Innovation and Gaming Lab

Charlotte Beard, PhD

AIMS

Academic year 2023-2024 will be the first year of the Innovation and Gaming Lab at PAU. Our lab has
two main aims: 1) innovation in the field of mental health from interdisciplinary approaches and 2) risks
and resilience factors related to internet gaming.

1) Innovation

Innovation is the first aim of the lab. The focus is on novel approaches to apply clinical psychology
principles to make sustainable changes in psychotherapy and social action. Interdisciplinary knowledge
is essential, and students with backgrounds in computer science, start-ups, marketing, business, or
other realms outside of clinical psychology are encouraged to apply. Dr. Beard is also the faculty leader
for the Fowler Global Social Innovation Challenges and lab members will be encouraged to engage (see
the 17 United Nations Sustainable Development Goals for more information).

A few of our ongoing projects include:
e The PAU Positive Period and Plumbing Project (2022 PAU Strategic Initiative Grant)
e Evaluating levels of care in digital mental health startups (e.g., mental health coaching)
e Group therapy using therapeutic role-playing games
e Giftedness assessment - ethical and practical issues
e Community collaborations (e.g.,, Therapists in Tech, All Tech is Human, Digital Wellness
Collective)

2) Gaming

Gaming Disorder has been recognized by the World Health Organization as a problem (ICD-11) and
treatments are becoming well established in countries such as South Korea and the UK. The American
Psychiatric Association has recognized Internet Gaming Disorder (IGD) as a condition for further
research in the DSM-V-TR. Our goal in the Gaming lab is to help support research in the United States,
working with our international colleagues using a risk and resilience model. Check out some of our
publications below.

COLLABORATIONS

Our lab collaborates with the PAARC and i4Health labs at PAU with respect to applying the addictions
framework to gaming and using our knowledge of digital mental health to create innovative treatments.

METHODS

A comprehensive understanding of statistical and research methods opens doors to many different
fields of research. Working with our PAU community and with international collaborators, or Methods
emphasis is for students who are interested in statistical modeling and consultation, systematic review,

meta-analysis, and involvement in psychometric studies for US-based and cross-cultural research.
Methods is a heart of what we do in our lab. Example publications are included below.



ABOUT DR. BEARD

Dr. Beard is a research-focused leader specialized in the intersection between technology and
psychology. She has experience collaborating with clinical and research teams in leadership positions
on digital behavioral health design, mental health ethics and research, and protocol creation and
management. Her research centers around risk and resilience factors related to technology use,
including problematic engagement (i.e., Internet Gaming Disorder) and prosocial/positive factors. Other
areas of research include innovation, health psychology, neuropsychology, substance abuse, and
psychometrics. Dr. Beard was a 2021 recipient of the “Trailblazer in Tech” award from the nonprofit
community group, Therapists in Tech, where she served as the community leader for Ethics and Science
in 2021.

APPLICATION PROCESS

A limited number of students in the PAU PhD program will be accepted into the Innovation and Gaming
lab in 2023. Students from other programs (e.g., bachelors and masters) at PAU are also welcome to
enquire about the lab. Please send your CV, unofficial transcript, and a cover letter to Dr. Beard at
cbeard@paloaltou.edu. If you'd like more information about the lab before applying, feel free to reach
out via email to set up a brief conversation with Dr. Beard. You can also come by Dr. Beard’s office
hours on Fridays at 11:00am at the Allen Calvin Campus, Office 341. Please notify Dr. Beard if you plan
to come by.
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