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Figure 1: A collage showcasing emerging works on edible interaction.

Abstract

Recent HCI research increasingly incorporates edible interfaces
into system design, moving beyond conventional user interface
paradigms. Within this trajectory, edible interaction designers treat
food materials as interactive media that can be sensed and actuated
across multiple sensory modalities. This workshop convenes per-
spectives from HCI, fabrication, perceptual science, and materials
science to build community, align knowledge, and articulate future
directions for the field. Through multisensory demonstrations and
hands-on activities in an one-day workshop, we aim to balance
technological interventions with human factors to chart the future
of edible interactions.
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1 Background and Motivation

Edible interactions are gaining momentum as a growing area of HCI
research that pushes beyond interfaces as traditionally understood.
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Rooted in Human-Food Interaction (HFI) [23] while extending be-
yond it, we aim to move away from treating foodstuffs as content
delivered through screens or devices, and instead position edible
materials themselves as interface, material, and interactive medium.
In line with the innovative and cross-disciplinary tradition of the
DIS conference, we aim to establish a platform that brings together
researchers working on edible fabrication, multisensory and cross-
modal design [27, 28], perceptual science, and material-centred user
experience[9]. Across these efforts, food becomes a substrate that
can be sensed, actuated, transformed, and experienced through
multiple sensory channels, blurring distinctions between system
and substance, interaction and ingestion, and technology and em-
bodiment.

However, knowledge and practices in this area remain dispersed
across disciplines, resulting in fragmented vocabularies, methods,
and conceptual frames. Moving beyond interfaces therefore also im-
plies a broader paradigm shift: from designing interactions around
food to designing interactions through food. This shift calls for
stronger community connections, shared foundations, and a col-
lective reframing of how edible interactions are designed, studied,
and positioned within the future of interactive systems.

To address this need, we will first reach out to researchers and
practitioners from our core communities (e.g., HFI, design research,
engineering, and computer science, as well as psychophysics, mul-
tisensory research, and perception science) to form the organizing
team and establish a shared framework for the workshop discus-
sions.

Our workshop’s value lies in enabling live demonstrations, hands-
on activities, and context-specific case discussions that help align
concepts, connect technologies with theory, and surface collabora-
tion opportunities and future application scenarios. The workshop
will take the form of a guided interactive session with structured
discussions. We expect 6—8 demos from the organizing team and
invite attendees to contribute their own demos or artifacts, such
as interactive systems, tangible prototypes, posters, design con-
cepts, or early-stage ideas. In total, we anticipate no more than
12 demos, organized into 2-3 thematic groups, where each demo
will be briefly presented and then discussed within its group. The
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session will conclude with an open “walk-and-talk” period and
brainstorming on the future of edible interactions, supported by a
guiding worksheet for participants to capture ideas, critiques, and
connections.

Finally, beyond the workshop itself, we aim to cultivate a social
and collaborative network that can evolve into a sustainable, inter-
connected community, supporting resource sharing, collaboration
matchmaking, and the co-development of standards and ethical
guidelines, thereby extending the workshop’s impact and providing
lasting support for this emerging field.

2 Main goals of the Workshop

In this workshop, we pursue three goals: (1) community building:
connecting researchers from HCI, fabrication, perceptual science,
and materials science to increase mutual awareness, help partici-
pants situate their work relative to others, and seed collaborations
[2, 4]; (2) knowledge consolidation: through live demonstrations
and shared methods, synthesizing current definitions, frameworks,
and exemplars to establish a common foundation for the field; and
(3) future agenda setting: co-creating a near-term roadmap that
specifies methodological, ethical, and design priorities, including
guidelines for creating meaningful edible interactions for particular
target groups [8, 12, 20].

3 Brief Overview of the Activities

This one-day workshop foregrounds interaction, live demonstra-
tion, and embodied engagement with edible materials. Discussions
are intentionally situated close to the act of eating, enabling partici-
pants to ground beyond-the-interface concepts in the immediacy of
taste, texture, and multisensory experience. We begin with a brief
welcome (5 minutes) outlining the workshop goals and format, fol-
lowed by a short conceptual framing that revisits definitions of
edible interfaces and introduces emerging frameworks to guide dis-
cussion. Participants then give concise self-introductions to share
their perspectives and expertise related to edible interaction. The
core of the workshop centers on hands-on demos and live expe-
riential exchange. Subject to health and safety approval, we will
coordinate with the DIS organizers to bring edible materials into the
venue. Demos serve as interactive probes around which facilitated
discussions examine materials, fabrication, enabling technologies,
perception, user experience, and application contexts. By combining
dialogue with tasting, touching, and observing edible artifacts, we
connect prototypes to real-world challenges and establish shared
conceptual ground. Participants may be split into small groups for
the demo sessions and rotate across setups. The workshop con-
cludes with an open walkthrough and Q&A, supporting informal
exchange and networking. Overall, the format balances short fram-
ing segments with extended collaborative exploration, reflecting
the interactive and interdisciplinary spirit of DIS while advancing
food as an interactive, multisensory medium.

4 Topics of interest and Anticipated Outcomes

The topics of interest for the workshop include theories, meth-
ods, technologies, and application domains related to the design
and study of edible interactions, organized through the following
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dimensions: 1) Design: design thinking, participatory and specula-
tive approaches, and design methodologies for developing edible
interfaces. 2) Materials and Fabrication: the current repertoire of
edible materials; material properties and functionalities; interaction
mechanisms; fabrication and prototyping approaches. 3) Interac-
tive Technologies: enabling technologies for edible interactions,
including wearable systems, and computational techniques, shape-
changing interfaces. 4) User Experiences: multisensory interaction
and augmentation, including crossmodal perception, sensation, and
embodied eating experiences. 5) Evaluative Frames: methods of
knowing and validation for edible interactions, such as qualitative
and quantitative evaluation strategies, psychophysics measures. 6)
Application Scenarios: i) Health and well-being: health, accessibil-
ity, inclusiveness, dietary needs, and supportive interventions; ii)
Consumption and culture: dietary practices, perception, sociality,
commensality, and cultural/ethical considerations; iii) Engagement
and futures: entertainment, play, telepresence, and real-world de-
ployment contexts.

Through this workshop, we will offer participants the opportu-
nity to co-author a post-workshop article that communicates the
key insights, tensions, and emerging directions surfaced during
the workshop. Depending on the nature of the outputs, we will
consider multiple publication pathways. For example, a DIS paper
that formalizes the workshop discussions into a research agenda
for edible interactions. In addition, we will share the workshop
outcomes with a broader audience via the workshop website, in-
cluding a summary of themes, curated demo highlights, and links to
participant projects and resources (with permission). Beyond publi-
cations, we will translate the activities and collective insights into a
lightweight toolkit for designing and evaluating edible interactions.

5 Organizers

Hongyue Wang is a Ph.D. candidate at the Exertion Games Lab
at Monash University, investigating how technologies can enrich
culinary practitioners’ creativity through auditory interaction [34,
35] and food fabrication [36].

Jialin Deng is an HCI researcher and designer at the University
of Bristol, exploring interfaces merging computational and edible
materials to reimagine interaction design, assistive technology, and
cross-sensory experiences [9-11].

Yuchen Zheng is a Ph.D. candidate at the Exertion Games Lab
at Monash University, investigating Human-Food Interaction via
extended reality systems that augment eating and drinking [39, 40].
Ziqi Fang is aPh.D. candidate at the Exertion Games Lab at Monash
University. She is a transdisciplinary designer and researcher, fo-
cusing on leveraging technology to redefine the future of human
eating experiences [17].

Charles Spence is an Oxford experimental psychologist and head
of the Crossmodal Research Lab. He applies neuroscience to multi-
sensory design in food and drink [27, 28]. His recent work explores
how technology will shape future dining experiences [29].
Ferran Altarriba Bertran is an Associate Professor at Escola
Universitaria ERAM, where he leads the Playful Living Lab. His
work explores how technology design can highlight the inherent
joy of food and foster more meaningful human-food entanglements
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[1, 3]. Ferran has ample experience organizing workshops/SIGs at
CHI, DIS, CHI Play, etc.

Koya Narumi is an Associate Professor at Keio University. His
research spans HCI and computational fabrication, designing ev-
eryday objects with distributed materials/structures and fabricating
them via inkjet/3D printing [19, 21, 22].

Lei Gao is a Research Fellow at UCL spanning HCI, acoustic levita-
tion, and multisensory tangibles. She builds ultrasonic interfaces
and fabrication workflows [13, 14], and co-led a workshop on emerg-
ing 3D-printing directions [15].

Weijen Chen is a Ph.D. candidate at Keio University. Trained in
food design and visual communication, she explores how technol-
ogy can enhance taste perception [7] and overall dining experiences
[5, 6] via food interfaces.

Lining Yao is an Assistant Professor at UC Berkeley, where she
directs the Morphing Matter Lab. She investigates mechanisms of
morphing materials, computational design algorithms, and fabrica-
tion pipelines [37, 38].

Mako Miyatake is a Ph.D. student at UC Berkeley researching food-
engineering interfaces and developing digital fabrication systems
to support chefs’ creativity [19, 26]. She trained in professional
culinary arts and got a chef’s license.

Marianna Obrist is Professor of Multisensory Interfaces at UCL
and CSO of Hynt Labs, pioneering scent tech for sleep. Her re-
search explores touch, taste, and smell in HCI, applied to VR/AR,
automotive, and health [24, 25].

Homei Miyashita is a Professor at Meiji University, Tokyo. He is
known for innovations such as the Taste Display and Electric Salt,
and has received awards including the Ig Nobel Prize in Nutrition
and the Lasting Impact Award [16, 18].

Chi Thanh Viis alecturer at the International University research-
ing HCI, brain—computer interfaces, multisensory experience (taste,
smell, touch) [30], and experimental psychology to build immersive,
effective user interfaces [31-33].

Oussama Metatla is a Bristol Associate Professor, co-heading the
Bristol Interaction Group and leading the Diverse-Ability Interac-
tion Lab, designing inclusive interactions through multisensory,
crossmodal, and embodied approaches.

Florian Floyd’ Mueller is Professor of Future Interfaces at Monash
University, directing the Exertion Games Lab. His research sits at
the intersection of body, technology, and play to support more
fulfilling lives.
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