
Rhizoma
towards embodied ecology



WHAT IS RHIZOMA

Multimedia art installation exploring the intersection 
between art, ecology and technology. 

Research questions:

HOW CAN GAME TECHNOLOGY AND 3D SPATIALNAVIGATION FOSTERA

DEEPERCONNECTION WITHECOLOGY, NATUREAND ONE ANOTHER

How/Can ecology, art and technology together help us 
develop deeper relations and engagements with nature 
and one another? How can deep ecological thinking be 
embodied through immersive technology? How can slow 
and deep ecological thinking inspire high intensity immersive 
experiences? How Can technology help us develop deeper 
relationships with nature and one another? In what ways 
technology can help us build new modes of spirituality and 
kinship? What does embodiment of ecological concepts 
look like? How can technology foster deeper engagements 
between individuals and their environment?

The team

The work is developed by an interdisciplinary team of artists,



RHIZOMAõS PREMIERE EXHIBITION 
AT GREEN GALLERY IN DUNDEE BOTANIC GARDEN, SEP 20 ð OCT 4, 2024

Rhizoma  is an immersive multimedia installation which considers what it is to be 

human and ecological in an increasingly urbanised world. 

Exhibition was open daily from 10 -3pm. It included 3 public events and over 

the 2 weeks run Rhizoma  had over 400 visitors 

ÅCommissioned by Dundee Botanic Gardens, Rhizoma  1.0 was exhibited in 

September 2024 and visited by over 400 people during its ten day run. 

Installed in a blacked -out gallery space, Rhizoma  consists of projected 

videos, music, soundscapes, sculptural objects, AI generated voices and 
imagery along with a VR environment.

https://www.dundee.ac.uk/stories/nature -connects -ai -sound -design -and -virtual -reality -new -exhibition  

https://www.dundee.ac.uk/stories/nature-connects-ai-sound-design-and-virtual-reality-new-exhibition


CONTRIBUTING ARTISTS
PROJECT LEAD

Hadi Mehrpouya

OVERALL VISION, DESIGN AND  CONCEPT, CREATION OF PHYSICAL 
ARTEFACTS 

The visionary artist behind Rhizoma , blending AI, 
sound design, virtual reality, and sculptural artefacts 
like the Reading Machine to craft a rich, multi -
sensory experience . His work transforms complex 
ecological ideas into a multi -sensory journey, 
inviting audiences to explore the unseen networks 
between technology, humans, and the 
environment .

TECHNICAL LEAD

NAMAN  MERCHANT

DESIGN AND  DEVELOPMENT OF RHIZOMA AUDIO VISUAL CONTROLLER 

AND  VR JOURNEY

Lecturer at Abertay University and a developer with expertise in 
immersive storytelling, audio -driven game design, and motion 
capture integration. He led the development of You Are Being 
Followed, enhancing user experience through innovative VR 
solutions. 

COMPOSER AND  SOUND DESIGN

SHIORI OSUI

SOUND AND  MUSIC COMPOSITION AND  DESIGN FOR VR 
AND  RHIZOMA INSTALLATION. 

Shiori Usui is a BBC Proms commissioned composer, 
improviser performing piano, voice, and various 
small noise -making objects and a sound theatre 
maker. The Times newspaper described her as a 
composer with òentirely individual earsó. Shiori is a 
composer for Rhizoma and will liaise the mastering 
of our soundtracks with a recording studio as well 
as composing 3 new tracks for our additional VR 
experience.

VIDEO AND  VISUAL PRODUCTION

DUNCAN NICOL

PRODUCTION OF VIDEOS AND CREATIONOF PHYSICALARTEFACTS

Award -winning filmmaker and screen educator who has recently 
helped deliver Screen Scotlandõs draft Curriculum for Film and 
Screen Education in schools around Scotland. Duncan leads the 
visual production of Rhizoma .

DESIGN AND  SCULPTURE

JEREMIEBRETIN

DESIGNAND VISION, CREATIONOF SCULPTURALARTEFACTS

Jeremie Bretin trained in France as a 
documentary maker, and has been working for 
the last ten years as a garden designer. Jeremie 
offers ecological insights in the design of 
Rhizoma

AI SPECIALIST

JAGDEEP AHLUWALIA

GENERATIONOF AI GENERATEDVOICES AND IMAGERY

Lecturer at Abertay University, specialised in Artificial Intelligence 
and large language models. Jagdeep supports the 
development of Ai generated content for our work. 

CURATOR

KEVIN FREDIANI

Kevin's curational and ecological knowledge have been 
instrumental in shaping and enriching our work. We truly value 
his contributions and the positive impact he has made on our 
team and work.



OUTLINE

This document offers insights into: 

Å Development and production of Rhizoma .

Å How the team worked together and curated the work .

Å What methods we used in different stages of our research and development. 

Å Brief summary  of our theoretical foundation .

Å Data collection plan .

Å The immediate impacts of this collaboration on our individual practices. 

Å Audience feedback, reflections and future work. 

Å Technical specification .



PARTNER ORGANISATION

Dundee Botanic Garden  (DBG) is an 

enriching hub for many individuals and 

communities at the heart of Dundee city. 

DBG offers a safe space to learn and build 

new relations with nature and one another.

 



IDEA FORMATION AND DEVELOPMENT

We were commissioned to develop body of artwork to engage DBG visitors with deep ecological 
concepts through art and technology. Our work started by a public talk at DBG using video game 
title òEverythingó (Oreilly, 2017) to present and discuss some complex concepts in ecology such as 
deep time (Ginn et al., 2018) through the medium of play. 

The work was developed through a series of workshops, rehearsals and fieldworks amongst team 
members followed by each of us developing different elements of Rhizoma  through our creative 
practices (See: Field work and Data collection).

Rhizomaõs aim is to to  offer alternative or deeper ways to sense and understand our experiences 
(Massumi , 2015). Rhizoma  explores the interconnectedness of life, time, and the natural world. It 
draws inspiration from Mortonõs notion of being ecological, our sense of being (Heidegger, 1978), 
our bodies ( Delueze  and Guattari , 1987; Haraway, 2016; Neimanis , 2017) and body of 
others/environment (Watts,1991; Dusenbery, 2009). Rhizoma  is about the cyclical patterns of 
growth and decay, and the vastness of deep time. The installation uses experimental video, music, 
and natural elements to create a space for contemplation and reflection.  



DESIGN PROCESS

Rhizoma  was created through an iterative design process in three phases that was repeated 

throughout the year long development period. Key underlying theme of Rhizoma  is exploring the 

relationships between plants, animals, humans, technology and the environment.

Data Collection & Fieldwork ă    Ą Creative Synthesis.

Iterative Process:

The project unfold through a series of regular meetings and creative cycles, each building upon the 

previous one.



DATA COLLECTION AND FIELDWORK



DATA COLLECTION ð SOUNDS

We recorded and used a range of sounds in Rhizoma . This included conversations with team members as well as other interested 
bodies. Environmental sounds from birds and other elements within DBG.

Å Birdsong Recording: Using high -quality audio recorders, the team capture the diverse sounds of birds within the garden.

Å Ambient Soundscapes: Recording the overall sound environment, including wind, rustling leaves, water features, and human 
activity.

Å Specific Sounds: Focusing on sounds associated with the sycamore tree, such as leaves rustling, branches creaking, and insect s 
buzzing.

Conversations and Reading Box Text

Interviews:  Informal interviews with artists, ecologists, garden staff, and visitors.

Conversation Topics Personal connections to the garden. Observations about the sycamore tree, birds, and plants. Thoughts on 
ecology, time, and the natural world. Stories about the garden's history or specific events.

Reading Box Text:

Processing:  Transcribing and interpreting the interviews and conversations.

Selection:  Selecting key phrases, words, or ideas that resonate with the project's themes.

Use: Creating "reading box" text, which are short, evocative snippets of text that can be used in the artwork. Displayed visually or 
used as prompts for sound or video elements.



DESIGN PROCESS ð DATA COLLECTION

INTERVIEWS

This phase focuses on gathering raw material and insights from the garden and its community.

Conversations and Interviews (Hadi):

Conduct a series of interviews and informal conversations with:

Å Garden staff (to learn about the garden's history, ecology, and daily life).

Å Ecologists (to gain expert insights into the garden's ecosystems).

Å Visitors (to understand their personal connections to the garden).

Theoretical Engagement: Hadi will also engage with relevant theoretical works to inform the project's 

conceptual framework, particularly the philosophy of Rhizoma .

Output:  Transcribed interviews and notes from conversations, along with key insights from theoretical 

readings. These were captured and presented within the hand -typed paper scrolls which acts as the 

core philosophy of Rhizoma  and housed in Rhizomaõs reading box. 



DESIGN PROCESS ð DATA COLLECTION

AUDIO-VISUAL

Environmental Capture (All):

The entire team participated in this process.

Sound Recording: Capture diverse soundscape of the garden, including birdsong, wind, rustling 

leaves, and other natural sounds.

Video Footage: Document the garden visually, focusing on:

Å Long shots of the landscape and plant life.

Å Close -ups of plants, textures, and details.

Å The movement of plants and animals.

Å The changing light and seasons.

Where: Visits to the Dundee Botanic Garden grounds and other nearby nature sites.

Output:  A library of audio recordings and video footage.



RHIZOMA KEY ELEMENTS

Å Reading box: Theoretical foundation and philosophy of Rhizoma  written in experimental narrated format 
which includes snippets of conversations, poetry and engagements with philosophical works in 
phenomenology and ecology.

Å VR journey: An inward journey in three zones (Desert, Forest and Field of intensities). Representing the process 
of deep engagement with our environment. Becoming body without organs. 

Å Audio -visual projections:  Representing intensities of the bodies and how they resonate with nature and others

Å AI generated imagery: Range of images generated using Rhizoma  text to help with communicating 
Rhizomaõs philosophy and world. 

Å Rooty sculpture:  Rhizomaõs idea is inspired by what roots are and how they grow, sense and move across 
landscapes and other species. This rooty  way of being is presented in a form of sculptures we make out of 
wood and roots that houses all of Rhizoma  elements. 



READING BOX
Rhizoma  includes a ôReading Boxõ we 

built - a Victorian style cabinet housing 

a hand -typed paper scroll on rollers, 

which consists of approximately 260 

paragraphs of philosophical thoughts 

on the nature of Rhizoma . These texts 

are also narrated by a variety of AI 
generated voices which intersperse 

projected AI generated images based 

on the Rhizoma  narrative. It takes 

about 6 hours to hear all the voices.



RHIZOMA: READING BOX

Reading box: Rhizomaõs philosophy is written in an experimental text format, 

hand typed on paper scrolls and housed in a Victorian style cabinet. The text  

consists of multiple intervoven  narratives, poetry, drawings created using 

traditional type -writer. The aim of the text is to develop multi -voice narrative 

format reflecting on extractions From the interviews, conversations, and 

theoretical readings.

Reading Box: These snippets of dialogues, thoughts and conversations are 

compiled into "reading box" narratives, which will serve as a source of 
inspiration for the artwork.



MAKING OF THE READING BOX


