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Employment History
2017 – 2020 ] Senior User Experience Researcher, RMIT University.

Key Achievements
• Spearheaded the analysis of student experience data, employing codesign research

methodologies, which led to the development of digital products, resulting in a 15% surge

in engagement.

•Honoured with the Education Leadership Award for exemplary collaboration, research,

and innovative strategies.

2014 – 2015 ] User Experience Design Consultant, 7 Cups.
Key Achievements
• Partnered with product developers and users to conduct audits, uncover pain points and

refine user journey maps by applying gamification techniques.

• Leveraged the “Research through Design” approach, utilising rapid prototyping to craft

engagement and retention loops. These loops resulted in a 50% boost in user engagement

and the acquisition of an additional 10k average users post-implementation.

2011 – 2015 ] Lead User Experience Designer/Researcher, Golive Games.

Key Achievements
• Crafted data-driven game journeys using platforms like Google Analytics and Game

Sparks, interpreting user behaviour to refine the iterative design process.

•Collaborated with the external marketing teamwhile managing/mentoring a team of 10,

consisting of developers, artists and internal/external stakeholders to refine and stream-

line the game development process.

• Contributed significantly to securing seed ($50k USD) and angel investments ($350k

USD).

Education
2020 – 2024 ] PhD, Monash University in Human-Computer Interaction.

Thesis title: Body-Actuated Play: Towards Understanding the Design of Play Where the User
Shares Bodily Control With a Computer

2015 – 2017 ] M.Des (By Research), RMIT University in Human-Computer Interaction.

Thesis title: Towards Understanding the Design of Breathing Exercise Games.
2007 – 2011 ] Bachelors, JNTU Hyderabad in Electronics and Communications.

2011 ] Certification in Gamification, University of Pennsylvania via Coursera.

Strengths
Problem-Solving Abilities ] Problem-Solving Skills: Proficiency in identifying, analyzing, and re-

solving issues.

Prioritising Problems: Skill in determining the importance and urgency

of problems and addressing them accordingly.
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Strengths (continued)
Leadership Qualities ] Motivator & Leader: Ability to inspire and guide others towards achiev-

ing goals.

Adaptability & Learning ] Quick Learner: Capability to grasp new concepts and skills rapidly.

Comfortable with Creating Knowledge from Ambiguous Informa-
tion: Skill in making sense of unclear or incomplete information and de-

riving meaningful and actionable insights.

Resilient: The capacity to bounce back from setbacks and persist in facing

challenges.

GrowthMindset: Belief in the ability to grow and improve through effort

and learning from experiences.

Skills
Languages ] Strong reading, writing, and speaking competencies in English.

UXR & IxD ] Research through Design (RtD), Research Design & Facilitation, Research Methods

(Qualitative&Quantitative), Data-CentricDesign, Cultural Competence, Product& Ser-

vice Design, Data Visualisation, Agile & Lean Methodologies, Gamification.

Design Tools ] Adobe Photoshop, Illustrator, XD, Unity 3D, Premiere Pro, Axure, Figma, MIRO.

Management ] Stakeholder Communication & Management, Strategic Product Management, Cross-

Functional Collaboration, Process Optimisation, Time & Budget Management.

Academia ] Academic research, teaching, training, consultation, LATEX typesetting and publishing.

Coding ] Python, sql, C#, R.

Databases ] Mysql, Postgresql, SPSS.

Web Dev ] HTML, CSS, JavaScript.
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Awards and Achievements
2020 ] RTP Scholarship, Monash University – PhD.

2017 ] Awarded top 5% thesis award, RMIT University – Master’s research.

2018 ] One Best Paper Award, CHI ’18.
2019 ] Education Leadership Award, Education Portfolio, RMIT University.

2020, 2021 ] Two Honorable Mention Awards, TEI ’18 and CHI ’19.
2023 ] Best Interactivity Audience Choice Award, CHIPLAY ’23.

Volunteering Work
2016 ] Invited to be a panel member for panel discussions at Apps India 2016.

2017 – present ] I reviewed more than 45 papers for various HCI-related conferences such as CHI, CHI

PLAY, DIS, IMWUT, and TEI.

] Co-chaired and acted as an AC for multiple roles at conferences like CHI ’20, CHIPLAY

’18, DIS ’22 and INTERACT ’21.
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