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. ABSTRACT v 4
: H Through the years, the tapestry technique has been used for utilitarian purposes and \ LA !
to tell stories. In our artwork, we took inspiration from this ancient craft and the : ] f‘- 4
||l need to reconnect with our senses. This piece invites visitors to touch, feel, and 1 W Y . - z

. listen. Tapest[o]ry is a living tapestry that listens and responds with a narrative |
\representing the sea’s natural “murmurs” and harmful anthropogenic sounds.
. The tapestry is turned into an interactive artwork by combining layers S
i, » of wool, crochet, and felt intertwined with hidden conductive threads.
{1\ Through storytelling and audience interaction, Tapest[o]ry hopes to

" awaken empathy for the invisible chaos in our oceans and invite S 4
\h \reﬂectlon on how we, too, are part of this delicate rhythm.
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OUR MOTIVATION

Tapestry has long been a medium for storytelling, serving both
functional and artistic purposes — whether as insulation, decoration, or
a contemplative art piece. Historically, woven tapestries have depicted
biblical, mythological, and classical stories, offering narratives that
educate and engage viewers[7][10]. Through the years, tapestry has
evolved into a reflective art form, inviting contemplation through its
elaborate craft and layered meanings[9].

In our artwork, we seek to revive the storytelling tradition of tapestry
while incorporating interactive technology, transforming it into an
interface for embodied engagement. Unlike traditional exhibitions, where
artworks remain untouchable, contemporary art increasingly embraces
interactivity, inviting audiences to participate in the experience[9]. Our
project explores this shift, positioning tapestry as an interactive interface
that encourages physical interaction as an instrument of engagement and
exploration.

Tapestry encompasses the idea from writer/poetess Sofia Mello Bryerner
of the ocean as a “space of knowledge and balance”[1] where marine
noise pollution directly disrupts this balance and interferes with the
“ancient rhythms / That sustain the Earth’s breathing”[3], particularly
affecting cetaceans who heavily rely on sound

Cetaceans, such as whales, are particularly vulnerable to anthropogenic
noise pollution[8]. They rely on high-pitched sounds to communicate
across long distances, but the intense sounds from shipping, industrial
activities, and other human interventions often overpower these signals,
disrupting marine ecosystems. Regardless of these challenges, whales
play a vital ecological and cultural role[5]. They are also natural carbon
sequesters, storing significant amounts of carbon in their bodies. When
they die, their bodies sink to the ocean floor, effectively removing carbon
dioxide from the atmosphere and helping to mitigate climate change[8].

This artwork motivation emerges at the intersection of tapestry as atangible
interface[4], the maker movement, and contemporary environmental art.
It draws inspiration from artists like Vanessa Barragao[2], who highlights
marine ecosystems through textile art, and Alexandra Kehayoglou[6],
who weaves landscapes to emphasise environmental change. By
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| “The sea murmurs and Ustens,
I Guarding the secrets of Hhe world. |
Only it kinows the ancient rivgtivms ’
| That sustain the EartiVs breathving.”
" Sophiade Mello Breqner Andyesen [3] [
/

embedding capacitive technology into woven fabric, we seek to blur the
boundaries between the physical and digital, transforming tapestry into
an interactive medium that engages users and raises awareness of critical
environmental issues.

—_—
—
_— —_—
—_— —_—

Tapest[o]ry embodies the “urgent need for ecological awareness and
preservation ofbodies of water”’[ 1] by using the tactile and auditory senses to
communicatethedetrimentalimpactofhuman-generatednoiseonmarinelife.
This interactive tapestry is an artistic expression and a research artefact,
demonstrating how textiles can function as dynamic, responsive interfaces.
By inviting users to touch, interact, and contribute to the narrative
continuity, we aim to create a personal and thought-provoking experience.



THE TAPESTLOIRY ARTWORK

Tapest[o]ry is an immersive, tactile tapestry where threads and
textures become conduits for storytelling, inviting reflection on the
delicate soundscape of our oceans. The piece comprises three woven
panels adorned with crochet, fabric manipulations, and sculptural
wool forms wrapped around wire to unfold a visual journey. Two
tapestry panels represent the serenity of an untouched ocean — a
sanctuary for marine life and our characters. The third meant to
reveal human intrusion cluttered with noise and imbalance.

Within this setting, a whale and a clownfish embark on a sensory
voyage between these two realms. Their path is guided by touch
and sound: conductive fibres and threads intertwine with the
fabric, telling the characters’ narratives through a microcontroller
that responds to the audience’s touch. Magnets hold these delicate
characters in place, ready to move as the story unfolds.

The audience becomes both listener and storyteller — shaping the
continuity of the narrative through touch, sound, and play. In this
way, Tapest[o]ry invites us to feel the weight of human interference
in oceanscapes, transforming environmental impact into a dialogue.
The wool was sourced sustainably, gifted by community members
from forgotten shelves and completed with the support of our local
artisanal institute as a collective gesture.

e e

TAPESTLOIRY DEVELOPMENT

STRUCTURE & WooL
PREPARATION

WEAVING P

TAPESTLOIRY DESIGN - SKETCHING

We had a very iterative process, where we started by developing several sketches until we
managed to design a more coherent visual to this tapestry, while simultaneously thinking
of the other following sections.

Topestry ov Projection?

oy P

NON -WEAVED TECHNOLOGY

ROCESS
: ELEMENTS PROCESS IMPLEMENTATION
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NARRATIVE SYNOPSIS

T
We developed a narrative that gives voice to the ocean —
— its balance and disturbance. At its heart, there are two
young friends: a cautious whale and an adventurous
clownfish. Trusted to navigate the waters between home
and school by listening to the ocean’s signals, they set
off on their first independent journey. But curiosity
draws them beyond familiar waters into a part of the
ocean overwhelmed by noise — the result of human
interference, ship traffic, and mechanical disruption.
The whale becomes injured, and both friends lose their
way. Their story unfolds through interactive woven
panels, and eventually, the two friends rely on human
intervention and effort to quiet the ocean’s noise (stop
the propellers’ ships) and find their way home.

Their journey ends on a positive note and reflection
on how human decisions shape — and can restore — the
rhythm of marine life.

_ Chaaciess

ATIVE SEQUENCE OF EVENTS

NARR

The whale presents his friend,
the clownfish, to the audience.

\

/

Our young whale presents and some of

herself and the importance
of sound for his specie.

|
0 Importance of sound for
whales (in general)

E e

The healthy side of the ocean, where

The clown fish, gives a bit more
details on how he communicates
with sea anemone using sound.

\ 0 Ecosystem Biodiversity;
Importance of sound for importance of sound for ClOWl’l\\
whales (in general) fishes to find home

The clownfish introduces himself

as where he lives - sea anemone

|
0 Biodiversity;

for clownfishes

 Wowws

he narrative unfolds between two contrasting worlds:

~

NATURAL HEALTHY QCEAN

our character reside. It features a
pure, safe ocean full of life and
2 vibrant colours.

é " OCEAN WITH HUMAN INTERVENTION

The endangered side of the ocean, marked by
human interference, characterised by excessive
noise and litter pollution, which endanger the

lives of marine species.

The whale and the clownfish start
realizing that something is off, they
start to understand the dangers that their
parents warned them about

4

The whale and the clownfish ask for
help. they are in serious danger and the
only way to save them is to make the
noise stop. |

Interference of anthropogenic sounds and
how we (humans) need to take action.

Interference of anthropogenic soundsin =~ ——

the communication of whales a& /fﬁ__/' /

clownfishes . 4 ot /

The whale and the clown fish are
curious to what is on the other side of
where they live - the dangerous and
unknow waters that their parents are
always warning about.

With the help of the audience, the noise stops and
the whale and the clownfish are now able to
communicate again to return home. They are
happy, but understand that they are not safe as the
ecosystem is in serious risk.

[
It is not too late to have and restore biodiversity -
we (humans) just need to take action
Fragility of the ecosystems and biodiversity.
Resolution

his characteristics such

Importance of sound
Conflict Rising Action

154



\more cohesive understanding of the narrative.

\

MEDIA

We decided the best way to display our narrative with the
tapestry techniques would be through audio feedback. For this
purpose, we used the Bare Conductive Touch Board to allow
audio reproduction, enabling the connection of conductive
materials to detect touch.

-~ USER JOURNEY
The interaction with this tapestry also required anticipating
how the user would interact with it, thinking of which \
behaviour the user might have during the interaction, and
how we could distribute the narrative through the tapestry l
elements. So, while deciding the narrative events, we planned

—_—

—_—

the interaction spots where the user would interact and what |

would happen in each. We want the user to explore the

tapestry textures using their sensing capabilities to enhance ]

the creation of different sensations through touch, allowing a

/

~—— —

USER AGENCY T0 CONTROL THE NARRATIVE

We gave the user a unique role in the narrative experience.
Even though the narrative follows a linear structure, the user
has the agency to unveil narrative portions when interacting
with the tapestry.

EXPECTED QUTCOME

We expect the interaction with this interactive tapestry
will also bring a better understanding of marine life and its
dangers, specifically marine noise pollution, making the

—_— — — —

—

] users reflect on the conceptual theme. In a more significant

expectation, we aim for this message to reach the people
capable of changing human behaviours in this sector.

— P

\

EAPECTED INTERACTION

The following illustration represents the
expected interaction with the interactive

tapestry.

User approaches the
“ tapestry and touches the
first Pompom Sensor;

w User places the Whale; \

“_ Initial instructions
~ from the Narrator;

== Whale voice-over.
-

User picks up the

User touches the
Polluted Ocean;

User touches the w User places the Clownfish;

APV :
= Dialogue between the Whale " Representation of a S /‘ P " T GuE
| ~ and Clownfish; i sound + Clownfish — “lownishvorce-over ~ Whale Sounds;
voice-over.
\ User picks up the User picks up the
Clownfish. Clownfish.
N
~ —_— = = —
= —_ — —-—
4 i a 1
User touches the Ship. b
w User places the Clownfish; w zfg%ﬁ:? icielopntish
’ w User places the Whale; " Marine noise sounds (ships) )
‘ == Whale voice-over; v g ~ Dialogues between 5 » Dialogue between the Whale and
R — Dialogue be?ween}he == Clownfish + Narrator instructions to reset
~ Whale and Clownfish + User picks up the Whal Iy v i
User picks up the Niarincoiselsounds SeI picks up the B the interaction
Whale. : and the Clownfish.
l User picks up the Whale
/ and the Clownfish.

User places the Clownfish
and Whale in its initial place;
’ L
= Narrator finalizing
= experience.

% Usertouch
‘y \

== Audio with portions
= of the narrative ‘

o Same colour, same /
/ interaction spot ,
N -
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FINAL TAPESTRY AND INTERACTIONS

TAPESTLOIRY REFLECTIONS

The design and creation of Tapest[o]ry became a dialogue between traditional
craft and interactive technology — a slow, intentional process of weaving tactile
storytelling with sound. Through this, we explored how tapestry can hold texture,
colour and urgent narratives, giving voice to the often-unheard disruptions of
marine noise pollution. Sustainability guided our decisions as we acquired the
wool from our community — materials once set aside, now repurposed — and
completed the piece with support from our local artisanal institute. These choices
gave the work deeper meaning, transforming forgotten resources into part of the
story of regeneration and care.

In the end, Tapest[o]ry invites reflection and conversation. Through touch, sound,
and narrative, audiences are encouraged to consider how humans imprint on
marine ecosystems and imagine new possibilities for balance and responsibility.

ACKNOWLEDGEMENTS

This research was funded by the Portuguese Recovery and Resilience Program
(PRR), TAPMEI/ANI/FCT under Agenda no.26, C645022399-00000057

(eGamesLab). The authors would also like to acknowledge the Portuguese [10]

Foundation for Science and Technology for projects 10.54499/1.A/P/0083/2020;
10.54499/UIDP/50009/2020 & 10.54499/UIDB/50009/2020.

REFERENCES

(1]

(2]
(3]

(4]

(3]

(6]

(7]

(8]

(9]

156

ACM Designing Interactive Systems Conference. 2025. DIS 2025 Call
for Artworks. https://dis.acm.org/2025/call-for-artworks/ Accessed:
2025-03-19.

Vanessa Barragdo. [n. d.]. Vanessa Barragdo. https://vanessabarragao.com/about

Sophia de Mello Breyner Andresen. Unknown. Poem of Silence. Excerpt
found at https://dis.acm.org/2025/call-for-artworks/, accessed on March
19, 2025.

Sofia Guridi, Tamara Vicencio, and Rodrigo Gajardo. 2021. Arpilleras Parlantes:
Designing Educational Material for the Creation of Interactive Textile Art Based
on a Traditional Chilean Craft. TEI 2021 - Proceedings of the 15th International
Conference on Tangible, Embedded, and Embodied Interaction (2 2021). https://doi.
org/10.1145/3430524.3440657

Christopher Johnson, Ryan Reisinger, Daniel M. Palacios, Ari S. Friedlaender, Alex
Zerbini, Andy Willson, Melanie Lancaster, Jessica Battle, Alistair Graham, Aurelie
Cosandey-Godin, Théa Jacob, Fernando Felix, Emily Grilly, Umair Shahid, Nathalie
Houtman, Amalia Alberini, Yacqueline Montecinos, Eduardo Najera, and Shaleyla
Kelez. 2022. Protecting Blue Corridors - Challenges and solutions for migratory
whales navigating national and international seas. Technical Report. WWEF. https://
doi.org/10.5281/ZENODQ.6196131

Alexandra Kehayoglou. [n. d.]. BIOGRAPHY - Alexandra Kehayoglou. https:/
alexandrakehayoglou.com/BIOGRAPHY. Accessed: 2025-01-17.

Mary Maddocks. 2020. Weaving: A modern guide to creating 17 woven accessories
for your handmade home. Hardie Grant Publishing, London. 1-160 pages.

Douglas J Mccauley. 2023. The future of whales in our Anthropocene ocean Slowing
down ships presents one of several promising avenues for reducing harm to whales
in an increasingly noisy and busy ocean. Science Advances (2023). https://doi.
org/10.1126/sciadv.adf2987

Magdalena Szubielska, Kamil Imbir, and Anna Szymanska. 2019. The influence
of the physical context and knowledge of artworks on the aesthetic experience of
interactive installations. Current Psychology (2021) (2019). https://doi.org/10.1007/
$12144-019-00322-w

V&A. [n. d.]. V&A - What Is Tapestry? https://www.vam.ac.uk/articles/what-is-
tapestry




