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Abstract

Crisis events such as natural disasters, habitat loss, and ecologi-
cal degradation demand new ways of engaging communities in
decision-making. Traditional approaches to engagement often ex-
clude the voices of those most affected, particularly non-human
species and ecological systems. Human-computer interaction re-
search has begun to explore how immersive technologies and Al-
supported tools can offer more inclusive, interactive, and situated
forms of engagement. This workshop aims to advance this conversa-
tion by bringing together researchers and practitioners to examine
how human and non-human perspectives might be integrated into
participatory planning for crisis resilience. The workshop will focus
on designing immersive and Al-supported tools that foster inclu-
sive deliberation, multispecies ethics, and ecological awareness.
Through a facilitated framing discussion, collaborative mapping,
and speculative design activities, participants will critically examine
current engagement and design practices and co-develop new inter-
action concepts that support just, inclusive, and adaptive responses
to crisis events.
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1 Introduction

Environmental crises, whether arising from natural disasters, habi-
tat loss, or environmental degradation, are becoming more fre-
quent and severe. Urban environments face compounding pressures
from rapid urbanisation, biodiversity collapse, and extreme weather
events. These crises demand new forms of engagement that move
beyond static consultation, siloed expertise, and anthropocentric
assumptions.

In response, the Human-Computer Interaction (HCI) community
has explored how participatory and human-centred approaches
can support inclusive planning and engagement. Human-centred
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design has long been a cornerstone of interaction design, focusing
on people’s needs, behaviours, and experiences [7]. However, as
researchers increasingly question the boundaries of who and what
counts in participatory processes, more-than-human design has
emerged to consider the needs and roles of non-human actors such
as animals, plants, ecosystems, and technological systems [3, 5,
14]. Although more-than-human design highlights the ecological
interdependencies often overlooked in traditional approaches, its
practical integration into community engagement and decision-
making remains limited.

Recent advances in Al (e.g., generative, predictive, or conversa-
tional tools) and immersive technologies (e.g., augmented/virtual
reality) introduce new methods of participatory engagement, partic-
ularly in crisis and environmental contexts. Al and big data systems
are widely used in disaster response and environmental modelling
by governments, industry, and research agencies [8, 15]. In climate
and disaster contexts, interactive visualisations and civic platforms
have been developed to help people make sense of big data and to
support participation in planning, policy, and resilience-building
efforts [2]. However, many of these systems serve top-down ob-
jectives and lack participatory or speculative modes of use. Al-
supported tools have been used to automate planning processes or
analyse social media feeds [9], but few studies have explored how
such systems might facilitate collaborative, scenario-based engage-
ment that includes both human and non-human perspectives (see
Figure 1).

This workshop addresses this gap by investigating how immer-
sive and Al-supported technologies can support inclusive,
speculative, and multispecies-informed engagement in the
context of crisis resilience. We invite HCI researchers, designers,
and practitioners to critically reflect on current approaches to cri-
sis resilience and co-develop new concepts that challenge human
exceptionalism, centre ecological relations, and leverage emerging
technologies for adaptive, participatory planning. Through a com-
bination of provocations, participatory mapping, and speculative
design activities, the workshop will explore design considerations,
provocations, and potential collaborations for future research.

Figure 1: Conceptual illustration of a speculative planning
scenario involving immersive technology and more-than-
human stakeholders.

Wong et al.

2 Importance and Relevance to the Conference
Theme

This workshop responds to two important research directions in
HCI: (1) more-than-human design and (2) the role of immersive
and Al-supported technologies. It brings these strands together
within the context of community engagement and crisis resilience
planning.

In doing so, it builds on recent discourse in HCI that explores the
incorporation of non-human actors into participatory design [13]
and decision-making [12], post-growth perspectives in HCI [10],
and reflections on the paradoxes and tensions of de-centring the
human [1]. The workshop also contributes to broader discussions on
the use of emerging technologies in crisis contexts. For example, VR
has been applied to simulate extreme wildfire behaviours to support
situational awareness and decision-making for firefighters [11], and
to enable shared spatial scientific sense-making in the context of
wildfire evacuation planning [6].

This year’s OzCHI conference theme, Generative Intelligences,
Planetary Futures, highlights the evolving role of intelligent tech-
nologies in shaping more sustainable, inclusive, and anticipatory
responses to global challenges. This workshop engages with the
theme by examining how immersive and Al-supported technolo-
gies can be applied to support participatory engagement practices
that incorporate both human and non-human perspectives within
the context of crisis resilience and environmental planning.

3 Workshop Goal & Activity

This workshop aims to explore how immersive and Al-supported
technologies may support inclusive, speculative, and multispecies-
informed approaches to participatory planning for crisis resilience.
The workshop will be guided by the following questions:

e What are the potential benefits of immersive and Al-

supported technologies in crisis resilience planning
and community engagement?
Spatial and embodied sensemaking have been suggested
as possible benefits [4], but how might these technologies
enhance participation in planning processes related to envi-
ronmental crises? What other advantages might they offer
for diverse communities and stakeholders?

e What design strategies or future-oriented concepts
could help realise the potential of these technologies
in participatory engagement?

How might speculative approaches be used to explore new
tools, systems, or methods that support more inclusive and
multispecies-informed planning?

e What challenges may arise in practical implementa-
tion?

What are the limitations of immersive tools, and how might
concerns around trust, inclusivity, or interpretation affect
the use of Al in these settings?

4 Workshop Overview

This half-day workshop is open to participants from diverse back-
grounds, including design, HCI, AI and immersive technologies,
planning, and related fields. It is intended for researchers, practi-
tioners, and students interested in the use of technology to support
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inclusive and multispecies-informed participatory processes. The
workshop will accommodate approximately 15 to 20 participants
(excluding the organisers).
This workshop is designed to be highly interactive and exploratory.

It will include a pre-workshop engagement activity, followed by
hands-on group activities during the session. These activities are
intended to elicit diverse perspectives on how immersive and Al-
supported technologies can be designed and applied to support
more inclusive engagement with environmental crises.

4.1 Pre-Workshop Plan

Website: A dedicated website for the workshop has been created
at morethanhuman.me/workshop to provide participants with key
information. The site includes the workshop overview, registration
details, and key activities or any preparatory materials.

Call for participation: The workshop call will be shared through
social media platforms such as LinkedIn, Bluesky, and Instagram,
following the opening of OzCHI 2025 registration. Organisers will
also distribute the call through academic mailing lists, institutional
channels, and relevant professional networks.

Visual poster: Participants will not be required to submit a
position paper. However, in preparation for the workshop, they
will be invited to create a visual poster that introduces one non-
human entity they believe should be considered in crisis-related
participatory planning and a short description explaining why.
This can be produced using Al-generated imagery, hand-drawn
sketches, or any preferred format (see Figure 2). Posters will be
used as conversation starters during the workshop and may also
be shared on the workshop website.

4.2 Workshop Schedule

Table 1: Key activities and estimated durations.

Time Duration Activity

13:30 - 13:40 10 min Workshop Welcome and Introduction
13:40 - 13:55 15 min Keynote Speaker: Prof. Marcus Foth
13:55 - 14:35 40 min Networking and Framing Discussion
14:35 - 15:15 40 min Collaborative Mapping

15:15-15:30 15 min Coffee Break

15:30 - 16:20 50 min Speculative Design Activity

16:20 - 16:50 30 min Presentation and Discussion

16:50 = 17:00 10 min Wrapping up & Next Steps

Networking and Framing Discussion. The workshop will begin with
a networking activity in which participants get to know one an-
other using their prepared visual posters. This will be followed by a
facilitated group discussion to explore how participants understand
and approach crisis resilience, more-than-human perspectives, and
emerging technologies in their own work. This conversation will
focus on identifying shared challenges, knowledge gaps, and emerg-
ing questions. The aim is to establish a common reference point
and open space for critical reflection. The ideas raised during this
discussion will help shape the direction of the subsequent activities.
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INCLUDING MANGROVES
IN CRISIS PLANNING

Mangroves act as buffers against storms and sea-
level rise, yet they are often removed in coastal
development plans. Including mangroves in crisis
planning means recognizing their role in
resilience —not just ecologically, but as living
infrastructure that sustains both human and
non-buman communities.

Figure 2: Example visual poster generated by ChatGPT4o,
with the prompt ‘a mangrove forest at low tide, with visible
root systems, small crabs, and rising water levels in the back-
ground’.

Collaborative Mapping. Participants will work in small groups to
create visual maps that represent the actors, systems, and relation-
ships involved in community engagement during crisis events. This
activity aims to explore both human and non-human perspectives,
highlighting the interdependencies that shape decision-making in
environmental contexts. Groups may use mapping to identify barri-
ers, opportunities, or overlooked stakeholders, including ecological
and technological actors. These maps will inform the speculative
work that follows.

Speculative Design Activity. Building on the earlier discussion and
mapping, participants will take part in a speculative design activity
focused on imagining new tools, interfaces, or engagement pro-
cesses for inclusive crisis resilience. This may involve designing
Al-supported agents, immersive experiences, or participatory meth-
ods that include non-human perspectives. Groups will be supported
with low-fidelity materials such as sketching templates, scenario
prompts, and cards to help generate and communicate ideas. The
activity encourages creative thinking about future systems of en-
gagement grounded in ecological and ethical considerations.
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4.3 Post-Workshop Plan and Expected
Outcomes

(1) The workshop aims to create a space for researchers and
practitioners with shared interests in more-than-human and
participatory design to connect during OzCHI, with the in-
tention of supporting future collaboration and knowledge
exchange.

(2) This workshop will provide an initial exploration of the
potential role of immersive and Al-supported technologies
in participatory crisis planning. Insights from speculative
design activities and group discussions will be documented
in a summary report. These findings may also inform the
development of an academic publication.

5 Organisers

Adrian Wong is an Associate Lecturer in Emerging Technologies
at the University of Sydney’s School of Architecture, Design and
Planning. His research focuses on applying Artificial Intelligence
to solve complex problems, particularly in high-stakes decision-
making contexts.

Tram Thi Minh Tran is a postdoctoral researcher at the Univer-
sity of Sydney’s School of Architecture, Design and Planning. Her
research explores the applications and implications of emerging
technologies, with a particular focus on AR/VR and autonomous
mobility.

Callum Parker is a Lecturer in Interaction Design at the Urban
Interfaces Lab within the University of Sydney. Callum’s research
seeks to gain a new understanding of how interactive digital city
interfaces can work for everyone, of all shapes and sizes, and abili-
ties. His work is also dedicated to exploring the evolving concept of
"public space" in the Metaverse and understanding how diverse peo-
ple can engage with it. Callum utilises cutting-edge technologies,
including pervasive displays and augmented, virtual, and mixed
realities.

Marius Hoggenmiiller is a Lecturer in Interaction Design in
the Design Lab at the University of Sydney’s School of Architecture,
Design, and Planning. His work focuses on prototyping interactions
with emerging technologies in cities, such as urban robots and
autonomous systems.

Nate Zettna is a Lecturer in Leadership and Organisational Be-
haviour within the Discipline of Work and Organisational Studies.
He earned his PhD specialising in organisational behaviour and
management from the University of Sydney Business School, where
he was awarded the prestigious Business School Research Schol-
arship. His research focusses on team effectiveness and employee
well-being. He is also a recipient of the John C. Harsanyi Graduate
Medal (University of Sydney Alumni Awards).

Carlos Alfredo Tirado Cortes is a Lecturer in Interaction De-
sign at The University of Sydney’s School of Architecture, Design
and Planning. His research focuses on the intersection of Mixed Re-
ality, Human-Computer Interaction, and Data Visualization. He has
worked on various immersive analytics projects aimed at develop-
ing technologies for bushfire applications, particularly in firefighter
training and emergency response. His work investigates how Mixed
Reality can be utilised as a tool to aid disaster response and training
for extreme weather conditions.
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Soojeong Yoo is a Lecturer in Design at The University of Syd-
ney’s School of Architecture, Design and Planning. Her research
focuses on human factors in healthcare, aiming to design effective
immersive interactive health technologies (VR/AR/MR) for work
and hospital settings, and to promote wellbeing through technology
integrated into everyday life.

Joel Fredericks is a Senior Lecturer in Design at The Univer-
sity of Sydney’s School of Architecture, Design and Planning. His
research is at the intersection of interaction design, community
engagement, urbanism, and smart cities. Joel has worked on various
transdisciplinary research projects that incorporate participatory
methods to design, develop and deploy interactive systems that
enhance community engagement and contribute to collaborative
city-making. Joel has authored and co-authored in numerous publi-
cations and books. Most notably, he was the lead author of Media
Architecture Compendium Vol.2 — Concepts, Methods, Practice,
which draws on academic research and global studies to present
an evolutionary account of concepts, methods, and practice for
bringing media architecture thinking into projects.
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A Appendix - Visual Poster Instructions

[Instructions provided to potential workshop participants]

As a way to prepare for the workshop, we invite you to create
a simple visual poster that introduces one non-human entity you
believe should be included in participatory planning for crisis re-
silience. This could be a species, an ecosystem, a geological feature,
or any more-than-human stakeholder relevant to environmental
futures.

You may choose to generate your visual using Al tools (e.g.
DALL-E, Midjourney, etc.), draw by hand, or use collage, photos,
or any other format. Posters can be as simple or expressive as you
like. They will be shared in small groups during the workshop as a
way to prompt discussion and reflect on multispecies inclusion.

Your poster should include:

o A visual representation of the chosen non-human entity
o A short caption (1-3 sentences) explaining: Why this entity?
What does participation mean for them in planning?
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