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ABSTRACT
Crowd feedback systems have the potential to support creative workers with feedback from the crowd.
In this position paper for theWorkshop on Designing Crowd-powered Creativity Support Systems (DC2S2)
at CHI’19, we present three creativity support tools in which we explore how creative workers can be
assisted with crowdsourced formative and summative feedback. For each of the three crowd feedback
systems, we provide one idea for future research.

CCS CONCEPTS
• Information systems→ Crowdsourcing; Decision support systems; •Human-centered comput-
ing→ Graphical user interfaces; Interactive systems and tools; • Computing methodologies→
Learning from critiques.
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INTRODUCTION
Supporting human creativity has been considered as one of the grand challenges of Human-Computer
Interaction (HCI) [16, 17]. Crowdsourcing [7] is a powerful approach for tapping into the collective
insights of a diverse crowd of people. The combination of crowdsourcing and creativity support is a
promising area of research [9, 16]. and builds on a long line of work on augmenting human creativity
and intellect [1, 4]. More recently, research on supporting creativity has been sparking interest in the
field of Human-Computer Interaction [2, 14] and design [15].

Figure 1: ArticleBot user interface for
faceted filtering of ideas.

Figure 2: CrowdUI user interface to pro-
vide justifications for manipulations of
the website layout.

Figure 3: High-level architecture of the
situated feedback system.

Crowd feedback systems [11, 18] are computer-mediated systems that enable creative individuals to
collect feedback from a large number of people online. These systems provide an opportunity for asyn-
chronously sourcing feedback, decision support and critique from a crowd with a diverse background.

Researchershave investigatedwaysof increasing theperceivedvalueof crowdsourced feedback[8, 10],
for instance by using rubrics to structure the feedback [11, 19] and interactive guidance to scaffold the
feedback process [3, 12]. Using techniques such as the above, crowdsourcing distributed critique from
novice crowds may yield feedback in comparable quality to expert critique [11, 19].

In the past year, we explored the design space and limitations of crowd feedback systems with three
feedback systems that support different types of creative work: writing, web design, and art critique.
In the following sections, we give a brief overview of each system. For each system, we provide one idea
for future research.

ARTICLEBOT: SUPPORTING EXPLORATORYWRITING
We designed and tested an intervention to support writers in finding and exploring different ideas and
topics [13]. The lightweight systemwas adapted fromHosio et al. [5]. The system provides decision
support in form of short textual ideas that can be sorted according to different criteria (see Figure 1).
Both the ideas, the criteria, and the rating of each idea across all criteria are provided by the crowd.

Currently, the system collects all data up-front in a serendipitous fashion from visitors of a website
or in a controlled fashion from crowd workers. While this database of ideas, criteria, and ratings holds
value, it is expensive to create in terms of time taken and/or money spent and it is scoped to only one
topic. Future work could support writers with data collected from the crowd in real-time. To this end,
instead of serendipitously collecting data organically from website visitors, the system could actively
crowdsource information in real-time from online labour marketplaces, such as Mechanical Turk.

CROWDUI: SUPPORTINGWEBDESIGN
CrowdUI is a system that allows the community of a website to visually provide their feedback, using
the website itself as a canvas. Website visitors can directly manipulate (move, delete, resize) the ele-
ments of the webpage. CrowdUI’s multi-step process includes a tutorial to familiarise the user with



the affordances of the system and a peer review of other users’ creations. The system allows designers
to inspect the individual adaptations of the user interface. It also provides further decision support by
visually aggregating user modifications of the website’s user interface in heatmaps. The systemwas
evaluated in a remotely-administered user study with 48 users with promising results.

Figure 4: Prototype of the situated feed-
back elicitation system. Artwork credit:
Stéphan Valentin.

Figure 5: Example of a type of feedback
in the situated feedback system. Artwork
credit: Aman Ravi.

Web designers and developers are faced with many decisions during the website design process. One
idea for future work involves crowdsourcing preference judgements from the crowd in a web-based
game with a purpose (GWAP) to help the developer in making informed decisions and to explore the
space of possible design alternatives. The gamewould automatically tweak variables in the design space
(e.g. changing the font style of a headline to bold). It would then elicit a pairwise comparison of the
design alternatives from its players, resulting in a ranking of individual attributes. Similar web-based
games, for instance Can’t Unsee (https://cantunsee.space), have been found to be very engaging.

SIMPLEX: ELICITINGARTCRITIQUE
In our third system, we explored situated crowdsourcing [6] and public displays for supporting artists
with summative feedback. The system enables the situated crowd to provide feedback to artists via
an installation that consists of two public displays (see Figures 3 and 4). A digital artwork is displayed
on the main screen of the installation. Feedback is given on the smaller touch screen positioned in
front of the main screen. Once feedback is given, a new artwork is displayed on the main screen. In
a needfinding study with two artists and a user study with 12 participants, we evaluated eight different
types of feedback (see the example in Figure 5).
Future work will evaluate the ecological feasibility of the SIMPLEX crowd feedback system in a

longitudinal field study. The system will be evaluated using a mixed-method approach, combining the
quantitative analysis of interaction data with qualitative insights from semi-structured interviews. Fur-
ther evaluation could also include the application of the system in a specific use case, e.g. in the context
of a design-oriented University course to evaluate architectural designs from different perspectives.

CONCLUSION
In this position paper, we presented three crowd feedback systems that support creative work. Our
exploration of different modes and types of feedback highlighted that there are many opportunities
to support creative work with crowd feedback, beyond mere text-based feedback.
Our ongoing work in the form of a structured literature review will guide the development of a

taxonomy of activities that creative individuals engage in when they evaluate feedback from the crowd.
This work will culminate in a conceptual framework to highlight critical processes that affect the sense-
making of crowdsourced feedback. We envision this design framework to create a basis for discussing
challenges and issues related to the design of interactive feedback elicitation systems.

https://cantunsee.space
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