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HIGHLIGHTS
· PhD in Design completed 2013.

· Twice invited presenter and design participant, “Depression Game Jam” workshop, University of Southern California (2014), Radboud University (2015)

· Presentation title: “Prototyping Methods to find High Alignment between Game Mechanics and CBT for Teen Depression.”
· Accepted panel, Foundations of Digital Games (FDG) 2015, Asilomar CA. 
· “Game Design Prototyping Methods To Find High Alignment Between Game Mechanics And CBT For Teen Depression For Android Devices.”
· Invited speaker, “Youth Technology Health Live 2015”, San Francisco, April 2015.  “Methods and Findings for Engagement Studies of “Surviving Independence” Game-Based Behavior Change Intervention”
· Invited participant, HealthFoo 2015
· Won $250k grant, titled “Online Training for Foster and Primary Parents of Neglected Children”, NIH. Co-PI. Designed, developed product, completed pilot study for Northwest Media, 2014.

· Won $2.4M grant, titled “VSG”: a video game that teaches independent living skills to at-risk youth, NIH. Co-PI. Designed, developed product, completed final study to Northwest Media Inc., 2014

· 2011-2012 “Lead Researcher” (PI), successful $30,000 YAWCRC “Young People and Game Developers Working Together: Modelling a Process for Video Game Design Co-Creation” link
EDUCATION
PhD, Curtin School of Design, 2013. 

· Dissertation titled “An Investigation of Learning Game Design: Scoring Activity-Goal Alignment” (link)

· Examiners include noted expert Dr. Kurt Squire. 
RESEARCH STATEMENT
My research builds on my dissertation, exploring how a digital therapeutic intervention’s aims can be embodied in the moment-to-moment user experience.  
My work responds to 30 years of mostly failed attempts to apply video game design to non-entertainment products. I agree with theorists who argue these points:

1) Video games have great promise as tools for change

2) Past approaches, such as gamification
 and edutainment
, have failed to deliver on that promise

3) Activity-goal alignment theory can address those failures
4) A good method to advance this research area is to apply design theory in building innovative products 
Since 2012, my colleagues and I have explored how to apply activity-goal alignment theory to Cognitive Behavioral Therapy (CBT), the leading evidence-based theory to prevent and treat depression and anxiety.  In recognition of the many self-directed digital CBT therapy products that have failed to engage their users enough to have major impact, I argue our prioritization of engagement is appropriate, and have the potential to be more effective than top-cited work (e.g. SPARX) because the users discover, internalize, and employ strategies of CBT via playful, iterative, challenge-based practice to master systems whose rules embed CBT.  

METHODS  

My NIH-funded research study designs reflect grant reviewers’ tendency  to fund grants that employ traditional social science research methods (e.g. pre/post testing with valid, reliable survey instruments), as opposed to recent innovations such as eye tracking, data stored from the app usage, and passive data (location, typing rates, speech aspect, and similar data collection) from wearables and web tracking.  For example, I a typical study design might include
· Two studies (N=30 pilot, N=300 final)

· Five Stages (recruit, screen, pre survey, treatment, post survey)
· Justification for setting (lab vs natural), participant selection, exposure

· Analysis of methodological weaknesses (e.g. biases due to compensation) and mitigation efforts

· Quantitative data from valid, reliable published measures of knowledge and attitudinal change

· Power and bias reviews from statistics, subject matter, other research experts, prior to study

· IRB approval

My study designs begin with literature reviews, and address known weaknesses. For example, many studies of game-based interventions were unable to distinguish engagement effects attributable specifically to the novelty of a video game experience, or rely on anecdotal data to support their claims of engagement levels comparable to commercial games. To address this in a recent project, I added a second control group to create a three-group design: one control group plays a top-selling commercial game, while experimental group plays our prototype, and a third group engages in Treatment As Usual – an online elearning course with known levels of efficacy).
· Third stage (‘promising signs’ / exploratory user research) research prior to pilot, during production 

In my commercial practice, I typically work in agile/lean ways (iterative, user data-driven), combining and modifying methods from the following academic and commercial fields:
· psychology (behavioral, social)
· digital health

· design 

· media and communication

· commercial video game production
I often work at early stage (concept) projects, aiming to justify more formal research.  At that stage, I work within resource limits to produce the highest quality data possible,. I typically employ the following methods:

· Basic ethnographic (e.g. natural and laboratory behavioral observation, semi-structured interview, and/or attitudinal / knowledge surveys)

· Secondary source research (academic meta-analyses, competitive product analyses, business reports based on prior user surveys, published essays from designers and user researchers)

For example, I might evaluate a nonfunctional low-fidelity prototype using this method:
· Typical N=2-10 

· Recruiting via friends & family, online services (mechanical Turk, Sermo), compensated

· Screening, survey, 60 minute videoconference, intro-play-discuss

· Often single-blinded (we show two prototypes per session)

· Data, qualitative (notes and transcripts from semistructured interviews, observation of behavioral and social interactions with prototypes (function/feature definition) 

· Data, quantitative (sort, speech-based, observed actions/body language, data recorded by prototype) 

In addition to typical UX research aims (adoption/engagement/commercial success), my work often has an efficacy assessment aim as well.  I customize methods to achieve these combinations.  For example, for a nonprofit-funded socioemotional treatment experiment in 2015, my colleagues and I conducted an innovative pre-pilot study method I named “Rapid Evaluation”. 

· Aim: rapidly inaccurately measure efficacy and engagement prior to pilot

· Timeline: iteration, in 1-3 week cycles 

· Product: functional prototype of video game
· Protocol: online recruiting via mTurk, pre-screening, pre-interview 10-item survey, 60 minute play-discuss session via videoconference

· Coding: single-rater coding of body proximity, presence/absence of emotion (frustration/confusion), conversation topic (social rejection experience), 

· Data: spreadsheet of coded behaviors, brief written statements 3 topics per playtest, videos of playtests.
· Outcome: we feel the “Rapid Eval” method fills an important gap between non-behavioral methods (surveys, secondary sources) and a typical 8-month academic pilot test. Its findings are too low quality to substitute for pilot, but can be used to justify resources for one.
For preproduction or larger-scale research during production that is sufficiently resourced, I collaborate with experts in laboratory settings to design experiments suitable for the budget and specific project e.g. Marintina Gotsis at USC, Duane Veran at Disney Research / Murdoch University.

EMPLOYED POSITIONS
Contract UX Designer / Researcher,   2015-current
As an independent UX / product design consultant, I work on prosocial digital products designed for millions of users.  
I research, design, lead teams, and manage production a variety of software product concepts. 
For example:

· Scrollquest, a ‘stealth socioemotional’ video games that prevent depression and anxiety via CBT and social mechanics

· Game Jam Workshop, a 2-day event that began with a concept and ended with teens playtesting a prosocial video game prototype built overnight by legendary Valve designers

· Confidential Facebook-style social network with prosocial aims. Constructed paper prototype and evaluated in 4 hours.

· Angel, an online video game concept for suicidal teens. The game engaged withdrawn teens, delivered therapeutic experience and drove adoption of an existing online social network designed to prevent suicide.

Clients included Xeodesign, Radboud University, Committee for Children, Inspire USA. 

Director of Design, Health2047 Inc,  2016 

Health2047 is a healthcare innovation lab funded by the American Medical Association.  

I developed and tested concepts of products that address system-level health care challenges that align with the mission of our founding investor, the American Medical Association.  

I gathered needs via primary and secondary sourced user research, evaluate features by creating and testing mockups and nonfunctional prototypes, and compose user stories to define MVP features, and together with product manager steer product vision among executives, managers, external advisors and stakeholders, and the production team.  

Example research output includes 

· Clinical procedure guideline app prototype

· Prototype of patient portal app

· Clinician note app

· Ethnographic field study of Colorado physicians

Researcher/Designer, Northwest Media, 2012 - 2015
I researched, designed and built a variety of serious games for the foster care community at Northwest Media. These games were funded by SBIR grants through several social services related departments at the National Institute of Health. My role was broad: concept development, efficacy research, prototype software development, market research, project management, and grant writing.  
· I designed and conducted one pilot study (N=30, online) and one final study (N=200, in person, Job Corps).
· I collaborated with social welfare psychologists and foster care experts, software developers, and NIH study administrators, and reported to the CEO.

Lecturer, Murdoch University, 2008 – 2012
School of the Arts
Education and Humanities Building

Murdoch University, Murdoch, W.A. 6162

My duties included many elements of the Program Chair role.  Working with Dr. Mark Cypher, Program Chair, I helped found, and then recommended numerous major changes to the Games Art and Design degree including breaking degree into streams and adding 3 new units, which was approved in 2010.  I re-established the Industry Advisory Board in 2008, and recruited two key faculty: Simon Allen, an internationally recognized animator from Pixar, and Brad Power, former colleague and leading game designer in Perth, to join the faculty. I conceived of, developed, and established numerous initiatives, including a drawing seminar, which evolved into two drawing units, and hired and managed numerous contract lecturers and tutors.  I also provided industry experience and connections for Games Art and Design students at Disney and “virtual ocean” startup company in Los Angeles.


I was coordinator, sole lecturer and tutorial instructor these units, except as noted.

· MCC242 3D Modeling (2008-2011) (tutors in 2010-2011)

· MCC154 Introduction to Games Art & Design (2009-2011) (tutors in 2011).  

· MCC261 Games Art (2010-2011).  

· MCC242 3D Modeling (2009-2011) (hired tutors)

· MCC265 3D Animation (2010).  (shared design credit with tutor)

· MCC375 Games Design Studio (2012)

2010, Awarded “Top 10% of all Murdoch University Lecturers” (by student survey results)

Advisor & Teacher (contract), Media Design School      2000

Media Design School is an accredited private college in Auckland, New Zealand (mediadesign.school.nz). Liz Valintine, CEO

Under contract, I designed curriculum and taught a university-level 3D computer graphics course to 30 students, and advised CEO on game degree planning.

· Delivered 2-hour lectures and 4-hour exercises every weekday for 2 months

· Created all teaching materials. multimedia lecture slides, exercises, final exams, etc.

· Administered and graded final exams for all students.

(25 years of professional / industry roles not shown –see Appendix below)
ACADEMIC RESEARCH

GRANTS
2015: Co-PI, unsuccessful SBIR Phase I, US$250k grant titled “Multi-Component Intervention on Improving Foster Parent-Child Relationships”, NIH

2014: Co-PI, unsuccessful SBIR Phase I, US$250k grant titled “A Technology-based Intervention for Foster Youth At Risk of Depression”, NIH

2013: Co-PI unsuccessful SBIR Phase I, US$250k grant titled “Online Dedicated Support for Kinship Families”, NIH

2012: Co-PI successful SBIR Phase I, US$250k grant to Northwest Media Inc., titled “Online Training for Foster and Primary Parents of Neglected Children”, NIH

2010: Co-PI, successful SBIR Phase II US$2.4M grant to Northwest Media Inc., titled “VSG”: a video game that teaches independent living skills to at-risk youth, NIH

2011-2012 “Lead Researcher” (PI), successful $30,000 YAWCRC “Young People and Game Developers Working Together: Modelling a Process for Video Game Design Co-Creation” link
2010: Consultant, $2M SBIR Phase II, to Northwest Media titled “Online Training for Resource Parents of Substance-Exposed Children”

2011:  Collaborator, $20,000 “Maralinga Serious Game”, Murdoch University Commercialization Grant, PI: Mick Broderick.  Responsible for serious game prototype design, testing

2009/2010: Collaborator, $190,000 “Remix, Mash-up, Share: Authentic Web 2.0 Assessment Scenarios and Criteria for Interactive Media, Games and Digital Design”  Australian Learning and Teaching Committee.  PI: Ingrid Richardson

2009/2010 Collaborator, $20,000 “Interactive Visualization of Popular Statistics for Print Media”, Murdoch University Commercialization Grant, PI: Matthew Bellgard. UI design, 3D prototyping

2008: Consultant, $250k SBIR Phase I, to Northwest Media titled “Online Training for Resource Parents of Substance-Exposed Children”

PUBLICATIONS

Whitkin, Josh (2013): “The Core Mechanic in Battlefood: A Design Journey”, Games for Health 2013: Proceedings of the 3rd European conference on gaming and playful interaction in health care, Springer

Whitkin, Josh (2013), “Battlefood: A Design Journey”, Games for Health Europe, 29 October 2013, Amsterdam, The Netherlands
Whitkin, Josh (2013). “An Investigation of Learning Game Design: Scoring Activity-Goal Alignment”.  Ph.D. dissertation. School of Design, Curtin University, 2013.
Whitkin, Josh (2011) with Ingrid Richardson, Mark Cypher, Sam Hinton, Andrew Hutchison, John McMullan, “Remix, Mash-Up, Share”, EDULEARN: International Conference on Education and New Learning Technologies, 4-6 July 2011, Barcelona, Spain.
Whitkin, Josh (submitted), Chapter with Ingrid Richardson, Mark Cypher, Sam Hinton, Andrew Hutchison, John McMullan. Authors: Cathy Gunn & Lorraine Stefani, Embedding Academic Literacies and eLearning: Research, Concepts and Case Studies
Whitkin, Josh (submitted) with Dr. Michael Broderick: “Assessing Mental Models built with Learning Games”, Cultural Studies and the Research of (Digital) Games at the 9th International Crossroads in Cultural Studies Conference in Paris, France, from July 2nd to 6th, 2012, UNESCO

Whitkin, Josh (2009) with Dr. Michael Broderick, Shri Rai, and Alice Gorman: 
“Designing the Virtual for Immersive Heritage Experiences”, Australian Archaeological Association Conference 2009, 11th - 14th December at Flinders University, Australia

Note: I changed my last name from White to Whitkin in 2005.

White, Josh (2000) Real-time 3D Modeling [Chapter]. In Ackley, Laura; Miller, Phil; Abouaf, Jeffrey; Maffei, Pia (2000): Inside 3D Studio Max v3, Berkeley: New Riders   ISBN: 073570905X, 1349 pages.

White, Josh (1996): Designing 3D Graphics, New York: John Wiley & Sons 

ISBN: 0471149268, 383 pages, CD-ROM.
Using detailed examples, the book presents a conceptual framework for understanding the fundamental difference between 3D applications (games, simulation) and  2D applications (film, TV, print) of 3D modeling.  The reader is expected to expand their existing 3D artistic skill and experience to create technically sophisticated, artistically meaningful real-time 3D artwork.  
At the time of publishing, there were very few 3D artist that worked exclusively on interactive 3D applications because there were very few commercial applications for interactive 3D.  It was the first book on this specialized topic, providing a definitive resource for the emerging field.
This book was used as a textbook for these classes:
Modeling for Virtual Reality, Full Sail School (1997-2000)

 Computação Gráfica II, Universidade de Contestado. 

(todo - cited as a bibliography for a unit -  http://www.unc.br/ementas/e_design.pdf, page 176)


Reviews

E. Cove (2000): “There is relatively little literature out there on low-polygon modeling techniques. This is the only book I know of devoted to the subject. It is clear, well-written, with good exercises.” 

Citations
J. Oudshoorn (1999): Ray Tracing As The Future Of Computer Games. Thesis,
Department of Computer Science, University of Utrecht (http://give-lab.cs.uu.nl/ve&gd/raytracing.pdf)
E. Chadwick (2000): An Artist's Real-Time 3D Glossary. (http://www.ericchadwick.com/portfolio/glossary/examples/author.html) 
D. Colleen (2006): Digital Cities: Building High Resolution City Models.... Evolving Standards 
R. Traunmuller (1996): The design of computer supported cooperative work and groupware systems. ACM Interactions, volume 3, issue 6, page 85.

Published Magazine Articles

White, Josh. “Advanced Texture Blending”, 
Game Developer Magazine (August 1998) 14-20
White, Josh. “Texture Blending: Hype and Overflow”, Game Developer Magazine
(July 1998) 21-25
White, Josh. “Oldtimer's Guide to Better Textures”, Game Developer Magazine (June 1998) 19-24
White, Josh. “Should Game Artists Go to Conferences?”, Game Developer Magazine (May 1998) 19-25
White, Josh. “Art Direction: A Touching Story”, Game Developer Magazine (April 1998) 19-25
White, Josh. “Communication Triangles”, Game Developer Magazine (March 1998) 22-26
White, Josh. “Wanted: APIs, Hold the Code”, Game Developer Magazine (Feb 1998) 17-21
White, Josh. “Real-Time 3D tools Need Help!”, Game Developer Magazine (Jan 1998) 21-26
White, Josh. “Birthing Low-Polygon Characters”, Game Developer Magazine (November 1997), 23-27

White, Josh. “The Artist Synapse”, Game Developer Magazine (August 1997)
26-31
White, Josh. “The Artist Synapse”, www.gamasutra.com (September 1997)

White, Josh. “Game Artist's Survival Guide”, www.gamasutra.com (June 1997)
White, Josh. “A Glossary in Realtime“, 3D Artist Magazine (August 1996)  22-29
White, Josh. “Real-Time 3D Modeling”, Game Developer Magazine (September 1995) 44-49
White, Josh. “Real-time 3D Modeling”, CGDA Review (November 1994) 15-31
WORKSHOPS AND PRESENTATIONS

 “Methods and Findings for Engagement Studies of “Surviving Independence” game-based behavior change intervention”  Youth Technology Health Live 2015”, San Francisco, April 2015.  

Invited participant, HealthFoo 2015
“Prototyping Methods To Find High Alignment Between Game Mechanics And CBT For Teen Depression”, Depression Game Jam workshop, University of Southern California, December 2014.  

Invited participant, Depression Game Jam workshop, University of Southern California, December 2014.  
Invited paid participant, Depression Game Jam workshop, Netherlands, March 2015

“Prototyping Methods To Find High Alignment Between Game Mechanics And CBT For Teen Depression For Android Devices”, Foundations of Digital Games (FDG) 2015, Asilomar CA (accepted panel)
 “Top 10 Thing Every Producer Should Know about Game Art”, Game Developer’s Conference March 1999

“Game Art Technology”, Game Developer’s Conference, March 1999

“RT3D Game Art”, IGDN Conference, August 1999
“Real-time 3D Modeling”, Game Developer’s Conference, March 1998

 “Real-time 3D Modeling”, Game Developer’s Conference, March 1998

“Real-time 3D Modeling”, Mill’s College, August 1998

“3D Art in Games”, Keynote for Industry Star Event, Full Sail School, October 1998

 “Real-time 3D Character Modeling”, SF3DSUG (San Francisco 3D Studio User’s Group), San Francisco March 1997

“RT3D Modeling”, Game Developer’s Conference, March 1997

“Real-time 3D Modeling”, Full Sail School, October 1997
“Real-time 3D Modeling”, San Francisco State University, October 1997
“Optimizing Animation for the Web”, Web97, February 1997
“Game Art Roundtable”, Game Developer’s Conference, March 1996

“Real-time 3D Modeling”, Game Developer’s Conference, March 1995

“Game Art Roundtable”, Game Developer’s Conference, March 1995

PROFESSIONAL OFFICES AND AWARDS

Advisory Board Member, Game Developer’s Conference, 1998

Advisory Board Member, Game Developer’s Conference, 1999

Industry Advisory Board Member, Murdoch University, 2007-2008
Industry Advisory Board Member, TAFE Joondalup 2007-2008

Industry Advisory Board Member, Full Sail School, 2000-2003

Industry Advisory Board Member, Arts Institute International, 1999-2000

Founder, Computer Game Artist’s Association 1997-1999
CREDITS ON COMPLETED SOFTWARE PROJECTS
See Whitkin.com for full list
END.
� Gamification is adding generic mechanics from video games such as point scoring and leaderboards. 


� Edutainment is didactically delivered educational content interleaved with entertaining experiences.





4
1

