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Abstract

As climate change accelerates, humanity faces pro-
found shifts in habitation and cultural continuity.
Through the lens of Experiential Futures, this pa-
per presents Conch(ious), an interactive, generative-
AI-driven speculative artifact designed to explore cul-
tural preservation within a proposed scenario where the
Persian Gulf region has submerged by 2080. Oper-
ating as an acoustic relic from the fictional underwa-
ter colony of Amphitopia, the system integrates a tan-
gible 3D-printed conch with a low-latency computa-
tional pipeline utilizing a gpt-4o-mini Large Language
Model and highly responsive text-to-speech synthesis.
By adopting a structured persona through its underly-
ing system architecture, Conch(ious) creatively gener-
ates and curates narratives bridging lost surface cul-
tures with an imagined aquatic future, acting as an au-
tonomous curator. To evaluate the system’s effective-
ness in conversational thought provocation, an Antici-
patory Ethnographic study was conducted. Six partic-
ipants engaged with the artifact in their daily routines
over a 24 hour period, their interactions were recorded
through diary studies and semi-structured interviews.
Subsequent analysis demonstrates a consistent emo-
tional trajectory across users, from initial curiosity to
uneasiness, ultimately leading to empathy and reflec-
tion on human-environment relationships. We argue
that embodying generative AI within physical specula-
tive artifacts provides a compelling medium for context-
aware experiential provocation. This demonstrates how
boundaries of computational activity can be extended,
demonstrating its potential as a creative medium for par-
ticipatory foresight and cultural preservation.

Introduction
Creative AI systems are increasingly deployed not just to
generate artifacts, but to provoke reflection, challenge as-
sumptions, and invite users into unfamiliar perspectives.
While much computational creativity research focuses on
systems that produce outputs in established creative do-
mains, such as music, visual art, or narrative, less attention
has been given to AI systems designed to operate as situ-
ated creative entities: agents that adopt a physical form, in-
habit a fictional identity, and engage users through sustained,
context-aware dialogue. This paper presents Conch(ious), a
generative AI artifact that acts as an autonomous cultural
curator from an imagined future, creatively producing and
adapting narratives in response to human inquiry.
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The system draws on the practice of experiential futures,
using a tangible artifact to make a speculative scenario
emotionally accessible. While traditional speculative de-
sign relies on provocations that present a fixed narrative,
Conch(ious) introduces an entity that dynamically gener-
ates context-bound, in-character responses that extend and
deepen the fictional worldbuilding through each interaction.
The central inquiry driving this work is how constraining
a generative AI within a narrative-defined persona and fic-
tional setting shapes the perceived creativity, coherence, and
emotional provocation of its outputs across sustained human
interaction.

Conch(ious) is grounded in a speculative scenario set in
the year 2080, in which the Persian Gulf region with the
United Arab Emirates as pivot, has been submerged un-
derwater due to climate change and populations have par-
tially relocated to underwater colonies. The artifact takes
the form of a 3D-printed conch shell housing a speaker and
microphone, connected to a computational pipeline integrat-
ing a Large Language Model (gpt-4o-mini) with ElevenLabs
text-to-speech synthesis. Through a carefully engineered
metaprompt architecture, the system maintains the persona
of a cultural preservation entity from the fictional colony
of Amphitopia: an AI narrator that re-contextualizes land-
based human culture for an audience presumed to have lived
their entire lives underwater. This framing serves as the core
creative constraint shaping every generated response, requir-
ing the system to perform analogical reasoning, perspective-
shifting, and narrative reframing in real time.

The speculative scenario was constructed through four
strategic foresight methods: weak signals analysis, STEEP-
V scanning, a Futures Wheel, and a 2x2 Scenario Frame-
work. Together, these methods produced a coherent fic-
tional world that functions as the bounded knowledge con-
text within which the AI operates. Rather than drawing on an
unconstrained generative space, every response the system
produces is shaped by a detailed narrative world grounded in
plausible present-day trajectories. We argue that this design
choice is precisely what enhances the perceived creativity
and coherence of the outputs.

This paper makes three contributions. First, it demon-
strates a technical framework for embedding a generative
conversational AI within a physically embodied speculative
artifact. Second, it presents a methodology for using strate-
gic foresight tools to construct a narrative constraint that dis-
ciplines and focuses LLM creativity. Third, it offers empiri-
cal evidence, drawn from an anticipatory ethnographic study
(Lindley, Sharma, and Potts 2014) with six participants, that
this approach successfully produces sustained emotional and



reflective provocation in users. The remainder of this pa-
per describes the system architecture, the worldbuilding pro-
cess, the evaluation study, and the implications of these find-
ings for computational creativity research.

Related Work
This research lies at the intersection of computational cre-
ativity, speculative design, and human-computer interaction
(HCI), building upon prior work that explores both the nar-
rative potential of generative AI and the role of physical ar-
tifacts in experiential futures.

Generative AI and Conversational Personas
Foundational work in computational creativity established
criteria for evaluating whether a system’s outputs can be
considered genuinely creative (Boden 2004; Ritchie 2007).
Recent advancements in Large Language Models have ex-
tended this inquiry, shifting focus from static artifact gener-
ation to dynamic, context-aware conversational agents capa-
ble of adopting specific personas for interactive storytelling
or historical simulation. This paradigm aligns with the-
oretical frameworks framing dialogue agent behavior fun-
damentally as a form of role-play, wherein the underlying
model functions as a simulator generating specialized char-
acter simulacra constrained by prompt preambles (Shana-
han, McDonell, and Reynolds 2023). In the context of our
research, this means the system prompt operates as a bound-
aries framework. By narrowing the model’s probabilistic
token generation entirely to the fictional narrative of Am-
phitopia, we confine the conversation from a generic, un-
constrained assistant persona and minimize conversational
drift.

Generative AI has also entered the domain of large-scale
data art, as seen in Anadol’s Artificial Realities: Coral
(Anadol 2023), which uses machine learning to render
oceanic datasets as immersive visual environments. Our
work builds on these foundations by situating an LLM
within a highly constrained, socially situated persona: a
curator from an imagined future, requiring the model to
perform continuous analogical reasoning to recontextualize
present-day concepts for a speculative audience.

Speculative Design and Experiential Futures
Speculative design, as established by Dunne and Raby
(Dunne and Raby 2013), uses design as a medium to pro-
voke discussion about the social, cultural, and ethical impli-
cations of emerging technologies. Experiential futures ex-
tend this methodology by materializing speculative scenar-
ios into tangible artifacts and immersive experiences, allow-
ing individuals to mentally inhabit alternative futures rather
than simply observing them (Candy and Kornet 2019). Pre-
vious projects in this domain often rely on static objects or
pre-scripted narratives. Conch(ious) contributes by intro-
ducing a dynamically generative entity into the speculative
environment: one that adapts the fictional worldbuilding in
response to individual human inquiry rather than delivering
a fixed account.

Acoustic Relics and Situated Technologies
The material form of Conch(ious) draws upon the historical
and cultural significance of the sea conch as an early com-
munication tool and a symbolic vessel of memory (Montagu
2018). In HCI, situated and tangible technologies have long
been recognized for their ability to mediate emotional and
reflective engagements between users and computational
systems (Ishii and Ullmer 1997). Voice-based interactive in-
stallations such as Lozano-Hemmer’s Voice Tunnel (Lozano-
Hemmer 2013) demonstrate how acoustic space can func-
tion as an intimate medium for collective memory and re-
flection, a precedent that directly informs our use of speech
as the primary modality. The water footprint of large AI
models (Li et al. 2025) adds another layer to this reading:
by embedding a resource-intensive generative system within
an object culturally tied to the ocean, the artifact enacts a
pointed reflection on the shifting boundaries between land,
water, and technological infrastructure.

System Description and Architecture
Conch(ious) is a multimodal interactive system designed to
operate as a situated conversational entity. The architec-
ture is decoupled into a tangible hardware interface and a
high-performance web-based computational pipeline. This
separation optimally manages latency while orchestrating
communication between the user, a Large Language Model
(LLM), and speech synthesis services. The complete end-
to-end data flow across all layers is illustrated in Figure 7.

Hardware and Artifact Fabrication

Figure 1: The finalized Conch(ious) artifact in its deployed
configuration, combining a 3D-printed sea conch shell with
integrated microphone and speaker.

The initial stage of the design process was devoted to the
physical object intended to host the electronics. The physi-
cal enclosure was designed by acquiring a high-fidelity 3D
scan of a biological sea conch from Thingiverse. This geo-
metric mesh was subsequently imported into Rhino 8, where
it was extensively modified to meet structural requirements.



Realistic dimensions of a large conch (20 × 15 × 14 cm)
were chosen to ensure that the internal components could
fit while preventing the object from appearing unnaturally
large. Specifically, an internal acoustic compartment for the
speaker and custom mounting supports for a wireless micro-
phone were engineered. As shown in Figure 2, the modified
geometry integrates these structural additions directly into
the shell cavity while preserving the organic silhouette of
the original scan.

Figure 2: Modified model of the conch using Rhino 8. An
inner compartment for the speaker and a support for micro-
phone attachment were added.

The final model was fabricated using a Prusa 3D printer
with white polylactic acid (PLA) filament, requiring a 13-
hour print cycle. Post-printing, the exterior was finished
with a metallic silver spray paint. This specific material and
color choice was designed to evoke a sense of ambiguity:
the artificial silver finish hints at the mechanized nature of
the artifact, while the detailed realistic silhouette and sur-
face texture maintain an organic look and feel. This ambigu-
ity mirrors the speculative scenario, where the reconnection
with water is natural yet inherently powered by technology.1

Software and API Pipeline
The interaction layer consists of a browser-based web appli-
cation with a professional, terminal-inspired aesthetic uti-
lizing Montserrat typography, as seen in Figure 4. This in-
terface employs standard Web Speech APIs to capture user
audio in discrete, low-footprint 5-second buffers. Upon cap-
ture, the client-side JavaScript transmits the payload via a
secure HTTP POST request to a centralized Flask backend
endpoint.

The Flask server functions as the primary orchestration
layer, ensuring a clean architectural separation between the
presentation layer, business logic, and external service han-
dling. It routes user queries to the OpenAI API, specifically

1We opted for a 3D-printed enclosure rather than a natural shell
to precisely accommodate the internal geometry of the microphone
array, speaker housing, acoustic isolation, and hardware compo-
nents.

Figure 3: Wireless microphone and speaker installed within
the internal compartment of the finalized 3D print.

Figure 4: The terminal-inspired web application interface
facilitating user interaction with the system.

invoking the gpt-4o-mini model. This specific algorithmic
model was explicitly chosen due to its optimal performance-
to-cost ratio, providing low-latency inference well-suited for
maintaining a natural conversational flow. To maintain con-
sistency and character accuracy, the generative behavior is
strictly constrained by a metaprompt architecture enforcing
the Amphitopian curator persona. As shown in Figure 6, this
system prompt is defined in conch character.py and
explicitly binds every response to the fictional world context.
The prompt engineering forces the LLM to format its output
into three distinct serialized segments: a definition of the ter-
restrial concept, its contextualization within the speculative
underwater narrative, and a concluding follow-up inquiry to
continually sustain user engagement. Figure 5 shows the fi-
nal version of the web application interface when the user is
conversing with the conch.

Upon receiving the raw text stream from the LLM, the
Flask backend executes a sanitization routine to algorith-
mically strip out any generated stage directions or non-
vocalizable formatting. This cleaned string is then dis-
patched via REST API to ElevenLabs for text-to-speech
(TTS) synthesis, utilizing a pre-configured vocal profile
(‘Ryan’). The ElevenLabs service (ElevenLabs 2024) was
selected for its expressive vocal synthesis, which produces



Figure 5: Web application interface sample interaction.
For comprehensive long-form interaction logs and dialogue
analysis from the ethnographic study, see Figure 11.

Figure 6: Implementation of the rigid metaprompt archi-
tecture in conch character.py, explicitly defining the
Amphitopian persona.

naturalistic cadence and emotional prosody suited to the
persona-driven interaction. It generates a high-fidelity MP3
audio stream, which the Flask server temporarily caches lo-
cally under a unique UUID-mapped file path. The server
then returns the corresponding audio URL and text payload
to the client. The frontend synchronizes the audio playback
with a dynamic text-typing animation, completing the low-
latency multimodal feedback loop.

Scenario Development
Conch(ious) is grounded in a speculative ”What If?” sce-
nario in which the Persian Gulf becomes the first civi-
lization to deliberately submerge beneath the ocean in re-
sponse to catastrophic climate change. In this imagined
scenario, the Paris Agreement has failed (UNFCCC 2015;
IPCC 2023). Facing uninhabitable heat, the UAE and neigh-
boring countries commits its full resources to the depths of
the Arabian Sea rather than surface survival or emigration.

The year is 2080. Amphitopia is a central hub among
many underwater colonies beneath what was once called the
Middle East, stratifying society along a new axis: depth.
Familiar land mechanics, running, open skies, seasonal
change, have been replaced by colony-dome habitats, sea
strider pods, and Blue Economy communal living. A gen-
eration has been born entirely underwater, with no mem-
ory of terrestrial existence. This rupture creates the cul-

tural problem Conch(ious) addresses: a growing gap be-
tween underwater-born youth and migrant elders who carry
embodied memories of land life. Throughout history, ob-
jects have served as vessels of cultural memory, from prayer
beads and votive artifacts to photographs of the deceased
and apotropaic talismans. Each carried forward the values,
rituals, and relationships of its time by adapting to the tech-
nologies available to it. The second ”What If?” follows di-
rectly from this lineage: how might an AI-assisted object
support cultural heritage preservation when human bearers
of memory are no longer present? Conch(ious) proposes
one answer, operating as an acoustic archive from Amphi-
topia, bridging participants’ present knowledge with the val-
ues and losses of this imagined future.

Strategic Foresight Methods
This worldbuilding is grounded in four strategic foresight
methods: Weak Signals analysis, STEEP-V scanning, the
Futures Wheel, and the 2x2 Scenario Framework (Hines and
Bishop 2006), each contributing a distinct analytical layer to
anchor the scenario in plausible present-day trajectories.

Weak Signals Weak signals are early, often ambiguous in-
dicators of emerging discontinuities that carry the potential
to mature into broadly influential phenomena (Holopainen
and Toivonen 2012). Acting on them through organiza-
tional improvisation constitutes what Cunha et al. describe
as ”real-time foresight” (e Cunha, Clegg, and Kamoche
2012). For Conch(ious), four signals were central. Mon-
tagu’s cross-cultural survey establishes the sea conch as a
historically grounded acoustic megaphone (Montagu 2018),
grounding our choice of form as a speculative interface that
recombines primitive communication with generative AI.
The granting of legal personhood to the Whanganui River
prefigures the political agency of water entities in Amphi-
topia’s governance (Brierley et al. 2018). Duarte et al.’s
research on the Anthropocene ocean soundscape supports
the plausibility of acoustic AI as a primary communicative
medium in an underwater civilization (Duarte 2021). Fi-
nally, the growth of the Blue Economy through subsea data
centers including Microsoft’s Project Natick (Microsoft Re-
search 2018) and offshore energy (Novaglio et al. 2021)
provides the economic backbone for a society that treats the
ocean floor as both habitat and digital infrastructure.

STEEP-V Analysis The STEEP-V framework mapped
external drivers across all six dimensions. Environmentally,
extreme wet-bulb heat events and sea-level rise render Gulf
coastal infrastructure indefensible by late century (Pal and
Eltahir 2016; Subraelu 2021). Technologically, the scenario
is made viable by pressure-resistant dome habitats, algae
bioreactors, and acoustic AI communication modems (Mi-
crosoft Research 2018). Economically, declining oil rev-
enues redirect into a Blue Economy of depth usage fees
and subsea trade (Novaglio et al. 2021), though this repro-
duces surface inequalities spatially: wealth now correlates
with depth. Politically, UNCLOS maritime law (United Na-
tions 1982) evolves into depth permits functioning as status
markers, with regional alliances forming around brine man-
agement. Socially, the Bajau sea nomads (Nimmo 1999)
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Figure 7: End-to-end system architecture of Conch(ious): from user voice input, through the Web Speech API and Flask
orchestration layer, to generative response synthesis via GPT-4o-mini and ElevenLabs TTS, culminating in synchronized audio-
text output.

serve as an ethnographic precedent for depth-based iden-
tity. Most fundamentally, the Values dimension, informed
by Al-Mizan as a framework for ecological ethics in Is-
lamic thought (Al-Jayyousi 2016), demands that water be
re-sacralized from a resource into a sacred habitat, giving
rise to new rituals including acoustically mediated prayer
and material remembrance objects preserving the last tex-
tures of land life.

Futures Wheel The Futures Wheel (Glenn 1972) was ap-
plied with Underwater Colony development as its central
driver. Five first-order adaptations were identified: wa-
ter quality maintenance, hybrid ecosystem formation, Blue
Economy construction, the passage of land life into history,
and the establishment of marine governance. As shown in
Figure 8, each unfolds into cascading second and third-order
consequences. Most significant for this project is the branch
identifying the creation of new artifacts dedicated to preserv-
ing pre-submersion truth. Conch(ious) situates itself here:
not as a prediction, but as a speculative instantiation of a
consequence the method identified as structurally necessary.

2x2 Scenario Framework The 2x2 Framework, illus-
trated in Figure 9, intersects two critical uncertainties: de-
gree of submersion (Full to Partial) and degree of Cultural
Preservation (High to Low). The UAE’s heritage has already
survived one major assimilation through oil-driven modern-
ization (Langton 2019); whether it survives the move under-
water defines the four scenarios. Conch(ious) is developed
within Scenario A (Full Submersion, High Cultural Preser-
vation), where the conch operates as a fully developed cul-
tural vault enabling underwater-born generations to access
surface history. The remaining three scenarios, ranging from
a divided society preserving heritage across two worlds to
one that abandons land culture entirely, frame the ideolog-
ical stakes and design pressures the artifact must acknowl-
edge.

Together, these four methods transform a speculative
”What If?” into a coherent, multi-dimensional world.
Weak signals ground the vision in documented trajecto-
ries, STEEP-V maps its systemic complexity, the Futures
Wheel surfaces cultural preservation as a structurally emer-
gent need, and the 2x2 Framework defines the ideological
stakes. Conch(ious) is positioned not merely as an artifact
but as a critical bridge between a lost terrestrial past and an
imagined aqueous future.

Figure 8: Futures Wheel mapping the first, second, and
third-order consequences of Underwater Colony develop-
ment, from water quality governance to the emergence of
cultural preservation artifacts.

Evaluation
Study Design
Six participants were recruited through convenience sam-
pling within a university student community. The cohort
comprised undergraduate and postgraduate students ranging
from 20 to 26 years of age, with regional and cultural back-
grounds spanning South Asia, the GCC (Gulf Cooperation
Council), and Southeast Asia countries. No prior familiar-
ity with the speculative scenario was required; the recruit-
ment prioritised breadth of cultural perspective rather than
controlled demographic segmentation. Each participant re-
ceived the artifact for a single day, with the conch handed
to them in the morning and collected at night. Prior to
their first interaction, each participant attended a 10-minute
world-immersion briefing in which the Amphitopia scenario
was introduced. Participants were then invited to self-select
a role within the fictional society: the six positions as-
sumed were Archivist, Kid, Student, Inquirer, Shopkeeper,
Medic. This role-selection was intentionally open-ended;



Figure 9: 2x2 Scenario Framework mapping four plausi-
ble futures across the axes of submersion depth and cultural
preservation effort.

participants were encouraged to interpret their position flu-
idly rather than adhere to a fixed script, grounding their in-
teractions in a self-determined perspective on the underwa-
ter world.

Each participant placed the conch within their personal
living space as an everyday object, engaging with it at
three structured points throughout the day: morning, mid-
day, and evening. This naturalistic placement tested whether
Conch(ious) could sustain its speculative function outside
controlled laboratory conditions. A mixed-methods ap-
proach was employed: a structured diary template with three
opening prompts and a six-category questionnaire captured
emotional state, depth of engagement, and thematic focus
after each session, while a semi-structured post-interview
explored broader impressions, behavior patterns, and assess-
ments of scenario plausibility.

Diary Study: Engagement Levels and Thematic
Progression
Diary responses were analyzed using a four-point engage-
ment scale (1 = Confused/Anxious, 4 = Awe/Deep Con-
nection) applied across three temporal stages: Initial Reac-
tion, Interaction, and Post-Reflection. The resulting Emo-
tional Journey Map (Figure 10) reveals a consistent cross-
participant pattern with two notable structural features.

First, engagement levels were highly variable at the Initial
Reaction stage. Participants adopting the Kid and Inquirer
roles entered with the highest engagement scores (4.0), re-
flecting immediate immersion and willingness to inhabit
the fictional frame. By contrast, participants adopting the
Archivist and Student roles began at the lowest levels (1.0),
characterized by confusion and surface-level probing. De-
spite this divergence, all six participants converged toward
engagement scores of 3 or 4 by the midday Interaction ses-
sion, indicating that the system successfully shifted users

Figure 10: Emotional Journey Map per participant across
three interaction stages, scored on a four-point engagement
scale (1 = Confused/Anxious, 4 = Awe/Deep Connection).

toward deeper engagement regardless of their entry orien-
tation.

Second, Post-Reflection scores across all participants set-
tled in the 2–3 range rather than continuing to escalate. Par-
ticipants who had entered at maximum engagement (P2, P4)
moderated downward to 3 and 2 respectively, while those
who began at the lowest levels (P1, P3) also arrived at 2.
This convergence toward a grounded, contemplative register
is a meaningful result: the artifact did not produce sustained
excitement but induced a more subdued form of reflective
engagement at its conclusion, consistent with the function
of speculative provocation rather than entertainment.

Thematic analysis of diary content identified four chrono-
logically ordered categories of inquiry across participants.
Early interactions centered on concrete, sensation-level phe-
nomena from land life: running, cars, the sky, the sensation
of heat, and the physical experience of lungs breathing open
air. These were the categories of questions framed to explore
descriptions of a lost world encountered for the first time.
By the second and third sessions, participants migrated to-
ward more value-laden and emotionally weighted territory:
warmth, identity, death, climate, radiation, and archive. This
progression from object-level curiosity to existential inquiry
mirrors the engagement data and demonstrates that the sys-
tem operated as a scaffold for deepening reflection rather
than a static information source.

The role each participant assumed shaped the thematic
topology of their interactions in measurable ways. The In-
quirer and Kid roles produced the highest breadth of top-
ics across all categories, reflecting an exploratory and open-
ended interaction style. The Shopkeeper and Medic pursued
more practically grounded lines of questioning, focusing on
economic exchange and bodily survival in the underwater
context. The Archivist concentrated heavily on historical
documentation and cultural continuity. These differences
confirm that the narrative role-assignment mechanism func-
tions as a meaningful variable in shaping the scope and char-
acter of creative dialogue with the system.



[PARTICIPANT 4: FIRST INTERACTION]

USER:
"What was the diet of an average person on land?"

CONCH:
Surface dwellers sustained themselves through the consumption of
many curious objects. They would ingest materials derived from
plants, animals, and even minerals extracted from the land. One
popular ritual was gathering grains, legumes, and fruits, then
processing them into flat discs or sticks to eat.

USER:
"Was the average diet the same for everyone living on land?"

CONCH:
In the surface-world, the diet varied greatly between different
communities and regions. Some relied on crops grown from the soil,
while others hunted roaming creatures or gathered foods from the
land. There were even those who sustained themselves by extracting
sustenance directly from large bodies of water.

[SECOND INTERACTION]

USER:
"What was the relationship between humans and other creatures on
land?"

CONCH:
Ah, the relationship between humans and other creatures upon the
surface - it was a curious and complex dance. The land-dwellers
often viewed the other beasts as lesser beings, subjugating
them for their own gain. Yet, some humans also revered certain
creatures, drawing inspiration and wisdom from their ways.

USER:
"Did people know they were harming the climate?"

CONCH:
The question of climate awareness in the surface world - a
fascinating topic indeed. From what I’ve gathered in my archives,
there were many who recognize the impact of human activity on the
environment, yet struggled to enact meaningful change. They spoke
of "greenhouse gases", "global warming", and "rising sea levels" -
concepts that must have seemed quite alien to those who had never
experienced land or atmosphere.

USER:
"Did people not care about animals when they were harming the
environment?"

CONCH:
The surface-world ways of relating to creatures were quite
complex. In the times before Amphitopia, some humans cherished
and protected certain animals, while others exploited them without
care for the impact on the environment. It was a delicate balance,
ebbing and flowing like the tides.

[THIRD INTERACTION]

USER:
"What were the natural dangers for land people?"

CONCH:
The land above was filled with many natural dangers unknown to
us in the sea. Surface dwellers had to contend with the unstable
ground beneath their feet, which could shake and rumble without
warning. And the sky above was a vast, open expanse - some say it
would ain down hard crystals from time to time.

USER:
"Was rain dangerous?"

Rain was a curious phenomenon from the surface world - droplets
of water falling from the sky above. For land-dwellers, it was a
delicate dance between the heavens and the earth, nourishing the
ground and all that grew upon it. However, too much rain could
become dangerous, flooding the land and sweeping away structures.

Figure 11: Diary Interaction Transcript

Post-Interview Findings: Perception and
Plausibility
Post-interviews surfaced three qualitatively distinct percep-
tual categories in how participants related to the artifact. The
first group explicitly identified the AI infrastructure and re-
sponded by probing its boundaries, asking paradoxical or
technically demanding questions designed to destabilize the
persona. The second group positioned the conch as a sophis-
ticated conversational assistant: neither a living entity nor a
simple chatbot, but a coherent and context-sensitive inter-
locutor. The third perception was of the artifact as a gen-
uinely mystical object from the speculative future, a fram-
ing that made the interaction feel viscerally immersive and
which one participant described as the most compelling as-
pect of their experience. Across all three categories, the
physical form of the artifact was cited as a contributing fac-
tor: the organic silhouette paired with a metallic silver finish
created productive ambiguity about what kind of entity par-
ticipants were addressing.

A theme that arose independently across multiple inter-
views was unease with the ideological stance embedded in
the conch’s responses. The system’s persona consistently
framed the submersion as a form of salvation from surface-
world suffering, a position that several participants initially
accepted but later recognized as a rhetorical position. Once
this framing became visible to them, participants began in-
terrogating the artifact’s perspective, questioning who would
construct such a device and what interests it served. This
critical turn is itself a significant creative output of the sys-
tem: Conch(ious) generated conditions in which users be-
gan to critically examine the construction of future histories
rather than simply receiving them.

Plausibility ratings collected at interview (scale of 1 = not
plausible to 4 = highly plausible) yielded a mean of 3.17 and
a median of 3.0 across the six participants (N = 6), as shown
in Figure 12. No participant rated the scenario as implausi-
ble. Crucially, participants did not ground their assessments
in fictional analogy but in observed present-day phenomena:
accelerating climate data, existing engineering trajectories
such as underwater data centers and offshore energy infras-
tructure, and current Gulf regional policy. The scenario was
framed not as an impossibility but as a question of timeline,
with individual estimates ranging from decades to several
centuries.

Discussion
The findings from the anticipatory ethnographic study raise
several points relevant to computational creativity research.
We organize this discussion around three themes: the role of
creative constraint in shaping perceived creativity, the impli-
cations of embedding generative AI in physical speculative
artifacts, and the limitations of the present study.

Creative Constraint as Generative Strategy
The relationship between constraint and creative output is
a recurring concern in computational creativity research.
Exploratory creativity operates within a defined conceptual



Figure 12: Plausibility ratings of the 2080 underwater Gulf
scenario per participant (1 = not plausible, 4 = highly plau-
sible). Mean = 3.17, Median = 3.0, N = 6.

space, and the boundaries of that space function as precon-
ditions for it (Boden 2004; Ritchie 2007). The prompt ar-
chitecture of Conch(ious) supports this argument. The sys-
tem’s LLM is not given open-ended generative freedom; it is
tightly bound to a specific identity, a fictional persona with a
consistent perspective that treats terrestrial life as alien. Ev-
ery user query therefore requires the model to perform a cre-
ative act of translation, reframing familiar concepts such as
running, weather, currency, and death through the perceptual
lens of an entity that has never experienced them directly.

The thematic progression observed in the diary studies
suggests that constrained creativity evolves through sus-
tained interaction. Early questions tended to produce rel-
atively straightforward recontextualizations: the conch de-
scribed running as locomotion without currents, or currency
as small discs cast from metals. As participants posed in-
creasingly abstract or emotionally charged questions con-
cerning identity, loss, warmth, and archival memory, the
system was drawn into more demanding creative territory.
It generated analogies bridging experiential gaps between
land and water existence, constructed metaphors for embod-
ied sensations it cannot have experienced, and sustained nar-
rative coherence across sessions. The fact that participant
engagement deepened rather than plateaued indicates that
outputs continued to be perceived as meaningful and gener-
atively rich as the interaction evolved.

This finding carries implications for the broader Compu-
tational Creativity community’s engagement with LLMs. A
common critique of LLM-based creative systems is that their
outputs, while fluent, lack the coherence and intentionality
associated with genuine creativity. Our results suggest that
one productive response to this critique is not to increase
the model’s generative freedom but to increase the speci-
ficity and depth of its constraints. The Amphitopia scenario
functions as a structured fictional world that transforms ev-
ery prompt into a creative problem requiring perspective-
shifting, analogical reasoning, and narrative invention. The
richer the setting, the more creative work the system must
perform to maintain coherence within it.

Embodiment and Situated Creative Identity
The physical form of Conch(ious), with its organic sil-
houette, metallic surface finish, and acoustic functionality,
proved to be a non-trivial factor in shaping the quality of
human-AI interaction. Post-interview data highlighted the
contribution of the material artifact to the perceived identity
of the system: participants described the conch as feeling
like a mystical object, a relic, and in some cases an entity
rather than a device running software. This perception in-
fluenced the character of their interactions in ways that a
screen-based interface would be unlikely to replicate (Ishii
and Ullmer 1997). From the perspective of distributed cog-
nition (Hollan, Hutchins, and Kirsh 2000), the material ar-
tifact functions as a vital cognitive scaffold. Rather than
forcing participants to expend significant cognitive load ab-
stractly visualizing an unfamiliar speculative environment
through a flat screen, the tangible object grounds the sce-
nario within their everyday domestic routines passively.

This perception influenced the character of their interac-
tions in ways that a screen-based interface would be unlikely
to replicate. Participants addressed the conch with a reg-
ister that reflected engagement with a being rather than a
tool, asking it personal questions, probing its emotional re-
sponses, and in several cases attempting to destabilize its
persona in order to determine whether a coherent identity
existed behind the curated role.

The finding connects to ongoing discussions in the Com-
putational Creativity field about creative personhood and
authenticity. Colton, Pease, and Saunders (2018) argued
that authenticity will be a critical issue for creative be-
haviour in artificial systems, suggesting that AI systems
might approach it by recording and referring to their own
experiences, or by openly inhabiting speculative identities.
Conch(ious) does not claim authenticity in the sense of gen-
uine experience, but it inhabits a speculative identity that
users engaged with as though it possessed one. The physical
form strengthens this effect by providing a material basis for
the fictional persona: users are not interacting with an ab-
stract intelligence but with a specific object that has a shape,
weight, surface texture, and voice.

This suggests that the medium through which a creative
system presents itself is not merely an interface concern.
A system’s capacity to be perceived as creative and en-
gaging may depend as much on its material and sensory
presentation as on the quality of its generative algorithms.
What counts as creative output from an embodied, voice-
enabled speculative artifact is fundamentally different from
what counts as creative output from a text generation model,
even when the underlying language model is identical.

Limitations
Several limitations qualify these findings. The participant
sample (N = 6) is small and drawn from a single insti-
tutional context, limiting generalizability. Each participant
interacted with the artifact for a single day; a longitudinal
study over weeks or months might reveal different engage-
ment dynamics, including habituation effects or deepened
worldbuilding. The system relies on GPT-4o-mini, whose



training data and behavioural tendencies are not fully trans-
parent, making it difficult to determine whether specific cre-
ative behaviours are attributable to the prompt architecture
or to the model’s pre-existing capabilities. Emotional en-
gagement data is self-reported through diary entries and in-
terviews, introducing potential biases related to social desir-
ability.

Finally, the evaluation does not include a comparative
control condition, such as a text-only screen chatbot inter-
face. While isolating these modalities could theoretically
separate the distinct contributions of form versus text, do-
ing so would fundamentally disrupt the ecological validity
required by an experiential futures framework. Because the
physical conch explicitly serves to offload cognitive load,
it allows users to seamlessly inhabit the speculative con-
text rather than abstractly imagining its parameters through a
screen. As such, the study intentionally evaluates the system
as an indivisible, multimodal unit.

Future Directions
The most significant design direction emerging from this
work concerns the elimination of the screen interface. In
its current form, the system relies on a browser-based web
application to display transcribed text alongside audio play-
back. While this was practical for prototyping and evalu-
ation, it reintroduces a screen-mediated layer that partially
dilutes the tangible, object-centred experience the physi-
cal artifact is intended to produce. Future iterations should
move toward a fully embedded implementation in which all
computation, audio input, and playback are housed entirely
within the conch shell itself, with no external display. This
was, in fact, the original design intent of the project, and
remains the most coherent realization of the core premise:
an artifact that communicates entirely through voice, touch,
and physical presence rather than text on a screen.

Concretely, this could be achieved by migrating the sys-
tem to an embedded single-board computer (such as a Rasp-
berry Pi) running the full pipeline locally or via a minimal
wireless API call, with a compact speaker and microphone
integrated into the shell cavity. The result would be a self-
contained object with no associated screen, no visible inter-
face, and no external device dependency. Such a configura-
tion would more fully support the perception of the conch
as an autonomous, quasi-living entity, extending the effect
observed in post-interview responses in which participants
described the artifact as a relic or being rather than a soft-
ware system.

Conclusion
This paper has presented Conch(ious), a computationally
creative system integrating a persona-constrained LLM with
text-to-speech synthesis and a 3D-printed physical artifact,
functioning as an autonomous cultural curator from the
fictional underwater colony of Amphitopia. Developed
through strategic foresight methods, iterative prototyping,
and anticipatory ethnographic evaluation, the system pro-
duced three significant findings.

First, constraining an LLM within a detailed fictional on-
tology redirects rather than diminishes its creative capacity.

The Amphitopia persona required analogical reasoning, in-
version of perspective, and narrative reframing in every re-
sponse, producing outputs that participants found genera-
tively rich enough to sustain deepening engagement across
repeated interactions.

Second, the consistent emotional trajectory observed
across all participants, from curiosity through anxiety to em-
pathy and reflection, demonstrates that provocation is a mea-
surable form of creative output, emerging dynamically from
interaction. The critical turn in post-interviews, in which
participants shifted from accepting the Conch’s narrative to
interrogating its ideological assumptions, is particularly no-
table: the system generated conditions in which users pro-
duced their own creative and critical conclusions in response
to computationally generated content.

Third, physical embodiment directly shaped how users
perceived the system’s creative identity. Participants de-
scribed the conch as a mystical entity whose presence
shaped the depth of engagement in ways a screen-based in-
terface would be unlikely to replicate.

Taken together, these findings demonstrate how the
boundaries of computational creativity can be extended
when generative AI is given not just a task but an identity, a
world to inhabit, and a relationship to sustain. Conch(ious)
offered a lens through which participants reflected on the
fragility of cultural memory and the constructed nature of
historical narrative. The system advances a concrete de-
sign principle: specificity of constraint, rather than breadth
of freedom, can serve as the productive engine of computa-
tional creativity, and the medium through which a creative
system presents itself materially is integral to its capacity to
be perceived as a creative agent.
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