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General Outline (Recap)

We will carry out a semester-long research project where you will connect
and practice the seminar and methods modules.

» We will use the last 15-30 minutes of class on Mondays and time left on
Wednesdays to discuss project goals, steps, deliverables

» Feedback during office hours, through deliverables
» Individual or pairs, expectations are different

» 30% of your total grade
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Project Deliverable (Recap)

We will incrementally write a four-to-six-page paper potentially submittable
to an HCI conference.

» Individuals: 4 pages

» Pairs: 6 pages
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Project Topics (Recap)

We will take inspiration from last year's best-paper-award winners at CHI
and choose a topic following the algorithm:

Skim a set of papers

Focus on 2-3 based on interest/research style

Read related work to understand gap

Read what the paper did to understand where it fits
Detexrmine what else remains unexplored from limitations
Zoom out, choose topic, find partner (optional)
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Project Deliverables

(Recap)

»

»

»

>

»

»
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Project Topic
Literature survey, RQs
Method

Data

Analysis, results

Final paper
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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.
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‘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
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Why are we doing this? (Recap)

» Practicing research with different levels of uncertainty
» Hands-on activities: controlled, structured, short
» Assignments: semi-controlled, semi-structured, medium
» Projects: uncontrolled, unstructured, long

» This might feel redundant, but redundancy is often good!

» Bridging the seminar and the methods, contextualizing the methods
within the seminar topics
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What's Next?
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We'll execute the algorithm

1. Skim a set of papers

Focus on 2-3 based on interest/research style

Read related work to understand gap

Read what the paper did to understand where it fits

Determine what else remains unexplored from limitations

S A T

Zoom out, choose topic, find partner (optional)
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1. Skim a set of papers

» Paper award winners from CHI 2021

» Available at the ACM Digital Library

» Copied in Google Drive folder
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https://chi2021.acm.org/information/5208.html
https://dl.acm.org/doi/proceedings/10.1145/3411764
https://drive.google.com/drive/folders/1ztaaNgPUPIlGoaBcMlAkEXIv2dkiV91T?usp=sharing

2. Focus on 2-3 based on interest/research style

» Skim the titles and abstracts and see what looks interesting

» Look for what type of research: systems/studies, qualitative/quantitative,
etc.
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3. Read related work to understand gap

» The anatomy of an HCI paper
» Introduction/problem formulation
» State of the art{gap
» Method, findings

» Discussion, recommendations
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4. Read what the paper did to understand where it fits

» Ask the question:
What did the paper do to close the gap?

» Create a map of knowledge in this area, including the what the paper did
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5. Determine what else remains unexplored from
limitations

» From the map you created, find remaining gaps
» Problems worth studying must be:

»\ Not studied/understudied

» |Significant/impactful

» |Pervasive/frequent

» | Persistent
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6. Zoom out, choose topic, find partner (optional)

» Outline a portion of the remaining gap for your study
» Make sure that it is nontrivial but feasible to do in a semester

» You can use Piazza or in-class discussion next week to find a partner
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Questions?
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