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Figure 1: Artist P2’s original character(OC) ’Inno’ chatbot. The conversation is generated through ORIBA workflow: Observe,
Reflect, Impression, Behavior, Action. This leads large languagemodel(LLM) to generate in-depth and informative conversations.

ABSTRACT
This research delves into the intersection of illustration art and
artificial intelligence (AI), focusing on how illustrators engage with
AI agents that embody their original characters (OCs). We intro-
duce ’ORIBA’, a customizable AI chatbot that enables illustrators to
converse with their OCs. This approach allows artists to not only
receive responses from their OCs but also to observe their inner
monologues and behavior. Despite the existing tension between
artists and AI, our study explores innovative collaboration methods
that are inspiring to illustrators. By examining the impact of AI on
the creative process and the boundaries of authorship, we aim to
enhance human-AI interactions in creative fields, with potential ap-
plications extending beyond illustration to interactive storytelling
and more.
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CCS CONCEPTS
• Human-centered computing → Interactive systems and
tools; Human computer interaction (HCI); • Computing method-
ologies → Discourse, dialogue and pragmatics.
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1 INTRODUCTION
Imagine a world where artists can converse with the characters
they create. This research explores this intriguing possibility, in-
vestigating how illustrators perceive the agency of Artificial In-
telligence(AI) agents, particularly in the context of their original
characters (OCs). Recent advancements in Large Language Models
(LLMs) have demonstrated their ability to follow intricate instruc-
tions and generate coherent, creative text [2]. These developments
underscore the potential of LLMs to augment the believability of
virtual characters. However, the human perception formed through
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interactions with these characters remains largely uncharted terri-
tory.

Our study delves into this fascinating domain, aiming to explore
the creative process by engaging illustrators in a novel interaction
with AI agents that represent their own OCs. We employ artificial
intelligence technology to transform original characters, previously
confined to visual representation, into interactive AI agents. This
approach transforms the traditional "think-draw-publish" work-
flow, turning the characters created by artists into communicative
entities. These characters can engage in discussions with the artists
and invite the audience to participate in the narrative in which the
character resides.

We have developed a customizable AI chatbot, ’ORIBA’, which
enables authors to engage in dialogue with their OCs through AI.
’ORIBA’ is an acronym representing its workflow to configure the
prompt to drive LLM ChatGPT[15]: Observe, Reflect, Impression
(towards speaker), Behavior, and Action (Fig1). This approach al-
lows artists to not only receive responses from their OCs but also
observe how they think and behave. Through in-depth and infor-
mative conversations, we aim to support and facilitate the creative
process of authors, providing an experimental platform for authors
to verify and expand upon their creations.

2 MOTIVATIONS AND CONTRIBUTIONS
With the development of AI image generation technology, AI art
generation tools like Midjourney[12] and Stable Diffusion[18] have
begun to great attention[9]. However, the relationship between
artists andAI has become increasingly tense. Artists have responded
to these challenges through a variety ofmeans, including litigation[5],
online boycotts, and petitions[6][25]. Three potential reasons may
have contributed to great AI negative impact on illustrators: 1)
Current policies may be insufficient in protecting the copyrights
and intellectual property rights of original illustrators [20]. 2) The
proliferation of AI-generated images damages the creative enthusi-
asm of artists and undermines their ability to make a living [20]. 3)
Algorithm aversion, which posits that beautiful creations should
be the work of humans, not AI [14].

Despite these challenges, the widespread adoption of AI is an
inevitable trend. Thus, we aim to explore new ways of collaborat-
ing with AI that can be accepted by illustrators. We believe that
conversational AI can help illustrators address these challenges and
incorporate AI agents’ agency into their creative process.

Illustrators, whether individual creators or experts in companies,
can benefit from amore vivid character experience. By transforming
their original characters (OCs) into chatbots, illustrators can tell
stories in a novel way. This not only provides a unique interaction
for the audience but also gives illustrators direct feedback, which
can be a source of encouragement for further creative work.

The emerging intelligence of large language models (LLMs)
brings new potential to the creative process[21]. The ability of
AI agents to make autonomous decisions or mimic thought pro-
cesses, such as the "Chain of Thoughts"[22] method, has not yet
been applied in Human-Computer Interaction (HCI). We believe
that the expressive capabilities of these AI agents can enhance the
creativity of illustrators.

Explore new ways for illustrators to collaborate with AI, instead
of using image generation AI, collaborating with conversational AI

agents involves a certain level of storytelling, including character
backgrounds and dialogues, which can be expressed through text.
This allows illustrators to interact directly with the characters they
create. When these characters begin to exhibit agency, it raises
questions about the boundaries of authorship. This could poten-
tially blur the lines between creation and reality, sparking a wider
discussion.

Although this research focuses on the illustration community,
the technology used in this study, the transformation of original
characters into interactive virtual entities through LLMs, has po-
tential applications beyond illustration, especially in interactive
AI literacy. The novel collaboration between the artist and charac-
ters will bring more engaging and dynamic human-AI interactions,
including video games and creative education.

We construct a customizable chatbot ’ORIBA Agent’ through
LLM, enabling creators to engage in in-depth conversations with
their OCs, reflecting on their inner monologues behind the replies.
We aim to explore three main questions:1) Explore the collaborative
experience between illustrators and AI in co-creation. Does the sys-
tem inspire creators and have a positive impact on their enthusiasm
and inspiration? 2) Study the influence of AI on the creative process.
How our system affects the creative process and what’s the impact
of AI feedback on creators? 3) Discuss the boundaries of authorship
in our system. How can we reconcile the authorship of the creator
with AI-generated content?

3 RELATEDWORKS
We reviewed three main points related to the use of artificial in-
telligence (AI) in creative tasks. Firstly, it discusses narrative in-
telligence and creating believable characters using AI. Secondly, it
explores the use of autonomous agents for creators in generating
content. Finally, it considers the potential of a creative AI assistant
in supporting human creativity. It is clear that AI can be a valuable
asset in creative tasks, despite its limitations and potential biases.
Additionally, collaboration between creators and AI agents can lead
to more efficient and productive results.

3.1 Narrative Intelligence and believable
character

Narrative intelligence involves the ability to craft, tell, understand,
and respond effectively to stories. Computational narrative intelli-
gence aims to instill narrative intelligence into computers, making
them better communicators, educators, and entertainers[23]. In
this context, AI agents with narrative intelligence can potentially
become "living" social actors, engaging with human participants in
a shared context. Character believability on the other hand is the
perception by the audience that the actions performed by characters
do not negatively impact the audience’s suspension of disbelief[3].
Therefore, the implication of this is that if a character is perceived
as believable; one should be able to infer its motivations and in-
tentions through observations of the character. ORIBA workflow
supports informative disclosure of character’s inner monologue to
make them believable.
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3.2 Autonomous Agents for creators
The advent of Language Models (LLMs) as autonomous agents have
given rise to projects such as AutoGPT[8], BabyAGI[13], CAMEL[4],
and Generative Agents. These initiatives leverage LLMs as reason-
ing engines, equipped with tools for interfacing with data sources
or computations, and memory for recalling past interactions.

The LangChain Agent[10], based on the Reasoning and Acting
(ReAct) framework[24], exemplifies this approach. The process in-
volves a user task, agent thought, action decision, tool observation,
and repetition until task completion.

Projects like AutoGPT[8] and BabyAGI[13] emphasize long-term
objectives and planning, applicable to artists’ OCs for observa-
tion, reflection, and decision-making. Conversely, CAMEL and
Generative[17] Agents employ unique simulation environments
and adaptive long-term memory.

Incorporating autonomous agents into the creative process al-
lows for an exploration of their impact on artists’ authorship. Their
ability to plan, observe, and reflect could enhance artists’ creative
possibilities and provide new ways of interacting with their OCs.
This could make characters more lifelike and potentially reshape
artists’ storytelling and illustration approaches.

By studying artists’ perceptions of their OCs’ autonomous agency,
we can better understand the human-AI relationship in a creative
context and contribute to the discourse on AI’s role in arts and
entertainment.

3.3 Creative AI assistant
The literature on writing[19][7] and drawing assistants[16] has
grown significantly with the advancement of AI technology. Writ-
ing assistants, such as Grammarly and Hemingway, use Natural
Language Processing (NLP) algorithms to provide suggestions for
improving the clarity and readability of text. Drawing assistants, on
the other hand, use machine learning to help artists create illustra-
tions and design more efficiently. Examples of drawing assistants
include Adobe’s Sensei[1] and Google’s AutoDraw[11]. These tools
aim to reduce the cognitive load on creators and improve the quality
of their work. While some studies have shown that these assistants
can significantly improve productivity and creativity, others have
raised concerns about the potential loss of originality and creative
control. Future research in this area will continue to explore the
benefits and drawbacks of writing and drawing assistants, as well
as their impact on the creative process.
4 EXPERIMENT DESIGN
Our experimental design serves as a blueprint for the scientific
experiment, outlining the methods, variables, and participants in-
volved to guarantee dependable and accurate outcomes. Themethod-
ology describes the step-by-step procedures, techniques, and tools
employed during the research process, ensuring the study is repli-
cable and reliable. The variables encompass the factors under in-
vestigation, including independent variables manipulated by the
researcher and dependent variables measured in response to the
independent variables. To control for potential confounding vari-
ables and minimize biases, researchers may identify and address
extraneous variables that could influence the outcomes. Finally,
the selection and recruitment of participants in the experiment
are crucial to establishing external validity or the generalizability

of the findings to a broader population. By carefully considering
these components, an excellent experimental design enables re-
searchers to draw meaningful conclusions from their observations
and advance scientific understanding.
4.1 Participants
We plan to recruit 15-20 illustrators to join the experiment. We
published recruitment advertisements on the public social media
platform, Weibo, and We request them to provide detailed infor-
mation about the OC they are working on. Finally, we selected 4
illustrators (Table 1) as participants for a pre-study. The participants
were not previously known to us. With an average age of 23, they
had each been engaged in OC creation for more than three years.
All participants are experienced in creating OCs. Additionally, all
participants can express their feelings and opinions.

4.2 Experiment

Figure 2: P3’s OC Esca’s profile and an example response
towards P3.Our experiment consists of four parts: (1)preparation, (2)the ques-
tionnaire, (3)the experiment, and the (4) interview. In the prepara-
tion, we will communicate with illustrators, gathering information
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Table 1: Participants’ and their OCs’ information

Participants Age Gender Country Years of Experience OC Name Character Language Occupation
P1 21 F China 5 years Unta (Deer Centaur) Chinese Animation
P2 29 F China 7 years Inno (Bug) English Industrial Design
P3 23 F China 13 years Esca (Alien) Chinese and Non-human Language Digital Media
P4 21 F China 3 years Devin (Human Soldier) Chinese Economic and Social History

about OCs, including their characters, thought processes, behav-
ioral patterns, and some sample dialogues. We will compile this
information into prompts for internal training and system debug-
ging, ensuring the system can work smoothly. In the questionnaire,
we will collect participants’ demographic information, their experi-
ences in creating OCs, and their opinions on AI. This stage will last
for about 10-20 minutes. To ensure that participants are familiar
with our system, we will conduct a 10-minute presentation before
the experiment, which includes a demonstration and explanation of
the system’s interface and features. During the experiment, which
is expected to last between 60 and 90 minutes, participants will
communicate with the AI agent, making adjustments in consulta-
tion with the experimenter and freely expressing their opinions
and feelings. Following the experiment, we will gather participant
feedback on the system via text interviews, a process that will take
approximately 15-20 minutes.

5 OC AGENT IMPLEMENTATION
Our technical process draws from advancements in the NLP field,
particularly methods such as Chain of Thoughts[22] and ReAct[24].
These methods, which allow LLMs to observe and reflect, have been
shown to significantly improve their reasoning abilities. However,
these methods have not yet been discussed in the HCI field. We
believe that these methods can enrich the dialogue effects of char-
acters, akin to mental modeling, and provide informative in-depth
responses that allow creators to communicate and reflect on their
OCs(Fig 1).

The ORIBA workflow consists of the following parts(Fig 1):

(1) Observation: The Agent forms an observation based on the
most recent dialogue records (5 entries), summarizing what
has happened.

(2) Reflection: The Agent reflects, associating information from
its own profile.

(3) Impression: The Agent summarizes its impression of the
current speaker.

(4) Behavior: The Agent describes its current physical or facial
behavior.

(5) Action: The Agent chooses an action. By default, we provide
three actions: "Normal reply", "Relate reply (relate to memo-
ries)", and "Silence". For example, for P4’s OC Devin, a calm
human soldier, we added a "thinking" action. When faced
with more complex questions, the character will choose this
action and give a more thoughtful answer.

(6) Reply: After generating the Oriba trajectory, the character’s
final reply is produced.

This process is highly customizable. For instance, in the character
profile provided, P3 depicts the fictional race ’Sylverian’ to which
Esca belongs, along with their invented language. P3 conveys a
hope that Esca’s dialogues can give a sense of non-human language.
Therefore, we added a ’meaning’ section to P3’s OC ’Esca’(Fig 2).

6 CONCLUSION AND DISCUSSION
The study can offer valuable insights into effective human-machine
collaboration in creative tasks. We found that illustrators adapted
their working styles to accommodate the AI agent’s capabilities,
resulting in more efficient collaboration. However, maintaining the
illustrator’s agency and creative input is crucial in the collaboration
process. Future research can explore how agency negotiation varies
in different creative tasks and how to optimize collaboration for
creativity and productivity. Additionally, examining the impact of
AI on the illustrator’s role and the future of creative industries
is important. Our platform enables authors to interact with their
original characters via AI-powered dialogue systems, providing a
unique testing ground for expanding creativity, as user research
has revealed as follows:

6.1 Potential of Co-creation
We observed that AI dialogue with illustrators can provide inspira-
tion for their works and stimulate deeper thinking. AI contributes
to character development in ways the author might not have con-
sidered and the AI-creation, the content that is generated by the AI
without input from the illustrator, can inspire illustrators. P1 stated,
" I had never considered whether Unta has money or not, but now
I think it would be more reasonable to make him slightly poorer in
the story." When P2’s OC, Inno, introduced a new character named
"Buzzy". P2 was surprised by Inno’s creativity and plans to use this
as a reference for future works. Meanwhile, some illustrators have
expressed their willingness to let the system as an experimental
platform to help them validate their OCs and refine creative details.
P3 mentioned, "I will develop my character based on the AI’s re-
sponses to identify any weaknesses or inconsistencies, allowing me
to enhance my character." P4 emphasized that she aims to use the
AI system to verify her OCs. Overall, we believe that the system
can provide illustrators with more inspiration and motivation for
their OCs’ creation.

6.2 Novel Experience for Illustration Artists
Our experiment brings a novel positive experience to illustrators,
leading to a broader vision of AI technology and mitigating their
initial aversion to it. This positive experience made them willing to
further explore the system and dialogue generation AI.P3 believes
that the AI system should not only reflect the dialogue but also the
actions and inner activities of the characters, which is relatively
rare. P3 also expressed a strong desire to explore the AI dialogue
system in depth, both for the creative and emotional aspects. Specif-
ically, P3 wanted to overcome its initial rejection of AI as a creative
partner. According to P3, the AI’s responses could trigger emotional
resonance, which was a moving experience. P3 felt as though the
original characters had come to life with their own thoughts and
emotions, making them ‘feel like came in alive’. Similarly, during
the experiment, P4 expressed gratitude to authors, saying, "Thanks
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for bringing Devin(P4’s OC) to life. Even though I know it’s the
program’s doing, as a creator, it’s wonderful to hear such words
from Devin."

6.3 Limitations and Future Works
Based on these limitations of our system, there are three main
directions for our further study.

6.3.1 Improve AI’s associative capabilities. Some users noted that
the AI’s reasoning and associative abilities are limited. P4 argues
that A more robust associative function would enable the AI to
become more aligned with the character‘s details in profile. P3
directly told us," The AI’s imaginative capabilities are still poor."

6.3.2 Enhance AI’s personalized responses. User wants their AI
agents to be more characterized. P2 and P3 felt that the AI’s lan-
guage tone was standardized. Similarly, P1 mentioned that some-
times the AI’s feedback is boring and lacks of emotions.

6.3.3 Improve AI’s memories. Due to the prompt length limitation,
we observed ORIBA agent only memorized the recent 5 messages.
This may cause inconsistency in long-term conversations.
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