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Figure 1: Highlight images from the Brain Body Jockey (B2J) Project

Abstract

This workshop aims to engage participants in collectively imag-
ining future Inclusive Augmented Performances inspired by the
examples of the Brain Body Jockey project which features the col-
laboration of a DJ with ALS and a group of researchers leveraging
human augmentation technologies to deliver radically different live
music performances. The goal is for the workshop to function as
a discussion and ideation platform that integrates technical, artis-
tic, and social perspectives on the challenges and opportunities of
inclusive human augmentation in the context of art and creative
expression.
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1 Background and Motivation

Over the last two decades, a series of technological advances have
progressively expanded the boundaries of how people live, work,
and relate to technology. These span from the widespread adoption
of everyday personal devices such as smartphones and wearable
devices, the emergence of physical robots, and the permeation of
AI systems in the digital landscape [7]. Despite their differences
in purpose and application, these technologies collectively aim to
augment human physical and cognitive capabilities, supporting
social engagement and self-realisation [4, 6, 8, 14, 15]. For people
with disabilities, such augmentation technologies have become
increasingly pervasive, extending from assistive devices embedded
in everyday environments [12] to systems deeply coupled with the
human identity and physical body [2, 5].

Artistic performances offer a unique setting in which to explore
the opportunities and implications of human augmentation in the
context disability and non-normative bodies. The focus on creative
expression, rather than sole functionality, enables the exploration of
diversity as opportunity that we can capitalise on using technology
as augmentation, instead of a problem that technological augmenta-
tions should attempt to address [1]. The Brain Body Jockey Project,
also know by the shorthand B2J, is an ambitious project funded
via the Japan Science Technology Moonshot R&D Program Cy-
bernetic Being Project, which brings this idea into practice. The
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goal of the project is to explore the transformational opportunity
of advanced technologies such as brain computer interfaces and
cybernetic avatars and robotic augmentations to enhance oppor-
tunities in daily life for persons affected by amyotrophic lateral
sclerosis (ALS). The project is spearheaded by the collaborative ef-
fort between the research and development teams at the Cybernetic
Being Lab and NOUPATHY, and the DJ Masatane Muto, known as
EYE VDJ Masa, who lives with advanced ALS. The tight collabora-
tion between the performer who has lived experience of disability
and the research teams ensures that every development is driven
by the realization of a creative vision as well as empowerment in
daily life interactions. Since its start in 2023, the project has re-
sulted in the hosting of eighteen public live music performances
(including an international one at the Osaka EXPO in September
2025), academic publications [3, 16], and extensive media coverage.
A special performance as part of the B2J project will be hosted
at the 2026 Augmented Humans Conference, in occasion of the
Moonshot-ASPIRE joint symposium on Enhancing Humanity on
the 18th of March.

With this backdrop, we propose the delivery of our workshop to
leverage this unique opportunity to engage global experts attending
the AHs 2026 conference in exploring novel paradigms of inclusive
human augmentation by focusing on disability-led performance.
Potential participants will first be asked to individually generate
speculations for future performances ahead of the workshop, and
engage in group-based activities during the workshop to merge,
challenge and improve each other’s ideas and produce concept
proposals for Disability-led augmented performances for different
artistic fields.

2 Theme of the Workshop

Building on prior workshops in human-computer interaction and
relevant venues that have explored inclusive approaches to human
augmentation, e.g., metaverse [10], physicalization [11], robotics
[9], and artificial intelligence [13], this workshop aims to bring to-
gether researchers, practitioners, and artists attending the 2026 AHs
confeence to propose, discuss, and collaboratively imagine future
forms of human augmentation performance led by disabled artists.
Framed through the lenses of inclusivity and equity, the workshop
invites participants to submit speculative and practice-based ideas
for future performances, and to engage in brainstorming activities
around how augmentation technologies might be designed and
experienced in the inclusive artistic performance contexts. To this
end, the workshop will function as a discussion and ideation plat-
form that integrates technical, artistic, and social perspectives on
the challenges and opportunities of inclusive human augmentation.

3 Pre-workshop Plans

3.1 Target Audience and Recruitment

This workshop aims to bring together a multidisciplinary group
of researchers, practitioners, and artists interested in human aug-
mentation and inclusive performance, who share a commitment to
exploring how augmentation technologies might contribute tomore
inclusive future societies, while potentially holding diverse view-
points on how such futures should be shaped. The workshop will
be advertised through multiple channels, including the Augmented

Humans conference’s mailing lists, the workshop website, social
media platforms of the organisers and their affiliated institutions, as
well as professional social networks and word-of-mouth. The orga-
nizers will create an explanatory video of the B2J project, featuring
highlights of different performances, technical developement, and
real life applications, which will be shared in advance as common
reference points for discussion. Rather then relying on standard
paper submissions, potential participants will be invited to submit
an expression of interest, expressing their own views for the fu-
ture of Inclusive Augmented Performances. From these expressions
of interest collected, we will curate a list of 20 participants who
will be invited to join the in person workshop at the Augmented
Humans Conference. We aim to include researchers from differ-
ent fields, lived experiences, and at different career stage, to sup-
port in-depth discussion, collective brainstorming, and community-
building around inclusive human augmentation and performance.

3.2 Content submission and selection procedure

Rather than standard paper submissions, participation in this work-
shop will be based on an expression-of-interest submission. Inter-
ested participants will be asked to submit a short statement outlin-
ing their background, interest in inclusive human augmentation and
performance, and how they envision contributing to the collective
discussions and design activities of the workshop. Submissions may
include reflections on the organisers’ shared performance videos,
proposed ideas for future performances, critical perspectives on hu-
man augmentation technologies and art performances, or relevant
artistic, technical, or theoretical practices.

Submissions will be collected and managed through the Easy-
Chair platform. All submissions will be reviewed by at least two
members of the organising committee. Reviews will assess the
relevance of the submission to the workshop themes and the po-
tential contribution of the participant to collaborative discussion
and ideation.

Authors of accepted submissions will be invited to participate in
the workshop, with at least one contributor from each submission
expected to attend in person. Accepted participants may also be in-
vited to provide a graphic summary or short video(up to 2 minutes)
to support shared reflection and dissemination of the workshop.

4 Content of the Workshop

4.1 Workshop Format

The workshop will be conducted fully in person to support situated
and collective engagement among participants. As part of the work-
shop format, participants will be expected to attend the B2J human
augmentation performance taking place during the Enhancing Hu-
manity Symposium at the Augmented Humans 2026 conference
on March 18th 2026, the day prior to the workshop, which will
serve as a shared experiential anchor for subsequent discussions
and collaborative activities. Insights from this performance will be
carried into the workshop through structured reflection sessions,
group discussions, and co-creation activities, enabling participants
to ground speculative and design-oriented conversations in lived,
performative experience. Following the workshop, a summary of
key themes and outcomes will be documented and shared through
the workshop website.
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4.2 Workshop structure and activities

The workshop will be held as a half-day, fully in-person event on
March 19th 2026. The format will combine facilitated discussions
and interactive activities with short participant presentations. Con-
tributors will be asked to prepare a single-slide presentation to
briefly introduce their perspectives or proposed ideas, which will
serve as a starting point for collective reflection and discussion.
All sessions, including presentations and group activities, will take
place on-site.

An initial welcome session (20 minutes) will be used to intro-
duces the overall aims of the workshop and reiterate the framing of
inclusive augmented performance as a space where equity, accessi-
bility, and disabled leadership are central. A quick presentation by
the organizers will highlight the key features of the B2J Project, ex-
plaining how the team idea of what inclusive augmentation meant
in artistic contexts evolved over the years, including questions of
agency, aesthetics, authorship, and experience.

A lightning introduction session, (30 minutes) will follow with
participants being invited to provide a 1-minute overview of their
background and the idea of Inclusive Augmented Performance they
proposed in their statement of interest.

Following this, a small-group brain storming activity will take
place for approximately one hour. Individual teams (4 teams with 5
people per team), will collaboratively create a unified concept of a
future augmented performance mapping key points on a structured
canvas that combines technical, artistic, and social considerations.
Groups will discuss dimensions such as the performance setting
and audience relationship, the role of augmentation technology,
and how control, agency, and accessibility are distributed across
performers and systems.

Following the activity each of the 4 groups will be asked to
present their idea for a maximum of 7 minutes, followed by three
minutes discussions with the other participants (40 minutes total).
In the final 20 minutes the organizers will outline next steps and
present their ideas for a joint publication.

5 Goal and Expected Outcomes

With participants’ consent, materials emerging from the workshop,
including documented discussions, shared reflections, and selected
artefacts such as slides or visual documentation, will be made avail-
able on the workshop website. A consolidated synthesis of key
themes and insights arising from the disabled-led performance and
subsequent workshop activities will be documented to support
ongoing reflection and collaboration. As a primary outcome, the
organisers intend to develop the collective workshop outputs into
a full research paper articulating a cohesive vision for inclusive hu-
man augmentation and performance, informed by the perspectives
and contributions of workshop participants. Workshop participants
will be invited to contribute to such article with the goal of propos-
ing an innovative and comprehensive vision.

6 Organizers

Giulia Barbareschi (https://giulia-barbareschi.com) is a pro-
fessor at the University of Duisburg Essen and leads the Inclusive
Technology and Collective Engagement group. She works with
marginalised individuals to explore how to leverage technologies

to improve meaningful inclusion in societies. Her previous work
has focused on artistic performance and creative exploration as a
site where technology can help subvert perceptions of disability.
Ryoichi Ando (https://superhuman-sports.org/) Ph.D. in Media
Design, Keio University (2022) Executive Director, Superhuman
Sports Project President and Chief Executive Officer, AXEREAL
Inc.Researcher, Graduate School of Media Design, Keio University
Visiting Professor, iU (Professional University of Information and
Management for Innovation) He specializes in the field of human
augmentation, with a focus on the integration of technology, cul-
ture, and the human body. Through pioneering research and the
development of superhuman sports, he is dedicated to creating
inclusive environments in which individuals of all backgrounds
and abilities can fully participate and find enjoyment.
Mark Armstrong (https://linktr.ee/butchbangher/) is a creative
engineer and PhD Candidate at Keio University Graduate School
of Media Design (KMD). His research explores the unconventional
ratios of M-human to N-avatar interactions and how they can affect
both embodiment and schema development as well as the social
connectedness between people. In his spare time, he creates interac-
tive and immersive installations, and generative audiovisual media
art using computer vision, machine learning models, robotics, and
high speed sensing technologies.
Ximing Shen is a Project Assistant Professor at the Keio Uni-
versity Graduate School of Media Design. Her research expertise
includes user-centred design, human-computer interaction (HCI),
social computing and haptics. She applies qualitative research meth-
ods to explore the design and applications of emerging technology
in healthcare and art.
Mauricio Sousa (https://mauriciosousa.github.io) is a Project Se-
nior Assistant Professor at the Keio University Graduate School of
Media Design (KMD). His research in HCI and spatial computing
focuses on designing intelligent systems that enhance human per-
ception and collaboration. Previously, he was a Research Scientist
at Meta Reality Labs, where he developed AI-sensing wearables and
neural interfaces. His work explores how multimodal sensing and
AI can be embedded into wearable systems to support real-time
telepresence and remote communication.
Kouta Minamizawa (https://www.embodiedmedia.org/) is a pro-
fessor at Keio University Graduate School of Media Design (KMD)
and directs KMD Embodied Media Project. where conducts research
and social deployment of embodied media that transfer, enhance,
and create human experiences with digital technologies. His re-
search expertise includes Haptics, Embodied Interaction, Virtual
Reality, and Telexistence. He also promotes activities on Haptic de-
sign and Superhuman sports, also serves as a project manager of the
Cybernetic being project under the Japan government’s Moonshot
R&D program.
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