Research community

Jun Kato
AIST, Arch Inc.
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% The University of Tokyo Igarashi Lab '09 BSc, '11 MSc, '14 PhD

2 Microsoft Research Asia '12/1-4 Research Intern / Microsoft Research '12/6-9 Research Intern

' Adobe Creative Technologies Lab, Seattle '13/8-11 Research Intern

= National Institute of Advanced Industrial Science and Technology (AIST) '14/4-,'26/4- Chief Senior Researcher
A Arch Inc. '18/7- Technical Advisor (Pl at R&D unit Arch Research)

Universite Paris-Saclay '24/4-'25/3 Visiting Scientist
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TextAlive [ACM CHI'15] f3.js [ACM DIS'17] Lyric App Framework [ACM CHI'23] Griffith [ACM CHI'24]

Human-Computer Interaction researcher studying creative activities e.g., programming,
video authoring, storyboarding through building and deploying creativity support tools
7R77Ivy §E - BV THESEORIENERERIET SV AT LZHRRAR. HEEEAL T/
Human-Computer Interaction 2 D75 E&
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My research style: a toolsmith researcher

A researcher who builds computational tools for creative people
(creativity support tools, toolkits, programming environments)

A

— 4N, L TENg

Timeline . (reate new tw R T

Programmers Musicians Anime directors
DejaVu [UIST '12], Picode [CHI '13 TextAlive [CHI '15 Honorable Mention], Griffith [SAS '21 (non-archival),
Honorable Mention], Lyric App Framework ISID '21 & '22 Best Poster Awards,
TouchDevelop [PLDI '13] [CHI '23 Honorable Mention] CHI '24]

More examples at https://junkato.ip/projects
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https://junkato.jp/projects

Research community: agenda

« Why “community”?

« Community basics

« How to find the “right” community
e Get involved in a community
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Why “community™”

Research community
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Why “community”?

* You cannot be creative alone — “Creativity: Flow and the
Psychology of Discovery and Invention” Mihaly
Csikszentmihalyi

« Community enables learning — “Situated Learning:
Legitimate Peripheral Participation” Jean Lave and Etienne
Wenger

« Research is not a dead-end — “HCI| Research as Problem-
Solving” Antti Oulasvirta / “On the Relationship between HCI
Researchers and Creators” Jun Kato
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You cannot be creative alone

« Suppose you're a great researcher (you are!)

« How can you prove you've done a great scientific discovery?

 There needs to be three elements: a person, a culture
(domain), and a field of experts

Creativity

/

“Creativity: Flow and the Psychology of Discovery and Invention” Mihaly Csikszentmihalyi
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Research is not a dead-end

g = = i = e = : Research problem
Human use : L Empirical
‘ . ' Conceptual
Of Computlng » Improvement Constructive
' potential
: Significance
' Effectiveness
: . Efficiency
s Improvement in SOIUtlon ~ Transfer
----------------- *  problem-solving capacity Confidence

“HCl Research as Problem-Solving” Antti Oulasvirta [ACM CHI 2016]
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Research is not a dead-end
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We computer science researchers must always be careful that
we are not cherry-picking the activities of artists just for the
sake of research.

“On the Relationship between HCI Researchers and Creators” Jun Kato [ACM XRDS, Summer 2023]
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Why “community”?

* You cannot be creative alone — “Creativity: Flow and the
Psychology of Discovery and Invention” Mihaly
Csikszentmihalyi

« Community enables learning — “Situated Learning:
Legitimate Peripheral Participation” Jean Lave and Etienne
Wenger

« Research is not a dead-end — “HCI| Research as Problem-
Solving” Antti Oulasvirta / “On the Relationship between HCI
Researchers and Creators” Jun Kato
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Community basics

Research community
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How has “community” evolved?
From 17t century to date

The Royal Society (UK) started as a community to share and
discuss scientific discoveries in the 17th century

« Motto: Nullius in verba (Take nobody's word for it)

[t is an expression of the determination of Fellows to
withstand the domination of authority and to verify all
statements by an appeal to facts determined by experiment.

https://royalsociety.org/about-us/who-we-are/history/
https://ja.wikipedia.org/wiki/Nullius in verba#/media/
%E3%83%95%E3%82% A1 %E3I%S2%A4%E3%83%AB:Bookplate of the Royal Society (Great Britain).jpg
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How has “community” evolved?
18t and 19% centuries

» The Academie des Sciences (FR) started in the 17th
century, and more societies were established in the 18th

century to disseminate scientific knowledge to the public.

e \Various special interest societies were established in the
19th century, representing diverse academic disciplines.

https://ja.wikipedia.org/wiki/
%E3%83%95%E3%82%A1%E3I%E2%AA%NE3%83%AB:Acad%C3%A9Imie des Sciences 1671.jpg
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How has “community” evolved?
20t century

Many international societies were founded in the 20th century,

including ACM and IEEE.
© IEEE

Founded in 1947 Founded in 1963
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How has “community” evolved?

- The Royal Socjety (UK) started as a community to share and
discuss scientific discoveries in the 17th century.

- The Academie des Sciences ﬁFR) started in the 17th century,
and more societies were established in the 18th century to
disseminate scientific knowledge to the public.

 Various special interest societies were established in the 19th
century, representing diverse academic disciplines.

« Many international societies were founded in the 20th century,
including ACM and IEEE.

« Big companies accumulate scientific knowledge within the
organizations and influence applied sciences, including
InTormation science.

2026/5/20 #non_research_tips #15RE 2T EEI I E
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What are roles of “community” nowadays”
(ACM as an example)

« Knowledge accumulation: Conference Proceedings,
Journals, ACM Digital Library

« Knowledge dissemination: Communications of the ACM,
Journal of the ACM, ACM Queue, ACM Crossroads

 Membership benefits: Grammarly for free and Overleaf
discount (ACM SIGCHI only), CareerNews, TechNews,
discount for online courses, ...

- Advocacy and outreach: Global Technology Policy Council
* Networking and collaboration: Academic events

2026/5/20 #non_research_tips #15RE 2T EEI I E
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. SIGCHI About People Conferences Resources News
« Members receive free access to Grammarly (via sigchi.org email alias).

« Members receive a 20% discount on Overleaf subscriptions.

Members can seek support from SIGCHI CARES if they experience
discrimination and/or harassment in any of SIGCHI's activities. (Note

that you do not need to be a member to seek support from CARES.)

Members receive a (physical) subscription to the Interactions

magazine, published six times per year.

Members are added to the SIGCHI-Members mailing list, where SIGCHI

updates are first announced.

Retired individuals who have been SIGCHI members for the last 10

years and are at least 60 years old can receive a discounted

memhbershin rate of LIS 10 (per year).

Membership | SIGCHI
https://sigchi_org/peome/membership/ participate in the SIGCHI Executive

Committee’s monthly open meetings and open sessions that discuss

2026/5/20 ) #non_research_tips #15HRE A FEBIEOE
important matters to guide the future of SIGCHI.



https://sigchi.org/people/membership/

How 1o Tina
the “right” community

Research community
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https://www.aist.go.jp/aist_j/magazine/20240415.html

How to find the “right” community

 Read many papers
e Listen to “personal” talks
« Sometimes explore different disciplines
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Academic papers: cutouts

« Each paper contributes new knowledge to the community

« Papers are usually “cutouts” of people's work, so don't stop
oy reading one — find “networks”

B
=T
C! 85,9 1
-

TextAlive [ACM CHI'15] f3.js [ACM DIS'17] Lyric App Framework [ACM CHI'23]

H o
| T ossa). e
Code Edito ie8;. |Fakew

©, e
_ﬂ’. )
robot.setPose( | = Ive programming e
-
=z "

Picode TouchDevelop
[ACM UIST'12] [ACM CHI'13] [ACM PLDI'13]

En 1 . o ]
Griffith [ACM CHI'24]
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Academic papers: find networks

* Notice some authors who appear for many times
 They could be key figures in the scene

 Search their names online, find their labs/papers, remember their
faces, and see them at conferences!

 (Consider them as potential reviewers when writing papers)

* Try understanding the trend

« Sometimes it's a good idea to look for special types of papers:
survey papers and opinion papers
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Survey paper: many references! (e.g., 193

“Mapping the landscape of creativity support tools in HCI” Jonas F
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Opinion paper: deep dive into the field

« “Usability evaluation considered harmful (some of the time)”
Saul Greenberg and Bill Buxton [ACM CHI 2008]

e “Third-wave HCI, 10 years later — participation and sharing”
Susanne Bodker [ACM Interactions, Sep.-Oct. 2015]
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n
Or somethin -between..
TYPE TYPE

# TOOLKIT VENUE |YEAR| REF 1 ;YPE 2 # TOOLKIT VENUE |YEAR | REF 11213 # TOOLKIT VENUE |YEAR| REF 11213
1 | Context Toolkit CHI | 1999 | [o1] | W [ | 24 | Shared Phidgets TEI |2c07| [65] | W | W 47 | PaperBox C&C | zo1z [07] [ W | M
2 [DENIM CHI |zoo00| [60] || M 25 | VoodoolO TEI 2007 | [101] | W 48 | WorldKit CHI 2012 | [113] | W
3 | Toolkit-Level Support for Ambigui- CHI |zo00| [62] = 26 | Gummy AVI 2008 | [71] u 49 | KinectArms CSCW | 2013 | [28] “IE B

ty in Recognition-Based Interfaces
4 | SATIN UIST |zoo1| [¢1] | M L 27 | Damask CHI | 2008 | [so] | | W 50 | OpenCapSense PerCom | 2013 | [33] | M u
5 | Phidgets UIST |zooz| [32] || W 28 | VoodooSketch TEl [=zo08| [12] | M 51 | ToyVision Toolkit TEL [ =zo13 | [63] | M
6 | Speakeasy UIST | 2003 | [s0] | @ 29| GT/SD EICS [2009| [23] | M 52| Sauron UIST | 2013 | [93] | M | 0
7 |iStuff CHI 2003 | [4 | W 30 ( PyMT ITS/ISS | 2009 [35] | M 53 | PanelRama CHI 2014 | [114] [ W | W
8 | MAUI Groupware Toolkit CSCW | 2004 | [40] |m|m | m 31 | Protovis TCVG |2009| [13] || M (MW 54 | XDStudio CHI 2014 | [75] (W |00 [
9 | DiamondSpin CHI | z2004 | [98] | H 32 | Sikuli UIST (2009 | [us] | [ M| M 55 | XDKinect EICS |2014 | [74] ||
10 | Papier-Maché CHI |z2004 | [52] (| W | W 33 [ Intuino DIS | zo1o |[wo3] | | W 56 | PolyChrome ITS/ISS | zo14 | [3] | M [
11 | Calder DIS |zoo4| [57] | W L 34 | Amarino Toolkit MobileHCI | zo1o | [so] | | M0 57 | PaperPulse CHI 2015 | [88] | W |
12 | ICON ICMI  |z2004 | [22] | H 35 | Intelligibility Toolkit Ubicomp | zo10 | (s8] | H 58 | WatchConnect CHI | zo15 | [a3] [ H
13 | Toolkit Design for Interactive TSE | 2004 | [6] mlm 36 | D-MACS UIST | 2019 | [70] - 59 | Weave CHI 2015 | [17] mlelm

Structured Graphics
14 | DART UIST |2004 | [61] | | 37 | Prefab CHI 2010 | [20] | M 60 | SoD Toolkit ITS/ISS | 2015 | [96] | M
15 [ MaggLite Post-WIMP Toolkit UIST |2004 | [47] | W L 38 | TouchID Toolkit ITS/ISS | zon | [67] | M 61| C4q TEI |zoi5| [s1] [ |00 | W
16 | Peripheral Displays Toolkit UIST |2004 | [68] | I 39| D3 TCVG | zou | [4] | u 62 | Makers’ Marks UIST | zo15 | [04] | I
17 | Prefuse CHI |zo05| [38] || M 40 [ Proximity Toolkit UIST | zoui | [64] | | ™ 63 | Physikit CHI | 2016 | [42] |
18 | SubArctic CHI | zo05 | [46] | W 41 | Phybots DIS 2012 | [40] || W 64 | Retrofab CHI |[=2016|[87] || m
19 | d.Tools UIST |2006| [37] (| ™ 42 | jQMultiTouch EICS |[2012 | [76] | | W 65 | Let Your Body Move Toolkit MobileHCl [ 2016 | [84] | 1 | W
20 | SwingStates UIST |2006| [2] | W | MW 43 | PuReWidgets EICS | 2012 | [15] | W 66 | CircuitStack UIST | 2016 |[04] | W | | W
21| Exemplar CHI | zoo7 | [36] | M | | ¥ |.NET Gadgeteer Pervasive | 2012 | [102] | |l | W 67 | EagleSense CHI | 2017 | [12] | W ]
22 | CapToolkit PerCom | 2007 | [109] | u 45 | HapticTouch Toolkit TEI |zo1z| [ss] || 68 | Pineal CHI | zo17 | [s4] [
23| ReacTIVision TEI 2007 | (48] | 46 | Midas UIST |zo1z | [os] | | W
Y v 0 T 53| o 10 0 o TTTT B core. 5]
= pure [HNININ IO 19] E PURE | H | = eue | 8 PURE 0 ]

~

gl <0 10 00 O R0 R A 00 000 wixeo 11 ERHRREERR 10RO AR mixeo [ AR AN mixeo [N a
i . . . ” . ]

Evaluation Strategies for HCI Toolkit Research” David Ledo et al. [ACM CHI 2018

: o Y A TTT DO S 3
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Academic papers: ways to read them

* Focus on introduction and related work to get to know the
community

* Focus on method, evaluation, and discussion to develop
your project ideas

« Focus on the overall structure and copy it (not the content)
to write your paper.
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How to find the “right” community

« Read many papers
* Listen to “personal” talks
« Sometimes explore different disciplines

2026/5/20 #non_research_tips #15 R A @B E
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Listen to "personal” talks

Once you find people of interest,

e Listen to their talks (these days, there are often online
archives!)

* Preferably those for some sort of generic “awards” or at least
those that span multiple projects, so that you can hear their
“personal” experience in the community

« Of course, it's a good idea to see them in person at academic
events, or even sending a fan letter! (They like it, | promise)
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How to find the “right” community

« Read many papers
e Listen to “personal” talks
« Sometimes explore different disciplines
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Ditferent discipline, ditferent culture

« CHI (SIGCHI)

« SPLASH (SIGPLAN)

« SIGGRAPH Asia (SIGGRAPH)

« Society for Animation Studies Annual Conference
* A case study on “anime” studies

2026/5/20 #non_research_tips #15 R A @B E
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X 0OMmoO

Home Authors Accessibility Sponsors and Exhibitors Organizing

CHI 2025,

April 26-May 1, 2025 in Yokohama, Japan = .. %

Upcorning Deadiines Welcome to CHI 2025!

All times are in Anywhere on Earth (AoE)
time zone. The ACM (Association of Computing Machinery) CHI conference on Human Factors in Computing Systems is

the premier international conference of Human-Computer Interaction.

ission. September 12, 2024 _ Fek o2 ] Ak T e e R
%:%/%/120 CHI takes p[%Egqﬂr?aﬁg%téf)fa%\L:\Ehﬁ‘f@flfﬁéﬁljﬁ(ﬁﬁgé’ﬁokohama from 26 April to 1 May 2025, while also 32

Notification January 16, 2025
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Conference Program submissions are OPEN. SUBMIT NOW!

3 -6 December 2024 | Tokyo International Forum, Japan % | BAzE | #SIGGRAPHAsia | #SIGGRAPHAsia2024
’é ﬁgggggf About The Submit Exhibit or For the Plan To CO\ S — S— >>
J TOKYO 5{ Event Your Work Sponsor Press Attend

SIGGRAPH Asia 20

Conference | 3 - 6 December 2024
Exhibition | 4 - 6 December 2024

TOKYO INTERNATION
FORUM, JAPAN

The 17tMM%GRAF%H Conferénce and Exhibition on CoOmpUiER research tips #155H A T 206 o
Graphics and Interaotive‘i"l’echniques in Asia \\
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Sun 20 - Fri 25 October 2024
Pasadena, California, United States

SPLASH

PASADENA 2024

Attending ~ Tracks ~ Organization ~ Q Search Series ~ Sign in Sign up

L.A-Downtown ™
olole] [elelele

Photo by Discover Los Angeles
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2023 Conference
SAS ‘ 'the_Animatgd HOME KEYNOTES ANIMATOR IN RESIDENCE WORKSHOPS & EVENTS MORE. ..
nvironmen

Society for Animation Studies
34th Annual Conference

June 12-16, 2623

© RowanUniversity

VIEW SCHEDULE HERE

This year's theme 'The Animated Environment' will explore
all-aspects of the animatedjy: with“a”special emphasis on =




L Ed Catmull:

My belief was, and still is, that we show all our
work and that we publish. It is an illusion to
think that we get ahead by holding on to
secrets. The real issue is: How do you attract
the best people? You do this by encouraging

publishing and open communication in a
a ACMSIGGRAPH community. | have lifelong friends in the
SIGGRAPH community.

https://blog.siggraph.org/2020/08/pioneering-pixels-the-nyit-computer-graphics-lab-then-
and-now.html/
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Anime heavily relies on analog practices

Analog sketches are simply more difficult to be formulated as
mathematical problems

NYIT CGL's initial focus was on 2D CG animation
Example outcome: Tween (Ed Catmull), Paint (Alvy Ray
Smith), and SoftCel (Garland Stern)
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How WEIRD is CHI?

Sebastian Linxen

Center for General Psychology and
Methodology, University of Basel,

Christian Sturm

Hamm-Lippstadt University of
Applied Sciences, Lippstadt, Germany

Florian Brithlmann

Center for General Psychology and
Methodology, University of Basel,

Basel, Switzerland christian. sturmi@hshl.de Basel, Switzerland
sebastian.linxen@unibas.ch flonan.bruehlmanni@unibas.ch
Vincent Cassau Klaus Opwis Katharina Reinecke

Hamm-Lippstadt University of
Applied Sciences, Lippstadt, Germany
vincent.cassaui@stud.hshl.de

ABSTRACT

Computer technology is often designed in technology hubs in West -
ern countries, invariably malung it “WEIRD”, because it 1s based on
the intwition, knowledge, and values of people who are Western,
Educated, Industrialized, Rich, and Democratic. Developing tech-
nology that is universally nsefil and engaging requires kmowledge
about members of WEIRD and non-WEIRD socicties alike. In other
words, it requires us, the CHI community, to generate this knowl-
:dE;: by Elud}nng I':PI:E':]:I.‘tEil"ﬂ: PEItlElPEIII.t Baml:ulca To find r_'nut to

. T TT

Center for General Psychology and
Methodology, University of Basel,
Basel, Switzerland
klaus.opwisi@unibas.ch

Paul G. Allen School of Computer
Science & Engineering, University of
Washington, Seattle, Washington,
United States
reinecke(@cs.washington.edu

1 INTRODUCTION
CHI 18 widely regarded as the premier verme for Human-Computer

Interaction, often influencing technology innovations that were
inspired by its publications on the design and use of computer tech-
nology. Such technology innovations are being used by increasingly
large numbers of people from diverse countries around the world.
Commonly, the research findings produced by the CHI commumnity

that are driving such immovations may be assumed to be unversally
appll-:abl: to the entire huma.n pc-pu]atlc-n_

ST TT Ot "o

Sebas‘uan meen Chr|st|an Sturm FIor|an Bruhlmann Vmcent Cassau Klaus Opvws and Katharina Remecke 2021 Hovv WEIRD is CHI? In Proceedings of the
2021 CHI Conference on Human Factors in Computing Systems (CHI '21). Association for Computing Machinery, New York, NY, USA, Article 143, 1-14.
https://doi.org/10.1145/3411764.3445488

based on Western participant samples, representing less than 12%

of the world's population. Furthermore, we show that most par-
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nizing that its members, mchiding those who contribute research
to CHI, are primarily from North America and Europe.
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[ RECRT S B ER NF_X E£0f v

©

= BYouTube Undone Science x| Q @® signin

8 =D o) g we

N m Shorts  Videos  Unwatched  Watched  Recently uploaded  Live Filters 25
» [ICL D 12026 4258% 40 AL > Sk

Forget Google Scholar and PubMed—Al makes research truly effortless.

rm redefinir

(Bh! Sponsored - Bohrium
: o D

#11 TAZBNE)

® Fw BT 11585 LR
You Currently not available
P It
Soft Science - Undone (Live on KEXP)
NG Vi 6 o G BUMREC55M5 !
W «exe @ ‘- —azZ3aKX
1p://KEXP.ORG pr ts Soft Science performing “Undone” live in the KEXP studio. Re
ZOZOEEBOHIITH >
z / 7. iaeA7 o
1 2.5 HA e
zﬂ' @m;rn,a y 44 BT
i %, 7 I!‘ w7 A ) ) | p

YouTube Niconico Douga

2026/5/20 #non_research_tips #15RE 2T EEI I E 39



WEIRDness is just a tip of iceberg

« Double bind for anime research that needs to go over
language barriers twice

 Institutional and linguistic filters shape what counts as
legitimate and researchable knowledge

* These filters make some topics easy to circulate, while
others remain difficult to justify, sustain, and reward

« Though, the answer is not simply to invert the filter

2026/5/20 #non_research_tips #I5REI FIH MBI EE 40
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undone computer sci

.

Conferencelonundone science in compUuterscience

23-25 March 2026 . LuxemboUrg -;.
- = . “ - w -

“Dusk in Luxembourg Grund” by Tristan Schmurr (modified), CC BY 2.0

2nd conference on
Undone Science in Computer Science

General information — Call for presentations — Submission (EasyChair) — Previous editions

Undone Computer Science 2026 Important dates

rmdmamat e 2 Luxembourg (hybrid) Submission deadline
https://www.undonecs.org/2026/ a March 2026

OeranbarQ 2°09C [armvinathave an Earkl)



https://www.undonecs.org/2026/

Get involved in a community

Research community
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Get involved in a community

 International conferences
« Paper reading seminars

« Small workshops
 Research internships

2026/5/20 #non_research_tips #15 R A @B E
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International conferences: how to enjoy

* Prepare well

« Get out of comfort zone

e« Submit something

« Avoid crowds and look for hidden gems

2026/5/20 #non_research_tips #15 R A @B E
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International conferences: how to enjoy
Prepare well

e |s your portfolio website ready? (will be covered next week)

« Have you skimmed the program?

« Have you checked the first and last authors of the papers you
are interested in?

« Have you looked for session chairs who you want to contact?
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International conferences: how to enjoy

* Prepare well

« Get out of comfort zone

e« Submit something

* Avoid crowds and look for hidden gems
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International conferences: how to enjoy
Get out of comtort zone

* Be open-minded

« Ask questions

« Try hard to find new research interests

e Don't have breakfast/lunch/dinner with your lab mates

See also:
https://x.com/ xiang chen /status/1649645915333074944
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https://x.com/_xiang_chen_/status/1649645915333074944

International conferences: how to enjoy

* Prepare well

« Get out of comfort zone

« Submit something

« Avoid crowds and look for hidden gems

2026/5/20 #non_research_tips #15 R A @B E

48



Li AIST Creative HCI Seminar | ~“=AIST

Student Design Competition [1/3]

The SDC poses a real-world challenge and demands that teams of
students use a myriad of approaches (design research, brainstorming,
prototyping, implementation, and evaluation, for starters) to develop their
submissions. Each year, this competition has received approximately 60
submissions from 15 countries.

.. At the Student Design Competition, we ask you to contribute to one (or
several) of the 17 Sustainable Development Goals identified by the
United Nations.

.. Teams must consist of at least two and no more than five students.
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Li AIST Creative HCI Seminar | ~“=AIST

Student Design Competition [2/3]

 Round 1: Paper, Poster, and Video submission (online)
* Round 2: Poster presentation (onsite, 16 teams)
* Round 3: Final presentation (onsite, 4 teams)

Competition Reviewers and Judges

Koya Narumi, Jun Kato, Pedro Lopes (University of Chicago, USA), Wendy Mackay (Inria & Université Paris Saclay,
France), Elizabeth Churchill (Google, USA), Ellen Do (Atlas, University of Colorado Boulder, USA), ...
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Li AIST Creative HCI Seminar | ~“=AIST

Student Design Competition [3/3]

* Round 2: Poster presentation (onsite, 16 teams)
 Round 3: Final presentation (onsite, 4 teams)
 Award ceremony (CHI Closing Plenary)

STUDENT > g5
DESIGN —
COMPETITION g S

Sl O (-

g o
ﬁ D,
N [ Ly
= B <"
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CHI202] Student Research Competition
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Student Research Competition goals

« To give students opportunities
« 1o share their research ideas and results at CHI in a special forum

« to meet with and interact with CHI attendees to share ideas, gain
new insights, and understand possible practical applications

« 1o sharpen their communication skills

« To provide detailed feedback to students from a panel of
distinguished judges from industry and academia

« To recognize and reward outstanding student research
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Student Research
Competition rounds

1. Submit your work online

2. Present your poster f

3. Present your work N e
4. Winners announced during the plenary Mo
5. Compete in the Grand Finals

6. Join the Annual ACM Awards Banquet - BB =

ACM CHI '09 SRC

Poster session

2026/5/20 #non_research_tips #1E R E = @B HEUH



SRC 1st round
Submit your work online

e Login early to check out the submission form!
 Prepare and submit a paper and poster

A-Subimission-Formon Precision Conterence (PCS)
planned to open in early September



SRC 2" round
Present your poster at the conference

Juries will come and listen to you in front of the poster

SRC22

. . — . Y » ’ (‘ i . Ty ! !
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SRC 3rd round
Present your work at the conference

Just like a paper session, SRC is assigned a dedicated room




International conferences: how to enjoy

* Prepare well

« Get out of comfort zone

e« Submit something

« Avoid crowds and look for hidden gems
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Li AIST Creative HCI Seminar | ~==AIST

Special Interest Group |1/3]

Special Interest Groups (SIGs) enable conference attendees sharing a
common interest to meet informally for 75 minutes of facilitated
discussion during a scheduled session at the conference. SIGs offer
excellent opportunities for dialog and deliberation on a specific topic. The
conference provides each SIG with meeting space and advertises SIG
meetings to the rest of the conference in the Extended Abstracts and
Conference Program.

.. While not strictly required, we prefer that proposals be authored by a
minimum of two individuals representing at least two different
organizations.
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Li AIST Creative HCI Seminar | ~“=AIST

Special Interest Group |2/3]

We consider the following criteria, in descending order of priority:

2026/5/20

Appeal to the community: Is the to?ic both timely and of wide enough appeal to attract a significant
audience? At the same time, is the topic sufficiently focused to allow for productive discussion
during the SIG meeting? Too narrow, and the SIG might attract tog feWé)eopIe; too broad, and it is
difficult for progress to be made in the relatively short duration of a SIG.

Format: Is the proposed format conducive to discussion and shared insi%ht? Will it be possible to
achieve its aims? SIGs are not workshops, nor project showcases, nor tutorials.

Diversity of perspective: It helps to be able to show that the SIG will be able to encompass a wide
Berspec ive, and that the organizers can accommodate and facilitate discussion across this breadth.

laces to show this are in the description of the intended community, the assumed attendee
background, and the home institutions and disciplines of the organizers.

Continuity: Does the SIG support the development of a longer term interest group, for example
follow-on'SIGs or other types of contributions at subsequent CHI and other conferences, or a SIGCHI
Community? If the todplc IS a very recent or new one, or a revival of an old topic, then arguments will
need to be' made, to demonstrate that it is a topic that will persist, rather than simply being this

Year s fashion. If the topic is a continuation of previous SIG(s), then it is necessary to present the
atest developments of the topic and their projection into the future.
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Li AIST Creative HCI Seminar | ~“=AIST

Special Interest Group [3/3]

« Room capacity =~ 100 people

 Aim: discuss important topics in recent creativity support research
show presence as a community / find missing perspectives / consider next steps

« Structure: organizer presentation + subgroup activity + summary report
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Get involved in a community

* International conferences
« Paper reading seminars
« Small workshops
 Research internships
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Paper reading seminars

CHI#355:2024 ’ Paper Guilds SIGGRAPH#hH & £ cvpaper.challenge

A
CHIf58 % 2024 | 2024$G}EJ 290 (&) SIGGRAPH 2022384
The ACM CHI Confer n Human Factors in Computing Systems Proceedings Papers : = Y
SIGGRAPH 2022 TREIN S LM OV TS EVCRXBEERELASC LT OVEa—F /577 AR HIE 5 RE A
RO EHBLET. A/ —
o —
co —
l? C —
' i
Updates ACM Japan SIGCHI Chapler 1 ——
. cvpaper.challenge
« 6AMA (X) ELf, SnARol 3+ -3 : Pt CHI% ACM SIGCHI Chag K
> BT SIGGRAPH 20228038 2128 7 L & L7, XENZ SIGGRAPH Asia 2022802 S MEFR T,
A248 (&
12 ( S | G C H | I‘IUU)‘Z AVE1I-PESIVHBOSERL, HULRLY FERIDHY

>’ Japan Chapter _
SIGGRAPHIZZWT

@ sicGRAPH 2022 Technical Papers Pre.

CHIfhsg = SIGGRAPH (Asia) fhigas cvpaper.challenge
Getting to know all CHI Papers in a day Getting to know all SIGGRAPH (Asia) papers Reading all CVPR papers collaboratively
in a day

Yuki Koyama//J\iL #& 2 ﬁ Hirokatsu Kataoka/ [ # i
UTokyo m Computer Vision Research Team, AIST

Jun Kato/mngk 2
Media Interaction Group, AIST
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Get involved in a community

 International conferences
« Paper reading seminars

« Small workshops
 Research internships

2026/5/20 #non_research_tips #15 R A @B E

64



Dagstuhl Seminar

A meeting where ten to thirty researchers from all over the
world discuss in a secluded environment, in an old castle in a
remote countryside, isolated from the outside world

« Lots of opportunities for interaction (hiking trails, gardens,
tennis courts, board games, wine cellers, etc.)
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Shonan meeting

 Modeled after Dagstuhl Seminar

« Researchers apply for seminar plans, NIl handles office work
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Dagstuhl Seminar #22231

Theories of Programming

« 28 researchers from Human-Computer Interaction, Software
“ngineering, and Computer Science Education

« HCI/CSE researcher Amy Ko and SE/HCI researcher Thomas
_aToza co-proposed, HCI/CSE/SE researcher David
Shepherd and SE researcher Dag Sjgberg joined later

2026/5/20




Dagstuhl Seminar #22231

Theories of Programming

« COVID-19 postponement from summer 2020 to 2022
(originally #20351, happened as #22231)

« |[CSE 2022 Birds of Feather as a precursor event
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(Winston)
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Closing Session (plenary)
Room 301
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Languages
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Dagstuhl Seminar #22231
3.5-days workshop

« June 7 (Tue) welcome, what is theory, describing theories,
critiquing theories

 June 8 (Wed) brainstorming unexplained programming
phenomena, sketching theories, getting feedback on theories,
and refining theories

e June 9 (Thu) presenting theory sketches, discussing ways of
sharing theories, and skeptically examining whether
developing theories of programming is really worth the time

« June 10 (Fri) reflecting on takeaways and departure

2026/5/20 #non_research_tips #I5REI FIH MBI EE 69



Dagstuhl Seminar #22231
First day

« 2 hours from the airport, arrived at St. Wend| by train
« Luckily got a taxi at the station with two other attendees

* Already had discussion at a dinner table — Dagstuhl format is
suitable for book preparation and open discussion for

unanswered questions.
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Wednesday - Unexplained Phenomena Brainstorm ¥
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Phenomenon

|I-’henomenon

Software Engineering

People make mistakes when programming (inserting bugs)

Novices become experts

Many statically-typed functional programmers have ADHD or are

otherwise neurodivergent

People choose individual work over team work
People don't know when they have tested their code enough

What makes concrete examples good/effective

Supporting programmers starting with concrete examples

Why do most organizations appear to be bad at anticipating the
cost of taking on some particular technical debt?

Why are seme programmers better at generating hypotheses for
debugging? Beginners exploring the space of hypotheses is

much harder

Why are some programmers able to perform “psychic
debugging” (just guess where the bug is corractly)

Which static analysis is “just enough” to be useful and not be

ignored?

Early design choices (type, data schema) and their downstream

effects

The role of domain knowledge in software design

People use static analysis tocls to guide their problem-solving

processes.

Some people build cults around languages; others are

uninterested in even adopting those

Tooling wars. [editor wars._]

Ergonomics of languages

Impact of identifier names on {comprehension, testing, mental
models, etc} given diverse cultural and lingustic backgrounds

Programmers gain skills in different ways and at different speeds

Attention te quality improves speed of development

Distributed teams onboard slower

Data-driven programming vs “logic-driven” programming

Coordination suffers in remote work

Developers overestimate the similarity between code snippets

Some developers refuse to read documentation and rather try +
break things; others insist on reading documentation + full

understanding before beginning

as code [likely in a mono-repo]

Programmers cannot accurately estimate required effort for a

task

Developers stop short of completely updating cloned code
Data scientists are (not) end-user programmers
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Dagstuhl Seminar #22231
Last day

* Presentations from subgroups
e Insights from subgroups written on a notebook




Dagstuhl Seminar #22231

Post-seminar effect

LIVE 2022 workshop call for paper was modified to reflect the

Dagstuhl discussion

dgemonsirations of Novel programming SySIems, EXperience reports, tNeores thal propose and Verny generanzed
principles, literature reviews, and position papers. Topics of interest include:

= live programming environments

» visual programming

» structure-aware editors

= advances in REPLs, notebooks, and playgrounds

« programming with typed holes, interactive programming
» programming by example/demonstration

= bidirectional programming

» debugging and execution visualization techniques

» language learning environments

LIVE provides a forum where early-stage work will receive constructive criticism. Submissions may be short papers, web
essays with embedded videos, or demo videos. A written 250-word abstract is required for all submissions. Videos
should be up to 20 minutes long, and papers up to 6 pages long. Use concrete examples to explain your ideas.
Presentations of programming systems should take care to situate the work within the history of such tools.

2026/5/20

While LIVE welcomes early work and exploratory work, authors may optionally choose to have their work considered for

VY [ - PR | R [ S ——— S

Thu T Sep 2022
Submission Deadline

@ https:/Nlive22_hotcrp.com/paper/new

Organizing Committee

Jun Kato

National Institute of Advanced Industrial
Science and Technology (AIST)

Japan

Sam Lau

University of California at San Diego
United States




Get involved in a community

 International conferences
« Paper reading seminars

« Small workshops

« Research internships
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Internships I've experienced

« Microsoft Development Japan
« 2009/8-9 Software Engineer Intern

« University of Tokyo Edge Capital (UTEC)
« 2010/7-8 Summer Intern
2® Microsoft Research Asia
« 2012/1-4 Research Intern (HCI Group)

Microsoft Research
« 2012/6-9 Research Intern (RiSE Group)

I\ Adobe Creative Technologies Lab, Seattle
« 2013/8-11 Research Intern

2026/5/20 #non_research_tips #15RE 2T EEI I E

75



Internship in companies

W Large companies publishing academic papers often allow
you to include the project in your thesis/dissertation

- Microsoft, Adobe, Autodesk, Disney, etc. (as of 2013)

2& You will meet many talented people
« Not only researchers but also devs and interns

(=@ You should not work primarily for money

 They give you rich resources including people, machines, devices,
software and almost all the other things you'll need for doing a good
research

« While, in fact, they pay pretty well---
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How to Tind an internsnip

« Apply for fellowship/scholarship

 Microsoft Research Asia Fellowship

* Get introduced by someone
* Your supervisor
 People working at Microsoft University Relations

« Ask researchers

« Meet researchers at international conferences, appeal your
enthusiasm and sell yourself!
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When to go to an internship

« Generally speaking, summer is the hot season

» During Masters course is the best

e Istand 2nd year of PhD course are nice

e 3rd year of PhD (before writing the dissertation) is
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What to do in your internship

« They usually give you three months

* For the first month, discuss with your mentor and fix the
research problem you're tackling
i¢ Kinect + IDE = IDE for Interactive Computer Vision
¢ Programming + Ul = Live Programming of GUI
I\ (censored) + IDE = IDE for (censored)

* For the second month, prototype your system
e For the third month, wrap up your work
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What to do atter your internsnip

* You're still under the NDA
 Unless you published the result
- Write paper

« Three months are often too short:--

« Apply for patents

 You usually only need to sign some documents

- Discuss/advise tech transfer
« Tech transfer takes longer time than research
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Research community: agenda

« Why “community”?

« Community basics

« How to find the “right” community
e Get involved in a community
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