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Professional Preparation                               

Bloomsburg University (Bloomsburg, PA) BA Mathematics, 1995 
Bloomsburg University (Bloomsburg, PA) BS Computer Science, 1995 
University of Pennsylvania (Philadelphia, PA) MSE Computer & Information Science, 1997 
University of Pennsylvania (Philadelphia, PA) Ph.D. Computer & Information Science, 2009 
 

Appointments 
George Mason University, Assistant Professor, 2009-present 
University of Pennsylvania, Associate Director, Center for Human Modeling & Simulation, 2004-
2009 
University of Pennsylvania, Instructor, 2009 
University of Pennsylvania, Systems Programmer, 2001-2004 
University of Pennsylvania, Teaching Assistant, 1996-1997, 2007 
All-Byte Consulting, Computer Consultant, 1992-1995 
 

Brief Research Summary 

I have had the opportunity to explore many research areas. I have worked on virtual 
environments for training, synthesis and analysis of communicative gesture, individual 
differences such as emotion, personality, status, role, and culture, action and object semantic 
representations, statistically generated behaviors, aggregate (crowd) movement, task simulation 
for maintenance and training, motion capture, human factors tools, narratives and plots, 
technical instruction creation and delivery, American Sign Language generation, and situation 
understanding and representation. I am most drawn to research at the crossroads of animation, artificial 
intelligence, and psychology in the simulation of virtual humans. My current research combines 
individual differences, action and object representations, statistically generated behaviors, and 
aggregate movements, with the goal of generating functional virtual human populations. 
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Synergistic Activities 

 Co-Pi, ARO SUBTLE MURI W911NF-07-1-0216 Situation Understanding Bot Through 
Language and Environment.  
 Conferences and Journals: 

o Co-chair, 10th International Conference on Intelligent Virtual Agents, September 
2010, Philadelphia, PA. 
o Program committee, Virtual Storytelling 2003; CHI Workshop on Subtle Expressivity 
for Characters and Robots 2003; AAMAS Workshop on Embodied Conversational 
Characters as Individuals 2003; International Working Conference on Intelligent Virtual 
Agents 2005-2009; Computer Animation and Social Agents 2007; Autonomous Agents and 
Multi-Agent Systems, 2007-2010; Motion in Games, 2010. 
o Reviewer: Computer Graphics International, 2001, 2005; SIGGRAPH, 2001, 2003; 
Graphical Models Journal, 2001; Autonomous Agents, 2001; Computer Animation, 2001; 
Web3D, 2002;  Autonomous Agents and Multi-agent Systems, 2002-2004; Computer-
Human Interaction, 2003; SIGGRAPH, 2003; Intelligent Virtual Agents, 2003; Computer 
Graphics International, 2004; Eurographics, 2004-2005, 2009-2011; Technologies for 
Interactive Digital Storytelling and Entertainment, 2004; IEEE Transactions on 
Visualization and Computer Graphics, 2004; International Conference on Computer 
Animation and Social Agents 2005; AAAI Workshop on Modular Construction of Human-
like Intelligence, 2005, Journal of Computer-Aided Design, 2006; Pacific Graphics, 2007; 
International Conference on Entertainment Computing, 2007; Computer Animation and 
Virtual Worlds, 2007; Journal of Autonomous Agents and Multiagent Systems, 2008; 
SIGGRAPH Asia, 2008; IEEE Computer Graphics and Applications, 2008, 2010; 
Computers & Graphics Journal, 2010; Foundations of Digital Games, 2010. 

 Recent Invited Presentations: 
o Newcastle University, School of Computing Science, Newcastle Upon Tyne, UK: 
November 19, 2010 
o Invited Speaker at Motion in Games 2010, Zeist, The Netherlands: November 2010 
o IDGA's Modeling and Simulation for Defense, Orlando, FL: August 4, 2010 
o Crowds Workshop at CASA, Saint Malo, France: June 3, 2010 
o Bowie State University, Bowie, MD: April 22, 2010 
o Stevens Institute of Technology, Hoboken, NJ: December 7, 2009 
 


