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Abstract  
In the field of Human-Robot Interaction (HRI), the appearance of robots plays an important role as it 

influences ǳǎŜǊǎΩ perceptions and expectations of their behaviour, shaping the overall user 

experience. This research project explores the potential of generative artificial intelligence (AI) as a 

design tool to assist robot designers in making informed decisions about robot face design. The 

central research question addressed in this study is, άHow to create a tool that simplifies image 

generation to generate robot faces to assist robot designers in their decision-making?έ  

To answer this question, the project examines ways to integrate AI-driven image generation 

models into robot face design to enhance the overall design process. Additionally, the project 

investigates the potential value of these tools in educational and design contexts. The research 

methodology comprises a background research phase, including a literature review on essential 

factors in designing robot faces, as well as an examination of the latest advancements in digital 

decision-making and AI tools, gathering new insights for incorporating into a novel tool. The research 

further utilises the creative technology design method.  

As part of the ideation phase, a stakeholder analysis was conducted to understand the 

perspectives and needs of users. The analysis, together with the background research, served as a 

foundation for brainstorming and ideation, of which two concepts were chosen for further 

development into prototypes. The first prototype is an interactive software solution that guides users 

through setting up their own image generation model, with a specific focus on robot face-related 

imagery. This solution is implemented as a Jupyter Notebook, offering the versatility to run the file 

on cloud servers, given the resource-intensive nature of image generation. The second prototype is 

an informative guide presented as a poster, providing insights and guidelines for AI-driven robot face 

design. This guide is tailored to beginners in the AI field and is compatible with various existing 

image-generation tools, enabling easy sharing on social media platforms for increased accessibility. 

While the prototypes show potential, further user testing is required to validate their 

effectiveness in enhancing the robot face design process. The study aims to contribute to the 

advancement of Human-Robot Interaction and AI-driven design tools, facilitating more efficient and 

creative decision-making processes in the field of robotics. 
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1. Introduction 
The rapid advancements in robotics have been widely recognised and continue to stimulate growth 

in various fields, ranging from manufacturing to healthcare, education, and entertainment [1]. In 

certain areas, the increasing use of robotics means the need for robots to interact with humans 

naturally and intuitively is becoming more pressing. To enhance Human-Robot interaction, the 

appearance of a robot is a significant factor. From the sleek and minimalistic designs of industrial 

robots to the cute and expressive features of social robots, the look of a robot can significantly 

influence how we perceive and interact with it [2]. Part of designing an appearance can be the 

inclusion of a face. Designers are needed to design these robot faces, and with that comes the need 

for design tools. As a bachelor project in 2017, Eva Velt created a database called Ψ¢ƘŜ wƻōƻǘ 

FacebookΣΩ consisting of 102 analysed robot faces [3]. The robot Facebook has been set up as a 

collection-based design tool for (education of) the future generation of social robot designers. 

The field of Artificial Intelligence (AI) has also made tremendous strides in recent times. Large 

language models Like GPT-4 [4] and image generation models like DALL-E [5] and Stable Diffusion [6] 

have set new standards for what technology can achieve. These tools might offer a radically different 

approach to robot design and designers.  

1.1 Research Question 
This project aims to explore how generative AI can be used as a design tool in the field of Human-

Robot Interaction, perhaps trained by a data set such as the Robot Facebook. Furthermore, this 

project will explore where and how such tools might have value for education and design. The 

research question άHow to create a tool that simplifies image generation to generate robot faces to 

assist robot designers in their decision making?έ will be used to guide the project and will be 

supported through the use of the following sub-research questions: ά²Ƙŀǘ ǘƻƻƭǎ ŎǳǊǊŜƴǘƭȅ ŜȄƛǎǘ ƛƴ 

terms of digital (design) decision making?έΣ ά²Ƙŀǘ ƛǎ ǘƘŜ ǇŜǊŦƻǊƳŀƴŎŜ ƻŦ ŎǳǊǊŜƴt existing generation 

tools?έ,  άǿƘŀǘ ǇŀǊŀƳŜǘŜǊǎ ŀǊŜ ƛƳǇƻǊǘŀƴǘ ǘƻ ŎƻƴǎƛŘŜǊ ǿƘŜƴ ŘŜǎƛƎƴƛƴƎ ŀ ŦŀŎŜΚέ ŀƴŘ άIn what media 

format can a tool that simplifies image generation be useful?έ 

1.2 Method 
The first sub-research question, ά²Ƙŀǘ ǘƻƻƭǎ ŎǳǊǊŜƴǘƭȅ ŜȄƛǎǘ ƛƴ terms of digital (design) decision-

making?έ will be answered using an internet and literature survey, focused on the state-of-the-art of 

existing tool mechanisms used for decision-making in different fields. To answer the second sub-

research question, ά²Ƙŀt is the performance of current existing generation tools?έ a software 

evaluation will be performed by assessing the performance and suitability of different Image 

ƎŜƴŜǊŀǘƛƻƴ ƳƻŘŜƭǎ όLDaΩǎύΦ ! ƭƛǘŜǊŀǘǳǊŜ ǊŜǾƛŜǿ ǿƛƭƭ ōŜ ǇŜǊŦƻǊƳŜŘ ǘƻ ŀƴǎǿŜǊ ǘƘŜ ǘƘƛǊŘ ǎǳō-research 

question, άWƘŀǘ ǇŀǊŀƳŜǘŜǊǎ ŀǊŜ ƛƳǇƻǊǘŀƴǘ ǘƻ ŎƻƴǎƛŘŜǊ ǿƘŜƴ ŘŜǎƛƎƴƛƴƎ ŀ ŦŀŎŜΚέ. The last sub-

research question, άIn what media format can a tool that simplifies image generation be useful?έ will 

be used during the ideation and specification phases, eventually resulting in a prototype of a tool to 

simplify image generation to generate robot faces to answer the main research question άIƻǿ ǘƻ 

create a tool that simplifies image generation to generate robot faces to assist robot designers in 

their decision-ƳŀƪƛƴƎΚέ. 

1.3 Outline 
This report aims to provide an overview of the development process for a tool to simplify image-

generation techniques to generate robot faces. The report begins by detailing the background 

research that informed the development of the tool in Chapter 2. To guide this research, the first 

three sub-research questions introduced previously will be used as the main aim of the background 

research. Following the background research results, the final sub-research question and, eventually 

main research question is answered through the realization of a tool in the subsequent chapters.  
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Chapter 3 provides an overview of the methods and techniques used to create a tool, while 

Chapter 4 outlines the potential stakeholders of the final product. Chapter 5 delves into the ideation 

process kickstarting the development. Chapter 6 then outlines the process of forming the final 

specifications of the tool. Chapter 7 details the process of realizing a tool, while Chapter 8 focuses on 

results and testing to determine if the tool satisfies the specifications outlined in Chapter 6. In 

Chapter 9, the overall process and the results of the testing phase are discussed, this chapter also 

explores the research limitations and suggestions for future work. The report concludes in Chapter 

10 by comparing the final result to the main research question, ensuring it has been successfully 

answered. Followed by the appendix and references used throughout the research process. 
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2. Background research  
Background research, guided by three sub-questions, was conducted to lay a foundation for the 

project. The first sub-question focuses on current digital decision-making tools available and will be 

looking at the state-of-the-art of related projects and tools that can serve as inspiration and decision-

making mechanisms used in various fields. To answer the second sub-question, a software evaluation 

of different image generation models will be conducted to determine their performance and 

suitability for the project. Finally, a literature review will be conducted to answer the third sub-

question, which focuses on identifying essential factors to consider when designing robot faces.  

2.1 AI-based generative design tools 
AI-based generative design tools have been making waves in various fields by offering a novel 

approach to creating and enhancing content using artificial intelligence. These versatile tools can be 

used for digital imaging, graphic design, video editing, marketing, 3D modeling, and much more. This 

section explores currently available generative design tools that may serve as sources of inspiration 

for the project. These design tools have been identified through online searches using terms like 

"generative design tools" and "AI-powered design toolsΦέ 

2.1.1 Adobe Firefly 
Adobe Firefly is a family of creative, generative AI models that can generate new content from text 

prompts, images, or mood boards. It can create new images, text effects, vectors, brushes, textures, 

and more for a wide variety of creative purposes [7]. Currently, in beta, Adobe Firefly will eventually 

be integrated into Adobe's popular creative suite of products such as Photoshop, Illustrator, Express, 

and Experience Manager. This integration will offer generative AI tools specifically designed for 

creative use cases, workflows, and needs [8]. Unlike other AI models such as Midjourney and Dall-E, 

Adobe Firefly is transparent about the data its models have been trained on [9]. The first beta model 

of Firefly has been trained on a mix of Adobe Stock images, openly licensed content, and public 

domain content that is no longer protected by copyright. As a result, the content generated through 

Firefly can be used commercially. Creators can enhance the capabilities of Firefly by training it with 

their own works [8]. Adobe showcases several (future) use cases for Firefly on its website, ranging 

from generating entirely new content through a text prompt to producing variations of specific 

content within an image or a combination of the two seamlessly and efficiently [7]. Figure 1 shows 

one of the use cases of adobe firefly. 

 
Figure 1: Adobe Firefly Beta prompt generation Source: [9] 

2.1.2 Ansys 
Ansys is a leading company in providing engineering simulation software for various industries and 

applications, covering a wide range of physics, such as aerospace, automotive, electronics, energy, 

healthcare, and manufacturing. Their software solutions enable engineers and designers to create, 
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test, and optimize products faster and more accurately [10]. However, the traditional simulation 

process can be highly time-consuming and computationally expensive, which limits the number of 

designs that can be evaluated. Ansys is incorporating AI and machine learning methods to overcome 

this challenge to enhance simulation performance. By training neural networks via data-driven and 

physics-informed methods, Ansys can use augmented simulation to speed up their processes by 100 

times [11]. This simulation technology empowers engineers to optimize designs for performance, 

cost, weight, and sustainability by enabling them to generate and evaluate design alternatives with 

greater accuracy quickly. 

For instance, Ansys Discovery, one of the products Ansys offers, uses Generative Design to 

explore design alternatives rapidly based on material properties and constraints. It utilizes topology 

optimization to iterate quickly and influence product development at the start of the design process. 

The product offers real-time viewing of results, minimizing downtime and frees designers to focus on 

engineering [12]. An optimized part by Ansys Discovery can be seen in Figure 2. 

 
Figure 2: !ƴ ƻǇǘƛƳŀƭ ǇŀǊǘ ŎǊŜŀǘŜŘ ōȅ 5ƛǎŎƻǾŜǊȅ [ƛǾŜΩǎ ǘƻǇƻƭƻƎȅ ƻǇǘƛƳƛȊŀǘƛƻƴ ǘƻƻƭ Source: [13] 

2.2 (digital) decision-making mechanisms 
In our daily lives, we are constantly faced with various decisions, ranging from mundane tasks such as 

grocery shopping and choosing an outfit to more complex decisions such as selecting a university or 

contemplating a job offer. These decisions often require significant time and effort, which could be 

better spent on other tasks. Many companies have recognized this need and have developed tools to 

streamline the decision-making process, such as online dating platforms or comparison websites like 

Independer [14]. This section explores the different decision-making approaches and their distinct 

mechanisms. 

2.2.1 Online dating 
To illustrate effective decision-making tools, online dating is a relevant and intriguing example. With 

the proliferation of available dating apps today, individuals have access to an unprecedented number 

of potential matches. With this abundance of options comes the need for effective decision-making. 

Online dating applications can be viewed as decision-making tools where users must evaluate and 

make choices based on the information presented to them. The design of these applications is critical 

to the decision-making process. For instance, the layout and presentation of user profiles can 

significantly influence how users perceive and evaluate potential matches [15]. Additionally, features 

such as swiping, filtering, and matching algorithms all contribute to the overall effectiveness of online 

dating applications. 
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In 2012, Tinder disrupted the online dating industry with its simple system, swipe right if you 

are interested, swipe left if not. It allowed users to quickly browse through potential matches and 

make decisions based on their initial impressions, as seen in Figure 3. The effectiveness of this design 

can be attributed to the Western cultural associations of the right side with righteousness and the 

left side with anything flawed [16]. Numerous other dating apps have since adopted this concept and 

even extended to other areas such as the job and housing market. 

 
Figure 3: Decision-making mechanism of Tinder Source: [17] 

2.2.2 Video games 
Video games are another field where decision-making is of great importance, as most games require 

players to make choices that can impact the gameplay and story. Some video games, like ΨDetroit: 

Become HumanΣΩ are designed entirely around the concept of decision-making, with players making 

choices in-between cinematic sequences that can affect the ǎǘƻǊȅΩǎ ƻǳǘŎƻƳŜ, as seen in Figure 4. The 

decision-making process in such games can be highly complex, as choices made by the player can 

lead to vastly different outcomes. 

 
Figure 4: flowchart of a sequence in Detroit: become human Source: [18] 

Another example very applicable to this research is the process of character creation within 

games. This process allows the player to create a virtual character that satisfies the ǇƭŀȅŜǊΩǎ 

preferences. Some games only present simple choices like the color of a piece of clothing, while 

other games present the player with complete control of the look of their character down to 

individual facial features. Decision-making here is usually done in the form of vertical sliders, as 

displayed in Figure 5, where left and right are the extremes of a particular decision, for example, eye 

width. Other choices can be made through the use of an item menu, as shown in Figure 6, offering 
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different options and often a preview of the chosen decision, think of diverse hairstyles. While this 

vast array of choices can provide players with a lot of freedom, it can also be overwhelming for some, 

leading to decision fatigue and frustration. Offering too many options can be counterproductive, as 

players may feel overwhelmed and unable to make a decision. On the other hand, providing too few 

options may not offer enough creative control, leading to a lack of engagement. Thus, striking the 

right balance regarding the number and variety of choices presented to players is very important in 

creating a positive and engaging gaming experience.  

 
Figure 5: Character creation in Skyrim Source: [19] 

 
Figure 6: Hairstyle selection in The Sims Mobile Source: [20] 
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One way to limit the number of choices a player needs to make is by using a randomized 

option. Usually, this option randomizes a value for a specific highlighted factor, but this 

randomization can also be applied to all available elements at once. Creative takes on the randomize 

ŦŜŀǘǳǊŜ ƛǎ ǘƘŀǘ ƻŦ ǘƘŜ bƛƴǘŜƴŘƻ ²ƛƛΩǎ ΨLook-AlikeΩ feature, as displayed in Figure 7, 8, and 9. The 

Nintendo Wii game console allows players tƻ ŎǊŜŀǘŜ ǇŜǊǎƻƴŀƭ ŦƛƎǳǊŜǎ ŎŀƭƭŜŘ ΨaƛƛǎΩ ǘƘŀǘ Ŏŀƴ ōŜ ǳǎŜŘ ƛƴ 

a multitude of games available on the Wii [21]. A Mii can be created from scratch, allowing the user 

to choose from a select number of facial features, or the Mii can be created via a so-ŎŀƭƭŜŘ Ψ[ƻƻƪ-

!ƭƛƪŜΩ ƳŜƴǳΦ ²ƘŜƴ selecting this option, the player is greeted with a sizable grid that includes a 

variety of faces with widely different features. When the player chooses one of the presented faces, 

a new grid is generated based on the previously selected face. The new grid shows less variation in 

the range of options, only varying in a limited set of features per option. This way, the player can 

ǇƛƴǇƻƛƴǘ ŜȄŀŎǘƭȅ ǿƘŀǘ ǘƘŜȅ ƭƛƪŜŘ ŀƴŘ ŘƛŘƴΩǘ ƭƛƪŜ ŀōƻǳǘ ǘƘŜ ǇǊŜviously chosen version until they are 

fully satisfied. 

 
Figure 7: Starting screen Look-Alike feature Source: [22] 

 
Figure 8: specification screen Look-Alike feature Source: [22] 

 
Figure 9: Follow-up specification screen Look-Alike feature Source: [22] 
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2.2.3 Guess Who? 
ΨGuess Who?Ω [23] is a popular board game that has been played for decades. It is a game of 

deduction and decision-making. The board(s), displayed in Figure 10, consists of several faces 

mirrored for two players. These two players take turns asking yes or no questions to eliminate 

potential options until one player correctly guesses the other player's selected face. While it may 

seem like a simple game, the ƎŀƳŜΩǎ ŘŜǎƛƎƴ can be seen as a pretty unique but effective tool for 

decision-making. One of the key aspects that make ΨGuess WhoΚΩ stand out is its focus on the process 

of elimination. Players must ask strategic questions to eliminate as many potential options as 

possible, as the opposite player may only answer with yes or no, ultimately leading to the 

identification of a specific character. This binary system is a simple yet powerful tool for decision-

making, as it allows individuals to systematically eliminate options until they arrive at the desired 

outcome. The board is designed to effectively hide specific faces that you, as a player, have 

eliminated as a potential target. Because of this mechanism, the board only shows characters that 

the player has yet to decide between. The board remembers the eliminated and non-eliminated 

characters for the player and only indicates the non-eliminated characters to the player, allowing the 

player to come up with more targeted questions to potentially eliminate more characters from the 

raster.  

 
Figure 10: The board game "Guess Who?" Source: [23] 

2.2.4 Conclusion 
In various aspects of our lives, decision-making plays a significant role. Our day begins with a 

decision, ends with a decision, and many more are made in between. Designing something means, in 

essence, making decisions aimed toward a specific goal. As such, there are many different takes on 

tools that aim to streamline the decision-making process. In online dating, the layout and 

presentation of user-profiles greatly influence users' perception and evaluation of potential matches. 

The use of swiping left or right to make a decision is a widely adapted mechanism today, mainly 

because it is easy to understand. In video games, players must make decisions that impact gameplay 

and story; these decisions can appear in various forms. Depending on the amount presented to 

players, these decisions can lead to a positive or negative gaming experience. Providing the option to 

randomize certain choices can be beneficial to achieve a balance. The Nintendo Wii's ΨLook-AlikeΩ 

feature for Miis is an example of a creative take on the randomize option. Lastly, the popular board 
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game ΨGuess Who?Ω also is an interesting take on decision-making, where through a process of 

elimination, players strategically ask yes-or-no questions to narrow down a list of potential 

candidates and ultimately arrive at the correct answer. Examining these existing tools, some with 

unique designs and mechanisms, has been a valuable source of inspiration for creating a tool that 

facilitates the design process. 

2.3 Software evaluation of current IGMΩǎ 
In the context of the project, various image generation models (IGMs) were evaluated to determine a 

model that could potentially be used for the project or perhaps expanded with a personal database. 

These IGMs were assessed based on different performance indicators, such as their accuracy in 

responding to the provided prompt, quality of the generated image, generation speed, ease of use, 

and ease of integration into other projects. Another key consideration in selecting these AI models 

was their use of tokens or other means of regulating and monetizing their use. 

2.3.1 DALL-E 
The first Image generation model that was evaluated was called DALL-E. DALL-E is an AI system 

developed by OpenAI that can create realistic images and art from a description in natural language. 

It uses a version of the GPT-3 Transformer model to interpret natural language input and generate 

corresponding images. It can combine concepts, attributes, and styles in novel ways [5]. OpenAI is 

currently providing its newest version called DALL-E 2, this version is supposedly more realistic and 

accurate than its predecessor and can generate images with 4x greater resolution [24]. 

From the tests performed on DALL-E, the conclusion could be made that the model is very 

advanced. A simple request like άǊƻōƻǘ ŦŀŎŜέ takes the tool around 8 seconds; the results are shown 

in Figure 11. When reviewing the results from this request, it becomes clear that DALL-E can 

generate an abundance of styles, some more useful than others. It is thus essential to be precise with 

your request, the inclusion of terms like άǇƘƻǘƻƎǊŀǇƘ ƻŦέ and άǊŜŀƭƛǎǘƛŎέ seems to generate robot 

faces that are closer to real-life designs rather than drawings or cartoons. άMǳƎǎƘƻǘέ appears to 

make sure the robot face is captured from the front and fully visible, which was considered the 

optimal framing for testing purposes, terms like άƴƻ ǎƛŘŜ ǾƛŜǿέ contributed to this same goal. The 

improved results can be seen in Figure 12.  

Besides generating images from text prompts, DALL-E can generate images based on other 

images. This functionality can be likened to the 'Look-Alike' feature mentioned earlier, as both 

present the user with variations on a previous iteration. To test out this feature, the first picture 

shown in Figure 12 was used as an input for this feature, the results can be seen in Figure 13. Lastly, 

DALL-E offers a tool called ΨOutpaintingΩ, which allows users to highlight sections in an image they 

want to be re-generated while the rest of the image stays the same, the results of this can be seen in 

Figure 14, where the neck and left eye of the original robot have been highlighted for re-generation. 
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Figure 11: DALL-E interface and results for "robot face" 

 
Figure 12: DALL-E results for "photograph of a robot face, mugshot" 

 
Figure 13: DALL-E "generate variations" feature 

 
Figure 14: DALL-E "Overpainting" feature 

A downside to DALL-E is its token system. Users are given 15 tokens each month, and each 

generation costs one token, they can buy more tokens if they want to perform more generations. 

OpenAI currently offers an API for its models, which includes its image generation model DALL-E but 

also its language models like ChatGPT and GPT-4. The use of this API is also monetized, for their 

image model, prices range from $0.016 to $0.020 per image [25]. The API also has a rate limit for its 
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various models, for image generation specifically this comes down to 50 images per minute [26]. 

Regarding the feasibility of utilizing this image model in a practical tool for robot designers, its token 

system could represent a limitation. For the purpose of research in this project however, this can 

potentially be overlooked as OpenAI provides $5 worth of free credit that can be utilized within the 

initial three months of using their API [25]. 

2.3.2 Stable Diffusion 
Stable Diffusion was the second Image Generation model evaluated. It is a product of Stability AI, a 

company that develops open-source AI models for various domains such as image, language, audio, 

video, 3D, and biology [27]. Stability AI also provides a tool called DreamStudio, which gives access to 

their hosted image generation models, including Stable Diffusion. However, this tool uses a credit 

system. Alternatively, Stable Diffusion can be used as an open-source model without any credit 

system, but it needs to be hosted on the user's own system. To test the model, some websites, such 

as Stablediffusionweb [28] offer άfreeέ versions of Stable Diffusion. This website uses demo models 

from Huggingface [29], a community platform for AI enthusiasts that offers a variety of models, 

datasets, and guides for hosting them. To test out Stable Diffusion, the demo models on 

Stablediffusionweb were used. There are multiple demo models available on the website, but they all 

seem to be based on Stable Diffusion and supported by Google TRC program, a program that offers 

usage of DƻƻƎƭŜΩǎ Tensor Processing Units for research purposes in machine learning [30]. The 

prompt άwƻōƻǘ ŦŀŎŜέ was used as a starting point in testing each model. 

The first model identified was provided by CompVis, who host public weights for Latent 

Diffusion and Stable Diffusion models [31]. It was later identified to be Stable Diffusion version 1. The 

model generated the images in 10 seconds, and the results are shown in Figure 15, Figure 16, and 

Figure 17. The model seemed to require a similar text prompt input as DALL-E and similarly produced 

images with diverse styles. The model also had some parameters that could be changed, but these 

were not directly accessible. The seed parameter changed every time the website was reloaded, but 

it did not seem to affect the final result, as shown in Figure 15 and Figure 16.  

 
Figure 15: Two generations performed with different seeds using Stable Diffusion 1 by CompVis 
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Figure 16: Two generations performed with the same seed using Stable Diffusion 1 by CompVis 

¢ƻ ǘŜǎǘ Ƙƻǿ ǘƘŜ ƳƻŘŜƭ ǿƻǳƭŘ ǊŜǎǇƻƴŘ ǘƻ ǎǇŜŎƛŦƛŎ ǘŜȄǘ ǇǊƻƳǇǘǎΣ ǘƘŜ ǇǊƻƳǇǘ άphotograph of a 

robot face, mugshotέ ǿŀǎ ǳǎŜŘΦ ¢ƘŜ ǊŜǎǳƭǘǎ ŀǊŜ ǎƘƻǿƴ ƛƴ Figure 17. The term άƳǳƎǎƘƻǘ,έ which 

mostly ensured that the image generated showed the robot's face from the shoulders up, also 

seemed to add some other features that are typical of a mugshot. As a mugshot usually is a term 

used for a picture taken after an arrest, the generated images seemed to include items such as a 

letter board and a height meter, Figure 18 is included for reference. The model also seemed to use 

specific lighting and color aspects that are common in a mugshot, this conclusion could be further 

supported by the similar styling for the pictures generated by the previous model DALL-E in Figure 

12. 

 
Figure 17: Three generations performed with the prompt άphotograph of a robot face, mugshotέ ǳǎƛƴƎ Stable Diffusion 1 by 

CompVis 
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Figure 18: stylized recreation of items typically included in a mugshot Source: [32] 

A second model offered on the website made use of two different prompt fields, as can be 

seen in Figure 19, a positive and negative prompt. This could cause the result to potentially be more 

accurate. The model is provided by StabilityAI, the creators of the original stable diffusion. The model 

was identified as Stable Diffusion 2.1, a newer version than the previous model. Generation took 

around 60/80 seconds per prompt, most likely due to the higher interest as it is an improved version 

over the last model, the results are presented in Figure 20. Unlike the previous model, there are less 

advanced settings available. The only advanced setting available for this model was the guidance 

scale, however, unlike the previous model it was adjustable. A higher guidance scale as shown in 

Figure 21, caused for the generated image to be grainier and the model seemed to struggle more 

overall with the generation, as one of the generations only presented 3 results. 
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Figure 19: Interface of Stable Diffusion 2.1 by stabilityAI and HuggingFace 

 
Figure 20: Two generations performed ǳǎƛƴƎ ǘƘŜ ǇǊƻƳǇǘ άǊƻōƻǘ ŦŀŎŜέ using Stable Diffusion 2.1 
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Figure 21: Two generations performed ǳǎƛƴƎ ǘƘŜ ǇǊƻƳǇǘ άǊƻōƻǘ ŦŀŎŜέ using Stable Diffusion 2.1 with Guidance Scale 40   

2.3.3 Midjourney 
The third Image Generation Model evaluated was Midjourney. Midjourney is developed and hosted 

by Midjourney, Inc., an independent research lab based in San Francisco [33]. Much like the previous 

two models, Midjourney can generate images of various types and styles, such as landscapes, 

portraits, animals, abstract art, and more. A big difference with the previous models lies in the fact 

that the model is only accessible through the social media platform Discord [34]. This Discord 

channel is accessible via the main website of Midjourney and only requires a Discord account to be 

set up. The Discord channel allows users to interact with the model by typing in prompts in specific 

chat rooms and receiving thumbnails or full-quality images in return. the system is supposedly built 

upon an API, however this API has not been made public (yet) [35]. Midjourney allows users to 

generate up to 25 images for free, after which they are required to purchase a membership starting 

from 10 dollar a month for 200 images.  

Attempts have been made to test the model via the Discord platform. However, these 

attempts were met with a message indicating that the model was currently unavailable due to high 

demand. The message prompted to either purchase a subscription or try again later. Despite this, the 

available chat rooms displayed results of other users who were testing the model and from these 

requests, it was apparent that the quality of the generated images is exceptionally high, surpassing 

the quality of the previously analyzed models. Figure 22 displays some pictures generated by other 

users as a reference. It should be noted, however, that this assumption is based on requests from 

other users who may have had more experience with the tool and are able to generate more 

complex requests as a result. The available chatrooms furthermore included discussions about the 

structure of text prompts and potential improvements to create better prompts. Because of its 

dependency on the Discord platform and lack of API access, the model itself may pose some 

problems when it comes to implementing it in a prototype, however, the surrounding community 

could be a valuable resource. 
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Figure 22: Images generated by Midjourney as a reference Source: [36] 

2.3.4 Robohash 
RoboHash [37] is a web service that allows users to generate unique robot images from any text 

input. Unlike the other tools described before, RoboHash is not based on a complex image 

generation model, but rather on a small dataset of different robot facial features. Every new 

"generation" chooses a randomized feature from this dataset to create a new unique robot. The 

website offers various small databases designed by different artists, this causes the robots that are 

generated to all have a cohesive look that works well, but the amount of generatable robot faces is 

limited. The generated robot is also seemly random as the input does not seem to impact the output 

in a meaningful way, other than the fact that the same input generates the same output. The input is 

most likely hashed, and the resulting value is used to generate an image, resulting in a unique robot 

face that is consistent every time the same input is provided. The name RoboHash likely refers to this 

process of hashing the input to generate a robotic image. 

 
Figure 23: some robots generated using RoboHash Source: [37] 

2.4 Important factors to consider when designing robot faces 
When it comes to human appearances, our attention is usually drawn to the face first. The human 

brain is wired in such a way that we are especially adept at recognizing faces, to the extent that we 

may even perceive them in inanimate objects. This cognitive tendency is referred to as Face 

pareidolia and it arises from the brain's natural inclination to seek out patterns in our surroundings 

[38], [39]. Some things that have come increasingly in these surroundings in recent years, are robots. 

From the Robotic arms used in the automotive industry to self-driving dinner trays delivering food at 
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your local restaurant, robots can be identified more and more in our daily lives, and they are 

advancing rapidly. While there might be a debate if robots are specifically inanimate objects, it is a 

fact that this phenomenon does apply to them, some of the instances incidental and some of them 

on purpose.  

The intentional inclusion of faces in social robot designs is becoming increasingly common 

and can be done in a variety of ways. Strategically positioning cameras to resemble eyes, 

incorporating speaker grills that mimic a mouth or molding the surrounding plastic to include a nose 

are some examples. To simplify the process to include these factors in robot design, tools are being 

considered. To be able to design such a tool one must get themselves familiar with the field of 

(robot) face design. As such the objective of this literature review is to look at the factors that must 

be considered when designing a robot face. These factors may include specific facial features but 

might also shed light on underlying concepts why certain decisions are made. By closely analysing 

these factors, this review aims to pinpoint the key criteria that robot designers need for their 

consideration. 

This section consists of three main sub-sections. To start off the first sub-section emphasizes 

and identifies the importance of a robot face, followed by the second sub-section, which dives into 

the different characteristics that make a robot face qualify as a robot face. The third sub-section 

explores the impact of robot faces in different contexts, such as educational or healthcare settings, 

and how this affects their design. A final sub-section concludes the review summarizing the findings 

and discussing future work. 

2.4.1 The importance of robot faces 
To determine the relevant factors to consider when designing a robot face, it is beneficial to first 

examine the significance of the robot face. Several sources were reviewed to explore different ideas 

regarding robot face design. These sources revealed a wide range of concepts, but also highlighted 

areas of overlap. Most sources agree that robots with (familiar) facial features improve interaction 

with humans because they make the robots more enjoyable, efficient, naturalistic, expressive and 

recognizable. DiSalvo et al. [2] starts off with the idea that interaction with robots should be 

enjoyable as well as efficient if they are going to become intelligent social products helping us in our 

daily lives. Goetz et al. [40] suggest that effective robot assistants should require little to no 

learning/effort from the user and should exhibit appropriate emotions and naturalistic behaviour. It 

is therefore not hard to assume that a good human-robot interaction should ideally include elements 

that humans are already familiar with, with many social robots taking on a humanoid or animal-like 

form [41].  

Based on the research of Breazeal, Blow et al. explain that an understood focal point for 

interaction is the face, by ǎǘŀǘƛƴƎ ǘƘŀǘ άexpressions are a widely used feedback mechanism and are 

Ŝŀǎƛƭȅ ǳƴŘŜǊǎǘƻƻŘ ōȅ ŀ ƘǳƳŀƴ ƛƴǘŜǊŀŎǘƛƻƴ ǇŀǊǘƴŜǊέ [42, p. 1]. Furthermore, Blow et al. state that a 

face is able to preǎŜƴǘ Ǿƛǎǳŀƭ ŎǳŜǎ ǘƘŀǘ Ŏŀƴ ƘŜƭǇ ƛƴ ǘƘŜ ǊŜŎƻƎƴƛǘƛƻƴ ƻŦ ŀ ǊƻōƻǘΩǎ ŎŀǇŀōƛƭƛǘƛŜǎ [42]. This 

idea is supported by Chesher et al. ǿƘƻ ŜȄǇǊŜǎǎ ǘƘŀǘ άŀ ǊƻōƻǘΩǎ ŦŀŎŜ ŀƴŘ ōƻŘȅ ǇŜǊŦƻǊƳ ŀŦŦŜŎǘƛǾŜ ŀƴŘ 

emotional expressionέ and adding to that concludes that the face άƳarks (or unmarks) distinct 

ǎǘȅƭƛǎǘƛŎΣ ǘŜŎƘƴƛŎŀƭΣ ƎŜƴŘŜǊŜŘ ŀƴŘ ǊŀŎƛŀƭƛǎŜŘ ƛŘŜƴǘƛǘƛŜǎ ǘƘŀǘ ǎƛǘǳŀǘŜ ƛǘ ƛƴ ŀ ŎǳƭǘǳǊŀƭ ŀƴŘ ƘƛǎǘƻǊƛŎŀƭ ƳƛƭƛŜǳέ 

[43, p. 95].  As such, a robot face can be seen as a key factor in creating a positive and effective 

human-robot interaction and should be designed ǿƛǘƘ ŎŀǊŜ ŀƴŘ ŀǘǘŜƴǘƛƻƴ ǘƻ ǘƘŜ ǳǎŜǊǎΩ ǇǊŜŦŜǊŜƴŎŜǎ 

and expectations. 

2.4.2 Facial features for robots 
Understanding the importance of the robot face is only part of the equation; it is equally important 

to define the characteristics that make a robot face qualify as a face. This sub-section explores the 

key facial features and properties that make a robot face look like a face. Examining the literature on 
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this topic allowed for the identification of the essential elements that define a robot face, ultimately 

aiding in understanding the factors that must be considered when designing a robot face. The 

presence of facial features is an important factor in shaping human perception of robots, as 

highlighted by DiSalvo et al. [2]. The study identified six key features of robot faces that influence 

their perception: eyes, eyelids, eyebrows, nose, mouth, and ears. Among these, the nose, eyelids, 

and mouth increased the perception of humanness the most. Additionally, the study revealed that 

designed features have a greater impact on the perception of humanness as compared to suggested 

features. The same applies when increasing the number of designed features on a robot's face.  

In a different study, performed by Phillips et al. [44], the perceived presence of different 

robot components is examinedΦ ¢Ƙƛǎ ƛǎ ƛƳǇƻǊǘŀƴǘ ōŜŎŀǳǎŜ ƛǘ ǎƘƻǿǎ Ƙƻǿ ǇŜƻǇƭŜΩǎ ƛƳǇǊŜǎǎƛƻƴǎ ƻŦ ŀ 

robot are influenced by the specific features of each component. The authors categorized the robot 

into four dimensions: Surface, Body, Facial, and Mechanical (locomotion). The results indicated that 

face and head were the most important components in the Facial category, followed by eyes and 

mouth. The Surface category, which included several facial features such as eyelashes, head hair, 

skin, nose, eyebrows, and genderedness, was also found to be of high importance. Genderedness 

ǊŜŦŜǊǎ ǘƻ ǘƘŜ ŘŜƎǊŜŜ ǘƻ ǿƘƛŎƘ ŀƴ ƛƴŘƛǾƛŘǳŀƭΩǎ ǇŜǊǎƻƴŀƭƛǘȅ ǘǊŀƛǘǎΣ ǾŀƭǳŜǎΣ ŀƴŘ ǎǳch are typical of their 

gender [45]. 

In addition to facial features, some sources suggest design spaces that can facilitate the 

design of robot faces. Chesher et al. [43] discusses a scale to robot faces that includes two ends: 

humanlike and symbolic. Blow et al. [42] proposes ǘƘŜ ǳǎŜ ƻŦ {Ŏƻǘǘ aŎ/ƭƻǳŘΩǎ ǘǊƛŀƴƎǳƭŀǊ ŘŜǎƛƎƴ ǎǇŀŎŜ 

for cartoon faces, which includes three ends: realistic, cartoon, and stylized. This design space can 

also be applied to robot faces. There is some overlap between the two sources, as the humanlike end 

of the scale could correspond to the realistic end of the triangle, while the symbolic end of the scale 

could match the cartoon and/or stylized ends of the triangle. 

2.4.3 Robot faces for varied tasks and contexts  
The previous sub-sections highlighted the importance of a robot's face in human-robot interaction 

and have shown that some facial features are more important than others. However, what if the 

same robot face is used in different environments, such as healthcare or entertainment? This sub-

section aims to investigate how different tasks or contexts could impact the design of a robot's face. 

The literature reviewed in this sub-section suggests that designing robots for specific tasks or 

contexts may require specific changes in their design. However, the implementation of such changes 

may prove challenging, as they rely in part on an individual's subjective perception of the given task 

or context. Both Joosse et al. [46] and Spatola et al. [47] suggest that people tend to unconsciously 

attribute personality traits to technology, including robots. Joosse et al. [46] found that the type of 

personality people prefer in a robot depends on the robot's intended role, and what people 

stereotypically expect from that role. Essentially, robots should be designed to match people's 

expectations of what kind of personality and behavior is appropriate for that specific task or job, 

rather than complimenting to the users' personality. Spatola et al. [47] state that anthropomorphism, 

the process of attributing human physical and/or mental characteristics to non-human entities, is a 

central part of human-robot relations. However, the level of anthropomorphism varies between 

individualsΣ άwhere some see only a plastic assembly, others naturally see social agentsέ [47, p. 12]. 

Where Phillips et al. [8] previously highlighted the importance of considering genderedness 

in robot design, Kuchenbrandt et al. [48] and Bernotat et al. [49] also emphasize the significance of 

gender roles and attributes when developing and designing robots in specific environments. 

Kuchenbrandt et al. [48] point out that societal gender roles have an impact on how robots are used 

and perceived by users during human-robot interactions. emphasizing the role of gender stereotypes 

in shaping users' expectations of a robotΩǎ abilities and human-like qualities. Similarly, Bernotat et al. 

[49] found that the societal beliefs of participants about appropriate personality traits for men and 
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women, as well as their attitudes towards technology, influenced their perception of robots' 

gendered characteristics. 

Designing a robot's face for specific tasks or contexts requires considering the users' 

expectations and societal beliefs about appropriate personality traits and gender roles. 

Anthropomorphism also plays a central role in human-robot relations, but the level of it varies 

between individuals. Despite the challenges of designing robots to match users' expectations, the 

literature reviewed in this sub-section suggests that specific changes in robot design may be 

necessary for optimal human-robot interaction. 

2.4.4 Conclusion of literature review 
The objective of this literature review was to review factors, characteristics and contexts that must 

be considered when designing a robot face. Sources presented a range of factors which make a robot 

face of importance. It is widely accepted that incorporating familiar facial features into robots can 

improve human-robot interaction by making them more enjoyable, efficient, naturalistic, expressive, 

and recognizable. The face is a crucial focal point for interaction as it provides visual cues to 

ǊŜŎƻƎƴƛȊŜ ŀ ǊƻōƻǘΩǎ ŎŀǇŀōƛƭƛǘƛŜǎ ŀƴŘ ŜƳƻǘƛƻƴŀƭ ŜȄǇǊŜǎǎƛƻƴΦ ¢ƘŜǊŜŦƻǊŜΣ ŀ Ǌƻōƻǘ ŦŀŎŜ Ǉƭŀȅǎ ŀ Ǿƛǘŀƭ ǊƻƭŜ ƛƴ 

creating a positive and effective human-robot interaction, requiring careful design that considers 

users' preferences and expectations. To design a well perceived robot face, certain characteristics are 

defined that make it qualify as a face. Studies have identified six key facial features, including the 

nose, eyelids, and mouth, which increase the perception of humanness. Furthermore, facial features 

such as eyelashes, head hair, skin, eyebrows are also of high importance. As robots can be utilized in 

different areas such as education or health care, their corresponding faces require a clear design to 

portray their task. Designing robots for specific tasks or contexts may require specific changes in their 

design, which can be challenging as they rely on an individual's subjective perception of the given 

task or context. Anthropomorphism and societal gender roles also play a significant role in shaping 

users' expectations and perceptions of a robot's abilities and human-like qualities. The literature 

suggests that designing a robot's face for specific tasks or contexts requires considering the users' 

expectations and societal beliefs about appropriate personality traits and gender roles, however 

despite it being a challenge specific changes in robot design may be necessary for optimal human-

robot interaction. 

The findings of this literature review provide valuable information that can be used to design 

a tool that can generate accurate robot faces. To enhance this tool's capabilities, it would need to be 

able to simplify the user's workload by learning and applying knowledge based on the user's 

requirements, thereby reducing the need for extensive user input.  

For future research it can be of use to investigate more articles regarding the appearances 

and appeals of real human faces, as those might also provide useful feedback for the research, as of 

now only articles about specifically robot faces where used, but research shows factors of real 

human faces can also apply for robot faces. Furthermore, there is no clear design guide to designing 

robot faces, most articles found referred to design processes of different fields. 

2.5 Conclusion of background research 
In this section, a conclusion will be provided based on the background research that has been 

conducted. The background research was guided by three sub-research questions, these will be 

answered based on the findings described in this chapter. Additionally, noteworthy findings that 

have emerged during the research process will also be addressed. 

 

RQ1: What tools currently exist in terms of digital (design) decision making? 

Based on the findings presented in section 2.2, as well as 2.1 and 2.3, it can be inferred that a 

wide range of digital decision-making tools exist. These tools encompass various domains from online 
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dating to video games to traditional board games. The primary objective of these tools is typically to 

streamline the decision-making process by simplifying interactions or breaking down decisions into 

manageable sections. It seems common for most decision-making tools to provide instantaneous 

feedback on the outcomes, although certain tools may defer the display of outcomes until later 

stages. Design is, in essence, a process of decision making and thus these tools form valuable 

inspiration for creating a tool that facilitates the design process. 

Section 2.1 shows the prevalence of tools that simplify decision-making processes and the 

design workflow using AI. While tools such as Adobe Firefly are still in the early stages of 

development, solutions like those offered by ANSYS have existed for longer. This however does not 

mean that !b{¸{Ωǎ tools are by any means outdated or less advanced, continuous enhancements are 

made to keep their capabilities up to date. 

In order to handle the computational requirements demanded by these AI tools, two 

approaches seem to be the most common. One approach involves offloading the computational 

workload to large servers owned by the tool providers, who often charge a fee for utilizing their 

services. Conversely, certain tools can be executed on the client side, necessitating powerful and 

costly machines or workstations capable of handling the substantial workloads.  

 

RQ2: What is the performance of current existing generation tools? 

Currently, the performance of existing generation models varies depending on the level of 

training and the intended purpose of the model. Some large models such as DALL-E, Stable Diffusion, 

and Midjourney perform exceptionally well, but these models come with higher performance 

requirements due to their extensive training. As such most of these models are hosted by the 

associations that own them, they often use a monetary system such as paying with credits per 

generation. Some models are open source and can be replicated and hosted by individuals for free, 

but this means the individual has to fill these heavy hardware requirements themselves. Stability AI 

offers its own hosted version of Stable Diffusion with a credit system, but also offers its solution as 

open source. For the open-source version, Hugging Face, a community for AI enthusiasts, provides 

guides on setting up models and even explains tools that can reduce the amount of RAM needed at 

the cost of generation speed.  

When selecting a generation tool, it is important to consider its purpose, as the capabilities 

of certain models may not be suitable for every use case. Although the capabilities of generation 

tools are continually improving, it is valuable to evaluate the suitability for the intended purpose, as 

sometimes much simpler models can be more effective. 

 

RQ3: What parameters are important to consider when designing a face? 

In section 2.4 a literature review is performed to answer what the important factors to 

consider are when designing robot faces. The review emphasizes the significance of the robot face in 

creating a positive and effective human-robot interaction and identifies the key criteria that robot 

designers need to consider when designing a robot face. 

The review is divided into three main sections. The first section examines the importance of 

the robot face, which is critical in enhancing the interaction between robots and humans, making the 

robots more enjoyable, efficient, naturalistic, expressive, and recognizable. The second section 

explores the characteristics that make a robot face qualify as a face. The review identifies six key 

features of robot faces that influence their perception and increases the perception of humanness, 

including eyes, eyelids, eyebrows, nose, mouth, and ears. The third section examines the impact of 

robot faces in different contexts, such as educational or healthcare settings, and how this affects 

their design.  
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3. Methods and techniques  
This chapter serves as a short description and explains the approach taken for the development of a 

design tool simplifying the generation of robot faces using generative AI. The Creative Technology 

design method, as defined by Mader and Eggink [50], was utilized as a guideline for the project, with 

modifications made where necessary. A generic process utilizing this method is visually represented 

in Figure 24, and can roughly be broken down into four stages: ideation, specification, realization, 

and evaluation. The process is designed with cyclic loops to allow the return to previous stages, for 

instance, to incorporate newly obtained knowledge or to create multiple iterations of a product. In 

this report, a separate chapter is dedicated to the user analysis. 

 
Figure 24: A generic Creative Technology Design Process as presented by Mader and Eggink Source: [50] 
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3.1 User analysis  

Chapter 4 focuses on user analysis and employs a stakeholder analysis to gain insights into the target 

audience and stakeholders. The analysis includes a stakeholder identification, where stakeholders for 

the robot face generation tool are categorized into groups, and a power influence graph to visualize 

and prioritize stakeholders based on their interest and influence levels.  The chapter further contains 

personas developed to help better understand the userΩǎ goals and behaviours when interacting with 

a potential tool, The chapter concludes by establishing preliminary requirements which are derived 

from the stakeholder analysis and important when it comes to meeting user and stakeholder needs. 

3.2 Ideation 
Chapter 5 delves into the ideation phase, which allows for generating multiple design concepts and 

establishing project requirements for the design tool. To come up with these concepts, the 

background research conducted in Chapter 2 is taken into consideration. With this background 

research in mind, brainstorm sessions will be held to generate a variety of ideas. These sessions are 

aimed at generating a large number of ideas within a short timeframe and can be done using various 

approaches. The ideation process will conclude with a list of preliminary requirements that will need 

to be considered when proceeding to the next stages. 

3.3 Specification 
In the specification stage, Chapter 6, the final requirements for the end product are determined. This 

stage involves merging the preliminary requirements derived from the user analysis and ideation 

phases. To ensure a comprehensive evaluation of these requirements, the artificial personas from 

and environments Chapter 4 are taken into account when examining the requirements. This 

evaluation process may lead to iterations, prompting a return to the ideation phase, or may 

necessitate additional background research to address any identified gaps or areas of improvement. 

3.4 Realization 
In Chapter 7, the realization phase, the final requirements concluded upon from the specification 

phase will be used to create final concept(s) which will be realized into prototypes. This will be in the 

form of a hi-fi prototype. 

3.5 Evaluation 
In Chapter 8, the evaluation phase focuses on assessing the prototype developed in the realization 

chapter. It involves self-evaluation and conducting an experiment with the target group. The results 

from the self-evaluation will be leading in the conclusion of whether the tool has successfully fulfilled 

its purpose of providing assistance. The evaluation will ultimately determine the effectiveness of AI 

as a useful technology in the domains of education and design. As such, the insights and conclusions 

drawn from the evaluation phase will ultimately shape the overall assessment of the tool and its 

impact. 

3.5.1 Experiment 
An experiment has been conducted with the target group of this project to evaluate the effectiveness 

of existing image generation models and the prompt use of the target group within these models. 

The participants were (student) social robot designers from the University of Twente and the 

experiment has been performed during a lecture on social robot design, a course which is given by 

the supervisor of this project. It was originally planned for the experiment to be a user evaluation of 

the prototypes designed during the evaluation. However, a prototype was not available at the time 

of the experiment, which led to an alternative approach using existing image generation models 

instead. 
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4. User analysis 
To design something for a target audience, it is important to know the users and other stakeholders 

of this project. A stakeholder analysis will help gain insight into their identities, needs and 

requirements. This analysis continues by making a power influence graph to assess each 

stakeholder's level of influence. ¢Ƙƛǎ ƎǊŀǇƘ ǇƭŀŎŜǎ ŀƭƭ ǘƘŜ ƛƴǾƻƭǾŜŘ ǇŀǊǘƛŜǎ ǘƘŀǘ ƘŀǾŜ ΨƛƴŦƭǳŜƴŎŜΩ ŀƴŘ 

ΨƛƴǘŜǊŜǎǘΩ ŀlong its axis. personas are developed to help better understand the userΩǎ goals and 

behaviours when interacting with the tool, ensuring that user-centric decisions guide the project's 

development. With all stakeholders identified and users laid out together with their needs and 

values, a list of preliminary requirements is set up. 

4.1 Stakeholder analysis 
A stakeholder analysis helps to understand all the involved stakeholders, what their part is in the 

development process, giving a clear image of their interests and influence. The stakeholder 

identification aims to identify the different stakeholders involved in the process, following up a 

power interest graph is used to visualise the interests and influence of each of these stakeholders. 

4.1.1 Stakeholder identification 
The stakeholders of The Robot face generation tool can be divided in five groups: The first 

stakeholders are (social) robot designers. They are envisioned to make out most of the end users of 

the tool, as they would seem most in need for a tool simplifying robot face design. The second are 

the end users of the robots designed by these designers, while they do not necessarily get to interact 

with the tool directly, they might receive a result that is heavily influenced by the tool. The third are 

the owners and researchers behind the used AI model, while most certainly unknowing, they can 

alter the course of the project heavily do they decide to change for example, the way the interaction 

with the tool is done. The fourth stakeholder is the developer of the tool. It is up to them how they 

interpret all the requirements and needs of each of the other stakeholders. Finally, The supervisor of 

this project, Edwin Dertien, acts both as a supervisor and client for this project. He helps the 

developer by providing structure and guidance throughout the process while also acting as a 

potential client for the final product. 

For the sake of simplicity, the end users of the tool are generalized as (social) robot 

designers, but in actuality, the end users could span a very large domain. To break this domain down, 

two types of differentiators will be used. One differentiates between those who have prior 

knowledge of robot facial design and those who do not. The other one differentiates between users 

who are familiar with AI and those who are not. This gives us four types of ends users: Users with 

knowledge of facial robot design and no knowledge of AI, users with knowledge of facial robot design 

and knowledge of AI, users with no knowledge of facial robot design and no knowledge of AI and 

users with no knowledge of facial robot design and knowledge of AI.  

4.1.2 Analysis through the use of power influence graph 
A stakeholder analysis aims to identify and prioritize stakeholders according to their level of interest 

and influence on the project. The interest level indicates how much a stakeholder cares about the 

project outcomes and how they will be affected by them. The influence level indicates how much 

power a stakeholder has over the project decisions and resources. A power interest graph is a useful 

tool to visualize the stakeholder analysis results. It divides the stakeholders into four quadrants 

based on their interest and influence levels: high interest-high influence (key players), high interest-

low influence (keep informed), low interest-high influence (keep satisfied) and low interest-low 

influence (monitor) [51]. The άkey playersέ are the most important stakeholders who should be 

involved in the project closely and consulted regularly. άYŜŜǇ ƛƴŦƻǊƳŜŘέ stakeholders are those who 

have a high interest in the project but little power to affect it, as such they should ideally be updated 
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frequently on the project progress and feedback. άYŜŜǇ ǎŀǘƛǎŦƛŜŘέ stakeholders are those who have a 

high influence on the project but low interest in it. They should be managed carefully to avoid any 

negative impact on the project. The άmonitorέ stakeholders are those who have low interest and low 

influence on the project. They should be informed occasionally about the project status and 

outcomes. The power interest graph for this project is visualized in Figure 25. The numbers placed in 

the graph represent all the identified stakeholders. 

 

1. (Social) robot designers 

2. End users of robots 

3. Owners / researchers of AI models 

4. Developer 

5. Supervisor 

 
Figure 25: Power interest graph including stakeholders from the project. based on: [51] 

4.2 Personas 
To help better understand the user's goals and behaviours when interacting with the tool, some 

personas are thought of. Personas are a way of creating fictional characters that represent the 

potential users of the final product. When it comes to potential users, it has been previously 

mentioned that there are two types of differentiators. One differentiates between those who have 

prior knowledge of robot facial design and those who do not. The other one differentiates between 

users who are familiar with artificial intelligence and those who are not. All these users may have 

different expectations and preferences when using the product, and therefore it is useful to describe 

them separately. For example, users may have different motives for using the tool, such as 

commercial or personal use. Furthermore, the inclusion of users who are already familiar with 

generative technology will provide valuable insights into important features of the tool for more 

experienced users. 

The personas were created using a User Persona template of Xtensio [52], input is generated 

with the help of ChatGPT [4] and verified and adapted by the researcher. All the images used within 

the personas are not real and are generated by stable diffusion [6] the images have been generated 

with separate text prompts however the same negative prompt has been used each time, This 

(1) 

 

(2) 

(3) 

(4) 

 

(5) 
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άǳƴƛǾŜǊǎŀƭέ ƴŜƎŀǘƛǾŜ ǇǊƻƳǇǘΣ ǿƘƛŎƘ Lǎ ŘŜǘŀƛƭŜŘ ōŜƭƻǿΣ Ƙŀǎ ōŜŜƴ ŘŜǎƛƎƴŜŘ ōȅ ǎǘŀōƭŜ ŘƛŦŦǳǎƛƻƴ ŀǊǘ ŀƴŘ 

included on a variety of images to test its performance [53]. 

 

άǳƎƭȅΣ ǘƛƭƛƴƎΣ ǇƻƻǊƭȅ ŘǊŀǿƴ ƘŀƴŘǎΣ ǇƻƻǊƭȅ ŘǊŀǿƴ ŦŜŜǘΣ ǇƻƻǊƭȅ ŘǊŀǿƴ ŦŀŎŜΣ ƻǳǘ ƻŦ ŦǊŀƳŜΣ ŜȄǘǊŀ 

limbs, disfigured, deformed, body out of frame, bad anatomy, watermark, signature, cut off, 

low contrast, underexposed, overexposed, bad art, beginner, amateur, distorted face, blurry, 

ŘǊŀŦǘΣ ƎǊŀƛƴȅΣ ƎǊŜȅǎŎŀƭŜέ 

 

4.2.1 Persona 1: no prior experience, not familiar with AI tool 
 

 
Figure 26: Persona 1, Has no prior experience and not familiar with an AI tool 

For the biography the following text prompt was used within ChatGPT [4]: ά/reate a persona of a 

person with no prior knowledge of social robot design that will end up using an image generation ai 

tool to generate robot facesέΦ Lƴ ǊŜƭŀǘƛƻƴ ǘƻ ǘƘŜ ŦƛǊǎǘ ǘŜȄǘ ǇǊƻƳǇt, ChatGPT was asked to fill out the 

goals of this persona, and finally ChatGPT was asked to use the available information to generate 4 

character traits. The information gathered from these interactions have been adapted to fit the 

format of the template and to fit better with the vision of the researcher. The image used is 

generated by Stable diffusion [6] ǳǎƛƴƎ ǘƘŜ ǇǊƻƳǇǘΥ άportrait photograph of a person, LinkedInέ оrd 

generation. 
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4.2.2 Persona 2: prior experience, not familiar with AI tool 
 

 
Figure 27: Persona 2, Has prior experience and not familiar with an AI tool 

For the biography the following text prompt was used within ChatGPT [4]: ά/reate a persona of a 

social robot designer student that will end up using an image generation ai tool to generate robot 

facesέΦ Lƴ ǊŜƭŀǘƛƻƴ ǘƻ ǘƘŜ ŦƛǊǎǘ ǘŜȄǘ ǇǊƻƳǇǘΣ /ƘŀǘDt¢ ǿŀǎ ŀǎƪŜŘ ǘƻ Ŧƛƭƭ ƻǳǘ ǘƘŜ Ǝƻŀƭǎ ƻŦ ǘƘƛǎ ǇŜǊǎƻƴŀΣ 

and finally ChatGPT was asked to use the available information to generate 4 character traits. The 

information gathered from these interactions have been adapted to fit the format of the template 

and to fit better with the vision of the researcher. The image used is generated by Stable diffusion [6] 

ǳǎƛƴƎ ǘƘŜ ǇǊƻƳǇǘΥ άportrait photograph of a designer student, personέ мst generation. 
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4.2.3 Persona 3: no prior experience, familiar with AI tool 
 

 
Figure 28: Persona 3, Has no prior experience and is already familiar with an AI tool 

For the biography the following text prompt was used within ChatGPT 4Υ άCreate a persona of a 

person with no prior knowledge of social robot design but is familiar with ai in general that will end 

ǳǇ ǳǎƛƴƎ ŀƴ ƛƳŀƎŜ ƎŜƴŜǊŀǘƛƻƴ ŀƛ ǘƻƻƭ ǘƻ ƎŜƴŜǊŀǘŜ Ǌƻōƻǘ ŦŀŎŜǎέ. In relation to the first text prompt, 

ChatGPT was asked to fill out the goals and frustrations of this persona, and finally ChatGPT was 

asked to use the previous information to generate 4 character traits. The information gathered from 

these interactions have been adapted to fit the format of the template and to fit better with the 

vision of the researcher. The image used is generated by Stable diffusion [6] using the prompt: 

άportrait photograph of a techsavy person, LinkedInέ мst generation. 
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4.2.4 Persona 4: prior experience, familiar with AI tool 
 

 
Figure 29: Persona 4, has prior experience and is already familiar with an AI tool 

For the biography the following text prompt was used within ChatGPT 4: ά/reate a persona of a 

person with prior knowledge of social robot design and is familiar with ai in general that will end up 

using an image generation ai tool to generate robot facesέΦ Lƴ ǊŜƭŀǘƛƻƴ ǘƻ ǘƘŜ ŦƛǊǎǘ ǘŜȄǘ ǇǊƻƳǇǘΣ 

ChatGPT was asked to fill out the goals and frustrations of this persona, and finally ChatGPT was 

asked to use the previous information to generate 4 traits. The information gathered from these 

interactions have been adapted to fit the format of the template and to fit better with the vision of 

the researcher. The image used is generated by Stable diffusion [6] ǳǎƛƴƎ ǘƘŜ ǇǊƻƳǇǘΥ άportrait 

photograph of a techsavy person, LinkedInέ мst generation. 

4.3 Interaction scenarios 
Interaction scenarios describe fictional situations in which personas interact with a potential product 

from the project. These scenarios are made up, but attempts have been made to keep the 

interactions as authentic and realistic as possible. These interaction scenarios show how each of the 

different personas might interact with the product helping to better understand the interests and 

needs of each user. 

4.3.1 Scenario: persona 1 
Rita's boss informs her about a new project that aims to teach children about emotions and empathy 

using robot faces. He emphasises the importance of realistic, expressive, and diverse robot faces for 

this project. To assist Rita in designing the robot faces, her boss provides her with access to a new AI 



 
35 

tool called DALL-E, which can generate robot faces based on text prompts. He explains that Rita can 

create robot faces simply by explaining what she wants in text. Rita becomes curious and excited 

about this new design tool. However, Rita also feels a sense of nervousness and being overwhelmed 

by the prospect of using new technology. As she has not used such advanced technologies before, 

she acknowledges the need to learn how to utilize the tool to its full potential. 

1. Rita searches online for what AI actually is and finds a lot of different news and social media 

articles explaining different things. She thinks she eventually gets what the technology is 

capable of but is still confused about all the different ways it is described.  

2. Like her boss told her, the articles mention that using AI technology is like talking like a 

ƘǳƳŀƴ ǿƛǘƘ ŀ ŎƻƳǇǳǘŜǊΣ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƻ ƭŜŀǊƴ ŀƭƭ sorts of difficult computer languages. 

3. wƛǘŀ ǘǊƛŜǎ ǘƻ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ǘƘŜ ǘƻƻƭ ǘƻ ǘŜǎǘ ƻǳǘ ƛǘǎ ŎŀǇŀōƛƭƛǘƛŜǎΣ ǎƘŜ ǳǎŜǎ ǇǊƻƳǇǘǎ ƭƛƪŜ άǊƻōƻǘ 

ǿƛǘƘ ŀ ǎƳƛƭŜȅ ŦŀŎŜέ ƻǊ άǊƻōƻǘ ǿƛǘƘ ŀ ǎŀŘ ŦŀŎŜέ ŀƴŘ ƛǎ ŀƳŀȊŜŘ ōȅ ǘƘŜ ƛƳŀƎŜǊȅ ǘƘŜ !L ǘƻƻƭ 

creates. 

4. ¢ƘŜ ƛƳŀƎŜǎ ŀǊŜƴΩǘ ŜȄŀŎǘƭy like Rita had in mind herself, and some looked better than others, 

but the images definitely help her with being able to come up with her own designs much 

easier. 

5. Halfway through her task, her boss sends Rita a guide explaining how to create effective text 

prompts for AI specifically for robot faces, to help her in her task. Rita reads through it and 

find the information very helpful. 

6. Rita is now even more amazed by the tool, getting to know that the images are all created by 

the AI and not just taken from the internet. 

7. She also tries to use the tool again with all the interesting information she now knows like 

being able to change the style of the image of the robot and she creates a few different sets 

of robots with emotions in different art styles for fun. 

8. Some of the images generated by the tool look so good that Rita feels like she can just hand 

in the images the tool generated, and as such she hands in a few pairs of generated images 

alongside her own creations. 

9. wƛǘŀΩǎ ōƻǎǎ ƛǎ ǾŜǊȅ ǇƭŜŀǎŜŘ ǿƛǘƘ ǘƘŜ ǊŜǎǳƭǘǎ ŀƴŘ ǘƘŜ ƛƴŎǊŜŘƛōƭŜ ǿƻǊƪ ŜǘƘƛŎ ǘƘŀǘ wƛǘŀ Ƙŀǎ ǎƘƻǿƴΦ  

10. !ŦǘŜǊ wƛǘŀ ŜȄǇƭŀƛƴǎ ǘƘŀǘ ǎƻƳŜ ƻŦ ǘƘŜ ƛƳŀƎŜǎ ŎŀƳŜ ǎǘǊŀƛƎƘǘ ŦǊƻƳ ǘƘŜ ǘƻƻƭΣ wƛǘŀΩǎ ōƻǎǎ ǘŜƭƭǎ ƘŜǊ 

that even though they look quite good, they should not use them because of potential 

copyright problems. Something that Rita did not know before that. 

11. Rita is pleased with the results and intends to use the tool more often for other projects too 

that might not necessarily require robot faces. 

4.3.2 Scenario: persona 2 
Lisa is assigned a project that requires her to design a social robot capable of interacting with 

humans in natural and empathetic ways. She recognizes the importance of creating robot faces that 

strike a balance between being expressive and appealing, without crossing into the uncanny valley. 

Lisa's professor offers her access to an AI tool that can generate robot faces using artificial 

intelligence. This tool presents an opportunity for Lisa to explore different styles and features of 

robot faces, potentially enhancing her design process and inspiring her own original creations. 

Despite her enthusiasm, Lisa feels a sense of apprehension about using the AI tool. She has heard 

about the hype surrounding ChatGPT and has seen fake videos circulating online, making her 

question the tool's complexity and whether it might be too advanced for her to effectively utilize. 

However, Lisa maintains a hopeful mindset and recognizes the potential of the AI tool.  

1. Lisa starts by coming up with some ideas for a social robot herself, what components are 

needed, how should the robot look etc. 
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2. Eventually Lisa runs out of ideas, but instead of calling it a day and continuing tomorrow, Lisa 

decides to ask the AI tool for some inspiration.  

3. {ƘŜ ŀǎƪǎ ŦƻǊ ŀ άǎƻŎƛŀƭ Ǌƻōƻǘ ǿƛǘƘ н ŎŀƳŜǊŀΩǎ Ŧor eyes, a speaker grill mouth and a friendly 

ǇŜǊǎƻƴŀƭƛǘȅέ  

4. ¢ƘŜ ǊŜǎǳƭǘǎ ǎƘŜ ƎŜǘǎ ŘƛǎŀǇǇƻƛƴǘ ƘŜǊ ŀ ōƛǘΣ ǿƘƛƭŜ ǘƘŜȅ ƭƻƻƪ ƛƴǘŜǊŜǎǘƛƴƎΣ ǘƘŜȅ ŘƻƴΩǘ ǊŜŀƭƭȅ ƛƴŎƭǳŘŜ 

everything she asked for. She must be doing something wrong, the pictures on the internet 

all look so real and convincing. 

5. Lisa decides to call it a day and come back to her research another time. 

6. The next day Lisa sees a post floating around on her social media about creating robot faces 

using AI technology, exactly what she needs! 

7. Lisa reads through the post and gets a lot of good new energy to try and work with the AI 

tool. The post has given her some confidence and a lot of interesting ideas to test out. 

8. The new images that Lisa is able to produce with the AI tool already look a lot better, they 

incƭǳŘŜ Ƴƻǎǘ ƻŦ ƘŜǊ ƛŘŜŀǎΣ ŀƴŘ ƛŦ ǘƘŜȅ ŘƻƴΩǘ ǎƘŜ ƪƴƻǿǎ ǎƘŜ Ŏŀƴ Ƨǳǎǘ ǊŜƎŜƴŜǊŀǘŜ ŀƴŘ ǘǊȅ ŀƎŀƛƴΣ 

ǘƘŜ ǊŜǎǳƭǘǎ ŀǊŜƴΩǘ ǇŜǊŦŜŎǘ ŜǾŜǊȅ ǘƛƳŜΦ 

9. The tool ends up speeding up the design process for Lisa a lot, and while she still needs to go 

over the details, she now has a rough shape of how she wants the robot to look, partially 

thanks to the generated images. 

10. Lisa intends to make the tool part of her design cycle from now on as it can definitely help 

her come up with some interesting or just funny ideas that might get her out of a creativity 

block. 

4.3.3 Scenario: persona 3 
Jonathan is introduced to a new project that requires him to delve into the state of the art when it 

comes to generative technology in specific fields. Jonathan starts testing out different AI tools but 

needs a benchmark to test how well each tool is compared to the others. A friend of Jonathan is a 

robot designer and as such Jonathan got the idea to let the tool generate robot faces and let his 

friend decide how convincing the faces looked. Although Jonathan has a solid foundation in writing 

text prompts for AI, he finds it challenging to create robot faces that meet the requirements of being 

both realistic and detailed in the context of social robot design. He recognizes that creating effective 

text prompts is crucial for the tool to generate the desired outcomes. Considering the difficulties he 

faces; Jonathan seeks resources that can guide him in creating text prompts specifically tailored to 

generating robot faces. He is determined to learn more about the principles and challenges of social 

robot design, with the aim of refining his approach and producing better results. 

1. WƻƴŀǘƘŀƴ ŦƛǊǎǘ ǘǊƛŜǎ ƻǳǘ Ƙƛǎ ǳǎǳŀƭ ǘŜȄǘ ǇǊƻƳǇǘǎ ǿƛǘƘ ǘƘŜ ŘƛŦŦŜǊŜƴǘ !L ǘƻƻƭǎΣ άǊŜŀƭƛǎǘƛŎ 

ǇƘƻǘƻƎǊŀǇƘ ƻŦ ŀ wƻōƻǘ ŦŀŎŜΣ ŘŜǘŀƛƭŜŘέ ŀƴŘ ŀƭǎƻ ǘǊƛes to make use of negative prompts where 

possible. 

2. ¢ƘŜ ǊŜǎǳƭǘǎ ǎŜŜƳ ǊŜŀƭƛǎǘƛŎ ōǳǘ ŘƻƴΩǘ ǎŜŜƳ ǘƻ ōŜ ŜǎǇŜŎƛŀƭƭȅ ƘŜƭǇŦǳƭΣ ǎƻƳŜ ŦǊŀƳƛƴƎ ƛǎǎǳŜǎ ƘŜ Ƙŀǎ 

ōŜŜƴ ǎǘǊǳƎƎƭƛƴƎ ǿƛǘƘ ōŜŦƻǊŜ ŀƴŘ ǎƻƳŜ ŘŜǘŀƛƭǎ ƘŜ ǿƻǳƭŘ ƭƛƪŜ ǘƻ ƘŀǾŜ ŘƛŦŦŜǊŜƴǘƭȅ ōǳǘ ƘŜ ƛǎƴΩǘ 

quite sure what more he can add to the prompt. 

3. To learn more about creating robot faces with AI, Jonathan starts looking on the internet for 

articles about the topic.  

4. Sadly, robot face specific prompt guides are a scarcity on the web and are not easy to find. 

5. He tries to read some articles about robot design in general and finds some interesting 

details he could specify in the prompts, but because he is not a robot design expert he is not 

sure what to do with all the information presented. 

6. Eventually Jonathan comes across an image of a poster on a blog, at first, he is sceptical 

ŀōƻǳǘ ǘƘŜ ǇƻǎǘŜǊ ŀǎ ƛǘ ŘƻŜǎƴΩǘ ǎŜŜƳ ŜȄǘǊŜƳŜƭȅ ŀŎŀŘŜƳƛŎΦ .ǳǘ ǎƻƳŜǘƘƛƴƎ ƛǎ ōŜǘǘŜǊ ǘƘŀƴ 

nothing and he reads through it anyways. 
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7. After reading through the poster, Jonathan is happily surprised about the usefulness of the 

information. Of course, some academic papers will go through the topic in greater detail, but 

ǎŜŜƛƴƎ ŀǎ ǘƘƻǎŜ ǇŀǇŜǊǎ ŘƻƴΩǘ ǎŜŜƳ ǘƻ ŜȄƛǎǘ ȅŜǘ ǘƘƛǎ ǇƻǎǘŜǊ ƻŦŦŜǊǎ ǎƻƳŜ ƘŜƭǇŦǳƭ ŘŜǘŀƛƭǎΦ 

8. Jonathan takes some of the tips and keywords presented in the poster and adds them to his 

prompts. The quality of the images increases, and Jonathan is happy with the results. 

9. Jonathan shows the results to his robot designer friend and his friend is surprised with the 

quality of the generated images. Jonathan shows him the poster he found and encourages 

his friend to read through it and maybe use it in his own process. 

4.3.4 Scenario: persona 4 
David, a social robot designer with a background in computer science and psychology, is passionate 

about developing robots that can engage with humans in natural and captivating ways. He recognizes 

the potential of artificial intelligence and wants to start using AI in his own workflow. He imagines 

that using AI in his design process could seriously speed up his process and could let him spend time 

on other important aspects of the design like the realization of a physical version of a robot face for 

example.  

1. David starts looking around for AI tools that can specifically generate realistic and useful 

robot faces, however he cannot find such tools. 

2. David then turns to the conventional tools like DALL-E and stable diffusion to generate some 

faces with. 

3. David can create some very specific prompts with his knowledge of both robot design and AI 

prompting and as such is able to get some pretty interesting results. 

4. He does run into some minor problems however that cause him to have to run a lot of 

different iterations of his prompts.  

5. ¢Ƙƛǎ ƛǎƴΩǘ ŜȄŀŎǘƭȅ ŀ ǇǊƻōƭŜƳ ŦƻǊ ǎǘŀōƭŜ ŘƛŦŦǳǎƛƻƴΣ ōǳǘ Ƙƛǎ 5![[-E account quickly runs out of 

credits, and he slightly prefers DALL-E over stable diffusion. 

6. ²ƘƛƭŜ ǘŀƭƪƛƴƎ ǘƻ ŀ ŦǊƛŜƴŘ ŀōƻǳǘ Ƙƛǎ ƛŘŜŀǎ ǘƻ ŎƻƳōƛƴŜ !L ŀƴŘ Ǌƻōƻǘ ŘŜǎƛƎƴΣ 5ŀǾƛŘΩǎ ŦǊƛŜƴŘ 

shows him a poster he had heard about from another friend. 

7. The poster shows information about using AI to generate robot faces and is exactly what 

David has been looking for. 

8. The poster looks cool and has some interesting information containing it. most of it was 

already clear to David, but after reading the poster, some things just felt like they slid into 

place fully. 

9. David was now able to more effectively use terms to convey his ideas, and while the images 

are not as realistic as his own drawings can be, he is able to generate them a lot faster and in 

much higher quantities. 

10. David seems to think the tool can be a useful addition to his design process and he might 

start telling more friends about using AI when designing. 

4.4 Preliminary requirements from user analysis 
The list of preliminary requirements is a set of features and functions that the project should provide 

to meet the needs and expectations of the users and other stakeholders. The requirements are 

derived from the stakeholder analysis results, as well as from the existing documents and sources 

related to the project scope and objectives. The requirements should be clear, concise and 

consistent. They should also be prioritized according to their importance and urgency for the project 

success. 

1. The tool should be designed with user-friendliness in mind to avoid discouraging 

inexperienced designers from using AI in their design process. 
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2. The tool should include warnings regarding potentially undesirable outputs and copyright 

infringement and emphasize the need for caution when using the tool. 

3. The tool should be designed to have something interesting for everybody, so that even 

advanced users might still learn a thing or two from using the tool. 

4. The tool should allow for personalization of the generation prompt, to adapt the image to 

the ideas of the robot designer and their client. 

5. The tool should not rely exclusively on online image generation models and ideally should 

have the capability to be stored and executed locally, this to avoid dependence on the 

owners and researchers behind a used AI model. 

6. The tool should be cost-effective, striving to minimize expenses for both designers and 

developers, while maintaining its functionality and quality.  
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5. Ideation  
As stated in the methodology the ideation phase is the first phase in the Creative Technology design 

method. In this phase new concepts and ideas get generated, these concepts and ideas are built 

upon the knowledge gained from the background research performed in Chapter 2 and take into 

account requirements set in the user analysis. In the end, the preliminary requirements will be 

revisited and passed on to the specification phase, and two selected concepts will be further 

developed during the realization phase. 

5.1 Initial conceptualization 
The graduation project's initial concept emerged from an early brainstorming session. The initial 

proposal presented a broad and flexible framework, allowing the researcher to shape it as they saw 

fit . The brainstorming session resulted in the development of an initial concept, which influenced the 

researcher's choice of the topic. The envisioned goal of the project was to develop a fully self-built 

and trained AI system that could generate robot faces with varying characteristics based on user 

input, the level of user input required would depend on the experience of the user. The user 

interface was later envisioned to resemble a specific Wii-style character selection process as 

described in more detail in Chapter 2, with distinct options that could be accessed via an advanced 

menu. Additionally, the AI system would incorporate an "eraser tool" feature, which resembles the 

functionality of OpenAI DALL-E, to allow for the regeneration or removal of specific facial features.  

This approach to ideation can be seen as technology-driven, where technology, more 

specifically AI, serves as the starting point and motivating force for generating new ideas. This 

methodology is in line with the principles of 'tinkering', as described by Mader and Eggink [50]. 

Tinkering refers to the process of taking existing technology and coming up with novel applications 

for that technology. 

5.2 Collaborative Ideation with Supervisor 
During several meetings with the project supervisor, various ideas were generated, and the initial 

concept was adjusted to align with the project timeline and available resources. At first, the idea of 

utilizing the Robot Facebook database was encouraged. However, after research was conducted on 

developing personalized Image Generation models, it was realized that this task would most likely 

exceed the scope of the project.  Training a model from scratch would be very time-consuming and 

adapting an existing model with new photos had its own limitations that required further 

investigation. Considering the ambitious plans for the user interface of the tool, it became evident 

that this approach would thus not be feasible. Additionally, given the remarkable advancements in 

various AI technologies during the project's timeline, it was observed that the performance and 

quality of content generated by existing image generation models would far surpass a viable 

alternative.  

As such, the idea of a self-built and/or trained AI system was put on lower priority and 

alternative approaches were considered. A new approach consisted of replacing the άǎŜƭŦ-built and 

ǘǊŀƛƴŜŘ !L ǎȅǎǘŜƳέ with an already existing image generation model and excluding advanced 

functionality like an eraser tool function. The new approach would dig deeper into the engineering of 

a text prompt, as these prompts are the main way of interacting with existing image generation 

models. 

5.3 Brainstorm session 
With this new approach came new ideas for an end result, as the focus of the project was no longer 

specifically on creating an image generation model itself, but rather on the way one interacts with an 

image generation model. To structure these new ideas another brainstorming session was held and 

the results documented.  
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5.3.1 Concept 1 
One of the concrete concepts generated was an adaptation of the initial concept of the project. This 

concept involves an application with several pre-programmed options, such as άƎŜƴŜǊŀǘŜ a care 

robotέ, άƎŜƴŜǊŀǘŜ ŀ security robotέ, άƎŜƴŜǊŀǘŜ ŀ waiter robotέ, and an advanced option. These 

options generate a text prompt for the user that is sent to an existing image generation model. The 

generated text prompts contain pre-programmed text, such as "photograph of", "realistic robot 

faceέ, "no painting", "no drawing", and "no art". These pre-programmed prompts ensure that the 

user obtains realistic robot faces that are helpful in the design process rather than solely aesthetically 

pleasing but functionally inaccurate. Other pre-programmed prompts will make sure that when the 

user asks for a waiter robot, specific features of a waiter robot are included in the prompt. This 

however, poses a challenge that emerged during background research which was that the optimal 

look of a robot in a particular environment depends heavily on the user's perception and expectation 

of that environment. Therefore, this approach might require a setup screen where the user can input 

their preferences or their target audience's preferences, adjusting future prompts to the key features 

the user liked more. 

 
Figure 30: A simple version of concept 1 visualized within Figma 

A more advanced feature that could be added to the tool is Image-To-Image AI. Unlike Text-

To-Image, which is used in the initial concept, Image-To-Image allows users to select a generated 

image and use it as input to generate new images that share similarities. This feature can potentially 

result in more accurate end results that align closely with the user's preferences. To implement this, 

a Wii-style character selection process can be envisioned, offering users an infinite selection of robot 

faces with varying similarities. Users can exit this process at any point and further customize the 

robot face to their liking using menus and sliders. This would represent the same advanced option as 

can be chosen at the start of the tool. 

This advanced option would be a character creation-style menu where adjustments can be 

made using dropdown menus and sliders. These sliders would grade different keywords related to 

image generation prompts on scales such as masculinity, friendliness, and familiarity. The dropdown 

menus would offer different image styles or use-case scenarios for further customization. 
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5.3.2 Concept 2 
A second concept is similar to the first concept but proposes the use of an image generation model 

that is expanded by the database Ψthe robot facebookΩ. This is instead of an unchanged existing 

model as in the first concept. As said before, training an existing image generation model with new 

photos has its own limitations that required further investigation. As such this approach would mean 

limiting the time that can be spent on the design of the tool as it will go deeper into the mechanics. 

For this approach, Huggingface offers a starting point when it comes to resources that can be 

utilized. Huggingface provides guides on how to use and train image generation models. 

5.3.3 Concept 3 
A third concept is in the form of a guide that assists a designer in using (existing) image generation 

models. This guide can be created either generally or with a specific image generation model in mind. 

The guide will explain the creation of a text prompt that is used as input for these models and guides 

the user in selecting the right words and terms to ensure easy and accurate image generation. 

Compared to the first two concepts this guide may make the process more challenging for 

inexperienced designers and potentially discourage them from using AI in their design process, as 

using an existing tool like DALL-E or Stable Diffusion can seem very daunting. On the other hand, it 

allows for more freedom in image generation and eliminates the need for a setup screen to 

personalize the process for a specific user, as users are still required to phrase the text prompts 

themselves, making it easier to give their own spin on the prompt.  

5.4 Preliminary requirements from ideation 
In conclusion, there are still a lot of open-ended concepts for the project so far, but they do indicate 

a series of requirements that should not be forgotten when designing a prototype. 

1. The tool should enable and/or simplify the generation of robot faces with varying 

characteristics based on user input. 

2. The tool should use existing image generation models instead of building a self-built and 

trained AI system, to ensure the quality and performance of generated content and to save 

time to spend on the user experience. HuggingFace can help in the integration of these 

models.  

3. The tool should speed up the process of using an image generation model and coming up 

with an effective prompt. 

4. The tool should allow the user to use its preferences or the preferences of others as input to 

adjust the prompts and get more personalized results. 

Some optional requirements not set in stone but could help as guidelines in specific 

prototypes include: 

1. The user interface could resemble a specific Wii-style character selection process. 

2. The tool could incorporate an "eraser tool" feature to allow for the regeneration or removal 

of specific facial features. 

3. The tool could include an advanced feature that allows the user to select a generated image 

and use it as input to generate new images that might be similar. 

4. The tool could assist a designer in using image generation models by explaining the creation 

of a text prompt and guiding the user in selecting the right words and terms to ensure 

accurate image generation. 

5. ¢ƘŜ ǘƻƻƭ ŎƻǳƭŘ ōŜ ǘǊŀƛƴŜŘ ōȅ Řŀǘŀ ŦǊƻƳ ǘƘŜ Ψwƻōƻǘ ŦŀŎŜōƻƻƪΩ database. 
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6. Specification  
 Within the specification phase, the preliminary requirements from the previous chapters are 

reviewed once more and then transformed into the actual specifications of the final prototype(s) for 

this project. 

6.1 Requirement list 
During the user analysis and ideation phase, lists of preliminary requirements were established. In 

the specification phase, these requirements have been reviewed by the researcher to assess their 

feasibility, importance, and ability to meet the needs of potential users. The personas and their 

scenarios assisted in evaluating whether the requirements align with potential userΩǎ scenarios and 

to determine their level of importance. Additionally, as an iterative process, the results from the user 

experiment were used to adjust the importance levels of the requirements. To provide a systematic 

overview of the determined importance and relevance of each requirement, MoSCoW categorization 

is used. MoSCoW categorization categorizes requirements into must-have, should-have, could-have, 

and will-not-have, allowing for prioritization [54].  

To distinguish between must-have and should-have requirements, the criticality and impact 

of the requirements on the project's core functionality and goals were considered. Must-have 

requirements were identified as features that are fundamental to achieving the project's primary 

objectives. Should-have requirements were identified as important features that significantly 

enhance the user experience and project outcomes, but are not as important as the must-have 

requirements. By distinguishing between these two requirements, the focus could be laid on 

delivering the core functionalities first, ensuring that the primary objectives are met. If time and 

resources permit, the should-Have requirements could be implemented to further enhance the 

product's quality. The could-have requirements were taken directly from the ideation requirements 

and were already categorized. 

 

Requirements MoSCoW 

1. The tool must be designed with user-friendliness in mind to avoid 
discouraging inexperienced designers from using AI in their design 
process. 

Must have 

2. The tool must include warnings regarding potentially undesirable outputs 
and emphasize the need for caution when using the tool. 

Must have 

3. The tool must allow the user to use its preferences or the preferences of 
others as input to adjust the prompts and get more personalized results. 

Must have 

4. The tool must assist a designer in using image generation models by 
explaining the creation of a text prompt and guiding the user in selecting 
the right words and terms to ensure accurate image generation. 

Must have 

5. The tool should enable and/or simplify the generation of robot faces with 
varying characteristics based on user input. 

Should have 

6. The tool should be easily sharable to reach as many potential users as 
possible and make them aware of the capabilities of AI. 

Should have 

7. The tool should be cost-effective, striving to minimize expenses for both 
designers and developers, while maintaining its functionality and quality. 

Should have 

8. The tool should be designed to have something interesting for everybody, 
so that even advanced users might still learn a thing or two from using the 
tool. 

Should have 

9. The tool should not rely exclusively on online image generation models 
and ideally should have the capability to be stored and executed locally, 
this to avoid dependence on the owners and researchers behind a used AI 

Should have 
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model. 

10. The tool should speed up the process of using an image generation model 
and coming up with an effective prompt. 

Should have 

11. The tool could incorporate an "eraser tool" feature to allow for the 
regeneration or removal of specific facial features. 

Could have 

12. The tool could include a feature that allows the user to select a generated 
image and use it as input to generate new images that might be similar 
using a specific Wii-style character selection process. 

Could have 

13. The tool could utilize a self-built and trained AI system instead of relying 
on an existing image generation model. This approach would offer more 
control over the output of the model and the potential to generate more 
accurate results. 

Could have 

14. ¢ƘŜ ǘƻƻƭ ŎƻǳƭŘ ōŜ ǘǊŀƛƴŜŘ ōȅ Řŀǘŀ ŦǊƻƳ ǘƘŜ Ψwƻōƻǘ ŦŀŎŜōƻƻƪΩ ŘŀǘŀōŀǎŜΦ Could have 

Table 1: Requirements 

  



 
44 

7. Realisation  
During the realization phase, several prototypes were developed for the project. These prototypes 

were based on the final requirements derived from the previous chapter. Multiple iterations were 

necessary to refine and improve the prototypes before arriving at the final result. 

7.1 Prototype 1 
The first prototype is based on the first concept generated during the ideation phase. This concept 

was aimed to utilize an existing AI model for image generation and provide it through a user-friendly 

platform, lowering the entry barriers for users to try generative technology. To implement this 

concept, Python was initially chosen as the programming language for developing a user-friendly 

application capable of running and accessing an existing image generation model. Python uses simple 

syntax and has a wide range of open-source libraries which can be used within projects, greatly 

expanding the language's capabilities. 

One of the main challenges of image generation models is that they can be extremely 

computationally intensive. Most models can run on simple hardware, but to be able to generate new 

images fast, a beefy graphics card is needed with high amounts of VRAM. Some companies, such as 

OpenAI and Stability AI, offer online access to their models through Application Programming 

Interfaces (APIs). These models are being run on very capable servers and thus these companies can 

provide the requirements needed for fast image generation. However, accessing these APIs comes at 

a cost, as users are required to pay through token systems. When it comes to a cost-effective 

solution, this is not a very favourable option. As such alternative approaches were explored, such as 

running the program on a local system. However, running the model on a local system does not 

resolve the issue of resource-intensive image generation models, as they would either run slowly or 

not at all on a local machine. 

Eventually, the decision was made to utilize a web service called JupyterLab, provided by the 

University of Twente. JupyterLab is a web-based interactive development environment for 

notebooks, code, and data. Its flexible interface allows users to configure and organize workflows for 

various applications, including data science, scientific computing, computational journalism, and 

machine learning [55]. By utilizing JupyterLab, the image generation model can be executed on a 

remote server with greater computational power and memory compared to a typical local machine, 

as can be seen in Figure 31. Importantly, JupyterLab is available free of charge for students at the 

University of Twente. 

 
Figure 31: Hardware options available on JupyterLab 
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Figure 32: Typical JupyterLab environment 

JupyterLab primarily utilizes Jupyter Notebook files, which allow for code execution in small 

blocks with explanatory text accompanying these blocks. This format also supports running 

notebooks on other platforms like Google Collab, another free online service for running Jupyter 

notebooks. This allows users who are not affiliated with the University of Twente to utilize the 

program as well. 

7.1.1 The Image generation Model 
When it comes to the choice of an image generation model, an online community called HuggingFace 

offers a wide range of different models and methods for interacting with them. Most of the models 

provided by HuggingFace are open source and do not require any credits to be used. HuggingFace 

also provides a Python library that includes pipelines, among other features, which simplifies the 

process of using various models, including for example diffusion models.  

 
Figure 33: Showcase of the different models available, 261095 models across different categories 

HuggingFace, along with other online sources, provide guides on how to use these pipelines 

and specific models. However, as the technology is extremely new and ever evolving, these guides 
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can quickly become outdated. As a result, a variety of different guides have been utilized to ensure a 

comprehensive and fully functional outcome. 

For this project, the Stable Diffusion model from Hugging Face was chosen. This decision was 

based on the model's popularity, as it is the most downloaded model on the website. Additionally, 

many other models available on the website are built upon versions of Stable Diffusion. Another 

reason for selecting this model is its transparency in terms of training methodology, data usage, and 

an estimate of CO2 emissions, which are all provided in the model card available on Hugging Face 

[56].  

7.1.2 The Result 
The result is a Jupyter Notebook that users can download and open in any environment that supports 

the ".ipynb" file format. In the context of this project, the file will most likely be opened in the 

JupyterLab environment provided by the University of Twente. The notebook includes explanations 

of its purpose, the technologies it utilizes, and provides a basic understanding of how these 

technologies work. Additionally, it provides step-by-step instructions on how to use the notebook 

effectively. 

Figure 34 shows the introduction of the tool, providing some context on how the tool came 

to be, followed by an explanation of how the image generation model works. The explanation is 

written is such a way that unexperienced users can still grasp of what is going on behind the scenes. 

 
Figure 34: Introduction to the tool 

Following the introduction, a step-by-step process is written out explaining what to do to get 

the tool to work. The first step explains that for the program to work, several libraries need to be 

installed. The most important library is the "diffusers" library, Additionally, libraries such as "torch", 

"transformers", "accelerate" and others from HuggingFace are also necessary. In the second step, 

users are instructed to import these libraries into the current session and run a code snippet that 

introduces the "image grid" function. This function allows for the creation of a grid consisting of 

multiple pictures merged into a single frame later on. These two steps are displayed in Figure 35, the 

users are asked to run each of the grey boxes underneath the explanations. 
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Figure 35: Step 1 and 2 from the generative AI tool 

In the third step, visible in Figure 37, the stable diffusion model is downloaded using the 

.from_pretrained() function from the diffusers library. The "StableDiffusionPipeline" is a specific 

pipeline designed for stable diffusion, incorporating the necessary components to run the model. A 

pipeline simplifies the process of using an image generation model like stable diffusion, as stable 

diffusion consists of multiple interconnected parts.  

To provide a brief explanation, the simplest form of the pipeline consists of a UNet model 

and a Scheduler. The UNet model is a neural network architecture specifically designed for denoising 

images. Its name comes from its U-shaped structure as displayed in Figure 36, consisting of an 

encoder and a decoder. The encoder compresses the input image, extracting important features, 

while the decoder reconstructs the image by expanding this compressed representation, gradually 

improving its quality and reducing noise [57].  

 
Figure 36: UNet architecture Source: [57] 
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The Scheduler manages the denoising process. The pipeline is initialized with a 

predetermined number of steps, and the Scheduler generates a schedule based on these steps. At 

each scheduled step, the UNet model processes a portion of the image and produces an output. This 

iterative process continues, with each output being fed back as input for the subsequent step. By 

following this scheduled approach, the denoising process is systematically executed, making sure 

that the noise reduction in the image is done effectively. 

The .to("cuda") command ensures that the entire process is performed using available 

graphics card(s), significantly accelerating the computational speed. 

 
Figure 37: Step 3 from the generative AI tool 

Figure 38 contains the interactable section of the notebook file, as it is the section where the 

user can write their own prompt and negative prompt, the section explains what the terms mean and 

where to find more information about formulating effective prompts. The prompt is the input 

provided to the image generation model, specifying the desired characteristics or attributes of the 

generated image. It can include details such as the appearance, style, or context of the image. The 

negative prompt is an optional input that allows users to specify what should not be included in the 

generated image. 

 
Figure 38: Step 4 from the generative AI tool 

In Figure 39, the core processing takes place. This is where the prompt and negative prompt are 

combined with the actual diffusion model. Then the calculation occurs and the duration of this 

process depends on the hardware being used. It can range from 30 seconds to 30 minutes or even 

longer. The variable άnum_imagesέ allows for the generation of multiple images, while the 

άimage_gridέ function ensures that the generated images are displayed in a visually appealing grid 

format. Finally, άdisplay(grid)έ is used to show the generated images, completing the process. Step 5 

also includes a warning message which advises users to exercise caution. This warning acknowledges 
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the potential of encountering uncomfortable or inappropriate images as well as the possibility that 

the generated images may be subject to copyright. 

 
Figure 39: Step 5 from the generative AI tool 

 Figure 40 Shows some images that have been generated by the tool using the prompt άwƻōƻǘ 

ŦŀŎŜέ. The generation process was conducted on the JupyterLab environment provided by the 

University of Twente, utilizing the Nvidia A10 server, as shown in Figure 31. It took approximately 30 

seconds per image, resulting in a total generation time of 2 minutes. Another generation was 

performed without the .to("cuda") in step 3. This caused the generation process to run on the CPU 

instead of the graphics card, resulting in significantly slower performance. It took approximately 30 

minutes to generate a single image. 

 
Figure 40: Images generated by the generative tool 

7.1.3 Complications of prototype 1 
Sadly, the images presented in Figure 40 represent a limited set of generated images due to various 

challenges encountered during the development of the tool. Throughout the development process, 

numerous bugs were identified and resolved. However, a persistent error continued to resurface, as 

depicted in Figure 41, the error indicated that the graphics card had insufficient memory.  

Efforts were made to try and resolve the error, including rerunning the notebook file, 

resetting the environment, switching servers, and reinstalling used libraries. Additionally, two friends 

of the researcher, both computer science graduates, offered their assistance. However, it was found 

that, due to the shared nature of the environment, there was a limit placed on the amount of access 

an individual user could have. As a result, certain measures like resetting the graphics card or simply 

updating drivers were not possible. As a result, a solution to the error could not be found. 
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The situation was made even more frustrating as the error message was not consistent. 

Sometimes the tool would work fine and sometimes not. While the tool worked fine during pre-

testing a day before the planned experiment, it failed to function on the day of the experiment. This 

technical difficulty severely impacted the ability to conduct the experiment as intended, as there was 

uncertainty about whether the tool would work (reliably) or not.  

 

 
Figure 41: Error message about a lack of memory for the tool 

As a result, the originally outlined experiment, as described in the research methodology, 

could not be executed as intended. Consequently, an alternative experiment had to be devised last 

minute to meet the research objectives within the given constraints. This adjustment allowed for the 

continued progression of the project while working around the limitations imposed by the 

unresolved error. 

7.2 Prototype 2 
Due to the challenges encountered with the first prototype, the decision was made to retain the 

existing progress of the project and shift the focus towards another aspect: the usability and user-

friendliness of an image generation model. It was initially envisioned by the researcher that working 

with an image generation model could be intimidating for the average user. While a user may be 

familiar with navigating the interface of a particular model, they might face difficulties in effectively 

interacting with the model itself. 

To generate effective and desired visuals model, a user is required to form a text prompt that 

accurately describes their intended image. When a description becomes less precise, it gives the 

model greater freedom to introduce its elements into an image to complete it. As such it is important 

for a user to strike a balance between providing enough specificity to have the generated image be 

related to their project, while perhaps also leaving room for the model to generate inspiring and 

interesting variations that may not have been previously considered. This is especially important 

when considering image generation models as potential inspirational tools during a design phase. 

 With this in mind, it is not hard to imagine that a user might get very overwhelmed by what 

and what not to include in their text prompts. As such, another concept generated during the 

ideation phase was deemed valuable for further exploration: the development of a guide on how to 

design an effective text prompt. The primary objective of this guide would be to provide users with 

the necessary assistance in navigating the complexities associated with generating meaningful 

prompts. By offering insights, recommendations, and best practices for optimal interaction with the 

image generation model, the guide aims to alleviate user confusion and enhance their overall 

experience. 

7.2.1 Conceptualization 
Defining what constitutes a guide is not a simple task, as guides can come in various forms and 

lengths. They can range from comprehensive books spanning hundreds of pages, covering every 

possible variation for solving a specific problem, to concise step-by-step instructions on a single sheet 

of paper.  

In the realm of image generation models, several guides already exist on the internet, 

addressing different aspects and techniques for achieving desired or more accurate results. Most of 

these guides offer insights into framing effective text prompts, as in Figure 42.  
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Figure 42: ΨThe only ChatGPT guide you'll ever needΩ LinkedIn post Source: [58] 

Specific guides on prompt engineering for image generation models like from Ψstable 

diffusion artΩ [59] emphasize that a well-phrased text prompt consists of multiple components, 

including the main subject, lighting conditions, surrounding elements, desired style, and more. 

Additionally, some image generation models support the use of negative prompts, enabling users to 

specify what should not be included in the generated image, as such guides exist on this topic too 

[60]. While these guides serve as great resources for creating more effective text prompts, the field 

of prompt engineering is constantly improving and there is always room for further exploration and 

refinement. 

In the development of a guide for designing an effective text prompt, it is important to build 

upon the existing knowledge and insights while providing additional value to users. The guide should 

not just replicate the information found in existing resources but should also aim to enhance the 

understanding and practical application of designing text prompts. In the case of this project, the 

guide must include how to specifically address this existing information in the context of robot faces, 

and the guide will also include findings made during the course of the project already. It should 

explore the unique considerations and challenges that arise when phrasing prompts to generate 

robot faces using image generation models.  

To integrate the existing information, project findings, and specific considerations for robot 

faces effectively, the guide should be structured in a coherent and organized manner. It can begin by 

providing an overview of the key concepts and principles of designing text prompts for image 

generation models in general. Following up, it should delve into the nuances and considerations 

specific to robot faces, drawing upon the relevant literature and project-specific insights. The guide 

can incorporate practical examples, step-by-step instructions, and visual aids to facilitate 

understanding and application. 

With this information in mind, the next step was to design a guide. After careful 

consideration of various guide formats, the decision was made to create a poster as the chosen 

format. The poster serves as a concise and visually engaging tool to convey information effectively. It 

is also easily shareable, allowing it to reach a wide audience and inform as many people as possible 

about generating robot faces using AI. To create the poster, the tool Canva was used. Canva is a user-

friendly graphic design platform that offers a range of templates and customization options, making 

it ideal for creating visually appealing posters [61]. 

7.2.2 The result 
The title of the guide was selected as "Generate Robot Faces Using AI" and the content of the guide 

is divided into several sections, covering different aspects of the image generation process. For a 
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comprehensive view of the guide, please refer to Appendix A, where the full poster is available for 

reference.  

The first section of the poster includes two blocks, also displayed in Figure 43, covering the 

basics of AI, image generation, and prompt engineering. This section is included to give the user 

some basic understanding of terms and the topic in general. 

 
Figure 43: First section of the guide, explaining AI and the purpose of the guide and a section explaining text prompts 

Following this section, a warning message is provided highlighting the potential risks 

associated with using image generation models as displayed in Figure 44. These models are trained 

on large amounts of scraped data and, although efforts are made to filter inappropriate content, 

errors can occur due to the autonomous nature of this process. Additionally, it is often unclear what 

specific data different image generation models are trained on and whether the training data 

includes unauthorized use of artists' work. Therefore, there is a risk of generating images that 

infringe on copyright and raise ethical concerns. It is thus emphasized that these images should only 

be used as sources of inspiration and not for commercial purposes. It is important to respect the 

rights of artists and be aware that the legal landscape surrounding generated images is still limited 

and unclear, resulting in potential legal consequences such as lawsuits or fines if caution is not 

exercised. 

 
Figure 44: Warning message 

After the warning message, a small introduction is provided on how to write a text prompt. 

This section, displayed in Figure 45, outlines the basic structure of a text prompt and offers some 

basic considerations when creating one. Not every single component of a prompt needs to be 

included, as users have the flexibility to choose which elements they want to incorporate while still 

achieving interesting results. 


































