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SUMMARY

Designer and engineer trained in Penn's Digital Media Design program, working where interaction design, learning, and code 
meet. I have designed and built interactive learning modules, therapeutic games, training courses, and learning platforms, testing 
them with real users from middle schoolers to nursing post-graduates, and I build what I design. A poet and performer as well, I 
care about clear language and the feel of an experience as much as its function.

SKILLS

Research:  User interviews  •  Client discovery  •  Classroom and play-session testing  •  Needs analysis  •  Stakeholder and SME 
partnership
Design:  Interaction design  •  Learning experience design  •  Prototyping  •  Animation and motion  •  Visual design (Illustrator)  • 
Brand identity and logo design  •  Book layout  •  Accessible design  •  Content and plain-language writing
Build:  React  •  HTML / CSS  •  JavaScript  •  Creative coding and generative visuals  •  TouchDesigner  •  Canvas LMS

DESIGN EXPERIENCE

University of Pennsylvania, Institute of Cognitive Research  ·  Interaction Designer, Pennlincs 2007 – 2009
• Designed the look and feel of five interactive math modules in Illustrator and built their animation and interaction layers.
• Field-tested modules in grade 7–8 classrooms, feeding observations back into design; built a reusable component library. 

Featured in The New York Times.
School of Nursing, University of Pennsylvania  ·  Consultant and Lecturer 2012 – 2013
• Built three interactive prototypes and two mobile mockups for the PTSD Toolkit for Nursing web training course, featured in 

a 2014 White House fact sheet.
• Held design meetings with five teams building healthcare software; lectured on game design and "How to Talk to a 

Developer."
Little Bird Games  ·  Web Developer 2013 – 2016
• Joined design sessions with the lead designer, product manager, and clients; designed an ADHD-intervention game suite for a 

Florida State University study and a Duke University learning platform for 400 Chinese high school students applying to U.S. 
colleges.

Center for Autism Research, Children's Hospital of Philadelphia  ·  Lead Software Developer 2009 – 2012
• Built four game-based interventions for children on the autism spectrum and helped run play sessions with twenty 9–12 

year-olds.
Argo Digital  ·  Technical Lead 2017 – 2018
• Led user interviews and client communication for two software products, translating findings into features for a four-person 

team.
Galvanize / Bloom School of Technology  ·  Curriculum Developer / Lead Instructor 2020 – 2024
• Designed learning experiences end to end and a company-wide guided-projects workflow in Canvas, from instructor needs 

through rollout and training.

BRAND AND PRINT DESIGN

Nick Virgilio Haiku Association, brand identity and logo treatments; layout and design of three books; coordinated web redesign 
with contractors 2024 – Present
House Poet, brand identity

INTERACTIVE AND MEDIA WORK

Victim Interface, interactive installation, New Media Caucus Symposium, Arizona State University 2026
University of Iowa, course-integrated interactive installations in TouchDesigner 2024 – 2026
Moonstone Arts Center, guide interns' web, design, and content projects 2025 – 2026

EDUCATION

University of Pennsylvania, B.S.E. Digital Media Design; DMD Achievement Award 2007
Western Governors University, M.S. Learning Experience Design and Educational Technology 2024
University of Iowa, Iowa Writers' Workshop, M.F.A. Creative Writing 2026


