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Reframing Creativity Support from Artifact-Generation to Motive-ArtiCUulation ... e wepinck mstute for Homan vevetopment

Main theme(s): a new design strategy for Al-based creativity support tools Target domain(s): creativity support, manga (comic), professional use Cognitive 'target(s)": ideation and reflection

Type of contribution & main idea Interaction design/usage strategy Intermediary task outcomes Final task outcomes How do people’s goals 'interact with'

- Reflection of existing creativity support tools based
on interviews with professional manga creators

- Proposal of a design strategy for Al tools that help
professional creators' ideation processes.

— Shifting focus from exploring new ideas to
polishing creators’ motives

The AI tool's key characteristics

Our proposal targets professional creators, drawing on
interviews with early-career manga artists. In Japan,
artists at this stage often publish one-shots (yomikiri),
self-contained stories typically 30-100 pages long, to
demonstrate their skills and, crucially, to make a
coherent creator identity legible across independent
works, not only in visual style but also in recurring
themes and narrative sensibilities, often under an
assigned editor’s guidance.

Through formative interviews that included hands-on
trials of theory-based GPT applications (e.g., plot
generation following Beat Sheet [1]) and existing
ideation support systems [2], we found that the manga
artists’ core need was not the generation of novel ideas
themselves. Rather, they wanted to articulate and
commit to their “Creative Motives”. This personal, often
tacit or subconscious core gives a story its distinctive
identity and serves as an anchor through engaging with
ideas. Nonetheless, the creative motives are often
unverbalized until surfaced by external (typically editors')
prompts and reflection.

Recognizing these gaps, we propose a shift in Al design
strategy: from artifact-generation to motive-
articulation. Instead of exploring novel artifacts or
ideas, we aim to support artists by facilitating
reflection and helping them refine their creative
motives so that they gain a clearer, articulated grasp of
their own creative core. In this direction, we are
prototyping a tool serving as a reflective catalyst that
helps artists externalize and refine their creative motives,
which we share its design strategy in this workshop.

What you would like to discuss

We would like to discuss how motive-oriented
creativity support can be grounded in existing
theories of creativity and cognition, particularly those
related to reflection, meta-cognition, and creative
identity formation. We are also interested in discussing
what kinds of interaction designs we should integrate
into the tools to reconcile the desire for short-term
productivity with long-term creative development.

How people use and
interact with the Al
tool for a specific
activity (first column)
and what outcomes
this provides,
enables, or leads to
(second and third
column).

Interaction & outcomes

The 'objective' quality
of the process and
the outcomes - i.e.
what makes them
'good' or desirable
(e.qg. critical thinking,
understanding, new
insights, learning).

Objective value

How the process of
using the Al tool and
its outcomes is
experienced by users
(e.g. how they
experience the
cognitive work they
are doing).

Perceived value & UX

What would you like to take away from the workshop?

From the workshop, we hope to gain feedback on how to more clearly
position motive-oriented creativity support within the broader TfT design
space. We would also like to learn from other participants about concrete
interaction patterns and evaluation strategies for supporting reflection and
long-term creative development. Ideally, the workshop would help refine

The process begins with a vague initial 'core' seed
entered by the artists (e.g., "A protagonist whose
efforts never pay off"). The LLM-based tool then
presents eight divergent elements, each pushing
the concept in a different direction while indirectly
surfacing aspects the artist has not yet articulated
(e.g., "A world where effort is visualized"). The artist
selects the item that most resonates, which is
integrated into the core for the generation of the
next elements, repeating the iterative loop.

The interaction is designed to scaffold

the sensemaking of artists’ initially

vague Creative Motives, grounded in Variation
Theory, a cognitive theory of human concept
learning. The theory posits that discernment is
achieved by 'experiencing variation against a
background of invariance.' Based on this, the
system holds the artist’s currently maintained core
concept constant as Invariance. Against this
backdrop, it proposes Variations as specific
additions to that concept.

By being exposed to diverse and comparable
options within a fixed context, artists can
recognize differences and resonances with their
vague inner imagery, enabling them to more
clearly articulate and structure the motive that
serves as the creative core. Similar to MOCHA [3],
which applies Variation Theory to interactive
machine teaching, we position this interaction as
human-AI co-adaptive sensemaking, where
concept boundaries are dynamically co-updated
through feedback on concrete examples.

Although the goal is articulation of the motives
through the accumulation of subjective choices
rather than providing an artifact or ideas, the
generated ideas themselves can sometimes lead
to provisional manga ideas. Also, the iterative
selection process itself prompts the artists' self-
reflection to understand what truly captivates
them (i.e., fostering 'reflection-in-action’).

The trace of an artist's selections provides
observable evidence of their preferences and
constraints that typically remain implicit. Across
repeated interactions, patterns of consistency
and divergence become visible, revealing
domains to which the artist repeatedly selects and
thus holds deeper creative interest. In essence,
the system serves as a scaffold for the
collaborative, stepwise refinement of the creative
motive, sharpening contours that are initially
ambiguous even to the artists themselves.

In each round, the eight candidates act as a
comparison set rather than a recommendation.
The process of evaluating contrasting options,
reflecting which resonate and why, fosters
reflection-in-action. While the generated options
can yield usable story premises, the primary value
lies in the accumulated trace of these choices.
Over time, this trace externalizes tacit themes,
constraints, and sensibilities that were
previously implicit.

[1] Save the Cat!(®. Beat Sheets. https:/savethecat.com/Beat-Sheets

design principles for motive-oriented, reflective Al tools and spark potential
applications of our tools beyond manga creation.

Through such "iterative specification," the core
concept crystallizes, reflecting the artist's
creative motive that consist of their tastes and
values. The final outcome thus represents what
the artist genuinely wants (and does not want) to
draw. Then, by inferring motives from selection
history and feeding them back, the tool helps the
artist clarify why certain ideas resonate and how
they relate to creative identity. The externalized
motive serves as an anchor of their creation.

The final outcomes are crucial in terms of
supporting higher-level creative agency. A clearer
articulation of creative motives enables artists
to generate alternative ideas, reinterpret
existing concepts, and identify relevant works
to study. This positions the tool as a catalyst for
deeply-rooted and sustaining creative motives,
which, for example, publishers want to spot via
Yomikiri, rather than an automation of creative
artifacts.

We are not aiming to make artists feel guided by
the Al's ideas, but rather to help them recognize
the tool as supporting their understanding of
themselves as creators. A desirable post-use
state includes not only smoothly entering
actual production, but also confidently making
a major creative pivot, grounded in a clearer
sense of why they are pursuing a particular
direction.
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the AI tool's goals? Is there a tension?

For early-career manga artists, it is important to
demonstrate consistent originality and authorial intent
across multiple works. That said, there was a gap in
existing tools that prioritize fast convergence or
immediate artifact production, which guided us to focus
instead on motive-oriented creativity support.

Meanwhile, artists are also exposed to productivity
pressure. As a result, the tool may initially feel inefficient
or indirect, and reconciling the tension between short-
term productivity and long-term creative
development remains an open challenge. We see
opportunities to draw on prior HCI research on
human-AI collaboration, such as mixed-initiative
approach [4].

Moreover, prior work warns that early Al intervention can
inadvertently trigger design fixation and reduce
diversity, compromising the quality of collective creative
outputs [5,6]. Our approach aims to mitigate such
homogenization by anchoring the creation process to the
user's intrinsic Creative Motive. Nevertheless,
addressing these risks remains a critical consideration as
we advance our research.

How do you expect people to continue
using this AI tool?

We expect that sustained use will be driven by artists
recognizing benefits beyond immediate brainstorming,
such as fostering confidence in directional changes and
ensuring smoother transitions into production. It is also
important to allow flexible entry and exit points to
ensure the tool remains relevant across different phases
of the creative process, rather than being tied to a single
moment of use. Ultimately, the system aims to embody
the function of a dialectical partner, much like a skilled
editor, facilitating deep, iterative inquiry alongside the
artist.

How to proceed with this work/idea?

We plan to further develop this idea by refining the
current prototype and conducting user studies with
professional manga artists. Feedback from the workshop
will guide us on how to frame the concept, better
balance short-term productivity against long-term
creative development, and design study protocols to
capture long-term outcomes beyond immediate artifact
quality.
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