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ABSTRACT
Museums often show visions of Cultural Heritage (CH) as tangible
forms represented through our current lenses of what they ought to
be in our perception, showing reconstructions that show our own
limited visions and biases about what we imagine the CH to have
been. Often neglected are the human connections to these sites,
their childhood memories, their relationships with what happened
their, their conceptions of what the CH symbolizes in their lives
and their communities. We applied Generative AI (GenAI) to let
participants express their visions of CH in concrete forms, show-
ing their relationships to these sites through the process of GenAI
interactions that lead to visual depictions full of details revealing
their perceptions of the CH. The resulting images are shown as im-
ages of different CH locations in Hong Kong on a map as imagined
present and future forms, and also as a set of drawings iteratively
being sketched by a drawing-robot, which converts the intangible
form of record into tangible media. This work demonstrates the use
of GenAI technology to empower a form of realization of human
imagination for social purpose.
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1 INTRODUCTION
The way we preserve the past is a lens into how we may preserve
the present for the future. Visitors to historical Cultural Heritage
(CH) sites are often only able to observe the current degraded state
of these locations without the understanding of their history and
personal connection possessed by local inhabitants. Museums of-
ten show photos and 3D reconstructions of these sites without
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providing the crucial missing data of how people of the time had
relationships with these places, including their memories of child-
hood at these locations, habits growing up there, family and local
customs involving these places, what they mean to the people as
part of their identities, etc. What the CH sites mean to them now is
data for our looking back from the future, just as the historical past
is viewed with nostalgia and regret by us today.

Based on previous work with GenAI participatory interven-
tions [3, 14–16, 18], we facilitate expression of this intangible in-
formation regarding CH with a participatory design workshop
for residents to describe and imagine their CH sites in their own
imagined past and future states, a speculative design method we
previously employed in context of climate change [11–13, 17, 19].
As described in recent work [2], we applied GenAI text-to-image
tools to empower people without sketching and design ability to
imagine alternative states of CH sites, obtaining a series of image
data from human-GenAI collaboration that serves as process data
for their thoughts, connections, and relationships to CH.

2 ARTWORK DESCRIPTION
The intangible data is displayed in exhibition form, including:

(1) Selected images as generated by participants about connec-
tion to CH locations in Hong Kong,

(2) An Augmented layer of participant images on top of a map
of CH sites in the city,

(3) Sketch forms of the generated images as tangibly drawn
sequentially by a drawing robot.

The collected imagined CH images forms a dataset of preserving
intangible human cultural connections with CH for the future. The
AR app uses markers on a large scale map model of the city to
enrich understanding of each CH with the correponding human-
GenAI-created images. The drawing robot physically instantiates
these imaginations of CH by sketching selected images from the
workshop sequentially, creating a wall of images that visualizes a
collective imagining of the city’s CH. The physical instantiation of
the intangible heritage is made concrete by robot action.

Previous work have created participatory GenAI installations [4–
6, 8], embedded in exhibition and performative formats [1, 7, 9, 10].
This approach shows that previous visitors have found the expe-
rience engaging for illuminating intangible connections of people
to CH sites. Moreover the findings of human-GenAI interactions
suggests that humans overcome challenges posed by the technol-
ogy and bias engrained in these AI models, creating a customized
strategy for speaking their imagination into existence, illuminating
their connections to CH in process form. This work highlights the
way GenAI-supported workflows can empower imagination and
expression of data for social purpose.
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Figure 1: Floor plan for the installation, including 3D view (left), robotic realization (middle), and detailed specs (right).

3 PROPOSED INSTALLATION
We include: (1) Images created by participants shown on printed
paper. (2) The optional app showing the images is available on
Android. (3) Pre-installed Axidraw robot can be shipped.

Either 2D or 3D maps works for the AR interaction. 2D maps can
be printed on-site. Axidraw robot can be brought on the plane or
shipped. The AR and robot code are online, and are pre-installed.
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