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Faculty Profile (1994 – 2020)
ACADEMIC OVERVIEW:
Dr. Borquez started teaching at USC during the fall 1994 semester in the Engineering School.  His early classes concentrated on cutting edge software applications and programming languages.  In 1995, he taught the first web development course at the Information Technology Program.  He won the Outstanding Teaching award in 1998 and 1999 based on his web development courses.  In 2002, Dr. Borquez taught the first video game development class in the School of Engineering.  He would later become the Associate Director of Education for the IMSC, an NSF Funded Research Center at the Viterbi School of Education.  In 2012, Dr. Borquez created and taught the Digital Playbook for Entrepreneurs course.  He has been on faculty at the Greif Center since 2012 and won the Golden Apple Teaching Award in 2018.
INDUSTRY OVERVIEW:
Founder of Grab, a software and technology company focused on emerging platforms including augmented and virtual reality.  Anthony’s various commercial applications have been downloaded more than 100 million times and featured across various content stores.  Strategic partners include Google, Magic Leap, Turner, Lionsgate, NBA, and Seagate.  In 2013, Anthony spun out a new company: Grab Analytics. Grab Analytics is a strategic mobile analytics partner with Twitter and Amazon and helps companies effectively market their mobile initiatives.

 

Prior to Grab, Anthony was Founder/CEO of Blue Label Interactive, a mobile game company acquired by Konami in 2006.  At Konami, Anthony served as Vice President of Konami Digital Entertainment and was responsible for the online and mobile business. 

 

Before starting Blue Label, Anthony co-founded Spacient Technologies, an enterprise mobile software company that was acquired by Trimble (NYSE: TRMB  Market Cap $2.5 billion), an industry leader in mobile GPS technology. 
 

Dr. Borquez has been teaching at the University of Southern California since 1994.  Anthony received his BS, MS, MA, and Doctoral degrees all from the University of Southern California. 

UNIVERSITY:
Entrepreneur in Residence, University of Southern California, Marshall School of Business
Faculty, University of Southern California, Viterbi School of Engineering, ITP
Board of Counselors, Annenberg School of Communication & Journalism 
     Los Angeles CA 90089
     Tel: (310) 309‑0590        

     email: anthonyb@usc.edu

EDUCATION:

Bachelor of Science, Marshall School of Business, University of Southern California, 1994

Master of Science, Instructional Technology, University of Southern California, 1998

Doctor of Education, Instructional Technology, University of Southern California, 2004

Master of Art, Communication Management, University of Southern California, 2007

Harvard Internet Law Program, Harvard Law School, 2003


AREAS OF TEACHING, RESEARCH, AND CONSULTING

Technology Entrepreneurship; Video Game Entrepreneurship; Video Game Production; Big Data; App Development; Mobile and Wireless Technologies; Digital Marketing; Programming and Customizing ERP - Enterprise Resource Planning systems; Database Development;
COURSES TAUGHT:
BUAD 301 – Technology Entrepreneurship

BAEP 465 – The Digital Playbook: Creating a Tech Startup
BAEP 599 – Video Game Entrepreneurship

GSBA 588 – Futurethon Capstone Course

ITP 470 - Information Technology Practicum

ITP 280 - Video Game Production

ITP 499 - Building Social Games

ITP 342 - Mobile Device Programming

ITP 421 - Programming ERP Systems

ITP 320 - Enterprise Resource Planning Systems

ITP 300 - Web-based Database Systems

ITP 150 - Visual Basic Programming

ITP 250 - Building Client/Server Applications

ITP 450 - Designing E-Commerce Applications
ITP 101 - Information Technology

INDUSTRY AFFILIATIONS & CONSULTING:

Grab Analytics, Chairman, Founder, CEO (2013 to 2019)

Grab Games – Chairman, Founder, CEO (2009 to 2019)

Envy Gaming – Board Member (2017 to present)

Faceroll Games – Co-Founder (2012-2018)

Konami – VP, Online & Mobile Business (2006-2009)

Blue Label Games –Founder, CEO (2003-2006) acquired by Konami (NYSE ‘KNM’) in 2006
Spacient Technologies – Co-Founder (2000-2002) acquired by Trimble Navigation (NASDAQ ‘TRMB’)

CONSULTING: Activision, Scientific Games, Turner, HBO-Max, Fox, Cisco, CBS Interactive, Electronic Arts, Jamdat Entertainment, Delloite Consulting, KPMG, Disney, William Morris Endeavor, Envy Gaming, Boxes, Everest, Playmaker Mobile, SonoSim, Seimer & Associates, Los Angeles Department of Water & Power; Nokia Corporation; SUN Microsystems, KLA Tencor; Hughes Aircraft Company; DirectTV; NCR (Terra Data Division); Western International Media; California Climate Action Registry; 

FUNDED PROJECTS

Associate Director – USC IMSC – Integrated Media Systems Center (National Science Foundation) 2005-2006.

Co-Principal Investigator - SAP Corporate Research on the Implementation of Mobile and Wireless GIS Systems to Improve Business Operations. 2001-2002
Faculty Consultant/Instructor – USC Powell Foundation.  Implementation of Academic Assessment Instruments for Technical Programming Curriculum.  2002

Faculty Member - Learning with ISLA. National Endowment for the Humanities (NEH).

Integrating the Web-based ISLA (Information System for Los Angeles) Humanities Materials

 into the Learning. 1997-1999.

Faculty Member - Virtual Factory Teaching System. National Science Foundation (NSF) (1996-1997). 

ACADEMIC PROGRAMS

Founder – USC Video Game Production Program in conjunction with USC School of Cinema, Fine Arts, and Computer Science, 2002-2003.

Founder – SAP Academic Alliance Program with USC School of Engineering’s Information Technology Program.  1998-2003.

Co-founder – USC Law School and Engineering School program for Law and Society. 2003.

Founder - University of Southern California’s Oracle Software Partnership in the School of Engineering.  1999-2003.

Faculty Advisor – USC Marshall Undergraduate Entrepreneur Club 2016 – present.

Co-Founder – Codeing at Greif (Programming Club for Business Majors).

Co-Faculty Coordinator - SCALE Conference, annual Business School Technology and Entertainment Conference (2017 – present)
Faculty Advisor – USC Blockchain Organization

Faculty Advisor – XRSC (Extended Reality Student Organization)

Faculty Advisor – USC FinTech (Financial Technology Organization)

PRESENTATION
Borquez, A.B., “Presenter: Accessing Data in a Virtual Environment,” CES Conference, Las Vegas, Nevada. January 2020

Borquez, A.B., “Panelist: Entrepreneurship in Blockchain,” Dev Nights, Los Angeles, CA. November 2019 

Borquez, A.B., “Moderator: Future of Digital Marketing,” SCALE Conference, Los Angeles, CA. November 2019

Borquez, A.B., “Moderator: Founder Interview,” DICE Conference, Dubrovnik, Croatia. September 2019

Borquez, A.B., “Panelist: Esports Growth Opportunities,” Latham & Watkins Conference, Los Angeles, CA. June 2019 

Borquez, A.B., “Moderator: The Future of Gaming,” SCALE Conference, Los Angeles, CA. March 2019

Borquez, A.B., “Trends Driving the Gaming Ecosystem,” Consumer Electronic Show (CES), Las Vegas, NV.  January 2019
Borquez, A.B., “Gaming and the Killer AR/VR/MR App,” Consumer Electronic Show (CES), Las Vegas, NV.  January 2019

Borquez, A.B., “Creating a Killer Viewing Experience,” Esports Business Summit, Las Vegas, NV.  October 2018

Borquez, A.B., “AR/MR in Hollywood and Advertising – An Experiential Creative Platform,” Digital Hollywood, Los Angeles, CA.  October 2018

Borquez, A.B., “Creating Twitch Extensions for Deeper Audience Engagement,” Electronic Entertainment Expo, Los Angeles, CA.  June 2018

Borquez, A.B., “Gameview AR: an AR tabletop game viewing experience (partners with ESL, Turner, PGA, NBA),”VETC 2018: The Grand Convergence, Los Angeles, CA.  June 2018

Borquez, A.B., “Keynote Address: Trends in Blockchain and Cryptocurrency,” SCALE Conference, Los Angeles, CA. April 2018

Borquez, A.B., “Moderator: The Future of Gaming,” SCALE Conference, Los Angeles, CA. March 2017

Borquez, A.B., “Panelist: Grow Your Audience with Interactive Twitch Integrations,” Twitchcon, Anaheim, CA.  September 2017

Borquez, A.B., “Moderator: Augmented Reality Salon,” USC School of Cinematic Arts, Los Angeles, CA.  October 2016

Borquez, A.B., “The Language and Aesthetics of VR: The Challenge of Creating TV-Movies, Advertising and Other Experiential Programming,” Digital Hollywood, Los Angeles, CA.  October 2016

Borquez, A.B., “VR Game Creation – The Deep Dive – Immersing in a Virtual Experience – Thinking a Breathing in a Cyber Universe,” Digital Hollywood, Los Angeles, CA. May 2016

Borquez, A.B., “2016 Virtual Reality Analytics Web Summit,” Greenlight VR Summit, San Francisco, CA.  March 2016

Borquez, A.B., “Gaming and the Killer AR/VR App,” Consumer Electronic Show (CES), Las Vegas, NV.  January 2016

Borquez, A.B., “VR Game Creation – The Deep Dive – Immersing in a Virtual Experience – Thinking and Breathing in a Cyber Universe,” Digital Hollywood, Marina Del Rey, CA.  October 2015

Borquez, A.B., “View from the Top: State of the Game Industry,” SoCal Innovation Forum 2015, Los Angeles, CA.  September 2015
Borquez, A.B., “Entrepreneur of the Year Moderator: Riot Games, Brandon Beck and Mark Merrill,” USC, Los Angeles, CA.  August 2015

Borquez, A.B., “Virtual Reality Technologies” WeChat/Tencent Conference, Los Angeles, CA.  August 2014

Borquez, A.B., “View from the Top: State of the Game Industry,” NY Games Conference, New York, NY.  September 2013

Borquez, A.B., “Mobile Game Industry Trends,” Silicon Beach Summit, Los Angeles, CA.  September 2013

Borquez, A.B., “Big Data and Analytics in Mobile,” Silicon Beach Fest, Los Angeles, CA.  June 2013

Borquez, A.B., “Video Game Monetization and Analytics,” Silicon Beach Summit, Los Angeles, CA.  September 2012

Borquez, A.B., “Social Gaming and the Integration of Brands,” William Morris Endeavor Conference, San Diego, CA.  February 2012
Borquez, A.B., “Overview of the Video Game Industry 2011,” Silicon Beach Summit, Los Angeles, CA.  September 2011

Borquez, A.B., “The App Economy,” University of California Los Angeles, Los Angeles, CA.  April 2011

Borquez, A.B., “Mobile Gaming: Lessons Learned from Leading 3rd Party Publishers,” Consumer Electronic Show, Las Vegas, NV.  January 2009

Borquez, A.B., “The Future of Mobile Gaming,” Games Developer Conference, San Francisco, CA.  March 2008

Borquez, A.B., “Cross-Platform Games & Applications,” Casual Connect Conference, Seattle, CA.  July 2008

Borquez, A.B., “Keynote Address: The Future of Interactive Games,” USC Industry Night, University of Southern California, Los Angeles, CA.  April 2007
Borquez, A.B., and Wainess R., “Video Game Design Considerations in a Higher Educational Setting,” Center for Scholarly Technology, University of Southern California, Los Angeles, CA.  May 2003

Borquez, A.B., “Feasibility and Strategies for Integrating Video Game Curriculum into Higher Education,” XBOX Division, Microsoft Corporation, Seattle, WA.  December 2002

Borquez, A.B., “Keynote Address: USC School of Engineering 3D-Animation Minor Program,” 3D Animation Conference, University of Southern California, Los Angeles, CA.  December 2002

Borquez, A.B., “Keynote Address: Web Technology,” WebT Industry Night, University of Southern California, Los Angeles, CA.  March 2002

Borquez, A.B., “Applications of Mobile GPS and GIS Mapping for Improved Service Operations,” SAP Corporate Research, Orlando, Fl, February 2002

Borquez, A.B., “Mobile Research, Education, and Technologies,” 2001 Mobile Solutions Symposium, University of Southern California, Los Angeles, CA, December 2001

Borquez, A.B., and Stern, C.T., “Mobile Solutions Market Overview,” 2001 Mobile Solutions Symposium, University of Southern California, Los Angeles, CA, December 2001

Borquez, A.B., and Stern, C.T., “Mobile Middleware Technologies,” University Seminar, University of Southern California, Los Angeles, CA, September 2001

Borquez, A.B., and Vawter, R. “Implementing ERP Curriculum into Higher Education,” SAP University Alliance Program, Austin, TX, March 1999

PROFESSIONAL AFFILIATIONS
Academy of Interactive Arts & Sciences, Member

Certified SAP Business Consultant

Microsoft Certified Solutions Developer, Certified Professional (MSCD, MCP)

International Game Developers Association, Member (IGDA)
Certified Novell Systems Administrator (CNA)
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