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Abstract
This workshop introduces a novel, embodied approach for exploring
and reimagining human-robot relationships through a movement-
based, experience-centred practice that focuses on the dynamic,
emergent meaning-making potential inherent in our social encoun-
ters with machines. The Human-Robot Experience (HRX) Theatre
Workshop invites participants to reimagine our relationships with
robots by creatively exploring the social potential of machinelike ar-
tifacts. HRX frames human-robot interaction as amore-than-human
encounter, challenging traditional Human-Robot Interaction per-
spectives. The workshop aims to establish a creative playground for
participants to collaboratively develop and enact inclusive human-
robot scenarios, harnessing the generative potential of movement
dynamics. Our Relational Body Mapping (RBM) method uses robot
costumes to facilitate perspective-taking and enable participants
to step into the shoes of a robot’s unique relational affordances.
This immersive, creative approach aims to cultivate inclusive, di-
verse perspectives that transcend traditional anthropocentric views,
opening up new modes of empathy, nonverbal communication, and
meaning-making with machinelike artifacts.

CCS Concepts
• Human-centered computing→ Interaction design process
and methods.
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1 Introduction
Recent advances in generative AI open up new possibilities for so-
cial robots, promising more sophisticated human-robot interactions
through enhanced communication, emotional intelligence, adap-
tive behaviours, and personalization [14]. However, these advances
often aim to make robots more humanlike by effectively masking
the “deep asymmetries” between persons and machines [20]. While
AI may further complicate the subject-object boundary, it doesn’t
address or resolve the underlying assumptions driving efforts to
render machines as humanlike as possible.

Mimicking human traits is a common approach in human-robot
interaction (HRI), assuming that meaningful encounters depend
on what interactors already have in common [16]. The machine’s
otherness, in these approaches, is viewed as an obstacle, leading to
widespread agreement that it requires softening or masking [4, 8,
16, 17]. We argue that this mimicking approach limits both what a
robot could be and the kinds of relationships we could have with
them. It is thus important to explore alternative approaches that
embrace and creatively exploit the differences between humans and
machines. This workshop proposes a more-than-human approach
that engages participants in embodied, performative practices to
reimagine our relationships with robots.

2 From Human-Robot Interaction (HRI) to
Human-Robot Experience (HRX)

Suchman observes that humanlike robotsmay appear to break down
rigid subject-object boundaries but instead reaffirm the differences
and hierarchies that this boundary is founded on [21]. Furthermore,
modelling human-robot relationships after human-human relation-
ships [5, 13] implies that sociality can be reverse-engineered and
programmed into robots [1, 11], favouring a notion of sociality
that is “amenable to technological intervention” [25]. We argue
that a genuine experience-centered approach needs to attend to
the dynamics and relational possibilities emerging in the encounter
itself [9, 24], rather than relying on imitation [22, 25].

Our Human-Robot Experience (HRX) framework further ex-
pands the notion of human-centered design to more-than-human
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Figure 1: Relational-Body-Mapping: a series of more-than-human constellations between dance performers and robot costumes
captured during our experimental studio practice; with Audrey Rochette and Steph Hutchison, 2023 (top row), and Arabella
Frahn-Starkie, Felix Palmerson, and Siobhan McKenna, 2022 (bottom row). Photos: Petra Gemeinboeck.

design by acknowledging the networks of relationships humans are
embedded in. This shift from a representationalist to a performa-
tive view reframes human-robot relationships as more-than-human
experiences. Instead of viewing them as interactions between sep-
arate entities with pre-defined agencies, it sees them as dynamic
experiences, where both human and nonhuman participants enact
meaning and social agency in the encounter [8]. The HRX The-
atre Workshop seeks to transcend binary assumptions in HRI by
cultivating a more-than-human, experience-centred approach to
human-machine interactions.

2.1 Relational Body-Mapping (RBM)
Relational Body Mapping (RBM) uses wearable costumes that stand
in for a robot’s embodiment and propels our novel performance-
making practice for prototyping relationships with machines in
creative, embodied ways. It enables dancers to step into the shoes
of a robot performer to develop a relational movement language
and more-than-human relations with robotic costumes and their
unique spatial affordances (Figure 1). Central to this approach is
understanding movement as a dynamic, relational, and generative

force with “distinctive spatial, temporal, and energic qualities” [18]
that unfold relational dynamics that are core to social communi-
cation [6]. RBM has shaped our more-than-human performance-
making practice, deploying robot costumes to creatively explore
relationships with robotic artifacts in novel aesthetic, embodied,
and social ways (Figure 2). The HRX Theatre Workshop uses RBM
alongside performance-making strategies for participants to de-
velop and experience playful, speculative, and social scenarios with
machinelike artifacts.

2.2 A Growing HRI Community Supporting
Embodied and Participatory Design

There is a growing community in and around HRI emphasizing
embodied knowledge and alternative ways of making meaning
with robots. Relevant research includes Seibt et al.’s “sociomor-
phing” [17], LaViers and Maguire’s approach foregrounding ki-
naesthetic attunement and movement notation [12], Bacula et al.’s
“dance prototyping” [2], Jochum & Derks’ dance improvisation
framework [10], and Sirkin and Ju’s “embodied design improvisa-
tion” [19].
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Figure 2: Alloyed Bodies [BNE-3-3-1] by Petra Gemeinboeck and Rob Saunders, 25-27 June, ISEA 2024, Brisbane, with three
dance performers (Audrey Rochette, Siobhan McKenna and Felix Palmerson), three cube costumes, and one cube robot. Photo:
Jade Ellis.

In addition to embodiment and empathy-focused approaches,
experience-centred design strategies [23] promote embodied inter-
actionwith a focus on empathic perspective-taking [23, 24]. There is
a growing recognition of the need to broaden participation in robot
design, with Gasteiger et al. [7] demonstrating the benefits of stake-
holder involvement throughout the design process. Šabanović [25]
notes a lack of methods for involving end-users early in the process
and accommodating their imaginations and experiences.

3 HRXWorkshop Objectives and Embodied
Strategies

HRX aims to cultivate a more-than-human, transcorporeal empa-
thy that extends intercorporeal resonances shaping our human
social relationships [6] to the network of nonhuman entities we’re
embedded in. This approach challenges the notion that we are sep-
arate from the world [3] and that boundaries between subjects and
objects are given and fixed [21]. Instead, it seeks to establish a hor-
izontal playground for reimagining our social relationships with
machines. The workshop aims to help building a community around
the key principles of HRX, including the generative potential of

movement dynamics, kinesthetic attunement and transcorporeal
empathy, and the horizontal ethics of a more-than-human approach
to human-robot relationships.

The workshop’s objectives are to:

• establish an inclusive, more-than-human playground for em-
bracing and creatively considering the differences between
humans and machines,

• generate a deeper, embodied understanding of more-than-
human experiences by attending to emergent, nuanced reso-
nances between human and nonhuman embodiments, and

• harness this sensitivity to movement qualities and kinaes-
thetic attunement to reimagine human-robot relationships.

To do this, we will engage participants in:

• gentle movement explorations to expand bodily and kines-
thetic awareness,

• embodied encounters with abstract, machinelike artifacts
using RBM, and

• collaborative development and enactment of diverse human-
robot scenarios through embodied role-play.
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Our experience-centred, movement-driven process builds on
creative robotics and choreographic knowledge [8, 9, 15], support-
ing participants in playful, embodied role-play to explore agency,
affect, trust, and dependency with robots. The team’s performance-
making expertise with RBM will support participants in engaging
with this role-play to explore questions of meaning-making, affect,
and trust with robots. This playful, movement-oriented approach
is designed to be accessible and inclusive, without requiring prior
dance experience. Participants will be encouraged to engage at their
own comfort level and within their individual abilities.

Discussions, reflections, and the use of a novel ’more-than-human
body-map’ tool will capture participants’ bodily sensations and
more-than-human experiences, further deepening our exploration
of human-robot relationships. By inviting participants to explore
how we bodily resonate and make meaning with machinelike enti-
ties, the workshop seeks to open human-robot interaction design
to new modes of empathy and more-than-human communication.

4 Workshop Organizers
Dr. Petra Gemeinboeck is a Future Fellow and Associate Profes-
sor at Swinburne University of Technology and co-founder of the
Machine Movement Lab (MML). Her transdisciplinary, practice-
based approach brings together creative robotics, choreography,
performance-making, and feminist new materialism. Petra’s ARC
Fellowship project in Human-Robot Experience (HRX) seeks to
expand and diversify our relationships with robots by promoting
creative, embodied, and participatory ways of engagement. Re-
cently, she led the FWF PEEK artistic research project ’Dancing
with theNonhuman’ at the University of Applied Arts Vienna, inves-
tigating relational dynamics between humans and robots through
more-than-human performance-making. Focusing on questions of
agency, embodiment, and performativity, Petra’s work expands con-
ventional HRI research by deeply integrating embodied knowledge
and performative practice with technology-driven exploration.

Dr. Rob Saunders is Associate Professor at Leiden University,
The Netherlands and co-founder of the Machine Movement Lab
(MML). His research explores the role of intrinsic motivation in
the computational modelling of creativity. His interdisciplinary ap-
proach to research spans computational creativity, machine learn-
ing, agent-based modelling, human-robot interaction and creative
robotics. His research has contributed to establishing new directions
for research in the computational modelling of creative individuals
and societies, and the development of autonomous and embodied
creative agents and co-creative systems. His long-term creative
robotic collaboration with Petra Gemeinboeck has contributed to
promoting an expanded view of computational creativity that em-
braces embodied notions of cognition.

Dr. Steph Hutchison is a dance academic at Queensland Uni-
versity of Technology, specializing in contemporary dance, chore-
ography, and dance technology. Her transdisciplinary approach
bridges dance and choreography with cutting-edge technological
fields like robotics. As co-leader of the Ars Electronica Futurelab
Academy @QUT, Steph developed embodied practice activities for
creative collaboration. Her recent work as an Associate Investi-
gator at the Australian Cobotics Centre and her ANAT Synapse

Residency with Jonathan Roberts focused on cobotic improvisa-
tion, exploring how dance improvisation and choreography can
advance human-robot collaboration. Steph has expertise in facili-
tating movement-based explorations with technology and has been
a choreographic consultant with the Machine Movement Lab since
2022.

Dr. Kristina Mah is a postdoctoral researcher working with
the Machine Movement Lab at Swinburne University and the De-
sign Lab at The University of Sydney. Her research emphasizes
disciplined and embodied approaches to investigating human ex-
perience, contributing to relational cultural theory in design, HCI
and social robotics. Her work bridges ancient wisdom, modern
science, and practice-based research-through-design. Here current
research aims to more deeply understand transcorporeal empathy
in more-than-human contexts and pedestrian experience and ges-
tural communication with autonomous vehicles. Her own body
awareness and movement practices inform her work, seeking way
of embedding contemplative practice and reflexivity into design
practice.
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