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Crowdsourcing

amazon

A marketplace whereby anyone having
Internet access could contribute to the
completion of a task for free or in
exchange for a monetary reward

Can overcome several limitations of

controlled laboratory experiments F u re
el 8



Heer & Bostock (2010)

Goal: assess the viability of crowdsourcing graphical perception
experiments

Replicated prior laboratory studies on spatial data encodings and
luminance contrast

Provided novel insights for optimizing display parameters

Crowdsourcing reduces money and time costs



Use Of

Crowdsourcing For

Emp

irical Evaluations
Of Visualizations

(Borgo et al., 2018)
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Figure 1: The number of papers employing crowdsourcing exper-
iments has followed an upward annual trend. While we analyzed
papers published between 2006 and 2017, the first paper with a
crowdsourcing experiment for visualization was published in 2009.



| Critical Aspects of A Crowdsourcing
Experiment for Visualization Research
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Opportunities and Challenges

Find the right Consider Adopt novel Share Leverage
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