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RESEARCH EXPERIENCE:
Co-Principal Investigator. November 2012 - present.
University of Baltimore
#1ReasonWhy Gaming and Gender Study
This research in progress examines the use of the #1ReasonWhy Twitter hashtag
by women in the video game development community. It seeks to examine the
social network connections between the women and develop a set of qualitative
themes of across their experiences within the industry. Given the low
percentages of women working in the industry and the result this has upon the
product produced and popular culture it supports understanding the causes of



recruitment and retention issues becomes central to moving the industry towards
a more representative composition.

Senior Student. Project Manager. May 2008 - 2011.

Penn State University

EVOSTA: Examining Virtual Organizations through Socio-Technical Analysis,
https://evosta.ist.psu.edu/drupal/

EVOSTA is a research program, which examines the collection of institutions that
seek to collaborate around a very rare shared scientific tool. The institutional
stakeholders form a loose virtual organization around a High Resolution
Computed Tomography (HRCT) scanner, one of three such scanners worldwide.
Funded through the National Science Foundation number 106357,
Cyberinfrastructure. VOSS: Virtual Organizations and Sociotechnical Systems.

Dissertation Research. August 2007 - 2011

Penn State University

Collective Action Situated in Virtual Worlds

This is a research study, which examines two cases of collective action in the
virtual worlds of Second Life and Eve Online and seeks to determine a
theoretical model describing how the virtualization of protest changes the
fundamental process of protesting. The social structures that players develop in
virtual worlds resemble the complex, adaptive structures of the offline world and
often import from the offline that do not match up with the in-world narrative or
come into conflict with the policing forces of the world, represented by the
world’s owners.

TEACHING EXPERIENCE:
Associate Professor Fall 2017 - Present
Assistant Professor Fall 2011 - Spring 2017
University of Baltimore

Simulation and Digital Entertainment (SDE)

SDE focuses on engaging students with different aspects of the game design
process. Upon graduation students should be able to find a position designing
and developing video games or other gaming simulations within either the
professional game design industry or within other technology fields.
Courses Taught:

COSC 150: Introduction to Game Design

COSC 250: Game Scripting

COSC 315: Programming for Interactive Design

COSC 320: Game Concept and Design

COSC 324: Designing for Humans

COSC 390: Game Journalism

COSC 405: The Business of Game Development

COSC 499: Independent Study



MENTORING:

Interaction Design and Information Architecture (IDIA)

IDIA is a graduate level program offering doctoral, masters, and certification
programs. Coursework focuses upon web design and development, interaction
design, information architecture, human-computer interaction, user research and
participatory design methods.

Courses Taught:

IDIA 616: Designing for Mobile Web

IDIA 618: Dynamic Websites

IDIA 619: Interactive Multimedia

IDIA 790: Independent Study

Applied Information Technology (AIT)

AIT focuses developing practical computer skills and knowledge for students
seeking positions in the information technology field. Courses cover topics from
building and troubleshooting computer problems to developing and writing
desktop applications to installing and configuring web servers.

Courses Taught:

COSC 155: Internet Technologies: Mastering the Basics

COSC 324: Designing for Humans

COSC 403: Advanced and Object-oriented Programming

Instructor,
Penn State University,
Fall 2008, Spring 2010, and Spring 2011

Courses Taught:

SRA 497A: Statistical Analysis for Information Sciences

This is an intermediate-level statistics course emphasizing understanding
hypothesis testing and experimental design.

IST 431: The Information Environment

This required senior-level course explores the social aspects of technology with a
non-business focus. There is a strong focus on developing an understanding of
basic socio-technical and critical theory.
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Tenure Guidelines
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2011 - 15 Digital Designers Guild (DDG) Faculty Advisor

2012 - 15 Hypermedia Exam proctor and revision

2014 SCD Social Media Search Committee

2011, 2012, 2014 SDE Faculty Search Committees

2013 - 14 College of Arts & Science Scholarship Day Planning Committee
2013 College of Arts & Science Committee to Review Promotion & Tenure
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2012 - 13 University of Baltimore Online Education Committee

Association of Internet Researchers (AoIR)
Popular Culture/ American Culture Association
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