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Robert Hone 
Principal 

Game Design & Architecting 
 
Education/Training Field  Years Degree 
Massachusetts Institute of Technology Chemical Engineering 1975-78 B.S. 
Massachusetts Institute of Technology Chemical Engineering 1978-79 M.S. 
University of California, Berkeley Journalism 1983-84 M.J. 
 
Positions 
1980 – 83 Research and Development Engineer, e. i. duPont Company 
1984 – 86 Associate Producer, KQED-TV, San Francisco Public Television 
1987 – 89 Producer/Director/Writer, KQED-TV, San Francisco Public Television 
1989 – 91 Producer/Director/Writer, WGBH-TV, Boston Public Television 
1991 – 05 Founder/Instructor, San Francisco State - Multimedia Studies Program 
1991 – 14 President/Creative Director, Red Hill Studios 
2014 – Interactive Media Designer, Lecturer, Author 
2015  16  Visiting Scholar, American University, School of Communication 
2016 – 19 Asst. Professor, American University, School of Communication 
2019 –  Game/UX Architect, Game Design & Architecting LLC 
 
Awards 
AAAS/Westinghouse Science Journalism Award 1987 - Science Notes 
Northern California Emmy 1987 - Solution in Sight? 
George Foster Peabody Award 1992 - The Machine That Changed the World 
New Media Invision Award 1995, Overall Award of Excellence - Seeing Time 
National Educational Film and Video Festival (NEFVF) 1995, Silver Apple - Seeing Time 
National Educational Film and Video Festival 1995, Bronze Apple - Shoot Video Like a Pro 
National Educational Film and Video Festival 1995, Silver Apple –Stories from the Scientists 
Cine Golden Eagle 1995 - Stories from the Scientists 
New Media Invision Award 1996, Gold Medal–InventorLabs:Technology 
National Educational Film and Video Festival 1996, Gold Apple - On Becoming a Scientist 
National Educational Film and Video Festival 1996, Silver Apple – InventorLabs:Technology 
SPA Codie Award 1996, Gold Medal - Young Adult Category – InventorLabs:Technology 
Cine Golden Eagle 1996 - On Becoming a Scientist 
New Media Invision Award 1997, Silver Medal–InventorLabs:Transportation 
International Prix Mobius Award 1997, Education - InventorLabs:Transportation 
National Educational Film and Video 1997, Gold Apple – How the Heart and Lungs Work 
National Educational Film and Video Festival 1997, Bronze Apple - Genetic Testing 
American Library Association, Best Science Web Sites 2002 - Playing with Time 
American Association of Museums, Muse Awards 2003 –  Blocks of Time  
International Web Site Award, 2003 - California State Capitol Web Site 
Communication Arts Award, 2006 – Conservation Specimens Interactive 
Children Technology Review, 2012 – Painting With Time iPad app 
Parent’s Choice Award, 2012 – Painting With Time iPad app 
Yale Forum on Climate Change Media, 2012 – #1 of Top Ten Climate Change Apps 
 



 

Research Publications 
Melnick, M., Hone, R., Dowling, G.A., Brown, C., Mastick, J. (2011). Feasibility of adapting a 
classroom balance training program to a video game platform for people with Parkinson's 
disease. Neurology, 76:A485. 
Dowling, G.A., Mastick, J., Melnick, M., Hone, R., Brown, C., Dwyer, W. Video game therapy for 
people with Parkinson's disease (PD). Communicating Nursing Research, 46:136. 
Dowling, G.A., Hone, R., Brown, C., Mastick, J., Melnick, M. (2012). Feasibility of adapting a 
classroom balance training program to a video game platform for people with Parkinson's 
disease. Telemedicine and e-Health, in press.   
 
Presentations 
Exploring Time Television Special –NSF–PUR meeting, St. Paul, MN, May 2002. 
Interactive Media Development –Georgia Institute of Technology, Atlanta, GA, April 2004. 
Computer-based Games for Parkinson’s disease – GDC, SF, CA, March 2008. 
Computer-based Games for Parkinson’s disease – Games for Health, Boston, MA, June 2008. 
Designing for Area of Maximal Engagement – GLS conference, Madison, WI, June 2009. 
Cognitive Games for People with Multiple Sclerosis – Games for Health, Boston, MA, June 2009. 
We are Living in Interesting Times! – Health 2.0 Conference, San Francisco, October 2009 
Games as Learning Tools and Assessments – CCSSO, Washington, D.C., October 2009.  
Serious Games – Informal Science Education Summit: Hot Topics CAISE, March 5, 2010 
Benefits of Simulation-Based Games – NSF REESE PI Summit, Washington, D.C., March 11, 2010 
Getting Physical – Physical Therapy Games – Games for Health, Boston, MA, May 2010 
Serious Games – National Academy of Sciences, Wash, D.C., May 2010 
Potential of Cognitive Games as Assessment – Cog. Remed. in Psychiatry, NYC, NY, June 4, 2010 
Cognitive Games for Assessment and Treatment of MS – CMSC, San Antonio, TX, June 2010 
Games for Gait and Balance – Games for Health, Boston, MA, May 2011 
Physical Therapy Games – Games for Health, Oulu, Finland, June 2011 
Interactivity and Story – Meaning of Film, Oulu, Finland, June 2011 
Games for Gait and Balances – HISA, Brisbane, Australia, August 2011 
Games and Assessment – A Winning Combination – Serious Games Summit, August 2011 
Games for Gait and Balance - Serious Games Summit, August 2011 
The Future of Games that Matter – NSF REESE Program, PI Summit, October 2011 
Health Game Summit – The White House, OSTP, February 2012 
Games for Gait and Balance – UCSF Medical School Seminar, May 2012 
Curiosity Anytime Anywhere – Science Apps – Dust or Magic Conference, February 2013 
Games for Gait and Balance – UCSF Medical School Seminar, May 2013 
Games for Gait and Balance – Games for Health, Boston, MA June 2013 
Seeing the Good Side – Neurogaming to Reduce Anxiety  – Games for Change, NY, NY June 2016 
Factitious – News Game – Games for Change, NYC, NY, June 2018 
Factitious – News Game – ConnectedLearning Summit, MIT Media Lab, Cambridge MA Aug 2018 
Engagement Design for Health Games – Kessler Foundation, NJ, April 2019 
Engagement Design for Health Games – Digital Health Core Seminar, UCSF, May 2019 
 
Grant Review Panels 
NIH SBIR Grant Review Panel – BBBP-11 Psychopathology (1999 - 2012) 
NIH–NIDA SBIR Contract Review Panel (2002, 2003, 2010) 
NIH–NHGRI Education Grant Panel (2002, 2003) 
 
 
 



 

Federal Grant Supported Research  
Seeing the Good Side – Gaming Therapy for Children with Severe Anxiety  
NIH Contract with Dr. Daniel Pine (NIMH) 
Design and produced a neurogaming therapy involving Attentional Bias Modification 
strategies to help children with severe anxiety reduce maladaptive threat vigilance. The 
project leverages a collaboration between NIMH researchers and the American University 
Game Lab to design effective health games for mental health conditions. The NIMH is 
currently conducting a clinical trial of the neurogaming regimen.  
PD Wii – Computer-based Gait and Balance Training for Parkinson’s Patients 
Principal Investigators: Robert Hone (Red Hill)/Dr. Glenna Dowling (UCSF) 
Agency: National Institute of Neurological Disorders and Stroke ((R42 NS61502) 
Description: Developed an innovative suite of “physical therapy games” for people with 
Parkinson’s disease (PD). Led team that designed and produced custom, low-cost inertial 
tracking sensor that provided higher resolution tracking than the Wii or Kinect systems. 
Randomized controlled clinical trial of program efficacy demonstrated modest improvements in 
balance and gait after three months of use. Notably, the participants, who all had PD, increased 
their number of game movements by 180% over the course of the 12 week trial.  
Computer-based Video Game Therapy for Gait and Balance in Cerebral Palsy 
Principal Investigator: Robert Hone 
Agency: National Institute of Child and Human Development (R41 HD061155) 
Description: Developed a responsive prototype of a game for children with cerebral palsy to 
improve their balance and posture. Prototype include a particularly effective adaptive 
feedback mechanism that detected and reduce compensatory movements by subjects during 
a challenging balance task. Phase II funding not awarded due to budget sequestration 
impacts on NIH in 2012/13.  
Optimizing Student Performance in Educational Games through Adaptive Challenges  
Principal Investigators: Robert Hone (Red Hill), Mike Timms (WestEd) 
Agency: National Science Foundation (DRL- 0816359) 
Description: Researched and developed best practices for adaptively adjusting the difficulty of 
challenges to maximize student engagement in educational games. Research focused on the 
“area of maximal engagement” wherein the task is challenging enough so that it is not boring 
and not so challenging that the task is frustrating.  
BioArcade – User-customizable biology-based games 
Principal Investigator: Robert Hone 
Agency: National Science Foundation (DRL-0714779) 
Description: Designed and developed a suite of biology-based games for middle-school-aged 
children that is currently hosted at PBSKids. The games allow players to modify or “mod” the 
game engine to create their own personal versions, which they can upload to PBSKids for other 
children to play and rate. Since the games were released in 2010, more than 10,000 new game 
levels have been designed by children and uploaded to PBSKids. 
BioInvestigators – Bioinformatics Primer for High School Student 
Principal Investigator: Robert Hone 
Agency: National Center for Research Resources (R44 RR022912) 
Description: This suite of online, interactive, science-based games challenge high school 
students to solve real world mysteries by collecting evidence, performing virtual experiments, 
and then solving the case with careful logical reasoning. The popular cases are still being 
downloaded from the projects web site.  
 



 

Exploring Time Television Special 
Principal Investigators: Robert Hone (Red Hill), Richard Hudson (Twin Cities Public TV) 
Agency: National Science Foundation – Informal Science Education 
Description: Executive produced an international, two-hour television special (Discovery, 
NHK, ARTE) about how the world changes over different timescales and how these ‘hidden’ 
event interconnect to produce dramatic transformations of all aspects of our world.  
Exploring Time Traveling Museum Exhibition 
Principal Investigators: Robert Hone (Red Hill), J. Shipley Newlin (Science Museum of Minn.) 
Agency: National Science Foundation (ESI 99-01919) 
Description: Traveling museum exhibition and web site that explores natural dynamics and 
time with the Science Museum of Minnesota. Exhibition has toured to nine sites since 
opening at SMM in 2002. Responsibilities include conceptual design of exhibition, conceptual 
and technical design of software and media components, management of formative 
evaluation, and design of web site. 
The Science of Drugs 
Principal Investigator: Robert Hone 
Agency: National Institute on Drug Abuse 
Grant Number/Duration: 2R44DA11851-02, 6/00 to 6/02 
Description: Recently completed development a CD-ROM/online educational product that 
teaches middle school students about the effects of drugs on the brain and the body. 
Supported by Phase I and Phase II SBIR grants from NIDA.  

Seeing Time (1994)  
Principal Investigator: Robert Hone 
Agency National Science Foundation  
Description: This pioneering interactive digital video museum exhibit allowed visitors to 
explore the incredibly wide range of natural change that occurs over a vast range of 
timescales – from attoseconds (10-18 seconds) to billions of years. This exhibit was one of 
the first extensive uses of the new QuickTime digital video format developed by Apple.  
 

Selected Commercial Projects/Products 
Factitious News Game (2016) - Producer/Designer 
Designed and managed production of an engaging smartphone app that challenges players to 
detect fake online stories from real news articles. Released in early July 2017, Factitious has 
been played more than 1 million times since July 3rd, 2017 with more than 13 million articles 
reviewed and rated. The game utilized Hone's Game Level Assessment and Design System 
(GLADS) to manage content and track player data in server-side databases.  
Be There: San Francisco (2013) – Executive Producer, Co-Designer 
Designed and produced panorama photography for innovative mobile app that lets people 
explore famous locations such as San Francisco and Yosemite Valley as if they were actually 
there. The app uses the iPhone/iPad gyroscopes to automatically update your view as you 
physically turn around producing a kind of ‘mobile virtual reality.’  
Economics Digital Simulations Project (2013-14) – Designer, Co-Producer 
Interactive designer and executive producer for series of in-depth, simulation-based educational 
programs about economics. Topics covered included: Comparative Advantage, Unemployment, 
Inflation, and Opportunity Cost. Produced in collaboration with Pearson Education. 
 
 



 

Gravity Launch (2012) – Designer, Producer 
Interactive designer/producer for innovative mobile game app about the mysterious power of 
gravity for the American Association for the Advancement of Science (AAAS). App included a 
detailed physics simulation used to create several levels of difficulty and a ‘build your own’ 
customizing engine.  
Painting with Time (2012) – Executive Producer, Co-Designer 
Designed engaging mobile app that allows people to explore how the world is changing over 
different periods of time by painting with repeat photos of the same scene taken at different 
points in time. Painting with Time was the 2nd most downloaded free educational app in the 
world in January 2012. 

Active Learning Figures (2011-12) – Designer, Executive Producer 
Designed a series of highly-interactive math simulation educational programs for use by 
instructors and students. Developed custom algorithms to create a full-accessible product for 
students with physical, sensory, and cognitive disabilities.  Created a total of 22 simulations with 
Judy Beecher, leading math author for Pearson Education.  
MyBrainGames (2009) – Executive Producer, Designer 
Designed and developed three cognitive games designed for people with Multiple Sclerosis. 
The games featured a playful side-scrolling design and exceptionally detailed data tracking. The 
games were played more than 200,000 times in the first year.  

Connecticut Science Center (2008-2009) – Executive Producer, Video Director/Writer 
Executive producer and line video director/writer for 13 interactive components for new science 
center in Hartford, CN. Video segments included: First Robotics competition and profiles of 
leading technology innovators in Connecticut. 

Conceptual Math Videos (2006-7) – Executive Producer Video Director/Writer 
Executive producer and line video director/writer for 15 innovative segments on developmental 
math. The videos combined location segments shot around the Bay Area with clever green-
screen videos for a virtual “math lab.” Produced for Pearson Education.   

DragonflyTV Games (2005–) – Executive Producer, Designer 
Designed and developed eight online, science-based games based on the PBS television 
program, Dragonfly TV. The suite of games increased web traffic at 
www.pbskids.org/dragonflyTV/games by 600% since February of 2005. 

California Budget Challenge (2004-5) – Executive Producer, Designer 
Designed and developed extensive online simulation of the California State Budget that allows 
citizens to try their hand at balancing the state budget.  

Intel Museum (2002-3) – Executive Producer, Designer, and Programmer 
Designed and developed three components that explore semiconductor technology for Intel's 
public museum. Components utilized recent advances in novel physical interfaces for computer 
components in museums. 

Tuberculosis CME Course (1998) - Executive Producer and Conceptual Designer 
This CD-ROM teaches clinicians about the latest information regarding TB screening, 
diagnosis, and treatment. The program includes interactive video case studies that allow 
clinicians to practice interviewing and diagnosing skills. Produced and developed for 
Francis J. Curry TB Center (UCSF). 

InventorLabs: Transportation (1997) – Executive Producer and Designer 
This CD-ROM lets children explore photorealistic recreations of famous inventors 
laboratories and try to repeat their famous inventions. Inventors investigated in this 



 

program include the Wright Brothers, Gottlieb Daimler, and George Stephenson. 
Produced for Houghton Mifflin Interactive and winner of numerous international awards. 

How the Heart and Lungs Work (1997) - Executive Producer and Conceptual Designer 
This educational product engages middle-school students in the process of learning 
about the human cardiovascular and respiratory systems. The program uses highly 
interactive modules that allow students to "build" a model of the cardiorespiratory system 
and then make it work optimally. Produced and developed for Stanford University under a 
NIH grant (NCRR). 

InventorLabs: Technology (1996) – Executive Producer and Designer 
Explore the laboratories of Thomas Edison, Alexander Graham Bell, and James Watt and 
recreate their famous inventions. Meticulous photorealistic 3D recreations of their labs 
are displayed in stunning QuickTime VR technology – allowing kids to investigate every 
nook and cranny of these interactive laboratories.  


