Academic Goals
My primary area of academic interest is in the research and design of online learning environments in science education. My prior coursework and current professional appointment have provided me with a considerable grounding in the issues and literature of both science education and instructional technology. What I would like to do, with my remaining coursework, is become well versed and confident in a variety of methodological approaches.


Questions of design teeter on the brink between practice and theory, inquiry and evaluation. In order for the field to move forward, a variety of paradigms and methodological approaches will be necessary. To be a nimble researcher, I would like to examine qualitative and quantitative research at the advanced level in addition to considering perspectives in mixed methods, evaluation, and survey design. I also hope to engage deeply in the philosophical considerations, conversations, and arguments that guide and inform epistemology in the social sciences. 

Research Goals



As the Internet has become ubiquitous in out lives, educators have debated its role in education. Is it a force for good or bad, a waste of money or a vital investment? I am not interested in these evaluative conversations. Digital media is a medium like all others: books, movies, radio. It can do something things very well, and it will fail in others. I am interested in examining the features native to digital media and better understanding what types of information and experiences are enhanced by digital media and what types are hindered. In particular, I am interested in how digital media shapes science education.


Video games are a particularly fascinating digital medium to study because video games are natively digital, they have no real analog corollary. Despite a great deal of investment, the scholarly community does not have a great deal of understanding of video games as an educational medium. Unlike medium like books and movies, video games are composed of commands and algorithms much more so than they are of words and narratives. Educational video games can be epistemic statements, and as scholars pursue the business of creating, researching, and evaluating video games, there needs to be a more robust understanding of how video games can communicate the native epistemologies of an academic discipline. One of my research goals is to investigate and contribute to theoretically oriented arguments about how this new medium shapes educational messages in science.


A second, more empirical research goal for me is to investigate design implications of video games for classroom use. Most of the research on video games and education focus on student learning as a goal. While obviously important, this focus has neglected issues of classroom usability and teachers’ perceptions about using games in a classroom. I’m interested in leading the conversation about games from general questions about games and learning theory to specific issues about game design and classroom use, with a specific focus on teachers’ needs and perceptions when it comes to implementing video games into the classroom. 


Finally, I am interested in exploring conversations regarding methodological considerations as they pertain to questions of digital design. This is an area that is drastically underserved in current literature that can benefit greatly from scholarship in mixed methods and critical realism. 

Professional Goals

This past year, I published a peer-reviewed theoretical article addressing the first research goal I stated above regarding theoretical conversations about the affordances video games provide for science education communication. The paper explored what science educators call scientific literacy and authentic inquiry and how those concepts can and cannot be represented in a video game. Over the coming year, I will be speaking on this topic at the Games for Learning Institute and the Games, Learning, and Society Conference. I have been working with a series editor and scholarly press on a book proposal that investigates the issue addressed in this paper in addition to other problems in specific to science education and their implications on learning video game design.  That proposal is currently in its final stage of review, but I’ve begun to work on the books details with some optimism that I’ll find a publisher if the current effort does not pan out. 


I also hope to have a productive year performing original, empirical research. This summer I am conducting an internship with Erin Peters investigating teachers’ understanding of scientific literacy. This qualitative study will build my content understanding in issues of teacher development and scientific literacy while helping me deepen my proficiency in qualitative research. I hope this work can turn into at least one conference paper and eventually a publication. In addition, I am working with two of my fellow doctoral students at GMU on a quantitative study examining pre-existing data set from the Our Courts project, a civics education website founded by Sandra Day O’Conner that uses video games to teach middle-school civics. The three of us hope to have a paper prepared in time for 2011 submissions for AERA, and eventually a publication for a journal like the Journal of the Learning Sciences. 

Finally, I’ve begun to dip my toe into methodological scholarship. This work is fascinating, important, and while it is the most intellectually challenging part of my doctoral work so far, I’ve seen a great amount of my own personal growth as a scholar in this area and hope to keep the momentum going. This past year, I pursued an independent reading course investigating realism and pragmatism in the context of sociocultural learning theory (e.g., distributed cognition, situated cognition) and I would like to continue to synthesize these ideas into a coherent paper. I’ve also been working as a graduate assistant for Joseph Maxwell. Among the variety of topics I’ve been able to explore as part of this assistantship, Maxwell and I have begun to collaborate on culture, contiguity, and diversity and their implications on research. My goal is to continue to refine this important topic and produce not only a theoretical piece on this topic, but also think seriously about how to weave these contributions into what will ultimately be my dissertation. 
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