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Employment History 
 
Lead Technologist – Heyday Labs 
MARCH 2020 – MAY 2022 

After leaving Google, I co-founded an agency Heyday Labs with a producer I met 
through the Creative Lab. Heyday Labs became a vendor to Google Creative Lab to 
continue our work with them, while also having independent projects and clients. I 
led the entire technical and design component of the company, and was primary 
developer on most of our projects, conducted stakeholder management and creative 
concepts, and brought on project-specific teams as needed. 

Some selected projects: 

• Sheets For Humans, we built a working prototype for Google looking at how a 
general-purpose tool like Sheets could integrate data entry (via APIs) and 
intelligent reasoning (via object recognition and large language models) to 
empower everyday users to solve complex, real-world problems with very little 
effort. 

• Talk To The Moon, an interactive AI theatre experience produced as part of 
Unboxed Festival 2022 for the UK government. This was a big-budget, 8-month 
project aimed at giving an AI the conversational attributes of a real person – 
Luna (the moon) is argumentative, sometimes doesn’t listen, changes the 
subject, and has an agenda that might not align with yours. It aims to 
challenge the audience member, not just do their bidding. I led the 
development team and managed a team of writers in the UK working on an 
incredibly weird, and humungous, non-linear script based on real interviews. 

• Speech Explorer, an early experiment for YouTube in linked audio turned into a 
fully-functioning released product for searching within the transcribed text of 
YouTube videos – allowing users to jump anywhere within a video, and 
surfacing relevant search results while you watch. 

  

Creative Technologist – Google (Google Creative Lab) 
FEBRUARY 2018 – FEBRUARY 2020 

I spent two years at Google Creative Lab, where our team was tasked with creative 
prototyping using emerging technologies like AI, spatial audio, and AR. We focused 



on both showcasing new use cases for technology in the culture and arts space, as 
well as internal experimentation with new product categories (e.g. we worked on 
future features for Google Photos, and a new consumer hardware prototype). 

I led development teams, programmed creative experimental workshops, and 
worked in full stack development in many technologies I hadn’t encountered before 
& had to learn quickly. My focus was primarily on new, novel interfaces for machine 
learning models. 

Many of our experiments turned into public products and experiences. For example: 

• ML Tools for Musicians, I led the technical team on this project, where we 
collaborated with three prominent recording artists to build machine learning 
tools for their music creation workflow. We produced two apps: Demo Memo 
allows anyone to record a demo of a song by turning sung audio into 
instrument sounds using ML. Ad-Libber transcribes lyrics in real-time and 
offers suggestions for next verses as you sing or rap.  

• ML Tools for Writers, I was a developer on this project, where we collaborated 
with writers and the Digital Writers’ Festival to build assistive writing tools 
using GPT-2. My favourite tool allowed writers to type up a synopsis, then use 
ML to generate new plot points between any two events. 

• Semi-Conductor, a project I initiated which turned into major web experience 
featured in museum exhibitions & used by over a million people. Semi-
Conductor is a browser-based experience based on PoseNet and WebGL 
which allows you to conduct a virtual orchestra using only your webcam. It’s 
an experiment in invisible interfaces – can machine learning allow us a 
natural connection with the machine?  

• Sounds In Space, the culmination of a long investigation in room-scale spatial 
audio interfaces. This is a publicly-available toolkit for creating spatial audio 
experiences, in which you can place audio in a room to augment the sound in 
the space. I played a key role in early experimentation, creative development, 
and dev implementation of this project, and travelled to the US to lead the 
technical implementation of a dance performance using the kit in New York  
City (Heidi Latsky Dance Company). 

 

UX Designer & Full-Stack Developer – Freelance 
JANUARY 2017 – FEBRUARY 2018 

Prior to 2017, I taught myself formal UX principles with the help of an IxDA 
(Interaction Design Association) mentorship, and built a variety of personal projects 
to bring my programming proficiency up to scratch and refresh my knowledge of 
modern web frameworks like Node and React. I then began freelance full-stack 
development and UX work. 

Most notably: 



• I started a chatbot-based charity donations platform (Givebot) in partnership 
with a friend of mine. I conducted formal HCD user research and testing, 
contributed all the graphic design, and built the platform from the ground up 
using DialogFlow and Node. 

• Polity, an Australian-based digital voting transparency start-up, brought me on 
to conduct user studies, create flows & wireframes, and build the early 
prototype of their web app which gave users statistics on and direct access to 
their local politicians. 

• Talu Tales, an Australian storytelling company, asked me to prototype some 
interactive physical devices for enhancing their interactive story card game. I 
produced multiple prototypes, including a die that, when rolled, would produce 
ambient background noise based on the picture on the side facing upwards. 

 

Motion Graphics & Video Editor – Lights, Camera, Business 
2016 – 2017 

Lights, Camera, Business was a boutique video production agency aimed at taking 
complex ideas and making them understandable for a wide audience, and 
incorporating classic Hollywood techniques to tell a story. I was in charge of post-
production, which involved storytelling through motion graphics and video editing 
(Premiere Pro, After Effects, Cinema 4D, Illustrator/Photoshop, etc). I learned a lot 
about how to communicate effectively, and absorbed a commitment to high-quality, 
rigorous outputs. 

 

Astronomer – Sydney Observatory 
2016 – 2017 

I worked for a year at Sydney Observatory as a resident astronomer, taking day and 
night tours of the historical observatory, and leading planet and cluster viewings, 
operating the several large telescope domes on site. I received positive feedback & 
reviews for my patience, positive nature, and clear explanations, and learnt how to 
communicate and lead a group effectively. 

 

Web Developer, Designer & Videographer – Freelance 
2006 – 2015 

Throughout the end of school and my university degree, I worked as a freelance 
creative employing and developing self-taught skills in web development, design, and 
videography. I worked myself up from very small local clients and amateur projects, 
to creating high-quality company websites for Silicon Valley startups like Framehawk 
(since acquired by Citrix), and building full-fledged stable custom e-commerce apps 
for Australian businesses. 



 

 

Education 

 

Bachelor of Science (Hons) & Bachelor of Arts – University of Sydney 

I double-majored in Physics (with a focus on astrophysics and cosmology) and 
Philosophy (with a focus on ethics and epistemology). 

As part of my degree, I won a scholarship to visit Nanjing University to research there 
for a month. My physics honours thesis was on the long-term evolution and eventual 
heat death of the universe, where I mathematically modelled an extended object at 
intergalactic scale, using Python and Mathematica, to see if future societies would 
be able to extract energy from the universe’s expansion (they would). I won the 
Henry Chamberlain Russel prize for best astronomy thesis. 

I also co-authored several scientific papers with colleagues at the Sydney Institute 
for Astronomy, and travelled to the Australian Compact Telescope Array in remote 
NSW to assist in radio observation of distant galaxies. 

 

Bachelor of Fine Arts & Bachelor of Arts – University of New South Wales 

I majored in Time-Based Art (interactive art) at art school, and philosophy at the main 
campus. My major work was an experiment in physical computer interfaces – I built 
an interactive physical canvas that, when painted on, produced sound corresponding 
the colour frequency of light from the paint. 

 

Other Activities & Internships 

 

Composer & Multi-Instrumentalist 

I’ve always loved playing and performing music, and have worked as a songwriter 
and multi-instrumentalist in a variety of groups in the Sydney music scene (The 
Wahas, Ghostwood, Moody Beach, Ona Mota) as well as composing and releasing 
my own music, and producing music for others. 

 

Magazine Editor & Web Developer – Larrikin Post 

The Larrikin Post was a boutique issue-based magazine for deep-thinking about 
issues in society. I was responsible for editing the publication, designing the brand, 



website development (including the publishing back-end written in Ruby), and 
contributing as a philosophy writer. 

 

Physics Tutor – University of Sydney 

I tutored experimental physics classes during my honours degree year. 

 

Science Communication Fellowship – Macquarie University 

I won a scholarship to work with the Centre for Nanoscale Biophotonics (CNBP) at 
Macquarie University, to design a Vivid Sydney installation artwork. As part of this, I 
coordinated a group of artists to draft a design, and write the proposal documents 
and specifications for how it would be built. They asked me to return to create a 
series of art videos inspired by their molecular. 

 

Planning Committee Member – Interaction Design Association (IxDA) 

I was responsible for connecting interested parties & drafting plans for a hackathon 
proposal, amongst regular duties helping organise events and talks. 

 

Journalism Intern – Hijacked Magazine 

I was part of the founding team that launched Hijacked across Australia, which was 
later integrated into Junkee Magazine. 

 

Skills 
My skillset is aimed at bridging gap between what is and what could be as quickly 
and creatively as possible. I believe in learning by doing, and that design benefits 
from user interactions with real prototypes. I use a broad spectrum of tools and 
knowledge to build experiences, designs, demos and prototypes, and help turn them 
into ground-breaking products. 

This typically starts with a discovery & user-research phase, where I lead qualitative 
research, ideation sessions, and early experimentation with technologies to discover 
opportunities and constraints. This involves skills including empathetic connection 
with users, a broad understanding of underlying technologies, strategic overview of 
future tech and business goals, lots of rough sketching and post-its, storyboarding, 
user flows/conversational flows, and higher-fidelity interface design (Sketch, Figma, 
and of course pencils). 

When it comes to building and prototyping, my primary toolkit for interfaces and 
logic is based around web front-end tech (HTML, CSS, JavaScript/TypeScript, React), 



with some native development (Swift, React Native, Unity) and a back-end stack 
(Python/Flask, Node/Express).  

In addition, I have background in applying, training and modifying machine learning 
models (typically Python, PyTorch, TensorFlow), and other skills such as AR/VR, 
audio processing, natural language processing, etc. My goal is to be able to translate 
design goals in to the appropriate interface, so I am able to quickly develop 
competence in a broad range of technologies, and create coherent systems using 
them. 

Finally, I am able to reason about the opportunities and consequences of the 
technologies I work on, and tell effective stories about what we’ve created and 
discovered, and where this might take us next. 
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