	Emory James Edwards, Ph.D.

	emory.j.edwards@gmail.com | (206)-909-8282 | Stanwood, WA 98292


Summary
	I am a mixed methods user researcher and Informatics Ph.D. graduate with experience coordinating and executing studies end-to-end on technology design and user behavior which have impacted Bluetooth requirements at Intel, surfaced business cases for VR avatars at Microsoft, and improved user experience and inclusivity on millions of Chromebooks.


Education
	Ph.D. in Informatics | University of California, Irvine
	Sep 2017—Sep 2023

	· Specialized in Human-Computer Interaction, Accessible Computing, and Computer Supported Cooperative Work

	M.S. in Informatics | University of California, Irvine
	Sep 2017—Jun 2020

	· Completed while pursuing Ph.D., including courses on Qualitative Methods, Quantitative Methods, Digital Anthropology, Social Analysis of Computing, and Research in Human-Centered Computing.

	B.S. in Informatics | B.A. in English | University of Washington
	Sep 2012—Jun 2017

	· Completed B.S. Magna Cum Laude and B.A. Cum Laude with Honors
· Courses taken included Project Management, Design Thinking, Relational Database Management Systems, UX and Information Architecture, Intro to Data Science, Web Programming, Computer Programming I & II, Data Structures and Algorithms, and Information Assurance and Cybersecurity.


Research Positions
		User Research Collaborator | Intel Corporation | Hillsboro, OR
	Sep 2021—Oct 2023

	Researched Hearing Aid-to-PC interaction and connectivity in Intel’s Client Computing Group within the Research and Experience Definition (RED). Additionally conducted interview study on low energy sensor suites and computer-vision AI for hard of hearing and low vision users’ environmental awareness.

	· Surpassed KPIs to execute five research studies over six months on accessibility-related topics in collaboration with teams of data scientists, project managers, engineers, and designers.
· Led accessibility efforts across internal and external organizations and virtual teams, presented findings leveraging rapport with users, customer-centric data, collaborations with colleagues.
· Initiated and presented reports on concept testing, interviewing and diary studies, and secondary synthesis of backlogged studies performed by others, directly impacting PC product roadmap.
Research Products: [C5], [RP8]
Skills: Systems thinking, desk research, in-depth interviews, diary studies, concept testing.




		Research Fellow | University of California | Irvine, CA
	Feb 2019—Sep 2023

	Senior Lab Member in INsite (INclusive Studio for Innovative Technology and Education) Lab researching a variety of research topics, including: accessible computing, social media, human-computer interaction, inclusive and accessible imagery, community-driven and industrial accessibility practices, marginalized communities, wearables, voice assistants, and more.

	· Mastered a variety of qualitative and quantitative methods such as interviews, surveys and survey design, focus groups, and statistical analysis, deftly choosing methods based on research questions.
· Independently and collaboratively completed user experience studies from generating research questions, refining project scope based on existing research, recruiting and scheduling participants, to developing research instruments in Qualtrics, analyzing data with Miro and R, and delivering findings.
· Delivered exciting oral, written, and visual presentations on findings, research materials including personas, storyboards, and prototypes, and design insights to research partners and advisory boards. 
Research Products: [D1], [J1 – 2], [C6 – 7, C3 – 4], [P1], [M1], [PW1 – 2], [RP4, RP7], [IP5]
Skills: Qualitative and quantitative methods, data and statistical analysis, project planning and task prioritization, verbal and written communication, R, Qualtrics, survey design, experimental design.
	· 

	Research Intern | Microsoft | Redmond, WA
	Mar 2022—May 2022

	Completed an off-season research internship with Microsoft Research’s Ability Group, working with Drs. Martez Mott, John Tang, and Ed Cutrell studying VR and accessibility, specifically ideal ways to create and represent movement-related disabilities in VR. Currently developing publication based on this work. 

	· Owned and pursued a research agenda, from choosing an impactful research area, to obtaining organizational approval, and executing strategic ideation gathering with 23 users to understand user preferences on movement and control schemes for VR avatars.
· Formulated unique interview guide and visualizations for elicitation of user attitudes on movement; then proactively documented early findings for seamless hand-off to collaborators at project close.
Skills: Microsoft Office Suite, Sharepoint, MS Teams, remote studies, research ops, generative AI.

	Founding Lab Member | University of California | Irvine, CA
	Sep 2017—Aug 2019

	Working with Dr. Bonnie “Bo” Ruberg and Dr. Aaron Trammell started the CATS (Critical Approaches to Technology and the Social) Lab to study games, social media, underserved and international communities.
	
	

	· Studied queer and trans communities on Tumblr using digital ethnographic methods and by leveraging insider status as a fellow platform user.
· Delivered in-progress research presentations on the topic of community reactions to changes in platform structure and discourse, particularly within fan communities as primary source of site traffic on Tumblr platform. 
Research Products: [RP1 – 3], [IP1 – 3]
Skills: Qualitative methods, social media research, marginalized communities, Tumblr, fan studies.
	
	

	Undergraduate Researcher | University of Washington | Seattle, WA
	Jun 2018—Jan 2017
	
	

	Began as a summer researcher, studying Twitter rumoring behavior during times of crisis and then continued to work in the EmCOMP (Emerging Capacities of Mass Participation) and SoMe (Social Media) Lab with Dr. Kate Starbird and Dr. Emma Spiro.
	
	

	· Qualitatively coded and quantitatively interpreted thousands of data points to derive overall trends in meaning-making over a relevant time period
· Pulled unstructured data via SSH, processed it with Python, performed analyses with R, and iteratively explored trends before creating final presentation-ready graphs in Tableau
· Co-authored CHI paper investigating sense-making strategies and language used in rumor-sharing during high-stress situations.
Research Products: [C1 – 2]
Skills: Mixed methods, data and qualitative analysis, MongoDB, SSH, Python, R, data visualization, Tableau, social media research, Twitter, crisis communication, misinformation and rumoring.
	
	

	Undergraduate Researcher | Carnegie Mellon University | Pittsburgh, PA
	May 2016—Aug 2016
	
	




	Worked with Dr. Jason Hong in the CHIMPS (Computer Human Interaction: Mobility, Privacy, Security) Lab using social media data and machine learning to map users’ emotional responses based on geolocated tweets.

		· Reviewed existing inherited data and developed new research questions and opportunities for meaningful results.
· Mastered self-taught data cleaning and machine learning techniques to take geotagged social media posts, perform sentiment analysis, and understand users’ feelings.
· Delivered interactive heat map of various cities that displayed the intensity of positive and negative emotions associated with a given geographical area.
Skills: Machine learning, Python, data visualization, social media research, Twitter, sentiment analysis.





Research Projects
	Alt Text Creation Processes in Industrial Practice
	Oct 2021—Jun 2023 

	Second project done in collaboration between UC Irvine Informatics INsite Lab and Material Design Team, studying design processes and alt text creation strategies used by accessibility practitioners at Google.

	· Conducted in-depth interviews with cross-functional partners in design / technology industry to identify strengths and weaknesses in current systems and processes.
· Built trust and ensured the safety and anonymity of my participants within their organization and resulting publications.
· Collaborated with Googlers in both data collection and research write-up to deliver fairest and most helpful recommendations to the wider academic and design communities.
Research Products: [J2]
Skills: In-depth interviews, accessibility / inclusive design, cross-functional partnerships.

	Motor-Mobility and Gaming Project Research Consultancy
	Sep 2021—Feb 2022

	Funded by Intel through UCI’s Steckler Center for Responsible, Ethical, and Accessible Technology (CREATE), this project included a complex literature review and expert interviews to assess potential areas of accessibility innovation as they related to video game playing by users with motor-mobility disabilities.

	· Conducted secondary research of 40+ academic and industry sources to deliver recommendations for future areas of innovation tailored to Intel competencies.
· Interviewed industry experts on accessibility and gaming from a variety of companies and backgrounds to assess the complexity of current problems and most impactful next steps moving forward.
· Independently managed all project timelines and deliverables, culminating in 40-page written report and hour-long final presentation with Q&A for Intel, Dell, and Microsoft stakeholders.
Research Products: [RP5 – 6]
Skills: Desk research, interviews, insight generation, accessibility and anti-harassment in gaming.

	Digital Ethnography of Community-Driven Image Accessibility Practices
	Aug 2021 – Mar 2023

	Virtual participant observation and interviewing of members of a Discord and Tumblr accessibility community to understand the motivations and implications of collaboratively creating image descriptions.

	· Conceived and initiated virtual participant observation project that includes interviewing Discord and Tumblr users to understand online engagement with a cross-platform accessibility community.
· Identified research need, surveyed relevant literature, constructed study design plan, and initiated research including creating data collection tools and building rapport with users.
· Used a combination of qualitative and quantitative methods to analyze social factors, motivations, and desired technical tools for collaborative, volunteer accessibility projects.
Research Products: [D1], [RP7]
Skills: Quantitative data and analysis, digital ethnography, cross-platform community, volunteer labor.

	User Assessment of Inclusive Representation in Google’s Avatar Project
	Feb 2020 – Feb 2022

	Remote focus groups and interviews with people with disabilities to gather feedback on visual elements and image descriptions of digital illustrations of diverse users to be used in internal design system.

	· Conducted evaluative research of inclusive image set with Google’s design system Art Director, including collaboratively moderating 28 hours of focus groups and participatory design sessions.
· Continuously refined research deliverables based on user feedback while monitoring project timeline and developing meaningful research narrative included in blog post shared by @Google.
· Enabled research deliverable (inclusive, accessible images) to be shipped on 30 million Chromebooks.
Research Products: [C4], [M1], [B1], [RP4]
Skills: Interviews, focus groups, co-design, evaluative research, leadership, science communication.

	Toyota Mobility Challenge: Wayfinding Technologies Users Can Trust
	Feb 2019—Mar 2021

	Cross-coast, multi-university grant project funded by Toyota Motors North America in collaboration with University of Maryland, Baltimore County (UMBC) that involved creating a wearable voice assistant to aid blind and older adults with indoor wayfinding, particularly during airport travel.

	· Participated in design workshops, organized prototype form-factor assessment, conducted co-design sessions, and designed survey of 80+ participants to determine MVP for wearable prototype of voice-based navigation assistant.
· Managed researchers, led meetings, and oversaw research procedures in project with over a dozen members, leading to co-authoring two separate papers for top research venue, CHI.
· Delivered prototype demonstration video and synchronized reporting of project results to key community advisory board members and sponsoring executive team including Toyota’s Director of Technology for Human Support.
Research Products: [C3], [P1], [IP4]
Skills: Interviews, co-design, design workshops, prototyping, surveys, survey design, voice assistants.


Teaching Experience
	UX/UI Tutor | Freelance | Stanwood, WA
	Jan 2024—Current  

	Remote freelance tutoring and mentorship services for design, software development, and UX research students and professionals. Includes giving feedback on designs and supporting front-end development through application of HCI concepts.

	· Designs tailored syllabi for students covering HCI principles and UX/UI concepts, teaches weekly lessons developing design thinking skills and practicing inclusive research methods, and supports learners in writing up their research and design processes into compelling case studies for portfolios.
· Mentors junior researchers from a variety of backgrounds and cultures in social science topics such as qualitative data collection and technical subjects such as quantitative analysis with R and Sheets.
Skills: Mentoring and teaching, time management, UI design, Sheets, R, design thinking, case studies.

	Workshop Designer and Instructor | Rosenfeld Media | Virtual Event
	Oct 2023

	As part of the DesignOps Summit 2023, held a 2-day virtual workshop called “Big Problems, Small Solutions: Considering Accessibility in DesignOps” to teach an audience of DesignOps and ResearchOps professionals some key concepts and next steps for operationalizing accessibility in their organizations.

	· Designed instructional content, including slides, brainstorming / whiteboarding activities, large and small group discussions, and written materials to keep students focused for full six-hour duration.
· Led small group of DesignOps professionals through background accessibility information and a case study on creating alt text for more inclusive design imagery, and set them up to begin their Accessibility DesignOps journeys in their own organizations and professional practice.
Skills: Case studies, verbal and written communication, professionalization / continuing education.

	Virtual Teaching Assistant | University of California | Irvine, CA
	Mar 2020—Jun 2020

	“Critical Writing” class for the Information and Computer Science department under Professor Neil Young, taught undergraduate students key skills in technical writing, professional communication, and critical thinking. 

	· Led students in pursuing writing goals and built trust with learners while ushering them through the transition to remote instruction.
· Assessed learning goals, assignments, and participation in students including giving feedback and guidance towards improving deliverables.
Skills: Written communication, technical writing, professional interpersonal communication.

	Graduate Reading Group Organizer | University of California | Irvine, CA
	Jan 2019—Mar 2019

	Reading group focused on exploring and expanding knowledge of literature related to trans, disabled, and other marginalized identities as they functioned as digital forms of embodiment. Supervised by Dr. Stacy Branham and open to graduate students from the Informatics department.

	· Designed syllabus with weekly thematically grouped readings to explore topic of interest to multiple graduate student researchers.
· Led discussion of readings and linked them to students’ individual areas of study and interests.
Skills: Marginalized identities, literature review, group discussion, accessibility-related research topics.

	Critical Writing Teaching Assistant | University of California | Irvine, CA
	Jan 2019—Jun 2019

	“Critical Writing” class taught twice in-person by separate instructors, Dr. Bo Ruberg and Dr. Rebecca Black. Both classes covered advanced writing and editing skills, including practical exercises.

	· Led class sections of up to 35 students in activities to promote learning and practice writing skills.
· Created lesson plans, lectured on technical writing topics, participated in leading group activities and supplemented instructors’ strengths with one-on-one feedback for students in areas to improve.
Skills: Technical writing, teaching and lecturing, group discussion, practical writing exercises. 

	HCI Teaching Assistant | University of California | Irvine, CA
	Sep 2018—Dec 2018

	Undergraduate class, required for Informatics Department students, titled “Introduction to Human Computer Interaction” taught by Professor Mattew Bietz.

	· Through homework assignments, direct feedback, and lecturing on specific topics, led students in mastering important HCI topics such as ethics and safety, personas and user stories, UI design and gestalt theories, interaction paradigms and direct manipulation, and user experience assessment methods such as lab studies, cognitive and heuristic evaluations, and eye tracking, among others.
· Used automated grading tools (Gradescope) to streamline teaching workflows and deliver final grades to students in a timely and responsive manner.
Skills: UX/UI design, qualitative and quantitative UX research methods, HCI theories and practices. 


Publications
Dissertation
	[D1]
	The Who and How of Image Accessibility in Practice: Studies of Alt Text Production Processes and Roles in Differing Contexts
Emory James Edwards. 
2023. ProQuest. https://escholarship.org/uc/item/42f392h8


Journal Articles
	[J2]
	How the Alt Text Gets Made: What Roles and Processes of Alt Text Creation Can Teach Us About Inclusive Imagery
Emory James Edwards, Michael Gilbert, Emily Blank, Stacy M. Branham. 
July 2023. ACM Transactions of Accessible Computing (TACCESS). https://dl.acm.org/doi/10.1145/3587469

	[J1]
	Migration, non-use, and the ’Tumblrpocalypse’: Towards a unified theory of digital exodus
Emory James Edwards and Tom Boellstorff. 
Apr 2021. Media, Culture & Society. https://doi.org/10.1177/0163443720968461


Conference Papers
	[C7]
	Cuddling Up With A Print-Braille Book: How Intimacy and Access Shape Parents’ Reading Practices with Children
Cameron T. Cassidy, Isabela Figueira, Sohyeon Park, Jin Seo Kim, Emory James Edwards, & Stacy M. Branham. 
May 2024. Proceedings of the 2024 CHI Conference on Human Factors in Computing Systems. https://dl.acm.org/doi/10.1145/3613904.3642763

	[C6]
	“Do You Want Me to Participate or Not?”: Investigating the Accessibility of Software Development Meetings for Blind and Low Vision Professionals
Yoonha Cha, Isabela Figueira, Jessy Ayala, Emory James Edwards, Joshua Garcia, André van der Hoek, & Stacy M. Branham. 
May 2024. Proceedings of the 2024 CHI Conference on Human Factors in Computing Systems. https://dl.acm.org/doi/10.1145/3613904.3642130

	[C5]
	Accessibility as Apparatus: How the Friction Filled Experience of Using Hearing Aids with a PC Led a Corporation to Design for Accessibility
Emory James Edwards, Sue Faulkner, Richard Beckwith, & Rebecca Chierichetti. 
Oct 2023. EPIC (Ethnographic Practices in Industry Conference) Proceedings. https://www.epicpeople.org/accessibility-as-apparatus-experience-of-hearing-aids/

	[C4]
	"That's in the eye of the beholder": Layers of Interpretation in Image Descriptions for Fictional Representations of People with Disabilities
Emory James Edwards, Kyle Lewis Polster, Isabel Tuason, Michael Gilbert, Emily Blank, and Stacy M. Branham.
Oct 2021. Proceedings of The 23nd International ACM SIGACCESS Conference on Computers and Accessibility. https://dl.acm.org/doi/10.1145/3441852.3471222

	[C3]
	Towards More Universal Wayfinding Technologies: Navigation Preferences Across Disabilities
Maya Gupta, Ali Abdolrahmani, Emory James Edwards, Mayra Cortez, Andrew Tumang, Yasmin Majali, Marc Lazaga, Samhitha Tarra, Prasad Patil, and Ravi Kuber.
May 2020. Proceedings of the 2020 CHI Conference on Human Factors in Computing Systems. https://dl.acm.org/doi/10.1145/3313831.3376581

	[C2]
	Centralized, parallel, and distributed information processing during collective sensemaking
Peter Krafft, Kaitlyn Zhou, Isabelle Edwards, Kate Starbird, and Emma S. Spiro.
May 2017. Proceedings of the 2017 CHI Conference on Human Factors in Computing Systems. https://dl.acm.org/doi/10.1145/3025453.3026012

	[C1]
	Could this be true? I think so! Expressed uncertainty in online rumoring
Kate Starbird, Emma Spiro, Isabelle Edwards, Kaitlyn Zhou, Jim Maddock, and Sindhuja Narasimhan.
May 2016. Proceedings of the 2016 CHI Conference on Human Factors in Computing Systems. https://dl.acm.org/doi/10.1145/2858036.2858551


Poster Papers
	[P1]
	Three Tensions Between Personas and Complex Disability Identities
Emory James Edwards, Cella Monet Sum, and Stacy M. Branham.
May 2020. Extended Abstracts of the 2020 CHI Conference on Human Factors in Computing Systems. https://dl.acm.org/doi/10.1145/3334480.3382931


Magazine Articles
	[M1]
	Putting the disability in DEI through inclusive imagery
Emory James Edwards.
Jul 2022. XRDS: Crossroads, The ACM Magazine for Students. https://dl.acm.org/doi/10.1145/3538545


Blog Posts
	[B1]
	Adjusting the Focus: How inclusive imagery changes a product from being made for some, to being made for all
Emily Blank, Michael Gilbert, Stacy Branham, and Emory James Edwards.
Sep 2021. Material Design Blog. https://material.io/blog/inclusive-imagery-at-google.


Press Write-ups
	[PW2]
	Yes, People Who Are Blind Can Be Software Engineers Shani Murray.
July 2023. UCI ICS Blog. https://ics.uci.edu/2023/07/17/yes-people-who-are-blind-can-be-software-engineers/

	[PW1]
	Ph.D. Candidate Emory Edwards Receives Public Impact Distinguished Fellowship Shani Murray.
Nov 2021. UCI ICS Blog. https://ics.uci.edu/2021/11/29/emory-edwards-fellowship/


Presentations
Research Presentations
	[RP8]
	“Many Moving Pieces: Hearing Aids and PC Connections as Rube Goldberg Machine”
Conference Paper Presentation, Oct 2023. 
EPIC (Ethnographic Practice in Industry Conference). Chicago, IL.

	[RP7]
	“The Who and How of Image Accessibility in Practice”
Dissertation Defense, June 2023.
UC Irvine Informatics Public Dissertations. Remote.

	[RP6]
	“Motor-Mobility Disabilities and Gaming: Research Topics and Areas for Innovation – Reprisal”
Research Report-out, Mar 2022. 
Intel / Dell / Microsoft Accessibility Collaboration Meeting. Remote.

	[RP5]
	“Motor-Mobility Disabilities and Gaming: Research Topics and Areas for Innovation”
Research Final Report-Out, Mar 2022.
Intel’s Accessibility UX/Architecture Weekly Meeting. Remote.

	[RP4]
	“’That's in the eye of the beholder’: Layers of Interpretation in Image Descriptions for Fictional Representations of People with Disabilities”
Conference Paper Presentation, Oct 2021.
The 23rd International ACM SIGACCESS Conference on Computers and Accessibility. Virtual Event.

	[RP3]
	“The Trans Fan from 1997 to 2019: Terminology and Tagging, Identity and Community”
Conference Presentation, Oct 2019. 
Fan Studies Network North America. Chicago, IL.

	[RP2]
	“Branding the Fandom Killjoy”
Conference Presentation (and Session Chair), April 2019. 
Pop Culture Association / American Culture Association Conference. Washington D.C.

	[RP1]
	“The Future of Slash – Trans Fic?”
Research Roundtable, Feb 2019. 
Fan Scholar Salon Sponsored by the Civic Imagination Project. Los Angeles, CA.


Invited Presentations
	[IP5]
	“Inclusive Imagery – Writing Alt-Text Depicting People with Disabilities and Other Marginalized Identities”
Co-presentation Hosted by Great Lakes ADA Center, Mar 2023. 
Accessible Technology Webinar Series. Virtual Event.

	[IP4]
	“Three Tensions Between Personas and Complex Disability Identities”
Research Presentation, May 2020. 
FemPower.Tech #CHIversity 2020. Virtual Event.

	[IP3]
	“Social Media & Changing Identities”
Guest Lecture, Oct 2019.
Internet Technologies and their Social Impact, taught by Dan Gardner. Irvine, CA.

	[IP2]
	“Fandom + Social Media”
Guest Lecture, May 2019.
Internet Technologies and their Social Impact, taught by Dr. Bo Ruberg. Irvine, CA.

	[IP1]
	“Queer/Trans and A Fan”
Panel, May 2019. Queer Theory Reading Group Symposium. Irvine, CA.


Service Work
	Reviewer | EPIC (2024), CHI (2020-2023), NordiCHI (2022), DIS (2022), CSCW (2021-2022), ICWSM (2021), iConference (2019-2020), TWC (2019) 
	2019—2024   

	Leader of Documentation Committee | INsite Lab
	2022

	Founding Member | Informatics Sexuality and Gender Alliance (ISAGA)
	2020—2022 

	Session Chair | Virtual CHI Session “Meetings, Chats, and Speech – B”
	2021

	Lead Drafter of Values Statement | INsite Lab
	2020

	Member | SIGCHI Gender Inclusion Team
	2019

	Academic Representative | “TransGeek” Film Screening and Q&A
Los Angeles Awareness Festival
	Oct 2018


Students Mentored
	Cameron Cassidy (Ph.D., Informatics)
	2022—2023 

	Yoonha Cha (Ph.D., Informatics)
	2022—2023 

	Isabela Figueira (Ph.D., Informatics)
	2022—2023 

	Alyson Yin (Masters, Informatics)
	2022—2023

	Julie Oh (Masters, Informatics)
	2020—2023 

	Isabel Tuason (Bachelors, Informatics)
	2020—2023 

	Maya Gupta (Masters, Informatics)
	2019—2022 

	Kyle Lewis Polster (Masters, Human Computer Interaction and Design)
	2021

	Nandana Sathish (Bachelors, Computer Science and Engineering)
	2021

	Abby Liu (Bachelors, Computer Science and Engineering)
	2020—2021 

	Cella Monet Sum (Masters, Human Computer Interaction and Design)
	2019—2021 

	Andrew Tumang (Bachelors, Computer Science and Engineering)
	2019—2021 


Honors and Scholarships
	Dissertation Completion Fellowship ($38,000)
	2022—2023 

	ARCS Foundation Scholarship ($10,000)
	2021—2023 

	Public Impact Distinguished Fellowship ($12,000)
	2021

	Information and Computer Science Chair’s Award ($2,500)
	2017 

	Dean’s List | University of Washington
	2012—2017 

	College Bound Scholarship ($13,185)
	2012—2017

	Phi Beta Kappa Honors Society Member | University of Washington
	2014 

	H. Watson Scholarship ($3,000)
	2013—2014

	National Merit Scholar ($2,500)
	2012
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