
Curriculum Vitae 
PART 1 – Personal and professional details
	1a.   Personal details

	Full name
	Title
Dr
	First name

Simon
	Second name(s)

James Robertson
	Family name

McCallum

	Present position
	Senior Lecturer Software Engineering / Førsteamanuensis

	Organisation/Employer
	Victoria University of Wellington, New Zealand (80%),
IDI, IE, NTNU, Norway (20%)

	Contact Address
	24 Green Street

	
	Mosgiel, Dunedin

	
	New Zealand
	Post code
	9024

	Work telephone
	
	Mobile
	+64 225019481

	Email
	simon.mccallum@vuw.ac.nz

	Personal website 
	https://ecs.victoria.ac.nz/Main/SimonMcCallum 
https://www.ntnu.edu/employees/simon.mccallum 


	1b.   Academic qualifications


2007 PhD Computer Science, University of Otago
1996 BSc Hons Computer Science, University of Otago
	1c.   Professional positions held


2018-present,
Senior Lecturer Software Engineering, Victoria University of Wellington

2016-present,
Førsteamanuensis Informatics, IDI, IE, NTNU, Norway.

2009-2016,
Førsteamanuensis Informatics, Gjøvik University College, Norway

2008-2009,
Førsteamanuensis Informatics, Hedmark University College, Norway

2008-2008,
Systems Engineer, ESP AS, Oslo, Norway

2007-2008,
Game Developer, Chord AS, Risør, Norway
2000-2006,
Lecturer, University of Otago, New Zealand

1999-2000,
Teaching Fellow, University of Otago, New Zealand
	1d.   Present research/professional speciality


Serious Games – specialising in Games for Health and Games for Education; Virtual, Mixed, and Augmented Reality; Computer Science Education.
	1e.   Total years research experience
	20 years


	1f.   Professional distinctions and memberships (including honours, prizes, scholarships, boards or governance roles, etc)


2018 – current ACM member, IGDA member
2018 

Teaching Award – NTNU Gjøvik
2015 – 2018 
Spillmakerlaget (Norway) Board of Advisers
2015 – 2018 
Games for Health Norway – Founder
2005 – 2007 
Advisor for the Otago Museum – Science and Technology
2004 – 2007 
NZ Game Developers Association – Founding member 
2004  

Founding of the NZ Games Developer Conference

2002 – 2004 
Board of the New Zealand International Science Festival  
	1g.   Total number of peer reviewed publications and patents
	Journal articles
	Books, book chapters/ edited
	Conference proceedings
	Patents

	
	9
	1
	29
	


	2a.   Relevant research publications and dissemination 

	Relevant Peer-reviewed publications

	· M Nowostawski, S McCallum, D Mishra, Gamifying research in software engineering, Computer Applications in Engineering Education 26 (5), 1641-1652 (2018)

· S McCallum, D Mishra, M Nowostawski, Enhancing Software Engineering Education with Game Design and Development, International Journal of Engineering Education 34 (2), 471-481 (2018)

· C Boletsis, S McCallum, The Smartkuber case study: Lessons learned from the development of an Augmented Reality serious game for cognitive screening International Conference on Augmented Reality, Virtual Reality and Computer Graphics (2017)

· C Boletsis, S McCallum, Evaluating a gaming system for cognitive screening and sleep duration assessment of elderly players: a pilot study, International Conference on Games and Learning Alliance, 107-119 (2016)
· C Boletsis, S McCallum, BF Landmark, The use of smartwatches for health monitoring in home-based dementia care, International Conference on Human Aspects of IT for the Aged Population, 15-26

· AMH Alawawdeh, S Ottosson, SJ Kowalski, S McCallum, Learner profiling for innovation education across disciplines: A work in progress paper, Web and Open Access to Learning (ICWOAL), 2014, 1-4 (2014)
· C Boletsis, S McCallum, Connecting the player to the doctor: utilising serious games for cognitive training & screening. Designing Self-care for Everyday Life., vol 5
· OB Hansen, A Abdurihim, S McCallum, Emotion recognition for mobile devices with a potential use in serious games for autism spectrum disorder, International Conference on Serious Games Development and Applications, 1-14 (2013)
· S McCallum, C Boletsis, A taxonomy of serious games for dementia, Games for Health Journal 2013, 219-232
· S McCallum, Gamification and serious games for personalized health, Studies in Health Technology Informatics 177 (2012), 85-96

	Other forms of dissemination (reports for clients, technical reports, popular press, etc)

	· Digital Futures funding for developing an App for Teenage Mental Health
· 9 years of presentations at “The Gathering” a gaming LAN event in Norway with 5000 participants, mostly teenagers. 
· Summer Camp – Organisation, management and teaching of Game Development to 30 teenagers over 3 weeks in summer. (media interviews for local and National press, and TV)
· Invited presentations on Games and Digital technologies Research Council of Norway
· Technology Expert for TVNZ Breakfast program 2006 – with fortnightly segment on technology

· Regular TV and print media coverage and comment pieces including, live panels with NZ chief sensor on censorship and games
· School visits and public presentations on Games, Serious Games, Education, Block chain
· VR setup and consultation, Maoriland Film Festival 2019
· School Engagement Coordinator, Computer Science Department, University of Otago 1999-2006
· Youtube Game Technology Lab channel with 207 subscribers and 219,000 lifetime minutes watched
· Medieval festival presentations. in Norway and Denmark 2009-2018, building Traction Trebuchets and presenting on the history and use of these medieval siege weapons

· Creation of siege weapon props for the Dutch film “Red Bad” – released 2018
· Report on the New Zealand Game Industry funded by MBIE

· Kosovo TV and radio appearances for Erasmus+ exchange program  



	2b.   Previous research work (partial list, last 3 years)

	Research title: Gamified mobile application for reducing youth depression
Principal outcome: In progress 

Principal end-user and contact: Funder VUW Digital Futures - Neil Dodgson, ECS, VUW

	Research title: Citizen Interaction Technologies Yield Community Policing CITYCOP

Principal outcome: Mobile App for community policing, and Game for teaching effects of community focused policing. 5.5 Million Euro.

Principal end-user and contact: Horizon 2020 European project – 4 End user policing groups.  Lisbon, Portugal, Dublin Ireland, Florence Italy, Bucharest Romania, Work package leader Simon McCallum, Project lead Joseph Cannataci, University of Groningen

	Research title: Exited – Excellence in Information Technology Education
Principal outcome: Development to techniques and tools for improving Computer Science education. 12 Million Kroner.

Principal end-user and contact: Universities and Colleges in Norway, Guttorm Sindre NTNU, Norway

	Research title: CEFIMA – Center for Excellence in Film and Interactive Media Arts
Principal outcome: Research and teaching techniques for teaching new narrative structures within Virtual Reality and Games.
Principal end-user and contact: Film industry and International Film Schools, Fredrik Graver Norwegian Film School, Norway


	2c.   Describe the commercial, social or environmental impact of your previous research work

	My primary research area has been Serious Games.  This has included working on Games for Health and Education.  Working with police forces from throughout Europe has directed my research to the challenges of working in complex environments. While working on teaching students to create games we include Ethics lectures and discussion on the psychological aspects of game development.  This changes the nature of the games that students build. My students have created several commercial game development companies, most with social impact objectives.  
Our mobile game for community police has been using in Lisbon to educate both police officers and school children about the role of police in the community.


	2d.   Demonstration of relationships with end-users

	Having worked as Schools liaison and Engagement roles for the last 20 years, I have had a large amount of contact with Secondary Schools and teenagers.  As an expert in Game Development and Virtual Reality the target audience for the majority of my research and development work over the lad 20 years has been teenagers.
Since returning to New Zealand I have given presentations at 8 schools, hosted Patea Area School’s visit to Victoria University of Wellington including Marae visit, and engaged in end user co-design and research activities as part of the Sparky mobile game for mental health project.
I ran the Virtual Reality Hub for the New Zealand International Science Festival for 7 days in Dunedin in 2018. The Hub had over 3000 visitors over the 7 days with 5 lunchtime presentations to audiences between 30 and 150.
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