Materialising Cyborg Bodies — Technology Approaches in Dialogue with
Disability Cultures
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school classrooms.

Fig. 1. To the left, the Blurtline [6] belt reminding children with ADHD to not react impulsively to their environment. To the right, a
person using their environment for self regulatory stimming that can facilitate the self-guided regulation of attention even within

Fig. 2. To the left, a google glass project intended to provide normative social cues to autistic people (cf. [10]). To the right, an autistic
kid sharing their play setup of lining up toys, effectively communicating about their interests with their environment.
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Fig. 3. To the left, a cochlear implant, a technology aiming to supplement hearing capabilities for some deaf individuals, which
has been associated with stigma [3]. To the right, a communicative alternative, namely a sign language, in this case American Sign
Language (ASL) used vibrantly to interact in community.

Fig. 4. To the left, an exoskeleton supporting someone in walking on their feet albeit slow and often prohibitively costly. To the right,
someone using their wheelchair, sometimes even to speed along faster than the walkies, as described previously [2].
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