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Overview

• Education Development Center, Inc.

• NSDL Projects

– Gender & Science Digital Library (gsdl.org)

– Effective Access Research Project

– The FunWorks (thefunworks.org)

– Middle School Portal 2: Math and Science Pathways 
(msteacher2.org)

• Youth Virtual Learning Experiences (smartr.edc.org)

– NSDL Youth Resources Project
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MSP2: Virtual Learning Experiences

• Part of the MSP2 Pathway Project (SMARTR)

• SMARTR’s goals for youth:

– Develop increased STEM content knowledge

– Increase their ability to explore, discover, problem 
solve, think critically about STEM

– Increase their awareness of the educational pathways 
that lead to STEM careers.

– Increased awareness of new technological literacies 
and use technology in a productive and responsible 
manner.
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Youth-Centered Design Methodology
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Survey and Focus Group Analysis
• Use online/resources in science class (vs. math 

class)—youth would like to see more technology 
incorporated into their classes

• Most youth are online consumers and some are 
online producers, find value in both consuming 
content and creating it

• Mastery of basic computer functions (report writing, 
Internet searches)

• Approximately 25% of the sample used online social 
networking sites at least once a day
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Survey and Focus Group Analysis
• Science topics of interest include life science and 

chemistry; math topics of interest include arithmetic 
& fractions

• Identify trustworthy sites through adult 
recommendations, site URL stem,  .org url

• Prefer multiple methods of finding these things, 
dislike when too many/too few options are 
presented to them

• Direct answers, limited text, videos, and interactivity

• Dislike ads, not enough original information, childish 
look and feel
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Youth Co-Design Team



- www.msteacher2.org

Youth Co-Design Team
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End Product: SMARTR
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End Product: SMARTR
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End Product: SMARTR
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Contexts for Use
• In school

– Related to important science/math topics

– For use with existing STEM curricular content or MSP2 
Resource Guides 

• Out-of-school time

– Supplement STEM activities in existing programs

• Anytime/Anywhere learning

– Can be used by youth on their own in any setting

– Related activities on the site include – tech tools for kids, 
games, science news for kids RSS feed, etc.
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Thank you!

Kimberly Lucas

Education Development Center, Inc.

klucas@edc.org

617.618.2745
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