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LIST OF CHARACTERS:

Name, gender, and age of the characters will be matched to the cast.

Finlay: Research scientist investigates generative Al and the Metaverse.

Blair: Finlay’s childhood friend.

Kerr: A generative Al agent. It embodies holographic human representations, where the appearance is generated

dynamically to mirror the desires of the person who is seeing it.

ACT1

Scene 1

Year 2050. Finlay's lab. Blair walks in.

Blair: Hey.

Finlay: Hey... How did the interview go?

Blair: Hmm...

Finlay: Come on, tell me!

Blair: Man, I don't even think they know what they are looking for. I mean, there's really not much I can do that is worth
anything for these firms. Why do they even want to hire humans?

Finlay: Hmm...

Blair: That's a genuine question. Why would a law firm run by robots want to hire a low-level human employee?
Finlay: OK. It’s Al-run, but they are not all robots. Some of them are Als embodied in holograms. Al spirits, if you like.
Blair: I don't even know what the hell you are talking about half the time. I think you need to get out more.

[Kerr appears. To Finlay, Kerr looks like his loving grandma, with a kind and caring tone. To Blair, Kerr looks like one of
the *‘robots" on the interview panel.]

Kerr: Hello. Can I bring yous some tea and biscuits?

Blair: Oh fuck! Finlay, what the hell is he doing here?

Finlay: SHE!

Finlay: Sorry Grandma, I mean... Kerr! Blair’s having a bad day.

Finlay: Yes, please, tea and biscuits sound fab! and Kerr... thank you!

Kerr: no bother at all!

[Finlay sees Kerr giving a warm smile to them, while Blair sees a judgmental look.]

Blair: I swear to God, man! He was just there... at the bloody law firm, interviewing me... just an hour ago.

Finlay: You’re so funny. It's just Kerr. My Al companion.

Blair: Honestly. I think I'm losing my mind.

Finlay: You won't be needing it much longer anyway.

[Finlay laughs like he's five]



REFLECTION

I have been conducting Human-Computer Interaction (HCI) since 2017. My understanding of HCI research is ever
evolving. My current approach has an emphasis on the H (human), considers C (computer) as a placeholder for any
technology (in the broadest possible sense of the term), and regards I (interaction) as any meaningful relation between the
H and the C. For me, the process of conducting HCI research typically consists of pursuing an underlying curiosity with
regards to how people use tech and how the use of tech impacts people and society. Typically, there is an intervention
involved that enables the I between the H and the C, with the goal of learning about the I, the H, and the C. Sometimes, an
intervention is created, such as a software prototype. However, this is not always possible (for instance, because the tech
is not there yet). In these cases, the importance of narrative is highlighted - to provoke thought and enable participants (the
C in HCI) to use their imagination and conjure up a world where tech exists. Of course, the use of narrative can be
invaluable even when creating software prototypes.

In my own practice I have used narrative-based interventions in the shape of augmented and virtual reality prototypes
that use a narrative piece of television as a basis [1,2]. I have also used artefacts, such as imagery and text to convey a
future possibility for tech, without providing a coherent narrative and leaving it up to participants to envision a world based
on the puzzle pieces provided [3-7]. Additionally, I have used the intervention to get participants to write stories [8]. More
recently, I am focusing more on a purely narrative approach. For instance, working with four professional actors to devise

a theatre play that was performed to an audience as an intervention.

In the short (work in progress) scene that I provided above, I use one of my research proposals that has been funded to

recruit a PhD student into a seed for a play. The play explores a future possibility where realistic and tailor-made (thanks

to the ever-increasing amount of personal data that is being collected about people) agents are generated to have maximum
impact and influence over us. The play explores ideas around identity, value, and status in a society where humans coexist
with AI generated holograms (Al spirits). As part of a HCI study, this type of play can be used as an intervention to explore
themes including trust in generative Al, the Metaverse, and other emerging technologies.
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