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SELECTED PROFESSIONAL EXPERIENCE

Curriculum Developer, Personalized Computational Thinking for Grades 3-8 (CodePlay)
(2017—present). Infusing computational thinking into new and existing STEM curriculum
materials. This project is a Researcher Practitioner Partnership (RPP) between Braintree Public
Schools (BPS) and EdGE at TERC. The purpose of this RPP is to build a strong foundation for
the teaching and learning of Computational Thinking (CT) in upper elementary and middle
schools throughout BPS, and in doing so, to inform a scalable and generalizable model of
personalized CT education for a broad audience of diverse learners in grades 3-8 with cognitive
differences.

Curriculum Developer, Zoombinis: The Full Development Implementation Research Study of a
Computational Thinking Game for Upper Elementary and Middle School Learners (2015—
present). Developing curriculum materials to bridge gameplay and formal instruction; labeling
gameplay data. The Zoombinis implementation research study examines the development of
computational thinking for upper elementary and middle grades students. This project leverages
an existing game by (1) embedding tools for studying patterns of students' decision-making and
problem solving in the environment and (2) providing classroom teachers with resources to
bridge gameplay and formal learning for a wide variety of students.

Lead Curriculum Developer, EarthLabs (2008-2016). Developing online curriculum.
EarthLabs provides a model for rigorous and engaging Earth and environmental science labs by
offering the laboratory experiences needed to elevate Earth science to a capstone high-school
science course that coheres prior science studies and benchmarks students for college placement.
EarthLabs units offer sequences for learning science concepts through hands-on experiments and
data analysis. Using satellite imagery, numerical data, computer visualizations, and video,
students explore Earth system processes and build quantitative skills that enable them to
objectively evaluate scientific findings for themselves.
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