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About me
● PhD, UC Santa Cruz, Expressive Intelligence Studio:  

AI for human expression 

● Made Tracery, a language for generative text.  Used 
for CheapBotsDoneQuick, hosting 11000+ active 
bots (unless they’ve been banned since I wrote these slides) 

● I make generative artbots, games, art tools and more 
(I made the planets on Spore) 

● I write about, give talks, and teach others how to 
make generative things (ask me for zines) 

● I help people (students, indies, AAA studios, app-
makers, Google) understand how generativity works, 
and how to use generativity in a way that suits the 
needs of their field 

Currently supported by the generosity of the Center For 
Research in Open Source Software
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1. (The Prime Directive) The program should be extremely easy to use. No manual 
should be needed and program features should "explain themselves" through use. All 
tasks should be able to be performed in the simplest, most straightforward way. The 
program should go out of its way to meet the user. 
2. As long as The Prime Directive is not violated, every opportunity should be taken to 
make the program surprising and satisfying to use. No opportunity should be missed. 
The process of making a picture should be as important as the picture produced.

Craig Hickman, Kid Pix 1989 
http://red-green-blue.com/kid-pix-the-early-years

http://red-green-blue.com/kid-pix-the-early-years


Casual creators…
are creativity systems for casual users



Creativity has many meanings

Who is creative? When are we creative?



Problems in creativity
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• Being undirected 

• Being trained to come up 
with the “right” answer 

• Being afraid of negative 
judgement 

• Running out of ideas



Problems in creativity

• Being undirected 

• Being trained to come up 
with the “right” answer 

• Being afraid of negative 
judgement 

• Running out of ideas

Chaim Gingold 
Miniature Gardens and Magic Crayons (GATech 03)
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• Being undirected 

• Being trained to come up 
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• Being afraid of negative 
judgement 

• Running out of ideas

prompts

acknowledgement

“Yes-and”



Questions

• How do we get people to be creative? 

• How do we get people to move? 

• How do we get people to move creatively?



Lets do some improv!
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Do something



Lets do some improv!

Say something



Lets do some improv!

Your hand is a 
puppet, 

say hello to your 
neighbor



Lets do some improv!

Name a pokémon



Lets do some improv!

Ooooh  

the year was 1778



Lessons:

• We like to be *right* when answering 

• Prompts give us hints for what a few possible right 
answers could be
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• They can also be  

• Props 

• Music  

• Clothing 

• Cultural expectation
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Clothing is an improv partner!

• “Yes-and” 

• A prompt 

• A prop 

• A partner

https://filmschoolrejects.com/greatest-movie-capes/6/

https://filmschoolrejects.com/greatest-movie-capes/6/


Secondary motion

(yeah but what’s it called in puppetry and dance?)
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Dancing with a computer

Tokhuro University, the Partner Ballroom Dance Robot (PBDR)



Types of human-computer dance interaction

• Costumes/Wearables 

• Fields 

• Agents 

How does the computer “listen”? 

What is it listening to? 

How does it speak? 

Is it a mirror or an agent, or 
something in between?

 https://www.galaxykate.com/pdfs/ComptonMateas-FreedomOfMovement.pdf

https://filmschoolrejects.com/greatest-movie-capes/6/
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Costumes



Costumes
• Secondary motion 

• “Yes-and” for physical gestures 

• Locationally, directionally, 
temporally linked to a movement 

• *very direct* causal link! 

• Emergence (movement + 
generativity)
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Costumes
Nick Cave, Soundsuits (2004-)

AICP Sponsor Reel, Method Studios, 2016 



Costumes



Untitled Project for Google Creative Labs, me, 2018

Costumes for computers



The most important thing is immediacy

the second most important is 
connection, which immediacy assists!



The most important thing is immediacy

But we often get this wrong



Lumin.AI 
“only 14 people entered the 
dome and did not physically 
interact with the system at all” 

“It's not about judging or whether 
we know how to dance, just 
about playing with body 
movements…that’s how dancing 
should be” 

Issues: 
Generativity creates interestingness in the “body”, but 
not used for surprise in the dance 
Lack of temporal immediacy, rhythm, weight 
Does the AI “hear” my movements right? 
Is it improvising, or has it lost Kinect tracking?

(Duri Long, Mikhail Jacob, Nicholas Davis, Brian Magerko)



Move Mirror
Google Creative Lab



Oculus Quest “First Steps”



What is dance about?

• A series of poses 

• Forces 

• Responses to a 
stimulus 

• A script to follow 



What is dance about?

• A series of poses 

• Forces 

• Responses to a 
stimulus 

• A script to follow 



What can we do immediately?



Playing with forces



Solution: DANCE TRIBBLES



Solution: DANCE TRIBBLES



Respond to what?



+ =



Lets “talk” to computers
We have more input devices than 
ever!!!! 

• Kinects (💀), PoseNet 

• LeapMotion 

• Hand tracking (bare or with 
controllers) 

• Braaaaain waaaaves 

• Cameras, music, mouse, midi…



Idle Hands

http://www.galaxykate.com/apps/idlehands/

http://www.galaxykate.com/apps/idlehands/


AI Photo Booth





IO Brush (MIT Media Lab)

https://medium.com/shopify-vr/marionettes-in-vr-6b596620c3ca

What’s in the future?

https://medium.com/shopify-vr/marionettes-in-vr-6b596620c3ca


Questions? MEET ME OUTSIDE

• http://www.galaxykate.com/apps/ 

• @galaxykate 

• Go to the Center for Puppetry 
Arts in Atlanta

http://www.galaxykate.com/apps/

