their
(roleplayed) needs and desires; representing data that may have been previously either
overlooked or under-represented; and negotiating the implications and opportunities associ-
ated with the representation and use of diverse urban data. By doing so the team hoped
that participants would be able to reflexively engage with their agency when collecting data
from the perspective of their performed roles as agents, thus bringing into question what
can be encoded (and decoded) by urban sensing systems, and those engaging with them
(Guyan, 2022).

2.4 Remaining concerns before facilitating the Lab during DRS

The main concern was whether Uncommon Crowd, developed in the context of Amsterdam,
would be flexible enough to be explored in another location, Bilbao, and if it would surface
enough urban tensions to work through. Furthermore, in previous workshops, participants
were not only familiar with but also open to more-than-human design methods. Would ar-
chitecture and urban planning students have similar attitudes? Would the time allocated for
the workshop be sufficient for creating interest and engagement? And finally, would partici-
pants be able to overcome language barriers?

3. On site experience

3.1 Onboarding

The Lab, facilitated by 4 design researchers, took place at Bilbao Tourist Office and involved
12 participants for the duration of 6 hours. During the onboarding process the team pro-
vided participants with information about the nature of the workshop, their roles and the
overall objectives (see Figures 4 and 5).

Figure 4. Workshop materials: Info sheets, consent forms, maps, agents, cards.



