AIST Creative HCI Seminar #1 notes

This is a collaborative notebook for the first edition of AIST Creative HCI Seminar. Write
down anything that you hear, get impressed, think, etc.
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Logistics
o EFNLASTLEFICEREF—ILOEMINRZ
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Timetable

12:30 Fd3%/Doors open

13:00 4> +A% 9 3 /Introduction of the seminar
13:15 $B1%:8 % /Invited talk: Jonas Frich

14:30 #8158 &/ Invited talk: Zhicong Lu

15:45 /AR LT 4 AHv 3 /Panel discussion
16:25- /O0—2 %' [Closing

Introduction of the seminar
- Predict future of HCI with example-based approaches: HCID Rk EZ#WL\A AL FZ R
MIELTLK
- Open to broad audience
- Thank you for waiting for sooooo long!!! (Jun)

Invited talk: Jonas Frich (13:25-, planned: 13:15-)
Personal story
- HEHEF creator [THASEB-TULVE:
- BERIE demystify ~: AV E1—2%Eo-BIE - B ZHR ML 2 2E 5
Explaining Creativity - R. Keith Sawyer - Oxford University Press
Origin: APA: American Psychological Association (APA) - DR DN
3 waves of creativity
- First wave: big interest in Big-C (exceptional creativity) / #L-> b F RE%# i = BH
ny
- Remote associates test: 7 TATAET1DHHAIEBENTFEVID
FICEAEMER DTS
- Mednick, S. (1962). The associative basis of the creative
process. Psychological Review, 69(3), 220-232.
https://doi.org/10.1037/h0048850
- night/ wrist / stop -> watch!
- 1IQTARoIXLN...?
- Divergent-Thinking Test - an overview | ScienceDirect Topics
- Second wave: AL FHELWLNSKYEBDREHAEWLSIRZ A
- Everyone is creative!



http://chci.pages.dev/aist-seminar/en
http://chci.pages.dev/aist-seminar
https://global.oup.com/academic/product/explaining-creativity-9780199737574?cc=jp&lang=en&
https://psycnet.apa.org/doi/10.1037/h0048850
https://www.sciencedirect.com/topics/psychology/divergent-thinking-test

- including student %> non-professional BESY) TATF4Th
- Sawyer's Eight Stages of the Creative Process
- mini-c: FHEOELE / pro-c: TO(Fa—T v -TFOS S5Tetc)
- Third wave: social and cultural
- group-based creativity £ &ML HhESEIEN
Y— LA creativity TR -9 &R EBNFFLFLHALSMTSA TG
HCI Bl D EE R
- Command Line tools
- HCI % culture DAICEAEALGNO>TET:
- eg,7IE=X L
2000 AN %L
- EEMOEOHOY—ILLL, BIEEDI=HDY—ILA
- A Framework that Supports Collective Creativity in Design using
Visual Images / /MRS E
- Creating creativity: user interfaces for supporting innovation: ACM
Transactions on Computer-Human Interaction: Vol 7. No 1
- CSTIXHigh-Risk & High-PayOff
- (PDF) Creativity Support Tools: Report From a U.S. National Science
Foundation Sponsored Workshop | Jay Nunamaker and Ernest
Edmonds - Academia.edu
20004F LARZ . creativity E¥F—T—FD A>7= ACM DX IFIEZ TS
Creativity support tool: A—H DV IATAETAIZHEEEZDUMEDHZITIH
LY=L
- LR EBRDCreative D NR T DB o<1
- InspirationWall: Supporting Idea Generation Through Automatic
Information Exploration
- CritiqueKit | Adjunct Proceedings of the 30th Annual ACM Symposium
on User Interface Software and Technology
CSTMH—~A by Jonas
- Twenty Years of Creativity Research in Human-Computer Interaction |
Pr in f the 2018 Designing Interactiv m nferen
- Mapping the Landscape of Creativity Support Tools in HCI | Proceedings of
the 2019 CHI Conference on Human Factors in Computing Systems

- Findings:
- BIRBICESOTEAHEINFLGTORILY—ILIZ DT ORI AZE
BIZEBL

- RO P TREER (empirically) ICHIFR SN S
- TRIEHITOVWTOUTHRERITEN
- creativity A% creativity process 7=o7zY product 7=o7zY. o0&
peronal BHD=>71=Y...
- nature of HCl: 7O TA4ERL=RIZHhEFHLLE>T. 21— D
BIEEEERHENTAIE (L LAE>TLS?)
- ENBIEERILEHLOTLK?
- —HRRYIEIER
- YTy THPCTEIK
- TATAT—3 o0 TOaFIMDTATTEEZDHENSHREN
%0y


https://prezi.com/8xr-a0krfawq/sawyers-eight-stages-of-the-creative-process/
http://www.kidresearch.jp/publications/final-cc99-nakakojietal.pdf
http://www.kidresearch.jp/publications/final-cc99-nakakojietal.pdf
https://dl.acm.org/doi/10.1145/344949.345077
https://dl.acm.org/doi/10.1145/344949.345077
https://www.academia.edu/15451652/Creativity_Support_Tools_Report_From_a_U_S_National_Science_Foundation_Sponsored_Workshop
https://www.academia.edu/15451652/Creativity_Support_Tools_Report_From_a_U_S_National_Science_Foundation_Sponsored_Workshop
https://www.academia.edu/15451652/Creativity_Support_Tools_Report_From_a_U_S_National_Science_Foundation_Sponsored_Workshop
https://dl.acm.org/doi/abs/10.1145/2757226.2757252
https://dl.acm.org/doi/abs/10.1145/2757226.2757252
https://dl.acm.org/doi/abs/10.1145/3131785.3131791
https://dl.acm.org/doi/abs/10.1145/3131785.3131791
https://dl.acm.org/doi/abs/10.1145/3196709.3196732
https://dl.acm.org/doi/abs/10.1145/3196709.3196732
https://dl.acm.org/doi/10.1145/3290605.3300619
https://dl.acm.org/doi/10.1145/3290605.3300619

- (FHA)IBEITKOTIXTSWLSE R E & ZE 1 /productivity
DETIT->THIELELHHRN T S (Scrapbox[FiBEH)
- BB UTLw
- RAUMY—ILDT=8 D Selective Undo
- —RROA—HFEIANMBOMEETTOMATELZVELEDODA
MZ(~13%BLLAMEZAELY)
- HRXHDERIRESNLTDEFE
- Future prediction
- B YL EBELTRIESEXIELLSEWNS7ITA—FFHCIZEHR
- BMOEZBIIEALEAKRELGHOTLK
- AIDBRIZBVWT.BIEMERETLHILIEAABDOELGEZREIZLGS
TULLDTIEAELD
- BRRY—IUDSHRO P T TRIESN T, —fRICEA > TULVELY
- ROV - OS2 =TAHNBRFEOY—IILEFENGENSESEE T F
ET500E0N53520)—FHARITTWNS (AJEEMEAHD)
- BRHCIOMEENMEI=Y—ILE—RRIZFEZDY—ILIZK vy THH S
- BREWTHEZELTWANLIZE, Do NICarvEThERIIL TS D
5?
- ENnEEL HABRBEEEOI—HOEENT N TLNEIMNE?

- Q&A
- Creativity/CSTZ#E 5815 H
- ESSVRTLMNEIMTHHHOTLK
- ideation ZBITA=HDELDTHNIEHETELTATTDE
- efficiency/productivity vs creativity
- ANEZOEHANMSLTE creativity FEZEEZ TEHELEWSIDIEEAWLA,
cultural factor A* CST IZESFHEEEZATLAMARITES
- HCI#HZE or CSTIFRIE M ZEXIET DL FEBEZITEH LWL R TE SR

TEBH
- CSTEBLTHIDENHITNETED &SI ENSHS EFHE A
ShTLB

- TREODY—ILDELEST, ZERA—FHRESIFZAENENSAITESE
FEEMTELRMMAH D
- Creativity S AN RIZHIEDHEDMN, ABEIVEL—EZDHEDHTEE
PSS XOYANOYN
- KRBEEETILIZEENIENNEWNSTET, creativity 2D FEE TN TL
F52LIEHYSDM

BREOTEY =V (FIZARE - REFETEVTEOANEE>TVEEY)

- Thanks for the excellent talk, Jonas! Thinking of the future development, is it possible
to think that the tool becomes a creative agent, e.g. a picture drawing hand, a dancing
robot, a drumming robot, and can the creativity be considered 'the same' as in human
creativity in those cases.

SIEEHLOLIIIATAITMNEETEI0FERIEEEICHE>TWVTIVIA T4
TREEFRONGENESS
BIEMNADEBIZGELHEFESINSITEN



FESEIBLD ? AERENT=ELTH, YKL TULK, Fal—2av LTI,
EWSES T ADEE

Invited talk: Zhicong Lu (14:30-)
Online Creative Community

Twitch+>Peiriscope. Tiktok (E/ N\ JLHESBETDSATAM)—32 %)
- BiEELTODStreamer
- BREASEELTYMETRSIARLD
- ERBFERIETHERETIA
- BRICHEFELTVLWSDLIERIIZ. BRBROEEEZLTLDA

BEDEY EWNAE0RIZEDIZ, WAALEREZR TS EFNTUoKYLT
FREF[ORENESOTOELHRT, WAALGERICHMNDIVDWMERZENSTER T =L
(TEREIORBICERERLIRO -

“| feel it is my responsibility to stream”: Streaming and Engaging with Intanqgible Cultural
Heritage through Livestreaming | by Zhicong Lu (Caleb) | ACM CHI | Medium

Intangible Cultural Heritage #&# 31t 1& &
UNESCO Intangible Cultural Heritage
o HUEDIZIA=TATEMMICITHOLNTELTEOTIE
BAELEEZEOCHELNHLIHITTH, OBEPIZ 2 =T/ DR TEIFHEAN TLK
o kDS A—NLkIZEo>TIhbA LN DDOHS
& |Z&>TIXFacebook+>Youtube ® (X5 AV 1 #Y

CDOIKXICHESA TR =V TRETWSABAL:
& T3 creative % community A3&H 7=

1. ESVVSEFA—I3VTERELTHWSDMN?
2. HBEEBEORTESLSRAAEFTATNEDMN?
3. BEDEMo=CEPIFINMEMo=CEE?

AVRE2— ERIEE10AN. FREEEHSA
BEFEICOAVAIINTH. THERICEBTEDINDOIMLEL I EVLSTHEIMEINZFTTNMDEAN
Plghot=

BOALBLZEMNIF=(FILY)

BEEIRINBEZFBLTVAALEDETSESICH I —R
BLIEDHEE

- SATETAH+ERIZES

- UPZNLEALTHREENSDUTIIIAVIZRE

- 1~2BFRECB LY

BEEDNDEFR—3>
- #t &M EFE social responsibility
- BCOHEORKS


https://medium.com/acm-chi/streaming-and-engaging-with-intangible-cultural-heritage-through-livestreaming-4defe803dfe8
https://medium.com/acm-chi/streaming-and-engaging-with-intangible-cultural-heritage-through-livestreaming-4defe803dfe8
https://ich.unesco.org/en/home

- HEFEICROLEAD(FRITD)
- BEREFTDLUN ARV T ER)TET—RbHD
- BABAEXRRTES
- GG EEBICOVLTORMBERETS
- UL PEMEESDITRELGEREHRS

WeChatTD2C
- EEEROERESN YT BT EFLANEWSREENSDEENEETTETILNS
- TIOWSEHMA I EEDL>TLBAIZERT AlKULVEL 1 ELSE

LOhDEE
- ZLELHMOVMEELEGALERIETIONKE
- EEDHDHaAURO fake expert HLVS
- L DD D ethnic group HNE/NZFHNTULVS
- XIEBEEVLWAEEIN TLEA oY, BT - S8 - BN EREAH -
V3%

More Kawaii than a Real-Person Live Streamer: Understanding How the Otaku Community
Engages with and Perceives Virtual YouTubers | Proceedings of the 2021 CHI Conference

o [B2#N Viuber—R—Z B BN/A) O FILEi#8 B > L /3 AViuber]

REEAIAISHT=-VTuber® B &
- BELAZXvSHA—ENSKY ., VTuberOEHREZELONDECAITHTREZFD
- ERAHTLEXVYIVA—ENSZITANONBEANHD

DA JIZDLNTODEREN
- BEMICTHROANIDENEZZLGNELIITLTNS
- “disembodiment’ (FDAEFHSDXL)
- THOAINEDLEILEEZITANTVSHREEDL LD
- —ATIHOANIOMEE IMGRAIEICOVLTERELTLS

Understanding Communication Strategies and Viewer Engagements with Science
Knowledge Videos on Bilibili

BiliBIiCOY AT ROZa =7 —2 303
- N\YDARTEEST MAHDETFED T
- NMOMEYoZEHE

WAATTERRAVBES AN
- Visual
- EUYEYOARYAZAZTAIT)—FLOILT B4EE


https://www.youtube.com/watch?v=V4L3YuhCUEY
https://dl.acm.org/doi/10.1145/3411764.3445660
https://dl.acm.org/doi/10.1145/3411764.3445660
https://dl.acm.org/doi/10.1145/3411764.3445660
https://akihiko.shirai.as/research/2021/05/11/more-kawaii.html
https://akihiko.shirai.as/research/2021/05/11/more-kawaii.html
https://www.cs.cityu.edu.hk/~zhiconlu/assets/pdf/chi23bilibili.pdf
https://www.cs.cityu.edu.hk/~zhiconlu/assets/pdf/chi23bilibili.pdf

Narrative

HENREEDOIV S —OAVMIESEET HNEAAV N DOEETHH

OAVEDER., BRIEMT. BEZNLGTA ROy avO#GE
JAVMDEIZEETHER

- TIDAVEBE.T—LINRICEDD

- Schematic diagram »\% %

- FTIT4T(RR=—=)&EDMHTLS

- HEENMEOTLVS
REOTATRArAVHDIEZ D

- TZARA

- FSIFVIRIY—FHIRFIY

- efc

StreamSketch: Exploring Multi-Modal Interactions in Creative Live Streams

Twitch Extensions L3R EE : LiveFR{E [Z & dn

Graphc Symbols
Interactive Overlays
Collaborative Interaction Space

BRAZEREZESITNEBITON S

Formative study &L T & D Twitch¥kakZ 53041
visually [ZER{EE LREEFE N LYY TEHHEEZFAR

StoryChat: Designing a Narrative-Based Viewer Participation Tool for Live Streaming

Chatrooms

toxic comment = EE D H DA+

NETEETL—E2%FFALIEY,. BETIAILEALTLV:
FTITATEFOTHREZDITEIZEZTLK

BREOTEY -V (TITBARFE - HETEVTL0ANIEH O TLEET)

social responsibilityZEL THANEZMNSIZ A AE 2 —IZHIELIZEWSINAIT AN HY
5. BBV FINTHIETIAILEENS wildness [FESP>TRDIFHHEIEL
WDEAIM? ENEL RLTIAILZENTELDESID, (T1ILEENhTLELTLY
HELVSERBEBLONESIMAERNTHIZLY,)
fwxXibEh Tlivestreaming& (XA D XARTT —HATINBEITDONTIXESIEL TLY
F=DEAIMN? (BARFZERN DT —RELHYEI1M. EZTIU2E1—ITIELEM >
EWSERNHEDMNESH)
fragmented = always bad thing? (fragmented tools *might* mean that the user can
‘compose” their favorite streaming environment by themselves)
"fake experts"fiRB(L. ICH-related livestreams A4+ T4, Youtuber& i THY F51
A, AN BRDRTRIARREEHEDTLEIMN?
Do you have any difficulties in conveying the context of Bilibili or Chinese
livestreaming platforms in scientific papers? Do you have any tips for overcoming the
difficulties?

o fBHHLLELATEHL NS L% Background


https://dl.acm.org/doi/10.1145/3449132
https://www.twitch.tv/p/ja-jp/extensions/
https://www.cs.cityu.edu.hk/~zhiconlu/assets/pdf/chi23storychat.pdf
https://www.cs.cityu.edu.hk/~zhiconlu/assets/pdf/chi23storychat.pdf

o technical artifact 1%L \imX TH supplemental video #2D1+%
e How do you convert findings from interviewee into general implications for HCI
communities or practitioners? Do you have any “know-how”?
o ERDHEHEEIZDLVTO guideline 7217 T4<. policy level M guideline L&Y
m to platform, to government, to community ZHEWAALL RN ILHEH D

Panel discussion (15:50- )

e Jun Kato’s work on creativity
o TextAlive (ACM CHI 2015)
m Each video is made by "social creativity" [Fischer]
m https://dl.acm.org/doi/10.1145/2702123.2702140
m hitps://textalive.jp/
o TextAlive App API (ACM CHI 2023)
m https://programs.sigchi.org/chi/2023/in ntent/96444
m https://developer.textalive.jp/
o Griffith: Storyboard for animation
e Special Interest Group on Creativity and Cultures in Computing (SIGCCC)
o https://programs.sigchi.org/chi/2023/index/content/99306

HCI (X &E D &5IZ creativity 2 BELTEEH
- IMETOT7TO—FIL, creativity IS DECAEXETHEVNST A TITHONTES:
BoIEH S

disembodiement / integration: creativity MU EMBERDZD M, AVE1—IMBRDIDH
- DA creativity [ avatar DI Z 5N TLVS
- profession @ creativity |& group / collaboration M 5ETLVS
- local community TR, S TLV tacit knowldge % collaborative?
- WEBIVL—H

HCIMD #8185 T creativity ICRRYBET ZEDFIF &L
- creativity [£F#897=H% human-machine creativity [ZE189
- computer technology [FILDEBFELVEREGEANS

creativity support “tool” [(FIZREZIZTH, BEMICTEERRICEEEE5 X557
- ALERIZEKSEBRMNEZTEIOTLD
- STS = science technology and society &M D7%EAY
- productivity support EL THEST=H D MNEH R TIL creative IZFEHNTLNSIESL
- HIEREMNZIICZ deep dive TEHIENEES(EHDET
- TextAliveldcreativelZ¥productivelZHfEH N TLVD
- Excel T% creative [21Y55

B & & creativity research
- TRFaATIIVIAEZ—DAERELS
- EGEAEBWT—LRHAHDIC. RS/ DLEVDIELEEH
- researcher & community M EEEEA BN TLNVS ?
- ABEZEEOSSICAYRATRFILABELD


https://dl.acm.org/doi/10.1145/2702123.2702140
https://textalive.jp/
https://programs.sigchi.org/chi/2023/index/content/96444
https://developer.textalive.jp/
https://programs.sigchi.org/chi/2023/index/content/99306

NI THATIELDREYIE O THE =V (FITEARE - REBETEVTELANITH/ST
WEFY)

- Jonas mentioned the lack of research on how ordinal people and community
leverage existing tools and platforms, and Zhicong provided good examples of doing
such research. In this context, do you have any comments or recommendations for
researchers in Japan?

- I noticed that you all have a background outside of computer science in your careers.
Does that affect your interest in this topic?
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