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Translating anime knowledge to interaction design

Agent voice    Kawaii voice studies

Agent appearance  Mukokuseki design

Agent identity   Social identity in translation

Future work    Internationalization

Emerging & Translational

Overview
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Seaborn, K., Rogers, K., Nam, S., & Kojima, M. (2023). Kawaii game vocalics: A preliminary model. ACM CHI PLAY ’23 Companion.



Make me kawaii!!!

Table 9 from Mandai et al. (2025):

Statistically significant Wilcoxon signed-rank tests as post hoc pairwise 

comparisons for semitone manipulation by game character (Phase 3).

*𝑝 < .05, **𝑝 < .01. CI: Confidence Interval.

Direction:

++ Perceived kawaiiness increased.

 - -  Perceived kawaiiness reduced.

 == No change in perceived kawaiiness.

Voice UX

Super Kawaii Vocalics 

Mandai, Y., Seaborn, K., Nakano, T., Xin, S., Wang, Y., & Kato, J. (2025). Super kawaii 

vocalics: Amplifying the “cute” factor in computer voice. ACM CHI ’25 (A*-ranked).
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Intersection(AI)

Intersectional Pronouns & Text Agents
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Fujii, T., Seaborn, K., & Steeds, M. (2024). Silver-tongued and sundry: Exploring intersectional 

Japanese first-person pronouns with interactive AI. ACM CHI (A*-rank).



Fujii, T., Seaborn, K., Steeds, M., & Kato, J. (2025). Inter(sectional) alia(s): Ambiguity in voice agent 

identity via intersectional Japanese self-referents. ACM CHI (A*-rank).

Feminine Juniper

+ masculine “boku”

= bokukko effect

Popular “boyish girl” or 

“tomboy” archetype, like 

Sapphire from the Princess 

Knight manga (1953)

Intersection(AI) + Voice UX

Self-Referents & Voice Agents
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Intersection(AI)

From “Made-In” to Mukokuseki

Seaborn, K., Kotani, H., & Pennefather, P. (2024). From “Made In” to Mukokuseki: Exploring the Visual 

Perception of National Identity in Robots. ACM Transactions on Human-Robot Interaction, 14(1), 1-21.



Participants (n=212; American, n=110; Japanese, n=92) generally “read 

in” national origin, however incorrect. Only the JP industrial robot was 

mukokuseki … and the JP humanoid strongly “made-in.”

Intersection(AI)

From “Made-In” to Mukokuseki



> Anime is inspiring the design of AI-based agents like Replika

> Mukokuseki design and de-Japanization (Lu, 2008): Is this necessary? 

Does it work?

> Challenges in translation of Japanese characters to agents: language, 

voice, bias …

> Beyond agents, how can anime inspire HCI research?

Emerging & Translational

Perspectives on internationalization for HAI and HCI
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