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Professional goals. 
My primary professional goal is to use the PhD program to develop myself into a strong candidate for assistant professor positions in the learning sciences and instructional technology. My research and academic goals are aligned to support this goal. I intend to conduct research and pursue coursework that provide me with skills and knowledge that helps me become an effective researcher, teacher, and contributing member to the scholarly community.
I believe I have made substantial progress toward this goal. I already have extensive experience with educational technology and I am developing competence in educational psychology. At this point I see my two primary professional weaknesses as a lack experience teaching in higher education and, to a lesser extent, a need for additional experience engaged in k-12 education projects.

Research goals 
	The program has helped me to refine and focus my research interests. At this point I would describe my research interests as the intersection of social and collaborative theories of learning, and interest driven learning (Ito, 2010). I intend to use these two theoretical perspectives to better understand and design new media for learning. See the graphical representation of my research interests as illustration of the next several paragraphs. These three areas of interest are much more tightly interwoven than I represented them in my diagram. In an attempt to bring clarity to the graphical representation I have broken apart my sub interests into these broader categories. In the next two paragraphs I discuss the two theoretical approaches to understanding the social nature of learning and the role that interest plays in learning. In the third paragraph I discuss a project I am currently working on that demonstrates how these theoretical perspectives come together to in the practice of my work on learning with new media. 
	From a psychological perspective, I find social theories of learning to be particularly powerful ways for understanding learning. While I include Bandura’s ideas here (1986) I am most directly interested in theories of learning that set the social nature of learning as the primary subject of analysis. In this respect, I find Vygotsky’s devotee’s cultural historical activity theory, which focuses directly on social and cultural contexts, much more potent for my interests (Roth & Lee, 2007). In my mind these ideas are tightly coupled with the notion of communities of practice (Wenger, 1998), the situated nature of cognition (Lave & Wenger, 1991), collaborative learning (Brown & Palincsar, 1989), and distributed conceptions of cognition (Pea, 1993). While I do not have the space in this essay to go into detail about each of these theories, collectively, this body of research suggests the need for examinations of thinking and learning embedded in and distributed throughout social contexts.  The social nature of cognition is central to my approach to understanding learning with new media, but it is also intimately connected with emerging literature on interest driven learning. 
	Much of educational research is research on coerced learning. In these cases researchers want to get someone to learn what they want them to learn. I am interested in the role a different kind of learning; the kind that occurs when one is following ones own interests. Ultimately, I would like to take research on interest driven learning and leverage it to inform the design of more formal learning environments. However, my current primary focus is exploring the kinds of interest driven learning that young people are engaging in both inside and outside of schools. In this vein, I am drawing on the critical role of identity and affinity in learning (Gee, 2000), the importance of affect and embodiment in learning (Lakoff, 1999), flow theory’s conception of motivation (Csikszentmihalyi, 1997), and the ways in which affinity and interest develop self-regulatory habits. I should also add that this is connected back to situated cognition through Gardner’s idea of the “Disciplined mind” (Gardner, 1999). In this view individuals develop their thinking through historically defined disciplines, for example through scientific thinking, historical thinking (Wineburg, 2001), or thinking like a designer. From the perspective of interest or affinity driven learning, developing competence in a domain, like history or science, is largely contingent on the extent to which one feels those fields are compatible with their personal identity. It is contingent on the extent to which they see themselves as the kinds of people that do history or science.  
	This brings me to the primary subject of my theoretical interests, understanding and designing new media for learning. Here I will discuss one of my current projects to demonstrate how the theoretical perspectives described above contribute to understanding and designing new media for learning. I am currently in the final stages of data collection for a multi-method qualitative research project focused on exploring how participants in the RPG Maker community, an online affinity group, are learning to design and create role-playing video games. In the process I am documenting the kinds of thinking and learning that occurs in the community. A brief description of the community and its’ practices will demonstrate how the study of this group connects my current research interests.  
Every day, several hundred members of the RPG Maker Community read through a new set of project development posts on the community’s forums. In each of these posts amateur game designers share 500-1000 word game proposals for community critique. Because of the narrative nature of the role-playing games genera, and in accordance with the community’s rules, each of these posts include a detailed narrative outline of the designers proposed game. This includes a presentation of elements of traditional composition, like the proposed games setting, characters, and storyline. It also includes elements associated with games as new media, like the proposed game’s mechanics, artwork, and audio. Over the next few days, each of these proposed projects receives extensive feedback from the community. After substantial revision, refinement, development, and continued engagement with the community, some of the community members’ will complete these games and share them with others. In other sections of the community website, members share their artwork or music, while others share bits of custom computer code, and still others share tutorials for specific processes of game design with the RPG Maker software. In each case, community members expect extensive critique of their compositions and are excited for other community members to incorporate their work into new game projects. Beyond the composition of games, it is also a space where participants explore and refine other modes of public writing, by composing guides and tutorials, and negotiating the community’s guidelines and rules. 
	It is clear from even this cursory vignette that a range of interesting and important things are going on in this community. The young people working collaboratively in this virtual space are engaged in critical design processes around art and composition. With that noted, the kinds of practices and activities going on in this space do not fit cleanly into existing research trajectories for understanding art, design, and literacies. Through this research I intend to document; who is involved in the community; develop a general sense of the extent and nature of their involvement; unpack what kinds of skills and knowledge participants are developing through their involvement; and identify the process by which participants find, join and advance within the community. 
Academic goals 
	I intend to complete a primary specialization in educational psychology with a secondary specialization in instructional technology. Through these studies my objective is to develop as a researcher and scholar. At this point most of my remaining course of study includes further engagement and practice in educational psychology and deeper explorations of research methods. I have read through the syllabi from previous semesters for each of these courses I am slated to take and am confident that this coursework will provide me with the experiences I need to further develop my competencies in methods and practices of for research in the learning sciences.  My academic goals directly support my research interests and provide the fundamental structure for accomplishing my professional goals. 
Conclusion
	Thank you for taking time to read through my goals and interests. I see my academic and research goals as instrumental to achieving my professional goal of landing a job as an assistant professor in the learning sciences or educational technology. I am particularly interested to know if committee members feel that my academic and research goals will enable me to achieve my professional goal. 
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