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Perception refers to recognizing meaning and organizing it into information via the inputs of sensory
organs such as eyes, ears and somatosensory organs, as a basis for actions and constructing the self.
Kasahara is leading research “Superception”, a research framework that uses computer technology to
intervene in the human sensory process, or interconnect human senses, in order to create an engineered
augmentation and/or transformation of human perception and cognition.

Technologies are capable to transform ourselves and overcome the physical limitation. However, there
are still a lot of unexplored questions about to what extent can we be augmented and go beyond our
physical nature. Superception research will contribute to this question through engineering perception
of 'self', and lead to abilities for conscious control of perceptions and empower us to co-evolve with

technology.
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Associate Researcher, Sony Computer Science Laboratories, Inc. Project Assistant Professor,
Research Center for Advanced Science and Technology, The University of Tokyo. Ph.D. in
Interdisciplinary Information Studies from the University of Tokyo in 2017. Joined Sony Corporation
in 2008. Affiliate researcher at MIT media lab in 2012. Joined Sony CSL in 2014. Leading
“Superception” research: computational control and extension of human perception. The result of his
research has been presented at the major international conferences in the fields of computer graphics,
human-computer interaction, and media technology festivals. He also conducts interactive exhibitions

and social implementation.



