UN/BOUND – Planetarium - 13 AUGUST 2026

Screening of new work 64:30 min: The Future Projections Research Group at the Brisbane Planetarium

The Future Projections Research Group is an interdisciplinary collaboration between a diverse range of Australian researchers, The Brisbane Planetarium, and The Brisbane City Council. Traditionally, Planetariums have focused on delivering content that communicates science and its educational value. However, recent developments in emerging technologies and the rise of full-dome festivals around the world have led Planetariums to expand the nature of their programs and audience engagement strategies. 
The Future Projections Research group has been exploring the possibilities for reimagining Planetariums as platforms for new hybrid immersive media forms and for communicating research to a broader community, worldwide. The group will present various experimental multisensorial experiences, prototypes, and work-in-progress for review, discussion, and feedback during UN/BOUND. Each of these experiments challenges the formal, structural, and technical boundaries; some tackle issues related to social, economic, political, and environmental injustice, the costs of colonialism and anthropocentrism, and others integrate First Nations knowledge systems.
The Future Projections Research Group are: Peter Thiedeke (he/him), Thomas Green (he/him), Nozomi Omote (she/her), Rob Ditchum (he/him), Daniel Della-Bosca (he/him),  Louise Harvey (she/her), Peter Moyes (he/him), Ross McLennan (he/him), Leila Honari (she/her), Zeynep Akcay (she/her), Steeve Body (he/him), Rose Staff (she/her), Dominic Wood (he/him), Marianne Wobcke (she/her), Sarah Ripper (she/her), Patrice Repar (she/her), Steven Mohr (he/him), Yuki Takahata (she/her), Andrew R. Brown (he/him), Ben Silver (he/him), and Nick Coleman (he/him).

Run order for projections in the SkyDome
1. Perinatal Dreaming – Understanding Country 	15:00 minutes
2. Sounds of 1679		 			  5:00 minutes
3. Over the wall 						  3:00 minutes
4. The Ouroboros					  8:00 minutes
5. Bl(H)ues						   3:30 minutes
6. Rosette						   4:00 minutes
7. The Palace						   4:00 minutes
8. I Grow On You						   4:00 minutes
9. Icaro							  8:30 minutes
10. Can you see it, can you hear it, where is it going?	  3:00 minutes
11. Flying Carpet: A Fulldome Journey			  6:30 minutes
 
64:30 minutes



Abstracts 


Bl(H)ues
Bl(H)ues is a short, 3D-animated film which re-imagines the Australian landscape and its flora and fauna in primarily abstract forms. It’s visual themes strongly respond to the musical composition to which it has been set, which was designed to invoke themes of the Australian outback. The film has been constructed and formatted in a ‘dome’ orientation, specifically for screening at planetarium and similar venues. Traditionally, planetarium screening content has been restricted to astronomy themes and related educational content. However, alongside recent developments in digital projection technology, Planetariums have demonstrated a growing interest in expanding their screening programs to include content that is purely for entertainment purposes. Unfortunately, there is a shortage of this kind of alternative content. Contributing to this issue are the practical challenges facing filmmakers who wish to construct films specifically for the dome format. For example, the traditional guidelines around cinematography rules are ineffective in this context. As such, considerations around shot lengths, camera position and movement, the placement of objects and actors in the scene require re-evaluation. Bl(H)ues has contributed to new cinematographic frameworks and knowledge in the construction of Dome format films. It’s narrative-based theme provided a platform through which to examine traditional cinematography principles when applied to the dome space. In that role, it identified shortcomings in these principles and applied and tested alternative approaches to provide effective solutions. For example, it was discovered that due to the huge size of the screening surface, shot lengths need to be significantly longer than with traditional screening formats, to allow viewers time to recognise and absorb the visual content and to enable them to follow a narrative. Related to this finding is the determination that the speed of the camera’s movement needs to be significantly slower than in traditional formats. Correct camera angle and position is also vital to ensure that all necessary visual elements in the scene are visible in the render of each scene.  In conclusion, the Bl(H)ues research project has delivered an entertaining and intriguing film and has produced many practical guidelines for filmmakers and animators who wish to create content for dome screening environments.  

Can you see it, can you hear it, where is it going?
Can you see it?  Can you hear it?  Where is it going? This experimental project, situated within interactive design research, investigates the potential for non-visual perception to reframe the dominance of vision. Drawing on Japanese animism, the study critically examines the historical privileging of vision—particularly within Western contexts—and its implications for human–nature relationships, anthropocentrism, and contemporary eco-social challenges. Adopting a practice-based methodology, the project engages the unique spatial and sensory affordances of a planetarium to deliberately minimise visual stimuli and foreground non-visual sensory modalities. Through a synthesis of literature review and design experimentation, the research explores the reconstruction of pre-modern multisensory experience and seeks to cultivate deeper, more relational connections between humans and their environment. The findings contribute to discourse on more-than-human design by proposing strategies for reintegrating animist perspectives and advancing sensory diversity within interactive design practice.

Flying Carpet: A Fulldome Journey 

Flying Carpet: A Full-Dome Journey is an immersive reconfiguration of the award-winning experimental animation "Farsh-e-Parandeh (Flying Carpet)" (2022). Inspired by Attar’s 12th-century Persian mystical poem "Conference of the Birds", the work draws on Persian carpet geometry, nonlinear storytelling, and early animation principles to explore migration, ecological fragility, and to provide a window into an alternate history of animation in which the circle, rather than the rectangular screen, is foregrounded. The animation depicts migratory seabirds trapped within the looping universe of an animated Persian carpet. This circular, mandalic structure operates as an allegory for human displacement and environmental precarity, reflecting Sufi cosmology’s emphasis on unity, transformation, and eternal return. The project employs a circular animation logic informed by nineteenth-century optical devices such as the phenakistoscope, proposing an alternative lineage of animation in which rotation, repetition, and rhythm take precedence over linear progression. For this presentation, the original screen-based work is reconfigured for full-dome projection, extending its conceptual framework into an immersive, embodied environment. The planetarium dome amplifies the work’s circular logic, dissolving the frame and repositioning the audience within a continuous visual and sonic field. This spatial translation aligns with the UN/BOUND theme by unbinding animation from rectangular screens, fixed viewpoints, and linear narrative structures, while inviting audiences to experience movement, scale, and interconnectedness through perception rather than instruction. Accompanied by a newly arranged version of Abol Hasan Saba’s 1935 composition "Caravan", the work weaves sound, light, and motion into a contemplative audiovisual experience. By bridging Persian visual traditions, pre-cinematic animation technologies, and contemporary digital compositing, Flying Carpet: A Full-Dome Journey positions animation as a mode of research—one that reconsiders the formal and historical conditions of the moving image. Presented internationally at major film festivals and recipient of multiple awards, this full-dome iteration extends the life of the original work while opening new possibilities for immersive research presentation within planetary-scale media environments. 

I Grow on You 
This 3-minute animated time-lapse depicts the beginning of the lifecycle of a Red Mangrove Tree. The first in a series of fulldome films celebrating the vital ecological actors of wetlands ecosystems, "I Grow on You" sets out to portray the remarkable and often invisible lives of the organisms that sustain coastal environments — from mangroves and seagrasses to creatures of the tidal zone. By condensing the early growth of a Red Mangrove into an immersive time-lapse experience, the film transforms slow, imperceptible biological processes into a captivating and uncanny spectacle. The work embraces fulldome cinematography's unique spatial freedom, inviting audiences to look anywhere within the dome and discover their own relationship to the living world unfolding around them. Combining real-time rendering technology with photorealistic aesthetics, "I Grow on You — The Beginning" situates itself within the animated documentary genre, asking how animation can make ecological time and non-human agency newly legible and emotionally resonant for audiences.

Icaro_1
Icaro_1 is the first act of a transgressive three-act science-faction film and spatial soundscape. It is a metaphor for the rise and fall of 21st century techno-feudalism, a nano-compression of the first 13.7 billion years of the known history of the universe — from the Big Bang to collapse of Big Tech. Together, Icaro_1, Icaro_2 and Icaro_3 form a cautionary tale, the failed attempt by the military industrial establishment to colonise, control, and commodify all known matter. 
An Icaro is a sacred song sung by Curanderos for navigating altered states of consciousness during traditional healing ceremonies. These Amazonian shamans, believe that the jungle teaches them these songs. They use healing rituals and musical rhythms to alter the energy of physical space, summon protection, guide spiritual alignment, and induce emotional cleansing toward a holistic recovery for the mind, body and soul. In contrast to Icarus – who was driven by ego, greed, narcissism and unchecked ambition when he flew too close to the sun – an Icaro allows the human spirit to ascend to higher realms through humility and reverence for nature, and to return safely to reality. 
Stay tuned for Icaro_2 and Icaro_3, coming soon to a Planetarium near you. This three-act counter-narrative to the discourse of technological inevitability will reveal the climactic turning point of the story: the struggle for a return to the inner subconscious, a world of infinite fluidity, and the triumph of nature.   

Over the wall
Over the Wall is a 2–3-minute full dome film that transforms the planetarium dome into a site of anticipation, containment, and encounter. The work begins in darkness beneath a field of stars. Warning sirens sound as immense walls rise around the audience, enclosing them within a circular fortress. The structure appears protective, but as the walls reach their full height, colossal figures emerge beyond the perimeter. Their forms are vast, metallic, and unreadable. One by one they grasp the edge of the wall and peer over, surrounding the enclosure with an overwhelming presence. The beings' intentions remain uncertain. They observe. They lean closer. Hands descend into the space, reaching toward those below. Their scale suggests effortless domination, yet no attack comes. At the moment of greatest tension, hand outstretched, they stop just short of contact. Suspended between invitation and threat, curiosity and fear, the encounter destabilises assumptions about who is protected, who is imprisoned, and who is truly being observed. Designed specifically for the immersive environment of the planetarium, Over the Wall uses scale, spatial sound, and the architecture of the dome to create a visceral experience of vulnerability. The audience occupies the centre of an event that cannot be fully understood, confronted by presences that exceed human perspective while refusing the expected act of violence. Responding to the UN/BOUND theme, the work explores the boundaries we construct in response to uncertainty. The rising walls promise security, yet they also define separation and generate fear of the unknown. As the giants appear beyond these limits, Over the Wall asks whether the greatest barrier is the wall itself—or the stories we tell about what lies beyond it.

Perinatal Dreaming – Understanding Country
Perinatal Dreaming – Understanding Country is an immersive audiovisual work that invites audiences to enter the often-unseen world of early life, memory, and belonging. Grounded in the Indigenous knowledge systems of Dadirri (deep listening) and Kanyini (relational responsibility and connectedness), the work explores how experiences before birth shape wellbeing across generations. Created by Indigenous midwife, artist, and researcher Marianne Wobcke, the project emerges from lived experience, community knowledge, and research into intergenerational and perinatal trauma affecting Aboriginal and Torres Strait Islander families. Through immersive imagery, sound, and embodied storytelling, audiences journey through the womb as a place of both vulnerability and possibility, a site where inherited experiences are carried, transformed, and renewed. Developed in collaboration with internationally recognised VR and immersive technologies specialist Volker Kuchelmeister and produced through the UNSW iFeel Lab, the work combines Indigenous knowledge, creative practice, and immersive technologies to create a deeply embodied experience. Presented within the Planetarium dome, the project expands beyond conventional screen-based storytelling to create an enveloping sensory environment. The celestial setting reinforces its central proposition: that healing occurs through connection—to Country, kin, community, and the more-than-human world. Rather than presenting trauma as an individual pathology, Perinatal Dreaming – Understanding Country situates wellbeing within collective, cultural, and ecological relationships. Aligned with the spirit of UN/BOUND, the work challenges colonial and biomedical frameworks that have historically fragmented maternal care and Indigenous knowledge. By bringing together First Nations epistemologies, health research, artistic practice, and immersive media innovation, it opens space for dialogue about what becomes possible when maternal wellbeing is reimagined through cultural integrity, relational trust, and creative innovation. The work offers audiences not only an artistic experience but an invitation to reflect on healing, connection, and the futures we create together.

Rosette
Rosette is a fulldome immersive experience that carries audiences on a single, unbroken zoom from a wide view of the Milky Way down into the heart of the Rosette Nebula, a vast cloud of gas and newborn stars some 5,000 light years away. Every frame is built from real photographs of the night sky. Images shot from very wide to extreme close-up, captured with everything from an everyday camera lens to professional-grade telescopes under some of the darkest skies on Earth, are matched against a map of the real stars and layered together so precisely that the journey inward never breaks. The glowing gas, the sculpted ridges, and the hollow carved out by a cluster of young stars are all real light that reached the camera, reshaped into something you can travel through. The work is designed to create a feeling of awe. Original music, narration and immersive surround sound are scored to the motion of the zoom, and the pacing is shaped so that the sense of scale builds slowly, giving the audience time to feel the distance they are crossing. Colour is used to reveal detail and structure the human eye could never see on its own, while the steady descent from wide shot to close-up makes the sheer jump in scale something you feel in your body. Created as part of doctoral research into immersive astronomy filmmaking, Rosette asks whether real scientific imagery, paired with sound, scale, and careful pacing, can move an audience and deepen their understanding at the same time. It invites viewers not just to look at the cosmos, but to travel into it.

Sounds of 1679
Sounds of 1679 reimagines the iconic Arecibo Message, first transmitted into space in 1974 as binary code, by transforming it into a dynamic, generative audiovisual experience. Recorded live in a single pass, the work merges sound and image to let audiences encounter the message as a temporal unfolding rather than a static signal. At its core is a sonification of the Arecibo message, divided into 11 sections, each assigned to a distinct instrument. These instruments do more than produce sound: they trigger segments of the message within a polyphonic sequencer grid that functions as both a compositional system and a visual map. As each instrument plays, corresponding parts of the encoded signal are activated, allowing the audience to experience a gradual, real-time “decoding.” Each note corresponds to data, creating a sense of narrative progression as the message emerges. Visually and sonically, the piece develops through contrast. Initially, fragments of the message appear faintly, accompanied by subtle background noise. As the performance progresses, the message grows clearer and more coherent, while the surrounding visual noise intensifies. Eventually, this balance shifts: the once-legible message becomes obscured, overwhelmed by the simulated interference of cosmic space. This arc of emergence, clarity, and dissolution, underscores the fragility of communication across vast distances. “Sounds of 1679” invites reflection on transmission, perception, and loss, suggesting that even our most deliberate attempts to connect across the universe remain vulnerable to time, noise, and distance.

The Ouroboros
The Ouroboros explores eternal cycles of change, unity, and self-creation through the symbolic return of life, death, and rebirth. Drawing on the image of the serpent consuming its own tail, the work reflects infinity as both a structure and a condition of existence, where endings fold seamlessly back into beginnings. It considers identity as fluid rather than fixed, shaped continuously through processes of dissolution and renewal. In this cyclical framework, destruction is not an endpoint but a necessary passage toward transformation, suggesting that all things are perpetually in the act of becoming themselves again.

The Palace
The Palace is an exploration of a set of mathematically derived three-dimensional fractal structures, variations of the Mandelbulb equation and the Menger sponge. The resultant structures themselves remain bounded, showing a solid but infinitely detailed surface. This exploration is a small journey of a fantastically detailed space that is unlike anything we perhaps believe we could encounter in everyday life. It is a selected journey from an imagined human viewpoint, and it is a view that entangles the explorer with the structure, because boundaries do not necessarily exist in fractal structures. The explorer finds themselves traversing space and form, inside and outside. What may appear to be architectural constructs throughout this journey are just the impositions of our learned experiences.  Walls, Floors, Columns, the presumed rules of construction, are just phases between the blurred distinctions of structure and landscape.

