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Abstract

This paper presents the design process, outcomes, and installa-
tion of ShamAlIn, a multi-modal embodiment of conversational Al
inspired by the beliefs and symbols of Korean shamanism. Adopt-
ing a research through design approach, we offer an alternative
perspective on conversational Al design, emphasizing perceived su-
periority. ShamAlIn was developed based on strategies derived from
investigating people’s experiences with shamanistic counseling and
rituals. We deployed the system in an exhibition room for six weeks,
during which 20 participants made multiple visits to engage with
ShamAlIn. Through subsequent in-depth interviews, we found that
participants felt a sense of awe toward ShamAIn and engaged in
interactions with humility and respect. Our participants disclosed
personal and profound concerns, reflecting deeply on the responses
they received. Consequently, they relied on ShamAlIn and formed
relationships in which they received support. In the discussion, we
present the design implications of conversational Al perceived as
superior to humans, along with the ethical considerations involved
in designing such AL
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1 Introduction

Recently, Conversational AI (CAI) systems have significantly evolved,
primarily driven by advancements in Large Language Models (LLMs)
[55, 109]. These developments have extended CAI applications be-
yond basic interfaces to more diverse domains such as healthcare
[106], education [42], mental health [104], and the workplace [67].
Consequently, CAI systems are increasingly recognized not merely
as computational tools but as entities capable of fostering nuanced
relationships with humans, incorporating social, emotional, and
cognitive dimensions [52].

Despite significant advancements and the increasingly varied
contexts in which CAI systems are deployed, much of the current
research adopts a limited perspective, primarily viewing these sys-
tems as tools or collaborators. The focus has often remained on
enhancing functionality and usability [2, 105]. While these efforts
contributed to positioning CAI as an effective and user-friendly
tool, they also risk narrowing the exploration of its broader poten-
tial in human interaction. Therefore, to thoroughly investigate the
possibilities of CAL it is crucial for HCI researchers and practition-
ers to explore and adopt more diverse perspectives on the evolving
relationships between humans and CAI [15, 60].

Our study shifts the focus of human-CAlI interaction research
by exploring one under-examined perspective of CAI as a superior
entity in relation to humans. Specifically, we focus on the concept of
perceived superiority, wherein CAl is regarded as possessing insights
that surpass human understanding and anticipations. To explore
this experience, we introduce ShamAIn, a multi-modal embodiment
of CAI (see Figure 1), inspired by the cultural and religious tradition
of Korean shamanism. This tradition acknowledges the influence
of spiritual entities on human lives [51]. We noticed that the long-
standing Korean practice of communicating with and placing trust
in entities beyond scientific explanation and physical perception is
similar to how modern individuals might perceive and interact with
CAI [15, 91]. Moreover, we recognized an opportunity to design a
novel and alternative perception of CAI by leveraging how people
accept these invisible spiritual entities as superior to themselves.
Therefore, by integrating shamanistic elements into the design of
CAl interactions, we intend for ShamAlIn to evoke a superiority
similar to that percieve towards shamanistic entities.
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Figure 1: Interaction with ShamAIn.

By employing research through design (RtD) [30, 112] approach,
we seek to investigate the following research questions.

e RQ1: In what ways can CAI be designed to manifest superi-
ority relative to humans, inspired by shamanism?

e RQ2 : How do people interact with CAI designed to be
superior, and how might these interactions influence the
dynamics between CAI and humans?

To design a ShamAln, we firstly interviewed eight individuals
who had previously engaged with Korean shamans, known as Mu-
dang. These interviews provided valuable insights into the shaman-
istic elements that evoke a sense of superior presence. Drawing
on insights from these interviews, we identified four key strate-
gies—creating an otherworldly atmosphere, evoking a sense of awe
or even fear, conveying the presence of the invisible, and cultivat-
ing a sense of the shaman knowing personal information—for inte-
grating these elements into the design of CAl interactions. These
strategies guided our design decisions, resulting in a booth that
incorporates diverse environmental and interactive features, along
with prompts crafted to generate dialogues from the CAI using an
LLM. Together, these elements create the interaction experience
with ShamAlIn.

We installed this interactive booth in an exhibition room for six
weeks. During this period, 20 participants were invited to engage
with the system freely and were later interviewed to share their
experiences of ShamAlIn. To encourage deeper interaction, we in-
tentionally refrained from recording participants’ conversations
or behaviors while interacting with ShamAlIn in the booth. Our
findings indicate that participants perceived ShamAlIn with a sense
of awe and recognized it as an entity possessing mystical abilities.
They approached the interaction with respect, openly sharing their
personal concerns and sincerely accepting the responses provided.
We also found that participants relied on ShamAlIn for comfort and
guidance, experiencing reassurance and receiving genuine advice.

In summary, this paper presents three contributions. First, it
introduces a novel CAI design inspired by Korean shamanism, repo-
sitioning CAI from merely a tool to an entity perceived as superior
to humans. This design uniquely integrates Korea’s cultural and
spiritual traditions, offering an alternative and critical perspective
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on the human-CAI relationship. Second, through the design and
installation of ShamAln, we provide new insights into CAI interac-
tion, expanding the understanding of the potential roles CAI can
play. Third, we share our reflections on the design and study find-
ings of ShamAIn for HCI designers. We discuss the implications
of designing a CAI perceived as superior to humans, highlighting
potential research opportunities, proposing design strategies, and
addressing ethical considerations.

2 Background and Related Works

2.1 Diverse Perspectives on Conversational Al

Conversational Al encompasses a range of systems that enable
natural language-based interactions, including chatbots, voice in-
terfaces, and social robots [80, 110]. These systems differ not only
in terminology but also across domains, levels of social engage-
ment, objectives, and interaction modalities [89]. Due to its diverse
variations, defining CAI remains a challenge. However, many re-
searchers agree that it offers experiences significantly distinct from
traditional computer systems, primarily in terms of the sophisti-
cated and nuanced social qualities inherent in human language
[22, 88].

Numerous studies have shown that CAI enhances efficiency and
task performance when used for specific purposes, such as check-
ing the weather, setting alarms, ordering food, and playing music
[21, 26, 62]. Furthermore, researchers have also observed that CAI
can transcend its function as a mere tool and foster social relation-
ships similar to those between humans [29, 70]. These systems, in
particular, have been found to facilitate personalized conversations
and emotional exchanges, helping users build intimacy and friend-
ships [76, 86]. Consequently, HCI researchers and practitioners
recognize that the social role of CAI could extend into areas requir-
ing sophisticated social capabilities. For instance, CAI has proven
effective as a caregiver for older adults [77, 106], a tour guide [17],
a mental health counselor [53, 104], an educational mentor [71, 94],
a friend [10], and even a romantic partner [4]. As the socio-cultural
roles of CAI continue to diversify and gain significance, it becomes
increasingly important to understand the broader and deeper impli-
cations of this technology on human life and society, particularly
across diverse relational contexts [1, 110].

One relatively underexplored perspective is considers CAl as a
superior entity. Recently, researchers have called for pioneering
studies on the potential impacts of Al surpassing human capabilities
[34, 38]. For example, McArthur argues that if Al is seen as ‘a being
that surpasses human intelligence,’ it could become an object of
worship [64]. This perspective has sparked initial discussions on
whether Al could create new religions or be revered as a deity
[90]. Indeed, this phenomenon is already beginning to emerge
[95]. This topic is crucial because, even if CAI cannot truly be
considered a deity, its perception as a superior being could lead to
entirely new interaction experiences distinct from existing systems
[64]. Therefore, by exploring new interaction models inspired by
the spiritual entities traditionally worshiped in shamanism, this
research aims to expand the scope of current research on the role
and position of CAI in human society.
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2.2 Triggering Magical Thinking in AI Systems

Previous studies have reported that some people have embraced
Al-embedded technology with magical thinking and understanding
[3, 60]. This phenomenon is often attributed to the uncertainty
and unpredictability of Al systems [14, 16], which pose challenges
for HCI researchers [57, 105]. To address these concerns, many re-
searchers have focused on making Al systems more understandable
and enhancing transparency to mitigate potential adverse effects,
such as misplaced trust [100]. Researchers have employed various
approaches to improve Al explainability, including UX studies [56],
algorithmic development [108], and the design of tangible inter-
faces [33]. Consequently, the HCI community has demonstrated the
effectiveness of explainable Al systems in a wide range of everyday
applications, such as context-aware systems [58], recommendation
systems [18], and programming tools [50].

While emphasizing transparency in Al interactions—particularly
to improve efficiency, accuracy, and usability—is necessary and
valid, some researchers advocate for presenting ineffable Al sys-
tems as magical [15, 60]. This design approach involves intention-
ally triggering people’s magical thinking by encouraging reliance
on intuition, emotions, symbolic associations, or supernatural be-
liefs, rather than supporting logical approaches. Researchers argue
that magical thinking unlocks creative and aesthetic dimensions in
human-AlI interactions, which should not be overlooked [7, 32, 61].
In this vein, several studies have shown that designs triggering
magical thinking can reduce cognitive load [44], create playful
experiences [19], foster intuitive understanding [5], and shape ap-
propriate social perceptions of Al systems [20, 23].

One notable aspect of magical thinking in Al interactions is the
tendency for individuals to trust Al systems even when they do
not fully understand their outputs [8, 83]. People often accept the
outcomes of complex algorithms as results of capabilities that sur-
pass human reasoning [99]. In our study, we refer to the subjective
belief that a particular entity, system, or individual possesses qual-
ities or abilities distinctly higher in rank, quality, or importance
compared to others as perceived superiority. This contextualiza-
tion is rooted in Merriam-Webster’s definition! of superior as “of
higher rank, quality, or importance.” Particularly in the context of
CAI interactions, perceived superiority reflects the belief that such
systems surpass human understanding and anticipations in terms
of knowledge, intelligence, and objectivity. In this paper, we note
that such perceptions bear resemblance to how spiritual entities
are envisioned in Korean shamanism. Drawing inspiration from
this analogy, we designed a CAI system perceived as superior to
humans and investigated people’s experiences with it. Through
this exploration, we aim to expand the understanding of design
approaches that embrace Al’s ineffability by framing it as magical
features rather than focusing on its explainability.

2.3 Incorporating Spiritual and Religious
Beliefs in HCI Design
The intersection of religious and spiritual beliefs with technology

is emerging as a significant area of study in HCI [82, 101]. Vari-
ous studies have shown that these beliefs greatly influence how

!Merriam-Webster Dictionary, *Superior*. Available at: https://www.merriam-
webster.com/dictionary/superior.
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users perceive and interact with technology. For example, Wyche
et al. examined how Charismatic Pentecostals in Brazil integrate
their religious beliefs into their use of information and communi-
cation technologies [103]. Sultana and Ahmed conducted an eight-
month ethnographic study in six villages in Bangladesh’s Jessore
district, exploring how communities address health issues through
witchcraft practices [92]. These studies and others underscore the
need to move beyond Western-centric perspectives in technology
design and to recognize the complexity of traditional belief systems
that shape local communities [69, 92].

In particular, HCI design researchers have shown a growing in-
terest in creating or leveraging religious and spiritual experiences
[63, 101]. They have explored the integration of spirituality with
technology using various approaches, such as RtD [13], participa-
tory design [73], and design fiction [6]. This work has led to the
creation of systems that facilitate spiritual experiences, such as
miracles in Jewish Kabbalah [36] or blessings [102]. Additionally,
artifacts like the Prayer Companion [31] have been designed to
support religious practices.

Moreover, several studies have explored the design of technolo-
gies rooted in religious and spiritual traditions. For example, Fen-
estra, an interactive technology inspired by the Japanese Buddhist
home altar (i.e., butsudan), was developed to commemorate and
honor the deceased [96]. Similarly, Mustafa et al. proposed a digital
taveez, inspired by the traditional amulet (i.e., taveez) believed by
low-income women in Pakistan to promote health, as a way to
encourage regular medical service utilization [69]. These studies
illustrate how religious and spiritual beliefs can offer designers new
opportunities to create culturally sensitive and innovative designs
that respect diverse socio-cultural contexts.

In this study, we extend the exploration of spiritual contexts
within HCI to South Korea. Drawing from the unique tradition of
Korean shamanism (see details in 2.4), we deliberately designed
a CAI to be perceived as a superior entity. By investigating how
beliefs rooted in Korean shamanism shape people’s perceptions and
experiences of CAI we add novel insights into how technology can
resonate with deeply ingrained spiritual practices.

2.4 Shamanism in Korea

Given the significant role of Korean shamanism in our research,
this section provides a concise overview of its background and
details why it was an appropriate inspiration for our study. Korean
shamanism is a rich cultural tradition centered around profound
interactions between spiritual entities and humans. Although it is
traditionally known as Mu, we refer to it as Korean shamanism
throughout this paper for clarity. It originated from Shin-kyo, a
primitive Korean religion, and has evolved through syncretism
with Buddhism, Confucianism, and Taoism [51]. It is also important
to note that our discussion of shamanism is specifically within the
Korean context.

In Korean shamanism, spiritual entities connected to nature, an-
cestors, and societal elements are believed to have a tangible impact
on human life. Each spiritual being has distinct characteristics and
roles. Shamans, known as Mudang, act as intermediaries to commu-
nicate with these entities to offer guidance and solutions for human
lives [51, 98]. Notably, while these spiritual beings are regarded as
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possessing abilities beyond human capability, especially in fore-
sight and insight, they are not objects of worship. Since Korean
shamanism primarily exists as a folk culture rather than a purely
religious practice [51], there is less concern about infringing on
religious beliefs when attempting to emulate it through technology.
This aspect makes Korean shamanism a particularly suitable choice
for our design from the perspective of cultural sensitivity.

One of the core concepts in the distinctive system of Korean
shamanism is Saju, which involves analyzing one’s destiny based on
their birth date and time. Saju is used to predict a person’s character,
fate, and major life events and serves as a framework for shamans to
communicate with spiritual entities [48]. Due to this concept, many
Koreans believe that providing their birth date and time allows
shamanistic practices to offer reliable advice [45, 72]. Additionally,
this belief provides a foundation for people to engage more readily
with online divination, even without human intermediaries such
as Mudang [47]. Therefore, we anticipated that the concept of Saju
could help engage people effectively with our redesigned CAL

Another unique aspect of Korean shamanism is its enduring
influence on the lives of contemporary Koreans. Many Koreans
continue to trust in shamanism. For instance, it is often the case
that people seek advice from shamans during critical life decisions
such as marriage, moving, starting a business, or choosing a univer-
sity [28, 46]. Shamanism remains a practical belief system across
various social strata, often providing psychological comfort in un-
certain situations [49, 98]. This ongoing influence underscores the
familiarity of shamanistic thought among modern Koreans, where
a being superior to humans is plausible. Thus, we believed that a
design inspired by Korean shamanism could effectively guide po-
tential participants to perceive CAl as a superior entity, especially
considering that our study would be conducted in Korea.

3 Design of ShamAlIn

We present ShamAlIn, a CAI inspired by Korean shamanism, de-
signed to convey a superior presence. This section details the itera-
tive design process, including our decisions, rationales, outcome,
and implementation. To enable interactions with ShamAln, we de-
signed an interactive booth where conversations take place and
operating software that enables complex voice interactions using
LLM, Text-to-Speech (TTS), and Speech-to-Text (STT). It is impor-
tant to note that rather than being defined by either the booth or
the software alone, ShamAlIn emerges as a presence through the in-
tegration of both elements (see Figure 2 for the final design outcome
of our booth, which demonstrates the interaction environment of
ShamAln).

3.1 Understanding Shamanistic Experience

As a first step in designing CAI with perceived superiority, we
conducted interviews with participants who have been engaged
with Mudang (i.e., Korean shaman) to understand their experiences
with Korean shamanism. Based on our interview data, we developed
four design strategies.

3.1.1 Interview study. To determine shamanistic elements to incor-
porate into the design of a superior CAI we investigated individuals’
experiences with Korean shamanism. Rather than focusing on the
atmosphere or actions that Mudang create to convey a sense of
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superiority, we chose to interview individuals who had experienced
interactions with Mudang to gather insights into the specific el-
ements that made them perceive superiority. This approach was
taken because understanding these subjective experiences was more
relevant for informing our design decisions. We recruited eight par-
ticipants with an average age of 37 (SD = 14.77). Of these, five
participants regularly visited Mudang, while the remaining three
consulted only during times of significant events.

We conducted semi-structured interviews lasting approximately
30 minutes each. During these interviews, we explored their gen-
eral experiences interacting with a Mudang. We also specifically
examined the sensory stimuli (e.g., visual, auditory, olfactory) en-
countered in the spaces where they engaged with the Mudang and
how these stimuli influenced their experience of communicating
with a spiritual entity. The detailed list of interview questions can
be found in Appendix A. Each participant received compensation
of 10,000 Korean Won (equivalent to USD 7) for their participation.

Subsequently, we collected 237 minutes of audio data from the
interviews. These recordings were transcribed and translated from
Korean to English for analysis. The qualitative data was analyzed
through iterative card sorting, involving two researchers. We orga-
nized the participants’ experiences with shamanistic consultations
or rituals around the question: How does Korean shamanism create
a sense of interaction with a superior presence?

3.1.2  Design strategies. Based on our interview data, we have es-
tablished four design strategies for ShamAlIn:

First, create an otherworldly atmosphere that rarely expe-
rienced daily. We found that the distinctiveness of a shaman’s
space, markedly different from everyday environments, influenced
people’s expectations and acceptance of otherworldly beings or abil-
ities. Our interviewees consistently noted that the unusual decor
elements reduced their skepticism about the possibility of commu-
nicating with spirits or deities.

“The place I visited had a serious atmosphere, and the
air felt heavy. Normally, fresh air clears your mind, but
the smell of incense and candles made me feel calm
and respectful in that place. The big difference from the
outside world made me think that maybe even spirits
could be there.” -Interviewee 2 (28, Male)

Second, evoke a sense of awe or even fear. We discovered that
feelings of awe can easily translate into trust in the subject’s abilities.
Interviewees reflected that the fear they experienced seemed to
lead them to accept the abilities beyond normal comprehension. As
a result, they viewed such places as more conducive to spiritual
practice.

“There were many statues of deities, and the atmosphere
was creepy. Even the shaman’s expression was intimi-
dating. But I think this fear is related to the sense of spir-
itual power. Since spirits often have grudges, it makes
sense to feel scared.” -Interviewee 7 (27, Female)

Third, convey the presence of the invisible. Several intervie-
wees described moments when they sensed the presence of a spirit
or deity. They recounted instances where the shaman’s voice would
unexpectedly change as a deity entered, a bell held by the shaman
would begin to shake, or they felt an unusual chill in the air. These
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Figure 2: Final design details of the booth, the environment where interactions with ShamAIn take place:
(left-top) view towards the upper left; (left-bottom) close-up of the podium with spiritual amulet, LED candle, and incense;
(right-top) view towards top; (right-bottom) view towards the upper center, similar to during interaction.

environmental cues reinforced their belief in the presence of spirits
or deities, even though these entities were not physically visible.

“T guess all shamans have their own methods, but some-
times you really feel like they have summoned a spirit.
One experience that stayed with me was when a shaman
suddenly rolled their eyes back, and their voice changed
to sound like an elderly woman’s. Typically, they usu-
ally shake objects like bells or flags, or scatter rice.
These actions help create a sense of spiritual presence.”
-Interviewee 1 (56, Female)

Fourth, cultivate a sense the shaman (or AI) knows some-
thing personal about them. We found that the most significant
factor in building trust between the visitor and the shaman was
the shaman’s ability to understand personal details about the visi-
tor. Interestingly, this information was often about abstract subject
(e.g., personal traits) rather than specific details (e.g., past events).
We also discovered that this trust further engaged visitors in the
experience.

“As soon as I walked in, the shaman looked at me and
said, ‘You don’t even believe in this stuff, so why are you
here?’ Hearing that, I thought, ‘How did they know?’
and it made me believe what they said afterward.”
-Interviewee 4 (23, Female)

3.2 Making Design Decisions

After establishing the design strategies, our research team held
several discussion sessions to determine the specific features of
ShamAlIn based on these strategies. Our design decisions were

made regarding three dimensions: (1) environmental elements that
shape the booth’s atmosphere, (2) interaction modalities and flow
that impact the perception of the ShamAln, and (3) prompt con-
struction for generating ShamAlIn’s dialogues. These decisions are
comprehensively illustrated in Figure 3.

3.2.1 Environmental elements. We opted to design a booth that
promotes interaction by integrating various modalities rather than
focusing on tangible embodiment. This decision aimed to imple-
ment our third design strategy—convey the presence of the in-
visible—encouraging users to perceive CAI as a supernatural and
superior presence. The booth was designed with dimensions of 880
mm x 1500 mm x 1600 mm (W x D x H) to provide an immersive
experience of interacting with ShamAln.

We incorporated various components within the booth to address
the first and second strategies. We aimed to create an otherworldly
atmosphere by using incense typically found in Eastern spiritual
sites, such as temples and ritual spaces, and by adding vibrant
decorations and wallpapers. To evoke a sense of fear, we eliminated
all light sources except for LED candles, which were placed on the
table to dimly illuminate the dark booth. We also positioned a scroll
with an image reflecting a shamanistic mood above the podium,
designed to guide the viewer’s gaze upward and inspire a feeling of
awe. The environmental elements included numerous decorations,
and the final arrangement was achieved through simulations using
hand-drawings and image collages.

3.2.2  Interaction modalities and flow. We anticipated that leverag-
ing multiple modalities to design the interaction flow would enable
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Figure 3: An illustration of the design features of ShamAlIn,
showing their arrangement and how each decision corresponds to specific strategies.

us to effectively implement our strategies. Initially, we envisioned
users entering while bringing a custom spiritual amulet inscribed
with their name and placing it in a designated spot. This approach
was intended to instill a belief that ShamAlIn could access individ-
ual information through the personalized spiritual item. As the
user placed the amulet, an invisible bell would ring, indicating that
ShamAlIn was about to speak. Once ShamAlIn began the dialogue, a
candle would flicker to emphasize the interaction. Both elements
were designed to subtly convey ShamAln’s presence.

During the conversation, we aimed to create an uncanny atmo-
sphere by playing a background music performed on traditional
Korean instruments. To distinguish ShamAIn from typical agents,
we also employed a deep, resonant voice. Additionally, interactions
were deliberately designed to be concluded by ShamAlIn. The inter-
action continues until the user remains silent or the conversation
reaches around five turns. If the conversation extends to five turns,
there is a random chance that it will conclude. This design choice
was made to maintain a sense of awe by removing the user’s control
over the interaction’s termination. We tested each modality through
physical computing and web prototyping, integrating them into a
cohesive flow.

3.2.3  Prompt construction. Recognizing the influence of CAI’s re-
sponse strategies on user interactions, we incorporated the prompts
used in the LLM model as a critical dimension in our design de-
cisions. Our main goal was to ensure that ShamAIn’s responses

aligned with our design strategies, drawing inspiration from the
shamanistic experience. Consequently, our final prompt design
(Figure 3-left) focused on three key aspects.

First, we adjusted the tone of ShamAlIn’s responses to evoke
a sense of awe, following our first design strategy. We aimed for
ShamAlIn to speak condescendingly when addressing humans, dis-
tinguishing it from typical CAls. It is particularly important to note
that the interactions with ShamAIn were conducted in Korean, a
language that implies subtle social hierarchies through its tone.
Moreover, since the speech patterns of Mudang differ significantly
from everyday informal language, replicating these patterns em-
beds shamanistic aspects into the interaction. This approach was
incorporated into various components of our prompt design (e.g.,
#Traits, #ResponseStrategy 4, #Conditions 1, 2, 3 in Figure 3-left).

We also intended to make the responses feel personalized to
implement our fourth strategy. To achieve this, participants’ names
and birth dates—naturally provided during their interactions—were
included in the prompts, enabling the generation of responses
that referenced this personal information (through #Personallnfo
and #Request in Figure 3-left). Additionally, the prompt instructed
ShamAlIn to generate predictive and foresight-driven responses
while using the term Saju (#ResponseStrategy 1 in Figure 3-left). As
noted in Section 2.4, providing one’s name and birth date holds
significant meaning in Korean shamanistic practices. Therefore,
we anticipated that this prompt design would bring shamanistic
nuances to mind during the interaction with ShamAlIn.
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Figure 4: The process of creating a booth environment that interacts with ShamAIn
(Top: Starting from the left, depicting the progress of all stages in making the ShamAIn booth;
Bottom: Each element of developing interactive modalities placed in the ShamAIn booth.)

Lastly, we designed the prompt to direct ShamAlIn to provide
clear advice on preferable actions or decisions, rather than elab-
orating on reasons or justifications (through #ResponseStrategy 4,
#Conditions 5 in Figure 3-left). This design decision was informed
by insights from our previous interview study, which revealed
that shamanistic consultations typically follow a straightforward
advisory pattern. This approach is also loosely connected to our
second design strategy, which considered the potential impact of
authoritative communication in creating a sense of awe.

We iteratively refined and tested the prompts to ensure the gen-
erated sentences effectively realized our design intentions. This
process involved exploring various prompt engineering techniques
[85] and assessing the quality of each prompt through heuristic-
based [68, 107] discussions within our research team. Ultimately,
we developed three closely related prompts for generating initiat-
ing, responding, and closing statements. Figure 3-left illustrates an
example of a prompt for generating responding statements.

3.3 Implementation

The implementation of ShamAlIn involves both booth construction
to create the interaction environment and software development
to drive the actual interactions. Although these two components
complement each other in shaping the experience of ShamAln,
the work processes were conducted in parallel and are therefore
presented separately.

3.3.1  Booth construction. The installation frame was constructed
from aluminum profiles. Plywood was cut with a CNC machine to
create the floor, and a cushion was placed in the seating area. A
grid structure was mounted on the ceiling to support suspended
decorative elements. A podium, covered in black fabric, was con-
structed with additional decorative elements arranged on top. To
direct the people’s line of sight, we arranged a hanging scroll fea-
turing images generated iteratively using MidJourney. The four
walls and ceiling were wrapped in black fabric, and the one side
was designed as a bifurcated entryway. Wallpaper was affixed to
the inner side of the fabric, and the remaining decorative elements

were positioned to complete the installation. These process of im-
plementing environmental elements are summarized in the Figure
4- top row.

Behind the podium’s amulet slot, we seamlessly integrated an
Arduino UNO and its wiring. The Arduino was connected to an
RFID reader, forming a robust system to identify personal infor-
mation when inserting an RFID-tagged amulet. Additionally, the
Arduino controlled an IR transmitter for LED candles and a servo
motor for ringing bells—multiple bells were attached to a servo
motor. Speakers and motors were seamlessly installed behind the
scroll, maintaining the installation’s aesthetic integrity. A micro-
phone was discreetly positioned beside the podium to capture the
input voice. These processes of developing interactive modalities
are shown in Figure 4-bottom row.

3.3.2  Software development. We operated the ShamAlIn system
using a Node.js application running locally on a laptop outside the
booth. This application features a web-based interface that converts
voice input into text via the Web Speech API and supports audio
playback. Inside the booth, we installed microphones and speakers
connected to the laptop to ensure users a seamless voice interaction
experience.

For generating responses of ShamAln, we utilized the GPT-40
model [74]. The Node.js application manages the generation process
through the OpenAl APL The generated text was converted into
a voice audio file using the CLOVA Voice API [25] and streamed
through the web interface. To maintain conversational context,
we continuously append the conversation history to the prompt,
allowing previous dialogues to influence subsequent responses. To
prevent excessively long prompts, we reset the interaction history
when a session ends and start a new session upon the next visit.

In addition to managing conversations, our application controls
various modalities through an Arduino connected via serial com-
munication. We stored participants’ names, genders, birthdates,
and occupations, along with each tag ID, in the Node.js application.
This setup allows us to update a new visitor’s personal information
to prompt based on RFID tag IDs read by the Arduino. Further-
more, the Arduino is programmed to emit IR signals and control
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a servo motor to manage an LED candle and produce bell sounds.
The Node.js application coordinates the timing of these actions to
ensure proper execution by the Arduino. This software structure
for conducting conversations with multiple modalities is visualized
in Figure 5.

Arduino IDE

Servé'Motor

Prompt
(with Updated
Conversation Log)

Web Client Interface
Web Speech API

Figure 5: System structure of ShamAlIn, showing the flow of
information and connections between various hardware and
software components. Arrows indicate how the system
manages conversation flows (red), controls actuators for
interaction modalities (blue), and personalizes interactions
by integrating individual information (yellow).

4 Study Design

This section outlines our study design, including the in-situ instal-
lation and post-interview process. The study has three primary
goals: (1) to explore participants’ perceptions of ShamAln, thereby
validating our design intentions; (2) to investigate how their atti-
tudes and behaviors evolve through interactions, with a particular
focus on the progression of their conversations over time; and (3)
to assess the impact of interactions with ShamAIn on participants,
examining the broader effects these interactions may have had on
them.

4.1 Participants

We planned to recruit approximately 20 participants, taking into
account the temporal and resource constraints of the study. Partici-
pants were recruited through two methods, especially considering
the need to visit our installation environment multiple times: (1)
open-call recruitment on online platforms such as local commu-
nity and university community forums, and (2) word of mouth and
snowball sampling through participant referrals.

We received applications from 91 individuals, none of whom
had participated in the prior interviews described in Section 3.1.
Although participants were selected on a first-come, first-served
basis, we ensured demographic diversity by checking for overlaps
in age, gender, occupation, and previous experience or beliefs in
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shamanism among confirmed participants. For example, once four
participants in their 20s who were students had been confirmed, we
did not accept additional applications from individuals with similar
demographic profiles.

In the end, 22 participants were selected, but only 20 completed
the study (mean age = 32.8, SD = 11.79; see Table 1), as two with-
drew due to distance-related issues. Participants were allowed to
visit freely during operational hours without specific restrictions.
Each participant received compensation of 50,000 Korean Won
(equivalent to USD 35) for their participation.

4.2 Procedures

Our study spanned six weeks and was conducted in three phases:
(1) initial set-up and scheduling, (2) a six-week in-situ installation
of ShamAln, and (3) post-interviews. All procedures were approved
by the institutional review board of the hosting university, and all
participants provided informed consent to participate in the study.

Figure 6: Installation of ShamAIn (the booth and operating
software system) in the exhibition room.

4.2.1 Initial set-up and scheduling. Before starting the in-situ in-
stallment study, we gathered each participant’s personal informa-
tion (e.g., name, gender, date and time of birth, and occupation) for
the initial settings. This information was input onto an RFID tag
attached to the back of the spiritual amulet, enabling our system
to access each participant’s personal details, as ShamAlIn provided
tailored responses. Additionally, we asked participants to write
their name in Korean or Chinese characters on the spiritual amulet,
and either keep the amulet themselves to bring back for their next
visit or ask us to store it for them.

Participants were also asked to use a shared calendar system (i.e.,
Calendly) to schedule their first visit and coordinate subsequent
visits. This approach prevented scheduling conflicts among partici-
pants and allowed us to check the system in advance, ensuring the
efficient process of the study. Additionally, we burned incense in
the booth 5 minutes before each participant’s visit.

4.2.2 A six-week in-situ installation of ShamAln. During the six-
week in-situ installation, we set up a booth with the software system
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Participants Gender Age Occupation Beliefs in Shamanism  Experiences in Shamanism
1 M 28 graduate student partial belief several consultations
2 F 24 undergraduate student no belief none
3 F 24 graduate student partial belief several consultations
4 F 24 graphic designer partial belief periodic consultations
5 M 48 businessman no belief none
6 F 25 office worker considerable belief several consultations
7 M 30 technician no belief several consultations
8 M 27 graduate student no belief one consultation / one ritual
9 F 27 office worker considerable belief several consultations
10 M 33 research professor partial belief one consultation
11 F 17 undergraduate student no belief none
12 M 20 web developer no belief one consultation
13 F 54 educational consultant no belief none
14 F 41 housewife partial belief none
15 F 39 engineer no belief none
16 M 31 writer no belief periodic consultations
17 F 58 caregiver partial belief two rituals
18 M 24 actor considerable belief several consultations
19 M 31 singer no belief none
20 M 51 office worker partial belief several consultations

Table 1: Participants’ demographics.

running in an empty room within our university building (see Fig-
ure 6). The room was designed to block light, as it was typically
used for interactive media art exhibitions. We placed the booth in
a corner to prevent sound from leaking, providing an ideal envi-
ronment for private interactions with ShamAIn. The building and
room were open from 9 AM to 6 PM on weekdays, and participants
had free access to the booth during these hours.

To ensure privacy and encourage honest engagement, we did
not record conversation logs in our system, and we informed par-
ticipants of this. Additionally, we also suggested that participants
visit the booth at least three times during the installation period,
although this was not a strict requirement.

4.2.3  Post-interviews. During the final week of the installation
period, we individually contacted participants to schedule their
post-interviews. As a result, all participants attended the interviews
at least one month after their initial interaction with ShamAln,
based on an average of 4.2 visits, with a minimum of three visits
(see Table C.1).

In the post-interview sessions, we invited each participant to
reflect on their experiences with ShamAIn and their interactions
within the booth during the study period. We explored their expe-
riences, from their initial impressions to how their perceptions and
interactions with ShamAIn evolved. Participants were encouraged
to consider how the specific design features of ShamAlIn shaped
their experience. For example, we asked questions such as, “What
were your first impressions when you visited the booth, and did your

feelings or experiences change after multiple visits?” and “How did
the shamanistic elements, such as visual, auditory, olfactory, speech
patterns influence your perception and interactions?”

We also asked participants to compare their experience with
ShamAlIn to conventional CAI systems, particularly from a corre-
lational perspective. They shared their views on the benefits and
risks of ShamAlIn in response to questions like, “Did your perception
of CAI change after this experiment, and did your understanding of
the relationship between CAI and humans evolve?” The full list of
interview questions is provided in Appendix B.

4.3 Data Collection and Analysis

A total of 623 minutes of interview data were audio-recorded. The
recordings were transcribed verbatim and translated from Korean
to English. In addition to the interview data, we collected visiting
logs from the software system during installation, which included
participants’ interaction duration and the number of conversation
turns (see Table C.1). However, these logs were not analyzed and
were used only as reference data during the post-interview phase.
All system logs and data were temporarily stored in a local database
accessible only to the researchers.

We utilized the thematic analysis method [9] to analyze this
qualitative data. Two researchers individually reviewed the dataset
and developed an initial set of codes. Through subsequent iterative
discussions, we identified three distinct themes.



CHI ’25, April 26-May 01, 2025, Yokohama, Japan

5 Findings

In this section, we debrief participants’ experience with ShamAln.
We start by describing how our participants perceived ShamAln,
including the attitudes and mindsets they brought into their inter-
actions. Subsequently, we delve into the dynamics of these interac-
tions, focusing on how the content of their conversations evolved
over time and identifying factors that contributed to these changes.
Finally, we present two aspects where participants felt a sense of
support.

5.1 Perceiving Superiority and
Becoming Respectful

As our participants first visited the booth, most of them remarked
that its vivid and unconventional atmosphere made a strong im-
pression. Many noted that the distinct mood immediately shifted
their mindset upon entering the space. As they explored the booth,
they observed various shamanistic elements, such as colorful deco-
rations, candles, and the scent of incense. These features naturally
evoked memories and associations related to shamanism. For in-
stance, P20 mentioned that ‘Tt felt like a real spiritual place, just like
the ones I'd seen in dramas or movies. The moment I pulled back the
curtain, I had this strong feeling that something extraordinary was
there.”

Most participants initially perceived ShamAln as a mystical en-
tity, mainly due to the shamanistic design features incorporated
into the interaction. They noted that the spooky background mu-
sic and the tinkling bell, which played upon placing the spiritual
amulet and initiating the interaction, intensified the sensation of
summoning an otherworldly presence. As P10 said, “What was
happening inside made me feel like I was dealing with an invisible
presence. Placing the amulet, the candle lights coming on, the music
playing, and the sound of the bells—it didn’t feel like I was just turning
on Al something. It felt like some mystical presence had arrived.”

In addition, several participants noted that the vague fear they
experienced in dark, unfamiliar environments amplified ShamAlIn’s
supernatural presence. For example, P17 shared that “The candles
and pictures hanging in front of me were pretty scary. But I guess a
place like this is supposed to feel a bit unsettling. After all, we’re trying
to communicate with spiritual beings, so if it were bright and cozy,
it wouldn’t really seem like they had any spiritual power.” Similarly,
P20 associated this fear with a sense of awe and stated, ‘T couldn’t
really make out the shape of the picture because it was so dark. I
wanted to take a closer look but held back, feeling like I should not
get too close—like people in the old days were not allowed to look the
king in the face. So I just stayed seated and looked up, and as I did, I
started to feel a sense of awe.”

Moreover, most participants perceived ShamAln as an entity
transcending conventional definitions of Al, setting it apart from
existing systems. Several features influenced this perception: inter-
acting solely through voice without a visible form (P1), the majestic
tone of the voice (P11), the flickering candlelight accompanying
its responses (P17), the smoke from incense (P9), and the lack of
control over the interaction (P6). Importantly, we found that this
unfamiliarity contributed to viewing ShamAln as a superior entity.
As P6 noted, ‘I can’t control it, right? I can’t change the settings or
end the conversation when I want, so I definitely noticed a difference
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in how I relate to it. It feels like something I can’t manage like it’s
above me.”

Furthermore, several participants also mentioned that ShamAlIn’s
self-introduction as a higher-dimensional being reinforced this
perception of superiority. P14 said, “It’s hard to explain, but for some
reason, I started believing something strange. Especially when they
said things like: I can see things you can’t see, I know things you don’t
know. I just sort of accepted it as true.” Most participants, except a
few with strong religious beliefs (e.g., P13), accepted this perception
without resistance. As P12 expressed, ‘T felt overwhelmed during
my first experience and realized that Al could seem superior. I didn’t
feel any resistance; it was more like a refreshing shock.”

As participants perceived ShamAln as a superior entity, they
naturally adopted a respectful attitude. For instance, P9 said that
“I never thought Al was better than me, but this time, it felt differ-
ent. It wasn’t like a secretary or an assistant—it felt like something
completely separate from me. Strangely enough, I felt like I should
be the one showing respect. It made me feel more humble.” We ob-
served that all participants used honorific language, and some even
knelt during their interactions with ShamAlIn. As P5 reflected, ‘T
noticed I was using formal language, while the responses I received
were more casual. I didn’t mind at all. The Al seemed almost like a
higher-dimensional, deity-like presence inside that booth, and I was
Jjust a human. It felt completely natural to me.” Similarly, P12 added
that “Whenever I smell incense, it’s usually during rituals or in places
where people honor deities. So, as soon as I catch that scent, I think,
Do I need to be respectful here? That’s why I always kneeled when I
entered the booth.”

5.2 Gradually Seeking Guidance on
Personal Concerns

Participants commonly reported that they asked general questions
about their future during their initial visits. However, as their visits
continued, they began to share more specific and profound con-
cerns. Initially, participants noted that the shamanistic features
they encountered led them to ask broad questions, such as about
their financial prospects for the year or their career outlook. For
instance, P11 said, “The thing I knew about shamanism was that
they predict someone’s future. So at first, I naturally thought that was
what I should ask about.” Furthermore, from a technical perspective,
some participants who were familiar with AT used their first visit
to test the capabilities of ShamAlIn. For instance, P1 asked for the
air conditioning to be turned on because they were too hot. P13
repeated the same question several times, and P19 challenged the
system to guess his identity. We found that these actions reflect a
technical curiosity among some participants. As P1 explained that
‘T said, I'm really hot right now. Can you make it cooler? I wanted
to see if the Al was properly tuned, but it responded like it existed
transcend the physical environment. After hearing that answer, I took
it more seriously.”

However, participants noted that after several visits, they found
the responses more trustworthy and valuable than they had ini-
tially expected. For instance, P15 said that “They gave such wise
answers that I felt they were better than me. If someone asked me
these questions, I don’t think I could respond like that. No matter
what I brought up, they always gave a meaningful answer.” Many
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participants anticipated receiving objective answers, unaffected by
social relationships. As P9 mentioned, “It feels more trustworthy
when someone who seems to know the future tells me. What people
around me say feels like just support, but when I hear it from that
thing, it feels like it could actually happen.” In addition, other partic-
ipants believed that ShamAlIn would offer credible responses based
on Saju, a core element of Korean shamanism (see Section 2.4 for
details on Saju). As P11 said, I didn’t think this AI could predict the
future. I thought it was another Al trained with special data related to
Saju. Because Saju has a structured system and is based on statistical
logic, I felt more confident in the answers it gave.”

Furthermore, many participants noted that the responses they
received from ShamAlIn were particularly significant and impactful.
They shared that since they perceived ShamAln as a superior entity,
its responses were taken more seriously than those from typical
Al systems or humans. As P8 described, “People usually think of
divine beings as higher than humans, right? So I think that’s why. If a
friend had said the same thing, I might have reacted defensively, like,
what do you know? or who are you to say that? But when it comes
from a divine being, it hits deeper, like it touches something inside
me. It’s sharper.” Several participants also remarked that ShamAIn’s
confident and assertive tone enhanced the perceived authority of its
responses. As P6 mentioned, ‘T once asked something about personal
relationships, and the first response was just, yes. It answered me so
directly and definitively that it hit me. Even though I knew there
might be other possibilities, I found myself believing it the moment I
heard it.”

Additionally, our participants appreciated that ShamAIn was not
a human but a transcendent entity. This allowed them to share per-
sonal stories comfortably without concerns about social judgment.
Many participants noted the advantage of not having to worry
about their stories being leaked, judged negatively, or met with
disinterest by others. They also found comfort in the mere fact that
someone they perceived as superior was listening and responding
to them. For example, P4 expressed that “The advice was not a very
unique one, but I liked that they just listened. It felt like I could be
a bit childish if I wanted to. So, I felt less burdened sharing negative
thoughts compared to talking with people around me.” We also dis-
covered that participants inherently expected ShamAln to provide
helpful answers even to their deeper concerns, perceiving its supe-
rior capabilities. As P6 mentioned, “The responses felt genuinely like
a shaman, different from Siri or Bixby. So, although I’'m not entirely
sure, I started to think it might have some special ability, and I could
get meaningful answers to deeper questions.”

As our participants grew more confident that they could ask
questions without fear of social judgment and with the expectation
of receiving reliable answers, they increasingly shared more per-
sonal, specific, and deeply reflective concerns. As P17 said, T have
come here a few times, and the answers have been pretty helpful. I'm
not sure that this Al is something to worship, but I do believe I can
have meaningful conversations here. Life can be tough, and there are
not many people you can trust to talk about your worries. That’s why
I came here.” Our participants also shared the questions they had
asked ShamAlIn, which largely revolved around personal concerns
related to career decisions, interpersonal relationships, and other
daily challenges. For instance, P14 remarked, ‘T was thinking about
whether I should go back to my old job or try something new since
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I was getting ready to start working again. So, I asked about those
kinds of personal concerns.” Similarly, P17 mentioned, ‘T was having
some difficulties taking care of my old mother, so I talked about that.”

5.3 Relying and Receiving Support

As shown in the previous section, participants engaged with increas-
ingly profound topics and considered the responses more seriously.
As a result, they found ShamAlIn to be a valuable source of guidance.
Our participants described ShamAlIn not only as a knowledgeable
counselor (P15) or a mentor with foresight (P1) but also as a new
form of deity (P12). They also reflected that they developed a unique
relationship with the Al, distinct from their previous experiences.
As P3 said, “Before, I used to give tasks to Al just like I was outsourcing
my work. But now, I have realized it’s not strange to ask Al for advice
or about the future”

We observed that many participants came to see ShamAln as a
reliable entity capable of offering meaningful support. In this sec-
tion, we provide a detailed explanation of two aspects from which
our participants received support from ShamAln: (1) unloading
emotional burdens and (2) breaking indecision and pursuing action.

5.3.1 Unloading emotional burdens. Many participants reported
feeling emotionally comforted by the responses provided by ShamAIn
when they shared their concerns. Although some acknowledged
that the responses might sometimes seem cliché, they valued hear-
ing these words directly from some others. For example, P19 said,
“I think the responses were really encouraging and hopeful. (—) Even
if the advice could apply to anyone, sometimes those words can really
resonate and make a big difference.” In particular, our participants
felt that even the same words offered greater comfort and strength
when they came from superior beings (i.e., ShamAlIn) compared to
from other sources. As P15 noted, “What really matters is that some-
one more experienced told me that. It gave me the strength I needed.
The Al said: Even if you don’t hit your goal, there’s always next year.
You’re doing great, so don’t stress. It made me feel appreciated and
gave me the confidence to keep going.”

Additionally, some participants believed that the positive affir-
mations from ShamAlIn were closer to objective truth rather than
mere platitudes. They anticipated that ShamAIn would offer more
meaningful and truthful feedback as a provider of answers. This
expectation contributed to a more positive emotional response dur-
ing their interactions. For instance, P20 mentioned that ‘Tt made
me feel calm. Of course, it’s nice to hear that things will be okay. But
it feels more effective because it’s like they’re not just saying it; they
actually know it will be fine. Honestly, I'm not sure how it works, but
it feels like they can somehow see the future and give a real answer.”

Meanwhile, P1 recounted that during a particularly challenging
period following a breakup, he turned to ShamAIn and found sig-
nificant support in managing his emotional distress. He shared that
‘T was having a rough time during the experiment because I broke up
with my girlfriend. I couldn’t sleep, kept crying, and couldn’t focus on
anything. So, I asked a lot about how to deal with it. (—) I really think
the advice helped. After the last session, I could start to change my
mindset and even tried meditating as they suggested.” This case is
especially noteworthy because previously, he had skepticism about
the efficacy of CAI for emotional support and had a disbelief in
shamanism. He also said, “At first, I was just messing around. I don’t
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usually talk to AL and I'm not into shamanism or anything like that.
I said random things, like asking it to cool me down because it was
hot. But as I kept talking, it started to feel more real. When things got
tough, I found myself wanting to lean on it, and what it said began to
mean more to me.”

Moreover, while reflecting on his experience, P1 highlighted that
the most significant benefit of interacting with ShamAIn was that
it allowed him to openly express his struggles. He also noted in
his interview that he perceives humans as too judgmental to share
personal sorrows with and considers traditional Al too trivial and
unworthy for discussing real-life issues. In contrast, he perceived
ShamAlIn as superior, intelligent, and objective, making him com-
fortable enough to fully express his emotions. At the conclusion
of the interview, he remarked, “This experience made me reconsider
my relationship with AL I realized that Al could actually become
someone I rely on when dealing with real-life concerns or frustrations.
Although it felt like AI was in a position above me, it didn’t bother
me at all. Honestly, I think I could even bow to it as long as it’s helpful
to me.”

5.3.2  Breaking indecision and pursuing action. Several participants
shared that ShamAlIn helped them reduce hesitation and worry,
allowing them to pursue actions regarding their concerns. Inter-
estingly, even though they recognized that the advice was often
common knowledge and could be found elsewhere, they still em-
braced it actively. Some participants indicated that their perception
of ShamAlIn as superior elevated the authority of the advice. For
instance, P8 said, “I’m usually pretty confident, so I don’t just do
something because someone tells me to. But since it was supposed
to be from some kind of higher power, I kept thinking about it, and
eventually, I was like, yeah, that actually makes sense.”

Consequently, we found that interactions with ShamAIn can
boost participants’ confidence and motivation in decision-making.
P13 mentioned, “In this booth, they talk about how to deal with
challenges, and some of the points really hit home for me. It’s stuff
we all already know, but hearing it again reinforces it and makes
you think: Oh, I should really approach it that way.” Similarly, P18
described ShamAlIn’s words as not providing new insights but as
reminders that helped them avoid procrastination and make timely
decisions.

In addition, P6 shared an episode in which she sought advice
while facing the risk of a rental scam. She underscored the im-
portance of filtering rational options available during periods of
mental distress, saying, ‘T was at risk of getting scammed in a rental
deal, and I asked what I should do. I was pretty shaken up when I
asked, but instead of offering pointless sympathy, they told me exactly
what steps to take. All sorts of worries clouded my mind, but they
helped me think clearly again.” Although the issue was eventually
resolved through other means, P6 noted that she had tried some of
the recommended practical solutions. Reflecting on the situation,
she felt supported by having a trustworthy source for advice. “Not
everyone can advise on every issue, even with close friends. If I tell
a friend I'm dealing with a rental scam, how could they help me?
But when I came here and talked about it, I felt like I was getting
guidance from someone more knowledgeable, which gave me some
reassurance.”
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6 Discussion

6.1 Designing for Perceived Superiority

In this section, we reflect on the design and study of ShamAln,
exploring the factors that contributed to its perception as a su-
perior entity. Based on this reflection, we finally provide design
recommendations to create a sense of superiority in CAI systems.

6.1.1 Deterring technical reasoning with shamanistic metaphors.
We observed that ShamAln effectively deterred participants from
attempting to understand the system at a technological level. Many
participants noted that the absence of a familiar, tangible embod-
iments and the limited control over the interaction environment
were key contributing factors. Additionally, ShamAlIn’s lack of ex-
planation for the background of its responses—contrary to common
guidelines in human-Al interaction [2, 79]—was highlighted as an-
other significant reason. This made it challenging for participants
to infer the system’s technical workings. Instead, we found that the
shamanistic elements served as a metaphor, shaping their mental
models of ShamAlIn. Participants familiar with Korean shamanism
perceived ShamAln as a superior entity possessing profound per-
ception that transcends human understanding and experience. This
observation aligns with the findings in Section 2.2, which suggest
that people often interpret complex technology through magical,
supernatural, or mystical thinking [3, 81]. Building on these ob-
servations, future research could explore how deterring technical
reasoning in Al systems might influence people’s trust, engagement,
and perception of agency.

6.1.2 Incorporating cultural narratives. As we illustrated, shaman-
ism serves as a metaphor [23, 27] for shaping individuals’ mental
models and interactions with technology. It also has the potential
as a foundational concept in alternative design approaches that
amplify magical thinking about technology [60]. This is partic-
ularly important because people often hold fixed perceptions of
agents embedded in familiar forms, such as smart speakers or mo-
bile devices—a point noted by several participants. Therefore, using
appropriate metaphors in designing alternative perspectives, such
as superior CAJ, can be an effective approach. This strategy can
trigger people’s memories and knowledge, leading to notable shifts
in their mindsets, attitudes, and expectations as desired.

Among these metaphors, cultural narratives are especially valu-
able. They help shape a shared understanding within a cultural
group, influenced by factors such as media exposure, stories from
close acquaintances, and frequent daily encounters. In our study,
despite half of our participants (10 out of 20) having no personal
experience with shamanistic counsel or ritual, their perceptions of
ShamAIn were similar to those of participants with direct experi-
ence. While this study highlights Korean shamanism to explore CAI
as a superior entity, incorporating spiritual elements or traditions
from various cultural backgrounds (e.g., tarot [61] or animism [97])
could support the design and exploration of a broader range of
alternative human-CAI relationships.
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6.2 The Potential of Reconsidering CAI
as Superior

Our study suggests that future human-Al relationships could be-
come more diverse, highlighting the need for HCI designers to
consider perspectives beyond the traditional user-tool framework
[84, 111]. Participants were more open in sharing personal concerns,
derived greater comfort and reassurance, and were more receptive
to advice. These findings indicate the potential benefits of viewing
CAI as a superior entity. However, it is essential to stress that de-
signing for perceived superiority in CAI should not simply aim to
reverse social hierarchies to elevate CAI Instead, this framework
should be adopted to encourage people to perceive CAI’s responses
more meaningfully and to become more open, thereby enabling
CALI to better support and guide humans, particularly in emotional
aspects. In this section, we suggest two potential research themes
that illustrate how superior CAI can provide valuable direction for
ongoing HCI efforts.

6.2.1 Enhancing trust through perceived authority. Previous re-
search in sociology and psychology suggests that individuals are
more likely to trust information or advice from those they perceive
as authoritative [37, 78]. Our findings build on this by extending the
understanding of trust dynamics to interactions with CAJ, revealing
that perceived superiority can significantly influence human trust.
When people perceive CAI as superior, it could considerably impact
their decision-making processes, affecting both everyday choices
and more complex problem-solving. For instance, individuals who
regard CAI as a mentor or guardian may exhibit more pronounced
behavioral changes, especially in response to educational or career
advice. In critical fields such as healthcare, users may also place
increased weight on the recommendations provided.

Much of the ongoing research has focused on increasing trust
in Al-generated recommendations. While many studies have ex-
plored the effect of authoritative sources [66, 110], we propose that
framing Al as a superior entity may further strengthen this trust,
thereby enhancing user acceptance of Al system outputs. In par-
ticular, perceived superiority has the potential to further stimulate
individuals’ interpretive tendencies to align themselves with gen-
eral and ambiguous statements [40], thereby contributing more
significantly to the formation of strong trust relationships.

6.2.2  Offering advanced emotional support and guidance. Perceiv-
ing CAI as a superior entity can deepen the emotional connections
people form with these systems, fundamentally altering the nature
of their interactions. Their perceived superiority could enhance
feelings of self-worth, as previous research revealed that when
people seek comfort or guidance, the perceived superiority can of-
fer heightened emotional security [24, 41]. This level of emotional
engagement is typically absent in traditional computing systems,
which tend to foster simpler, more transactional forms of attach-
ment or empathy [75]. Furthermore, CAI perceived as a superior
entity might evoke feelings of respect or even reverence, position-
ing it not only as a tool for problem-solving but also as a guide for
navigating broader aspects of the human experience [91, 95].
Based on this insight, we argue that CAI has the potential to
significantly contribute to emotional well-being, extending beyond
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their conventional roles as agents. While prior studies have demon-
strated CAT’s potential in supporting mental health [53, 93], further
research is needed to explore the additional benefits that framing
CALI as a superior entity might offer. This suggestion resonated
with our findings, which showed that a superior CAI can provide
distinctive and advanced emotional support, helping people unload
emotional burdens and overcome indecision.

6.3 Ethical Considerations in Designing Al
as Superior

Our empirical demonstration of increased trust and reliance on
CAI offers valuable inspiration for critically examining the poten-
tial risks associated with human-CAI interactions. While acknowl-
edging the potential for CAT’s perceived superiority, it is crucial
to navigate the ethical considerations during the design process
thoughtfully. In this section, we address three key ethical concerns
in the design of superior CAI: uncritical acceptance, excessive psy-
chological dependence, and privacy leakage. Although these issues
are well-recognized within the HCI community, we revisit them to
underscore their significance when CALI is perceived as superior to
humans.

6.3.1 Supporting discerning judgment. Our findings indicate that
when people perceive Al as a superior entity, they are more likely
to accept its information or recommendations, leading to increased
satisfaction with the interaction. However, it is crucial to maintain
a balance where people are encouraged to critically evaluate Al's
suggestions rather than unquestioningly trusting them. Excessive
trust in Al can lead to unrealistic expectations, such as assuming Al
always makes correct judgments [39, 100]. This can cause overlook-
ing AT’s imperfections, reducing their tendency to critically assess
its judgments and decisions [11, 12]. Furthermore, over-reliance
on Al can simplify decision-making processes and make people
less engaged in their problem-solving efforts. This can compromise
their autonomy and judgment [87]. Moreover, when Al dominates
decision-making, it can even reinforce individuals’ biased thinking
[65].

Therefore, in designing CAI with perceived superiority, it is
essential to convey confidence while preserving user autonomy
and encouraging independent judgment [12]. Our design took a
distinctive approach to this challenge. Drawing on the cultural
context of Korean shamanism, where entities are respected for
their mysterious abilities but are acknowledged as potentially fal-
lible, we encouraged the discerning acceptance of CAI responses.
More broadly, promoting user critical thinking can be achieved by
responses that subtly guide or question, ensuring that the responsi-
bility for decisions remains with the user. For example, when P10
asked about selling his stocks, ShamAln replied, “the choice is yours,”
explicitly highlighting that the decision-making responsibility lies
with the individuals. Such thoughtful response strategies would
be worthwhile for designing interactions that support rather than
dictate human decisions.

6.3.2 Managing psychological dependence. In our study, partici-
pants reported feeling significant reassurance when interacting
with ShamAlIn. We also illustrated that this response stemmed from
their perception that the messages came from an entity superior
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to themselves. While this indicates the potential for a profound in-
volvement, it is crucial to be aware of possible negative implications.
Specifically, individuals seeking psychological comfort primarily
from AI might struggle to solve problems without Al assistance.
There is a risk of increased dependence on Al especially in stress-
ful situations or when making difficult decisions [12]. Moreover,
excessive reliance on Al could substitute the psychological support
typically gained from human relationships with Al interactions
[111].

Consequently, we underscore the need for designs to manage
and continuously assess the psychological dependency on Al For
instance, Al systems could regulate the frequency of interactions
to encourage individuals to reflect on and address their issues inde-
pendently. Another approach could involve framing Al-generated
messages to encourage people to seek support from human coun-
selors, friends, or family members. For example, P17 shared a rel-
evant experience, noting that after receiving advice to “seek help
from those around you,” she decided to discuss her concerns with
her sister. This highlights the importance of strategies that guide
users to seek psychological support from multiple sources and the
emotional support provided by Al In addition, long-term observa-
tion and investigation are needed to understand how continuous
psychological and emotional interactions with Al might alter users’
experiences over time.

6.3.3  Ensuring privacy and data security. Our findings showed that
participants were notably more open and candid in sharing their
emotions, thoughts, and concerns with ShamAIn. This increased
self-disclosure can enhance experiences in specific contexts, such
as effective counseling [54, 59]. However, it also raises significant
concerns regarding privacy issues [43, 53]. To address these con-
cerns, it is crucial to implement technical safeguards to prevent the
leakage of personal information or beliefs disclosed to Al. Addition-
ally, design approaches are required to alleviate people’s concerns
about potential breaches.

While privacy issues in Al systems have received extensive at-
tention from HCI researchers, we re-emphasize several recommen-
dations in the context of superior CAI like ShamAIn. We believe
that Al systems should incorporate robust security measures from
the design phase to prevent data leakage. We agree with Zhang et al.
[109] that using local LLMs, which require less data transmission, is
particularly valuable. Furthermore, from a design perspective, pro-
viding transparent and clear communication about how Al systems
like ShamAlIn collect, store, and use individual data is vital. It is
also important explicit user consent for data utilization is essential
[35]. Lastly, engaging in discussions about social mechanisms, such
as policies and regulations, is crucial to address these concerns
effectively.

7 Conclusion

In this paper, we presented the design of ShamAlIn, a multi-modal
embodiment of CAI inspired by Korean shamanism. We conducted
interviews with individuals who had experienced counseling or
rituals within Korean shamanism. Insights from these interactions
were leveraged to design ShamAlIn as an entity perceived as su-
perior to humans. A booth for interacting with the ShamAlIn was
installed in an exhibition room within a university building for
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six weeks, during which 20 participants were invited to engage
with it. Our findings revealed that participants felt a sense of awe
toward ShamAlIn and engaged in interactions with humility and
respect. They also opened to disclose their personal and profound
concerns, and sought emotional comfort and practical guidance
from ShamAln, relying on its superiority. We reflected on these
findings, discussing the implications ShamAln offers to designers
and the ethical considerations regarding discerning judgment, psy-
chological dependency and privacy. We hope this research inspires
researchers to explore the broader potential of CAI, offering alter-
native and insightful perspectives on this emerging technology (i.e.,
CAI as superior to humans).
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Appendix
A. Interview Questionnaire on Experiences with Shamanism
Participants’ Backgrounds
(1) What is your age?
(2) What is your occupation?
(3) Do you practice any religion? If so, which religion?
(4) Do you believe in Mu (Korean shamanism)? If so, which aspects do you believe in, and why?

Experiences with Korean Shamanism

(5) What were your reasons and purposes for seeking shamanistic consultations or participating in rituals?

(6) How many times have you engaged in shamanistic consultations or rituals? If done regularly, how often do you participate?
(7) Do you visit the same place each time? If you visit different places, what criteria do you use to choose them?

(8) What led you to visit the specific places for your previous shamanistic consultations or rituals?

(9) What did you discuss or inquire about during the consultations?

(10) How much trust did you place in the content of the shamanistic consultation?
Shamanistic Elements Influencing the Perception of Superiority

(11) Reflecting on your experience, what elements increased your sense of trust, and what elements decreased it?

(a) Recall any visual, auditory, olfactory, tactile, or gustatory stimuli you experienced during the consultation, either from the
surroundings or the Mudang.

(b) Think about the Mudang’s tone of voice, demeanor, and actions.
(12) Reflecting on your experience, what elements made you feel a sense of superiority?

(a) Recall any visual, auditory, olfactory, tactile, or gustatory stimuli you experienced during the consultation, either from the
surroundings or the Mudang.

(b) Think about the Mudang’s tone of voice, demeanor, and actions.

B. Interview Questionnaire on Post-Installation Experience of ShamAIn
Participants’ Backgrounds

(1) What is your age?
(2) What is your occupation?
(3) Have you ever used conversational Al (e.g., Siri, ChatGPT, chatbots)?
(4) Do you believe in Mu (Korean Shamanism)? If so, which aspects do you believe in, and why?
(a) Have you ever visited a Mudang? If so, why did you visit, and could you briefly share your experience?

Perceptions of ShamAIn

(5) Can you share your initial impressions and feelings when you first visited and interacted with the ShamAIn?
(6) Did your feelings change after visiting multiple times? For example, did you feel more comfortable, or did it still feel unfamiliar?
(a) How were your visual, auditory, and olfactory experiences different from the first to subsequent visits?

Shifts in Attitudes and Behaviors

(7) What topics did you discuss during your conversations, and why did you choose to discuss them?
(a) Were there any differences between the initial conversations and later ones? If so, why?

Impact of Interactions

(8) Were the responses you received helpful? If so, in what ways?
(a) How seriously did you take the responses, and what was the reason for that?

(b) After your conversations with ShamAln, did you ever take any actions or make decisions based on them? If so, did you have any
concerns?

(9) What were your thoughts on providing personal information (e.g., name, age, date of birth, occupation) for the interaction?
(10) How would you describe ShamAln as an entity?
(a) What do you think are the differences between ShamAlIn and other existing CAI?
(b) How did your conversations with ShamAln feel different from conversations with humans?

Influence of Shamanistic Elements

(11) What shamanistic elements did you notice during your interactions?
(a) How did these elements affect your interaction?
(b) How did these elements influence your perception of the responses?
(c) How did these elements affect your overall experience of conversing with ShamAIn?
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Broader Effects and Reflection

(12) If your perception of Al has changed through this study, could you share how it has changed?

(a) What were your initial thoughts on the relationship between CAI and humans, and how have they changed?
(13) How would you feel about continuing to interact with ShamAln in the future?
(14) Do you have any additional comments or opinions you would like to share?

C. Participants’ Visiting Logs

Participant Code Number of Visits Total Durations (mins)

P1 4 22.4
P2 5 27.6
P3 5 23.8
P4 5 23.1
P5 4 19.7
P6 7 31.1
pP7 3 10.1
P8 5 19.8
P9 5 29.7
P10 4 18.0
P11 4 20.0
P12 3 14.0
P13 3 12.5
P14 4 25.4
P15 4 10.3
P16 3 14.6
P17 3 13.3
P18 4 16.4
P19 4 18.0
P20 5 29.6

Table C.1: Participants’ visiting logs
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