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Questions:  
how we relate to environmental crises when 
they are no longer distant, but physically pre-
sent on our bodies. 
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Interactive Instalation  
/ Body-worn, biofabricated structure  
as an Interface between the human body 
& the ocean. 



The wearable reacts subtly to bodily data 
- breath, heartbeat, or movement

Translating internal rhythms: 
- gentle motion, texture shifts, or light.
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// 
The precision of sensors, code,  
& digital fabrication 
= 
creating a dialogue between  
nature & technology. 
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Ultimately: 
The project exists in the space between  
care & discomfort 
technology & ecology,  
problem & potential. 
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"Puffer"
Storytelling
Video making...
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