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Wallangarra Seeing 1  
Wallangarra Seeing is a new arts practice-based research project 
concerned with looking at the Wallangarra White Gum - as 
artist, gardener and custodian for a suburban strip of trees. 
 
I watch the gums for rot, rust, wood boring beetles and witchety 
grubs - wood moths. I feed the soil which is water repellent - and 
water as I can. As I do these small things I reflect on daily and 
seasonal changes in trunk colour and texture to learn, m draw 
and visualise. 
 
Jen Seevinck | smArtnoise.net 
 

 
Mozzie AR Toolkit 
The Mozzie AR Toolkit project reframes science communication 
into active, citizen engagement that educates and motivates 
primary school kids and community in environmental health and 
sustainable behaviours.  The toolkit comprises an Augmented 
Reality app for mobile devices and creative STEAM paper-based 
workshops. 
 
Mozzie AR Toolkit created by Jen Seevinck, Brian Montgomery, 
Darren Shepherd, Brendan Trewin, Dan Pagendam, Leo Rezayan. 

 
Making-with Pteropus  
The Bat translator is an experimental work which proposes 
possibilities for machine learning for Black and Grey-headed 
flying fox vocalisation translations 
 
Alinta Krauth | www.alintakrauth.com 

 

http://www.smartnoise.net/
http://www.alintakrauth.com/#!portfolio


Knowing Araucaria cunninghamii  
 
 A long duration and multi-modal research project, ‘Knowing 
Araucaria cunninghamii’ is following Araucaria cunninghamii, a 
member of the ancient Araucariaceae family that is endemic to 
this region, through it’s entanglements with/in differing 
geographical, industrial, ecological, technical, and cultural onto-
epistemologies. 

 

 
 

 
Project lead: Anna Tweeddale 
  

Smart urban governance for more than human futures 
Given the accelerating effects of environmental change, 
biodiversity loss, and rapid urbanisation, the concept of more-
than-human cities has recently garnered much interest. 
However, urban governance practices in smart cities are still 
primarily driven by neoliberal and technocratic economic growth 
agendas. More-than-Human Future(s) of Smart Urban 
Governance is a critical response to technocratic, human-
centred, and capitalist modes of smart urban governance in 
Brisbane, Australia. The study critically reviews the selective 
blindness and ethical repercussions of a technocratic approach 
to smart urban governance, which largely reinforces human 
exceptionalism whilst omitting our entanglements with nature. 
 
Hira Sheikh | hirasheikh.cargo.site 

 

Transhuman Saunter 
TransHuman Saunter is a geolocative artwork that documents 
the entanglements of four women artists with the multispecies 
ecosystem of the Indian Banyan Tree (Ficus benghalensis) The 
project hopes to provide a space to disrupt colonial forms by 
offering pluralistic socio-cultural lenses of Samoa, Vietnam, 
Thailand, India & Australia in relation to the Indian Banyan Tree. 
You can experience the project on your smartphone in Brisbane 
City Botanic Garden. 
 

Kavita Gonsalves | www.kavitagonsalves.com 
Artists:  Agapetos Fa’aleava, Lan Thanh Ha, Naputsamohn 
Junpiban & Natasha Narain 
 

 

https://hirasheikh.cargo.site/
https://www.kavitagonsalves.com/


Groundwork 
Groundwork was a participatory creative project that used the 
gifting of native plants as an opportunity to share the personal 
and cultural stories that they evoke to alleviate “plant 
blindness”. Selected for the Botanica 2021 festival at the 
Brisbane City Botanic Gardens, the group disseminated more 
than 600 plants and exchanged countless stories about the 
memories and experiences they elicited. 
 

Artists:  Keith Armstrong, Rachael Haynes, Leah King-Smith, 
Courtney Pedersen and Charles Robb 
  
Speculative Tales 
Tabletop Role-Playing Games invite players to explore new 
characters and identities in speculative worlds. They are 
narrative experiences where participants become story-makers 
performing within a world. What happens when we explore the 
meaningful lives of the more-than-human?  
 
Speculative Tales explores playful, story world-building and 
story-making based on the premise that animals also inhabit 
meaning-full worlds. Such worlds may be inaccessible via human 
cultural symbol systems but they may be accessible through 
world building and speculative fictions.  
 
Jane (truna) Turner  MAB2020 MTH workshop  

 

 

 

https://sites.google.com/urbaninformatics.net/mab2020workshop/mab2020/workshop-schedule?authuser=0#h.v8y5x3ek4ti

