
                                                                                   
                                                                                   
                                                                                   
                                                                                   
                                                ::                                 
                                                ~?^:                               
                                                7YYY.                              
                                               .~55PY!:                            
                                             ~?555GGGBBGPP7.                       
                                         ^!7JPPGGPBGBBJJGGBB?JY5P?                 
                                        JPGBBBBBBBBBB#!:YBB###&P~Y                 
                                       ^!?PB######B#####B5###^!J.                  
                                     ~GGB################Y!:..                     
                                     YJ5JYJG&B##&##&##&##&G:......                 
.                                     ^PBB###&&&&&&&&&&&&&&&&######B7              
..                                   .5&&B&&&&&&&&&&&&&&&&&&&&&&&&&&G.             
...                            ^?PGB###&&&&&&&&&&&&&&&&&&&&##&#PBB!..              
.....                          7JJ&&#&&BB&&&&&&&&&&&&B#&&&&&#&#GBP7^               
......                            :7Y#&B#&&&&&&&&&@&&&&&&&&&&&&&&&&&Y              
.......                         ^5#&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&&G.              
.........                      .GBG#&&&&@&&&&&&&&&&&&@&&&&&&@&&&&&&&Y.             
............                        J#&&&&&&&&&&&&&@&@@@@@&@@@@@&&&&&&#J           
.............                        7&&&@&&&&&&&@&@&&@@@@@@@@@@@@&@@@@@B!       ..
................                   ~5&&&&@&&&&&&&&&&&&@@@@@@@@@@@@@#GY!!7~.   .....
...................                ^Y&&@&&@@@&&@@&@@&@@@@@@@@@##BP^.       ........
......................               .BBG&@&@@@@@@@@@@@@@@@@@@B^        ...........
...........................        :~7JYY&@@@@@@@@@@@@@&&&&&&&@#G5~.. .............
................................ ^B&&&@@@@@@@@@@@@@@@@@@@@@@@@@@@@@BJ:  ...........
:............................... P@&#&&@@@@@@@@@@@@@@@@@@@@@@@@&&&&@&#57^..........
::::.............................?#@@@&@&&@@&@@@@@@@@@@@@@@@@@@@&&&&&@@@&G:........
:::::::...........................7&@&@@@@@@&@@@@@@@@@@@@@@@@@@@@@&&&&@@#!.........
::::::::::.......................:J&@@@@@@@@&@@@@@@@@@@@@@@@@@@@@@@@@@@B:..........
:::::::::::::...................Y&@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@#GP!.........::
:::::::::::::::::............^!J&@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@&&G~........::::::
::::::::::::::::::::::......^&@@@&@@@@@@@@@@@@@@@@@@@@@@@@&@@@@@@&&5....:::::::::::
^::::::::::::::::::::::::::.^B&@@@@@@@@@@@@@@@@@@@@@@@@@@&@@@@&@@@@#~..::::::::::::
^^^^:::::::::::::::::::::::::^!J&@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@B~::::::::::::
^^^^^^^^:::::::::::::::::::::::.?@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@P::::::::::::
^^^^^^^^^^^^::::::::::::::::::::^#@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@@Y::::::::::::

^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^::::^!#@@@@@@@@@@@@@@@@@@@@@@@@@@&5B@@@#Y7^^^^^^^^^^^
^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^:?@@@@@@@@@@@@@@@@@#PPB@@@@P!:^PG7^:^^^^^^^^^^^^
~~~~^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^~&@@@@@@@@@@@@@@@@@B?:^J&@@7:^^:^^^^^^^^^^^^^^^^
~~~~~~~~^^^^^^^^^^^^^^^^^^^^^^^^^^^~YBG#@@@@@@@@@@@@@#^^^^:!57~^^^^^^^^^^^^^^^^^^^^
~~~~~~~~~~~~~^^^^^^^^^^^^^^^^^^^^^^^^^^7G@@@@@@@@@@@@@&&&5^^^^^^^^^^^^^^^^^^^^^^^~~
~~~~~~~~~~~~~~~~~~~^^^^^^^^^^^^^^^^^^^^5@@@@@@@@@@@@@@@@G~^^^^^^^^^^^^^^^^^~~~~~~~~
~~~~~~~~~~~~~~~~~~~~~~~~~~~~^^^^^^^^^^Y@@@@@@@@@@@@@@@@#?^^^^^^^^^^~~~~~~~~~~~~~~~~
~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~J#@@@@@@@@@@@@@@@@@?^~~~~~~~~~~~~~~~~~~~~~~~~
~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~G@@@@@@@@@@@&&@#@@G~~~~~~~~~~~~~~~~~~~~~~~~~

FOR THE WORKSHOP: DESIGNING WITH FOREST STORIES 

UNOBTRUSIVE 
TECHNOLOGIES IN 
NATURE & FORESTS 

Sam Barnett
Will Odom

[sam_barnett, wodom]@sfu.ca

Homeware Lab, 
Simon Fraser University, 
Surrey, British Columbia, Canada



Will Odom is an Associate Professor in the 
School of Interactive Arts and Technolo-
gy at Simon Fraser University. He is the 
founder and director of the Homeware Lab 
which explores a range of projects that in-
quire into topics including remaking out-
door technologies, long-term human-da-
ta relations, slow interaction design, 
and methods for developing the practice 
of Research-through-Design. He has co-or-
ganized numerous successful workshops at 
ACM CHI and DIS over the past 15 years.

We design, work and engage with nature on 
the unceded ancestral territories of the 
xʷməθkʷəy̓əm (Musqueam), Sḵwx̱wú7mesh Úx-
wumixw (Squamish), səl̓ilw̓ətaʔɬ (Tsleil-Wau-
tuth), q̓íc̓əy̓ (Katzie), kʷikʷəƛ̓əm (Kwikwe-
tlem), Stó:lō Coast Salish, K’ómoks, Tla’amin, 
Qayqayt, Kwantlen, Semiahmoo and Tsawwassen 
Nations. These locations are rooted within 
Indigenous lands and nations. Acknowledg-
ing traditional territories, nations, and 
lands can be an initial step toward chal-
lenging the underlying colonization bound up 
in standard Western maps, and lead to fur-
ther exploration and understanding of the 
history and complex effects of colonialism.

Sam Barnett is a design researcher and PhD 
student at the Homeware Lab, at Simon Fras-
er University. He is interested in the ways 
in which technology and data mediate everyday 
life and developing strategies and interven-
tions to support critically and speculatively 
engaging with these sociotechnical systems. 
Being outdoors and in nature is a priori-
ty, where Sam hikes, camps, skis, climbs 
and surfs in the areas around Vancouver.
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We have recently completed a 
6-year design and auto-ethnograph-
ic research project, centered 
on the hiking technological ar-
tefact Capra, that captures im-
ages and metadata (time, alti-
tude and colour) on the trail, 
and projects them in the home, 
with various organizational fil-
ters. We were interested in: 

•	 how to decenter the hu-
man perspective, and sup-
port “noticing” [3] on the 
trail and in later mediat-
ed reflection/reminiscence

•	 how to design unobtru-
sive technology that medi-
ates human-nature relations

•	 how these design interventions 
may support reorganizing self-
hood in relation to ecologies 
and more-than-human actors
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The two reflections 
below, illustrate how 
through long term use 
of the Capra system, 
while in nature and in 
forests, prompted and 
facilitated a deeper 
reflexive engagement.

Capra is an intentionally “dumb” 
technology, that captures and dis-
plays  images without interpreting 
them or adding semantic context, 
and it operates as a closed loop 
with no built-in way to extract or 
circulate the data. We see these 
constraints as a provocation for 
designing technologies that medi-
ate relations between humans and 
forests, and we look forward to 
discussing what is afforded when 
forest technologies deliberately 
deprioritize “smart” sensemaking.  

With this phase of our work con-
cluding, we’re also turning to-
wards what comes next: continu-
ing to probe the potential and 
limitations of technology in me-
diating our complex, entangled 
and evolving relations to na-
ture, forests and ourselves. 



Will Odom → “I had arrived at the Lynn 
Headwaters trailhead and reached inside 
my backpack only to realize my Collector 
was still charging at home. As I embarked 
on the hike, I unexpectedly became aware 
of how my attentiveness and gaze toward 
nature has shifted over the 
years. I thought back to how 
I had hiked this trail before 
I had Capra five years ago, 
and what I was on my mind 
then—hiking pace, unread 
emails, getting to the water-
fall, hustling back as quick 
as I could before my park-
ing expired. My approach is 
quite different now. I adjust 
my gaze to look ‘up’ and con-
template the ecologies that 
exist above us in the forest. 
I look ‘down’, thinking about 
the networks of root grafts 
and mycelium that connect 
these trees. I remembered 
these scenes unfolding through my Explor-
er and then coming full circle in my mind 
as I was on this hike. I stopped to notice 
the textures of sand, mud, and riverbed 
rocks. My mind drifted to questions of dif-
ferent timescales—the geological times of 
the riverbed rocks, the bacterial time of 
the micro-organisms ever present in the 
forest, the perpetual movement of tem-
poralities in nature. I thought about the 
unpredictable ways my relation to nature 
may have changed and how, in some ways, 
this was mirrored in the slow, ongoing un-
predictable changes my Capra archive.”

Sam Barnett → “A keystone hike in my 
archive is from the early winter of 2021 to 
Elfin Lakes in Garibaldi Provincial Park. 
This hike is the longest in my archive, and 

covers the broadest range 
of elevation, and moves 
through the full color spec-
trum of covered forest, low 
alpine, and then above the 
snow line. When exploring 
my archive in various filters 
this hike always re-emerges. 
I repeated this hike in sum-
mer 2023. I’ve revisited this 
hike through the Explorer 
so many times that I had 
a clear image in my mind 
of the hike’s trajectory. We 
never hit the snow line; the 
seasons were different. This 
stark difference drew my 
attention the other differ-

ences in the environment. The views were 
hazy—obscured by smoke from the forest 
fires, driven by the changing climate. The 
hike is framed by glaciers, and this journey 
prompted reflections on how much longer 
they will be there.”
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UNOBTRUSIVENESS: 

HOW DO WE DESIGN 
TECHNOLOGY THAT 
MEDIATES A HUMAN-
FOREST RELATIONSHIP, 
WHILE DISAPPEARING 
INTO THE BACKGROUND?  

HCI research continues to highlight 
how technology has the potential to 
interfere with human’s experience 
of and engagements with nature [1, 
2, 4]. 

In Anderson and Jones’ framework 
for HCI in nature, a core tenet of 
their vision is that “in outdoor 
activities, human–nature interac-
tion holds priority over human–com-
puter interaction” [1:293]. 

This leads to the provocation of 
designing unobtrusive technology 
[3] that mediates human-forest in-
teraction. 

Technology that fades into the 
background of the experience. 

Häkkilä et al. also consider the unobtru-
siveness of technology from the perspective 
of nature, and argue that technology should 
not “disrupt or harm any element of the envi-
ronmental flora and fauna” across any poten-
tial modality, including “visual, audible, 
tangible, olfactory and gustatory” [3:7].
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