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Centrum Wiskunde & Informatica (CWI)
Amsterdam, Netherlands

2017.03 - 2021.11

Postdoctoral 
Researcher 
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Cake Researcher
Delft, Netherlands

2017.06 - Now 

Founder & 
Cake Designer
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EPAM
Hoofddrop, Netherlands
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Principal 
Researcher
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EPAM
Hoofddrop, Netherlands

2022.12 - Now

Head of 
Research & Insights 
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ACM Interactions
New York, NY, United States

2023.09 - Now

Columnist
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Keio University
Yokohama, Japan

2023.04 - 2023.11

Guest Professor
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Sun Yat-Sen University BA (with Honors) of Industrial Design
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TU Delft MSc (Cum Laude) of Industrial Design Engineering 
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TU Delft PhD on Human-Computer Interaction
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Philips
Eindhoven, Netherlands 

2010.12 - 2011.9

Researcher

TU Delft
Delft, Netherlands
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2012.12 - 2017

(Guest) Lecturer 
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Delft University of Technology (TU Delft)
Delft, Netherlands

2012.01 - 2017.04 

PhD Candidate
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AWARDS & PRESS

Invited Researcher
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2022

Master of Ceremony
& Panelist

9th Heidelberg Laureate Forum
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New Scientist NL February 2021 Special Issue 
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Dagstuhl Seminar 23482: Social XR 

Dagstuhl Seminar 22491: Cognitive Augmentation 

Pastry Chef & Speaker 10th Heidelberg Laureate Forum
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Best Demo Award ACM IMX 2020
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Best Paper Award ACM TVX 2018
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Selected 
Young Researcher

7th Heidelberg Laureate Forum

2019
Humans of TU Delft Humans of TUDelft: Jie Li
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INVITED TALKS
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LIST OF PUBLICATIONS

2023
Li, J. (2023). From Immersive Experiences to the Metaverse: How Can We Engage More 
Users?. Interactions, 30 (3), 48-53. 

Li, J. (2023). Slash Career? Balancing Work and Life with Cakes. XRDS: Crossroads, The ACM 
Magazine for Students, 29 (3), 10-11. 

Yu, X., Li, J., Vos, S., & Brombacher, A. (2023). ACTIVE4: A Conceptual Framework for 
Gathering Empathetic Insights toward Office Workers’ Vitality Ecosystem Design. In Extended 
Abstracts of ACM CHI2023.

Li, J. (2023). What Are You Reading? Interactions, 30 (6), 16-17. pdf.

2024
Li, J., Cao, H., Lin, L., Hou, Y., Zhu, R., & Ali, A. E. (2024). User Experience Design 
Professionals' Perceptions of Generative Artificial Intelligence. In Proceedings of ACM CHI2024. 

Li, J. (2024). "I Feel Soothed and Cured": The Effects of ASMR and How HCI Research Can 
Benefit from Them. Interactions, 31(5), 12-14. pdf. 

Wang, N., Zhou, J., Li, J., Han, B., Li, F., & Chen, S. (2024). HardenVR: Harassment Detection in 
Social Virtual Reality. In Proceedings of IEEEVR 2024 (pp. 94-104). pdf.

Li, J. (2024). How Far Can We Go with Synthetic User Experience Research?. Interactions, 
31(3), 26-29. pdf.

Li, J. (2024). Experimentation Everywhere and Every Day: Running A/B Testing in Corporate 
Environments. Interactions, 31(1), 20-22. pdf.

Aloi, D., Bouzit, S., & Li, J. (2024). Biometric Methods for User Research: Three Case Studies. In 
Extended Abstracts of ACM CHI2024.

Elagroudy, P., Li, J., Väänänen, K., Lukowicz, P., Ishii, H., Mackay, W. E., Churchill, E. F.,..., & 
Schmidt, A. (2024). Transforming HCI Research Cycles using Generative AI and “Large 
Whatever Models” (LWMs). In Extended Abstracts of ACM CHI2024.
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2022
Li, J. & Cesar, P. (2022). Social Virtual Reality (VR) Applications and User Experiences. In 
Immersive Video Technology (Edited by Zerman, E. et al.). Elsevier, Amsterdam.

Montagud, M., Li., J., Cernigliario, G., El Ali, A., Fernández, S. & Cesar, C. (2022). Towards 
SocialVR: Evaluating a Novel Technology for Watching Videos Together. Virtual Reality. 
Springer Nature. 

Viola, I., Subramanyam, S., Li., J. & Cesar, P. (2022). On the impact of VR assessment on the 
quality of experience of highly realistic digital humans. Quality and User Experience, 7 (3). 
Springer.

Reimat, I., Mei, Y., Alexiou, E., Jansen, J., Li, J., Subramanyam, S., ... & Cesar, P. (2022, 
October). Mediascape XR: A Cultural Heritage Experience in Social VR. In Proceedings of the 
ACM Multimedia 2022 (pp. 6955-6957, Best Demo Award).

Striner, A., ..., Li, J. & Cesar, P. (2022, November). The Co-Creation Space: Supporting 
Asynchronous Artistic Co-creation Dynamics. In Companion Publication of the 2022 CSCW 
(pp. 18-22). 
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2021
Mei, Y., Li, J., De Ridder, H. & Cesar, P. (2021). CakeVR: A Social Virtual Reality (VR) Tool for 
Co-designing Cakes. In Proceedings of ACM CHI 2021.

Williamson, J., Li, J., Shamma, D.A., Vinayagamoorthy, V. & Cesar, P. (2021). Understanding 
User Proxemics and Social Formations in an Instrumented Virtual Reality Workshop. In 
Proceedings of ACM CHI2021.

Li, J., Vinayagamoorthy, V., Williamson, J., Shamma, D. A. & Cesar, P. (2021). Social VR: A New 
Medium for Remote Communication and Collaboration. In Extended Abstracts of the ACM 
CHI2021.

Ryskeldiev, B., Ochiai, Y., Kusano, K., Li, J., Kunze, K., Saraiji, M.H.D.Y., Billinghurst, M., 
Nanayakkara, S., Sugano, Y., Honda. T. (2021). Immersive Inclusivity at CHI: Design and 
Creation of Inclusive User Interactions Through Immersive Media. In Extended Abstracts of the 
ACM CHI2021.

Pagador, H. R., Dominguez, A.,...Li, J., Striner, A., Cesar, P. (2021). Co-creation Stage: a 
Web-based Tool for Collaborative and Participatory Co-located Art Performances. In Adjunct 
Proceedings of ACM IMX 2021.

Ana R., Sergio Z., Ignacio L.,...Li, J.,...,Cesar, P. (2021). A Collaborative VR Murder Mystery 
using Photorealistic User Representations. In the 2021 IEEE VR Abstracts and Workshops. 



2020
Xue, T., Li, J., Chen, G. & Cesar, P. (2020). A Social VR Clinic for Knee Arthritis Patients with 
Haptics. In Adjunct Proceedings of ACM IMX 2020 (Best Demo Award).

Subramanyam, S., Li, J., Viola, I. & Cesar, P. (2020). Comparing the Quality of Highly Realistic 
Digital Humans in 3DoF and 6DoF: A Volumetric Video Case Study. In Proceedings of IEEE VR 
2020.

Li, J., Chen, G., De Ridder, H. & Cesar, P. (2020). Designing A Social VR Clinic for Medical 
Consultations. In Extended Abstracts of the ACM CHI2020.

Tharatipyakul, A., Li, J. & Cesar, P. (2020). Designing User Interface for Facilitating Live Editing 
in Streaming. In Extended Abstracts of the ACM CHI2020.

Li, J., Vinayagamoorthy, V., Schwartz, R., Ijsselsteijn, W., Shamma, D. A. & Cesar, P. (2020). 
Social VR: A New Medium for Remote Communication and Collaboration. In Extended 
Abstracts of the ACM CHI2020. 
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