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Call for Papers

Thirty years after the debut of Tangible Bits, the philosophy of seamless interfaces between people and digital
information is finding great vitality and renewed expression in the tactile, accessible medium of interactive paper.
This special issue, “Crafting Tangible Bits through Interactive Paper,” explores the convergence of traditional
craftsmanship and digital computation, focusing on the evolution of paper as a substrate and paradigm toward
realizing a sustainable, accessible, interactive computational medium.

Beyond its tactile familiarity and rich ecology of embodying artifacts and ecosystems, paper offers a powerful
medium for engaging the mounting e-waste crisis. The accessibility and potential for low-cost fabrication also
highlight the democratization of technology. By embedding interactivity and intelligence into cellulose-based
substrates through conductive inks, fiducial markers, standard printing processes, and paper-folding techniques,
sophisticated electronics are moved out of the lab and into the hands of a broader creative community. What
emerges is a new class of hybrid artifacts, from low-cost design prototyping to interactive educational tools,
forming a future of tangible interfaces that is both broadly inclusive and ecologically responsible.
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Suggested Research Themes

We invite original research, case studies, and perspectives that reflect on three decades of Tangible Bits by pushing
the boundaries of what “paper” can be. We welcome submissions on all types of flexible, thin, and foldable surfaces,
categorized under the following pillars:

» Material Evolution: From Cellulose to Synthetic Membranes. How can we extend and evolve the 30-year
legacy of Tangible Bits by moving from traditional paper to synthetic membranes and films? We seek inquiries
into materials that mirror paper’s affordances while introducing novel properties such as transparency, extreme
durability, or edibility. How do these new “paper-like” substrates enhance the sensory and functional vocabulary
of tangible interaction?

+ Embodied Interaction: Biocompatibility and Paper-like Sheets. In what ways can biocompatible composites
and paper-like materials be redefined as “interactive paper’ to engage the human body? We encourage
submissions that explore how these soft, flexible materials redefine the physical relationship between users and
their environment, moving toward the seamless integration of digital information into the very fabric of daily life.

+ Democratized Craft: Toolkits and Design Education. How can the inherent accessibility of paper facilitate a
more inclusive future for interaction design? This theme focuses on the transition of electronics from “cleanrooms
to classrooms.” We invite reflections on low-cost fabrication toolkits, the role of craft in design education, and the
practical challenges of embedding interactivity into 3D physical forms in low-resource settings.

» Sustainable Futures: Responding to the E-Waste Crisis. As we look toward the next 30 years, how can
interactive paper serve as a renewable and sustainable foundation for tangible interaction design? We seek
research exploring the lifecycle of interactive artifacts, focusing on biodegradability, recyclability, and the use of

responsible physical materials as alternatives to traditional electronic waste.

Submission of Papers:

Manuscripts should be prepared with either

« The IJDesign Manuscript Template for Microsoft Word, or

+ The Association for Computing Machinery (ACM) - SIG Proceedings Template using \documentclass[manuscrip
t,review,anonymous]{acmart} for the LaTeX template (the LaTeX template is also available in Overleaf).

Please note that the submission is in single-column format, although final papers will be produced in double-
column format. If the submission is accepted, authors should prepare their camera-ready paper with the [JDesign
Manuscript Template (Word Template) for the publication workflow within one week after receiving the notification.



Submitted papers should be between 5,000 and 10,000 words in length, and should not have been previously

published nor be currently under consideration for publication elsewhere. A double-blind review process will be

employed for this special issue. While making a submission, authors should choose “Special Issue on Crafting

Tangible Bits through Interactive Paper’ as the Journal Section.
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