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General Outline

We will carry out a semester-long research project where you will practice the research
methods we learn to conduct original research.

» Schedule a Friday "'team time" for team meetings, milestone kickofts, and
deliverable preparation

» Ideally teams of 3, fewer or more should be exceptions
» 40+ 20% of your total grade, integrates team member evaluations

» Incrementally write a full-length (~10-pages) paper potentially submittable to an
HCI conference
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1. Introduction

In society, the concept of cheating is largely met with disdain, anger, and revenge. For example, Bernie
Madoff enacted a largescale fraudulent investment operation, which resulted in the thievery of $64.8
billion from thousands of investors (Frank, Efrati, Lucchetti, & Bray, 2009). A judge sentenced Madoff to
150 ear inpriso andhundreds o bilons of dolars nrestition. Thus socicy iewed Madofr”
cheating as highly unethical and inhuman. Similar rules about cheating are also applied to sporting events,
hildensgamcs, shoolwork, and video games. For cxample, when humans e playingvideo games
against other human gamers, not accepted. If one player cheats i the game world, other
players either 1c~mlmLhcumm!l\m|~clvc~orm\m“uc entirely with the game (Kabus, Terpstra, Cilia, &
Buchmann, 2005)

When it comes to computer-controlled agents, cheating is not only the norm; the human competitor
senerally accept it (Fairclough, Fagan, Mac Namee, & Cunningham, 2001). That s, i order 0 construct
a realistic and evenly matched competitor, designers must create algorithms that allow the agents to **see”
through walls or use other means to locate the human player’s avatar. The human player does not
disengage with the game: rather, he or she is aware on some level that this subtle form of cheati
necessary in order for the game to possess an a\pﬂl«fcmllcngc(Fu\rclouy:h L. 2000, Inrestingly,
litle empirical evidence has been collected and analyze cating agent controlled by the
computer. Thispaper presents sty thit begin 0 amalyze th efects ofthe computercheaing in video
ames i orde o designer L b able et video gameshat e moreenoyable, mmersive, and
'g. Two theoretical models will help to explain possible effects of cheating in a game,

" University of Wisconsin-Madison, Department of Computer Sciences provided financial support or this rescarch.

* A preliminary version of this ma

script has been presented at the 2012 Association for Education in Journalism

‘and Mass Communication Conference.

* Authors thank Karyn Riddle for her valuable comments.
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Project Topic (Today)
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Children's Unboxing Experience - Online LaTeX Editor Overleaf

Children's Unboxing Experience
Text

Families F12 and F17 preferred the reading robot,
while the remaining families preferred the fitness
robot. The sibling in F12 also preferred the
fitness robot.

\subsubsection{Findings}

%weird

We identified three main primary factors of the
designed unboxing experience from the thematic
analysis for study 3:

(1) The Appearance/Aesthetic of the box %pom pom,
wallpaper, house shape

(2) Character/social entity of the box and robot
%audio, lights (remember that the electronic parts
were to give social character to box

(3) Perception/experiences (how 1,2 affected the
experience) of the overall unboxing experience

%exciting, interesting, connected, more social

\paragraph{(1) The Appearance/Aesthetic of the Box}
Children showed high interest towards the physical
shape and design of the box, pointing out to the
design components including the shape of the house,
the door's magnet opening, the integrated charging
outlet, the robot's pom-pom bed, and the box's
interior and exterior design elements. Children
felt the house shape gave the robot a designated
spot to '‘stay, sleep, and eat'', making the
overall experience more \textit{realistic}.
Children also appreciated the creativity and
details 1in the box, such as the wallpaper
reflecting the themes, the robot's bed, the
exterior bricks, and windows. They explained that
these details made them more excited to meet the
robot and open the box. The details of a box having

E]

an easy opening (i.e., magnetic opening) and was

Current file

@ Track changesison >
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~ & Download PDF ~

The Unboxing Experience: Exploration and Design of Initial

Interactions Between Children and Social Robots

ANONYMOUS AUTHOR(S)
SUBMISSION ID: 4096

Social robots are increasingly introduced into children's lives as educational and social companions, yet litle is know about how
these products might be best introduced to their environments. The explosion of the “unboxing” phenomenon that in media suggests
that introduction is key to technology adoption where initial impressions are made. To better understand this phenomenon toward
designing a positive unboxing experience in the context of social robots for children, we conducted three studies with families of
children aged 8 to 12. (1) An exploratory free-play activity (n = 12) and (2) a co-design session (1 = 11) informed the development of a
prototype box and a curated unboxing experience that was tested in (3) an evaluation study (n = 9). Our findings suggest that the
unboxing experience of social robot can be improved through the design of a creative aesthetic experience that engages the child

socially to guide initial interactions and foster a positive child-robot relationship.
CCS Concepts: » Human-centered computing — Participatory design; User centered design.
Additional Key Words and Phrases: paticipatory design, child robot interactions, social robots, unboxing

ACM Reference Format:
Anonymous Author(s). 2018. The Unboxing Experience: Exploration and Design of Initial Tnteractions Between Children and Social
Robots. In CHI'22: CHI'22: ACM/SIGCHI Conference on Human Factors in Computing, April 30 ~ May 6 2022, New Orleans, LA. ACM,
New York, NY, USA, 18 pages. https://doi org/10.1145/1122445.1122456

Fig. 1. Two children interacting with our designed unboxing experience for  social robot: Forming meaningful social connections
between children and robots starts from the very first action of taking the robot aut ofits box. In our work, we explored the design
space of children’s social robot unboxing experiences. By including children as our co-designers, we explored, designed, and evaluated
the stages of a social robot unboxing experience. Our work introduces the area of social-robot-unboxing research in HCI.

Permission to make digital or hard copies of all or part forp or - » copies are not
‘made or distributed for profit o commercial advantage and thal cop full citation on the first page. Copyrights

of this by others than ACM Abstracting with credit is To copy otherwise, or republish, to post on serers or to
redistribute to st p dfor afee. Request

© 2018 Association for Computing Machinery
Manuscript submitted to ACM

D History

¢ chat




Speculative Design Workshop

What You’ll Do

Instructions

Get Oriented (0—5 min)

We'll introduce speculative design and how today’s activity will help you explore project
ideas.

Create a Future (5—20 min)

At your table: (1) Use your 4 cards (Technology, Context, Contribution, Perspective); (2)
Choose a prompt template; (3) Collaborate to create one output (a question, story, or
concept); (4) Write or sketch your idea clearly on the worksheet

Post It Up (20—25 min)

Tape your worksheet (your speculative pitch) on the wall!

Gallery Walk (25—30 min)

Walk around the room. Read each group’s idea. Write your name or ideas to express
interest or spark conversation.

Form Teams (30—35 min)

Gather around the ideas that inspire you. Join, merge, or remix ideas to form a team.

Lock It In (35—40 min)
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Each team writes their names and topic on the signup sheet. Be ready to evolve your idea
as your project takes shape.



Technologies

Category Examples

Al & Agents LLMs, gen-Al, chatbots, autonomous systems, embodied Al, affective
computing

XR & Sensing AR/VR, physiological sensing (e.g., eye tracking, EEG), biosensors, emotion
recognition

Robotics & IoT Robots, digital assistants, telepresence, smart homes/cities, fabrication & 3D
printing

Wearables & Interfaces Smartwatches, haptics, on-body interaction, brain—computer interfaces

(BCIs), gesture-based interfaces

Ubiquitous & Embedded Systems
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Smart devices, ambient computing, location-aware tech, context-aware
systems



Contexts & Populations

Theme

Examples

Health & Wellbeing

Chronic illness, mental health, behavior change, disease
management

Learning & Development

Children, neurodiverse learners, developmental disabilities, families

Accessibility & Inclusion

Blind/VIP users, wheelchair users, low digital literacy populations

Work & Collaboration

Remote work, hybrid meetings, industrial settings, creative teams

Everyday Life & Mobility

Driving, commuting, navigation, home life, aging/older adults

Vulnerable & Marginalized Populations
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Low income, homelessness, refugees, justice-involved individuals



Contribution Types

Type Examples

Design Contribution Speculative designs, systems, probes, toolkits, concept sketches
Empirical Study Studies of users or stakeholders (interviews, observations, surveys)
Evaluation Study Testing prototypes or systems (usability, trust, engagement, etc.)

Theoretical Contribution

Frameworks, models, taxonomies

Review & Meta-Analysis

Scoping/systematic reviews,! critical syntheses

Methodological Contribution

New methods, evaluation metrics, data collection instruments

I Systematic review or scoping review? Guidance for authors when choosing between a systematic or scoping review approach
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https://bmcmedresmethodol.biomedcentral.com/articles/10.1186/s12874-018-0611-x

Perspectives

Perspective Description

Accessibility & Usability Supporting inclusive, usable design for diverse needs

Experience & Perception Exploring trust, mental models, emotions, comfort, engagement
Ethics & Responsibility Bias, fairness, privacy, algorithmic harm, data ethics

Adoption & Impact Understanding real-world use, barriers, long-term effects
Creativity & Expression Supporting play, art, self-expression, identity

Repair, Resistance, & Sustainability Exploring resilience, counter-use, ecological and social sustainability
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Tips
» Understand the limitations of this process
» Some combinations may be non-sensical, but they will still spark interesting ideas

» Find topics of clear value to study, benetficial to society, to science, etc.

» Problems worth studying must be: not studied/understudied, significant/
impactful pervasive/frequent, persistent

» Choose perspectives that you are inclined to take

» Important to find teammates you click with
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Q&A

» Q: Can I bring my own research into this?

» A:Yes. The technology, context/population, and/or perspective can come from
your research. Ideally, you will convince two of your classmates to work with
you. Engage in discussion, but write your topic on the wall.

» Q: Can multiple teams work on the same idea?

» A:Yes. You will necessarily diverge after the literature survey, so pertfectly fine
to form multiple teams around the same idea/topic.
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Q&A

» Q: Will we have access to technology, platforms, funds/resources?

» A:Yes, within reasonable limits. You can borrow equipment from my lab. For
participant samples, most teams will use classmates, friends, roommates. In

general, we will try to be resourceful (e.g., reserve a room at the union/library
to run studies).

» Q: Can we change any part of our topic?

» A:Yes, you are committing to a starting place. You will shift and adapt different
facets of your project topic along the way.
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Next Steps

» Congratulations! You have a project topic and a team &
» Next project milesone is literature review, research question
» Due in two weeks
» Become familiar with ~30 papers on the topic you chose
» Build conceptual maps, identify gaps and opportunities
» Develop and refine a research question

» Write and submit a "related work'" section
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