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Opening Address
Katsuo lkeda (Chairman, Kyoto Prize Selection Committee; Professor, Department of Information
Science and Technology, Osaka Institute of Technology)

Introduction to Laureate
Akinori Yonezawa

Laureate Lecture
Alan Curtis Kay
“Making the Invisible More Visible — Children, Powerful Ideas, and Technologies”

Lecture

Takeo Igarashi (Assistant Professor, Graduate School of Information Science & Technology, the
University of Tokyo)

“3D Graphics for Everyone”

Lecture

Akikazu Takeuchi (Senior General Manager, Personal Solutions Business Group, Sony Co.)
“Graphical Expression on the Web”

Lecture
Toyoaki Nishida (Professor, Graduate School of Informatics, Kyoto University)
“Towards Communicative Intelligence — Enabling Conversations Beyond Space and Time”

Lecture
Hideyuki Takada (Researcher, Graduate School of Informatics, Kyoto University)
“Experiences and Future of Computer-based Education on Creativity”

Intermission

Panel Discussion
“Future of Personal Computing and Education: Breakthrough Needed?”

Moderator Akinori Yonezawa

Panelists Alan Curtis Kay
Takeo lgarashi, Toyoaki Nishida, Hideyuki Takada, and Akikazu Takeuchi

Closing

Organized by Inamori Foundation

Supported by Kyoto Prefectural Government, Kyoto City Government, and NHK

Cooperated by The Information Processing Society of Japan, The Institute of Electronics, Information and
Communication Engineers, and Japan Society for Software Science and Technology
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The Laureate Lecture

Dr. Alan Curtis Kay (U.S.A., b. 1940)

Computer Scientist
President, Viewpoints Research Institute

Making the Invisible More Visible --- Children, Powerful Ideas, and
Technologies

The most important questions we've been asked over the years about our work are:

e What are powerful ideas?

e Why are they important?

e Why should we teach them to young children as well as adults?

o What can children learn, and how can they best learn it?

e Why and how can computers be a critical aid in helping people learn powerful
ideas?

e What are the relationships between learning how to think and becoming more
sane?

By “powerful idea”, we mean “ideas that provide great amplification in many
important areas”, such as:

e Reading and writing

e Equal rights for all human beings

o Differential models and simulations (which provide much of the “language of
nature” for the physical sciences)

e Science as a negotiation between our abilities to represent and “what’s out
there”, and how to do that negotiation

Many of the invented powerful ideas are less natural, non-obvious, and even
counter to normal commonsense. They have usually given rise to more formal
approaches to schooling and learning. Some seem so difficult to learn — such as
“Equal rights for all” — that we don’t have good ways to ensure that the ideas will hold
up under the important extreme situations where they would do the most good.

There are many reasons to learn things, ranging across dealing with the practical
problems of life, getting a better job, gaining enlightenment, etc. But here we are
most concerned with helping people to acquire more accurate and useful perspectives
on the world, including human beings and themselves. That is, our main goal is to
help people learn to think better, not just logically better, but also epistemologically
better: to gain a much stronger handle and stance about what knowledge is about
and how these additional perspectives can help them better deal with stresses that
would normally bring forth the disastrous instinctive responses that have been the
bane of human history.
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Abstract

Takeo Igarashi
Assistant Professor, Graduate School of Information Science & Technology, the University of
Tokyo

3D Graphics for Everyone

3D computer graphics has become very popular today. People see a lot of
beautiful images in movies, TVs, and video games everyday. However, if you
carefully examine the way 3D graphics are used today, you will find that only
professional experts create 3D graphics and we just "consume" visuals created
by such experts. This is unfortunate. One reason is that the tools for creating 3D
graphics are still too difficult to use. Our research goal is to improve the
situation by providing such 3D graphics tools that everyone, including children,
can use 3D graphics as a daily communication tool or self-expression tool. In this
talk, I will demonstrate some of the tools we have developed in recent years
including a sketch-based 3D modeling system, an easy-to-use tool for putting
clothing on 3D characters, animation authoring tool, and "cuttable” 3D models.
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Abstract

Akikazu Takeuchi
Senior General Manager, Network Service Division, Network Service Center
Personal Solution Business Group, Sony Corporation

Graphical Expression on the Web

It was in 1994 that VRML was proposed to be an interchange format for
3-dimensional models on the web. Its first specification was defined in 1995
and its version 2.0 specification in 1997. Since then, not many models have
been published on the web, although it was expected that many individuals
create many models and exchange them each other on the web. This is not only
because it is rather difficult for an individual to create an interesting
3-dimensional model, but also because VRML was powerless to create such rich
contents that stir a viewer’s imagination. Indeed we see a lot of stirring
multimedia contents today in broadcasting, movie and games that combines
3—-dimensional model, still and motion picture and sound. VRML is just CG
and CG is just raw material in these contexts. Aiming at more expressive
power, we are developing a description language and a rendering engine, called
Blendo, which is an extension of VRML. Blendo enables an integration of
3-dimensional models and other media to enrich individual expression on the
web. In this talk, we will present an expressive power of Blendo through a
couple of demonstrations.
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(Social Intelligence Design)

Toyoaki Nishida
Professor, Graduate School of Informatics, Kyoto University

Towards Communicative Intelligence—Enabling Conversations Beyond Space and

Time

The advent of the Internet and ubiquitous network technologies has brought about
a huge amount of knowledge sources available online. In order to turn the
accumulated knowledge into useful intellectual assets, we need to solve what we
call the understanding and communication bottlenecks, which are caused by the
limitation of the cognitive capability of people. Communicative Intelligence is a
step towards solving the understanding and communication bottlenecks by
inventing communicative artifacts that enable people and artifacts to interact with
each other in a natural fashion. 1 place a particular emphasis on the use of
conversational communications, for conversation is the most natural and effective
means for people to manifest their intelligence. The key idea is conversation
gquantization, a technique of approximating a continuous flow of conversation by a
series of conversation quanta that represent points of the discourse. Conversation
guantization enables to implement a rather robust conversational system by basing
it on a large amount of conversation quanta collected from the real world. 1 survey
major results concerning acquisition, annotation, adaptation, and understanding of
conversation quanta. | also emphasize that the development of Communicative
Intelligence should accompany a proper means of understanding and assessment,
for Communicative Intelligence will deeply influence our spiritual world in a long
run, as it is embedded in the society as an integral and unconscious part of the
human society. | introduce the notion of social intelligence as the ability to
understand other social actors/agents and interact effectively with them and
propose Social Intelligence Design as a new research field. Social Intelligence
Design as a research field attempts to integrate understanding and designing social
intelligence.
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Abstract

Hideyuki Takada
Researcher and Visiting Associate Professor, Graduate School of Informatics,
Kyoto University

Experiences and Future of Computer-based Education on Creativity

In today’s society, it is a big problem to foster creativity of children who play an
important role in coming knowledge society. Current computer education in
Japanese schools mostly focuses on how to use pre-made software packages such
as word processors and web browsers. However, computers should be exploited
as a tool for promoting children’s creativity through making a program of their
own. In order to improve this current situation, we started the ALAN-K
(Advanced LeArning Network in Kyoto) project in September 2002, and have
been developing and practicing of creativity education environment for
elementary school children in collaboration with the group of Dr. Alan Kay and
Kyoto City Board of Education. In this talk, I will introduce some topics such as
a framework and examples of curricula development for computer-based
learning, experiences through practices at elementary schools, and future
scopes of the project, with showing some scenes of actual workshops.





