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Research Statement

I have dedicated my research focus to analyzing and producing non-fiction experiences and interfaces
that use immersive media—Augmented, Mixed, and Virtual Reality (AR, MR, and VR—XR
collectively). Specifically, | explore how interaction design for immersive media non-fiction can be a
rhetorical practice to create knowledge, help communities, and empower others. My research utilizes
concepts from Science, Technology, and Society (STS) to study this topic from various perspectives—
cultural, historical, political, and ethical—as part of a research through design methodology that centers
new forms of participation and cultural expression. Guided by humanistic principles, | work with
communities on these XR interfaces and non-fiction experiences, who, in turn, then evaluate their
effectiveness. As part of this evaluation, | derive insights through quantitative and qualitative methods to
critically explore how theory as media practice plays out in real-world contexts.

I have several articles, some case studies [1, 2] and others theoretical [3-5], that consider the impact
of XR on the physical, social, and cultural realities of spaces and places within communities. My most
recent work utilizes Edward Soja's conception of Spatial Justice [6, 7] to reframe these consequences as
issues of justice [8]. | claim that a spatial injustice occurs when communities do not have access, cannot
moderate, or even participate in constructing the XR situated within their spaces.

Following in the tradition of non-fiction producers, I believe that utilizing emerging media’s new
affordances rhetorically can create knowledge that benefits a community. Much in the same way that
documentary filmmaking or applied theater encourages participants to conceive of reality as dramatic, full
of possibility [9, 10], XR enables users to understand reality’s plasticity and realize their dramatic agency
[11-14]. Moreover, non-fiction XR practitioners can empower and help communities when experiences
are produced ethically, in a participatory manner, with meaningful interactions [11, 15-17].

My focus on communities and non-fiction occurs at different scales. | use both an applied design
practice—that engages usability studies, interviews, and surveys—and a critical and theoretical approach
to explore how practitioners use emerging media to create non-fiction experiences [3, 18-20]. I rely on
ethnography, close reading, and grounded theory for this work. My pluralist perspective is focused on
structures to uncover epistemological and ethical dynamics in XR non-fiction. Of particular interest is
how interaction design and digital storytelling embed values that can have social ramifications. My recent
work explores how interactions in non-fiction VR experiences enact epistemic and procedural rhetoric
[21-23] to create knowledge about a subject [24]. | propose that interaction design shifts the enactment of
this epistemic rhetoric from designers to users through immersive narratological and ludic mechanics.
This shift sparks spatial cognition in VR and encourages the active creation of belief [25].

Over the past year, my research scope has broadened to encompass additional emerging media forms,
which has led to various scholarly outputs. These include analyses on writing for VR experiences, the
archaeological study of video game loading interfaces, and the ethical application of Generative Al in
education, rooted in Digital Humanism. These works contribute to the discipline of XR storytelling with an
emphasis on achieving spatial justice and promoting an inclusive and ethical media ecosystem.

My ongoing initiatives include spearheading an edited collection of Interactive Digital Narrative syllabi
and conducting a community-based research study into AR literacy. These projects underscore my
commitment to the practical application of research in educational and community contexts, promoting
innovative curriculum development and pedagogical strategies that integrate immersive media into broader
educational frameworks.

As | look to the future, my research will continue to intersect with diverse fields such as public policy,
cultural responsiveness, and community engagement. Collaborative projects are in the pipeline, focusing on
AR in public works, consumer perception studies related to Al, and the design of culturally responsive
educational games. These multidisciplinary efforts are indicative of my drive to produce research that is not
only academically rigorous but also pragmatically influential, dovetailing with the strategic goals of leading
research institutions committed to advancing knowledge and societal progress.
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