Joshua Kernich

+61430 568 985 joshua.kernich@gmail.com Based in Australia - full work rights

PORTFOLIO

joshuakernich.com

Games, installations & prototypes

@ DESIGNING FOR

Motion tracking

LiDAR touch walls AR
MIDI interfaces

Microphone input Lasers
DMX & smart lights

Live performance

@ CRAFT

Player journeys

Wireframes

HUD & menus

Storyboards

Hi-fi prototypes

Playtesting Art direction

Narrative

@ TooLS

Figma Photoshop
Illustrator Miro Unity

HTML / CSS / JS prototypes

B INDEPENDENT
WORK

Tile Runner

2026 - In production. A puzzle
runner for phones with 50
levels, which | designed and
am building with Claude Code.

The Thought that Counts

A mental-health arcade game |
designed and programmed.
Installed at Adelaide Fringe
2021 ($10k SA Arts grant;
weekly prize, Best Interactive
Art) and Adelaide City Library
for Mental Health Month.
Review  CityMag feature

@ PROFILE

I'm an experience designer, technologist and storyteller. For 19 years I've designed
education, games, installations, and live performances that utilise motion tracking,
LiDAR, AR, lasers, MIDI instruments, and smart devices. As Director of Experience
Design at Immersive Gamebox | took seven licensed and original games from
storyboard to launch. | plan the player journey, prototype at high fidelity, playtest with
real groups, and code my own prototypes, so | design with hardware limits in mind.

@ EXPERIENCE

Immersive Gamebox - Director of Experience Design

2023 - present

« Designed each game end to end, from storyboard to launch in venues worldwide,
guiding art, animation and technical implementation and managing the development
team throughout. Immersive Gamebox has had over 2 million players across

29 locations, and 24,500 five-star reviews.

« Designed player flows, screen maps, HUDs and interfaces for motion-tracked rooms,
producing much of the detailed Ul myself alongside artists.

« Built high-fidelity prototypes, refined them through group playtests, and worked

directly with licensors including Warner Bros.

« Wrote the narrative and all dialogue for every game except Ghostbusters.

GAMES | DESIGNED
(
Batman at Immersive Gamebox
Game page /

Battle, puzzle and drive the Batmobile to
save Gotham.

Tetris 1991 NOT CURRENTLY LIVE
Video /" Press /

A hacked Game Boy turns the world into
Tetriminos.

Floor is Lava
Game page /

Dodge the lava and climb the volcano
together.

Box Party
Game page ./

Physical party games racing up a
leaderboard.

Ghostbusters: The Cursed
Collection
Game page ./

Proton-pack aiming, a live-stream HUD
and boss fights.

Escape Al
Game page /

Find a vanished inventor and outsmart a
rogue Al.

Football Arcade
Game page ./

Skill games with team scoreboards and
streaks.

All games
immersivegamebox.com

Motion-tracked game rooms in venues
worldwide.
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Technomancers

2025 - with Culture Jam
Immersive theatre with live
music and MIDI-controlled
smart lights. | wrote, co-

performed and programmed it.

culturejam.com.au /

@ EDUCATION

Master of Education
Technology in Education -
Macquarie University -
2016-2017

Advanced Diploma in
Multimedia
TAFE SA - 2005-2006

Earthrise One - Interactive Designer

« Star Crew: a real-time space adventure game room for 2-6 players, with a MIDI
touch console for each of six roles and voice control through microphones.

earthrise.one/star-crew ,// Review /
Orbit29 - Senior Product Designer 2021-2023

Movember - Learning Experience Designer 2019 - 2021

o Family Man: a choose-your-own-adventure video game teaching parenting skills,
used by over 600,000 people.

+ Movember Conversations: practice chats with a mate who's struggling, promoted on
millions of Pringles cans. Over 650,000 users in 100+ countries; 87% better
understood how to reach out to men and 78% felt more confident doing it.

« Ahead of the Game: The Challenge, a mental-health resilience learning tool for
young athletes, built around interactive video.

familyman.movember.com ./ conversations.movember.com

aheadofthegame.movember.com

Gripable - Senior UX Designer 2018 - 2021
o UX for a hand-rehabilitation device and its app: game-like exercises driven by a grip
controller, used by more than 8,000 people across multiple countries.

McGraw Hill - Learning Experience Designer & Programmer 2017 -2019

Gamelearn - Game Designer & Developer 2007 - 2016

@ SELECTED PROJECTS

=

Batman at Immersive Ghostbusters: The Cursed Star Crew
Gamebox Collection Earthrise One
With Warner Bros. Discovery - Immersive Gamebox

2025

Ahead of the Game
Adelaide Fringe Culture Jam Movember

The Thought that Counts Technomancers

More projects at joshuakernich.com


https://culturejam.com.au/events/questival/
https://www.earthrise.one/star-crew
https://www.mojonews.com.au/star-crew-escape-room-opens-review/
https://familyman.movember.com/
https://conversations.movember.com/en/
https://aheadofthegame.movember.com/about/
https://www.immersivegamebox.com/en-GB/batman
https://www.immersivegamebox.com/en-GB/ghostbusters
https://www.earthrise.one/star-crew
https://mindshare.org.au/review-the-thought-that-counts/
https://culturejam.com.au/events/questival/
https://aheadofthegame.movember.com/about/
https://www.joshuakernich.com/

