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Shreya

Rajahamsa

H I  T H E R E !



Having worked in diverse roles to enhance learning and graduated
from Harvard University with a Masters in Educational Technology, 
I thrive at the intersection of:

I’m an Ed-Tech Design Strategist

Market Analysis and Fit
Roadmap development
People / stakeholder management

Strategic Product Management

Research and Analysis
Data driven lesson planning 

Evidence-Based Learning Design

Learner feedback integration
Prototyping and Testing
Qualitative and Quantitative Analysis 

Learner-Centric Product Development



User Test
+ Iterate

My Design Process
I often adopt the Double Diamond Design process, converging and diverging as I move from the
research phase to ideation to the implementation stage.

 Classroom 
Observations

User interviews
students + teachers

Stats - Big Picture 
deep dive

Analysing Current
interventions

Brainstorming
30+ ideas

Bundling 
themes Mocks up and 

Prototype

Design 
Brief



A Collection of my Projects
You will always find empathy and evidence in my creative work.

Growing GoodA Taste of PhonicsGRYP JournalNarrataur



Narrataur 
A Comprehension Partner that Thinks Aloud

Independent Project for a course by Prof. Chris Dede



Welcome
to Narrataur!!

Narrataur is envisioned to be an engaging, animated character
designed to enhance students' reading comprehension skills. 

When users launch the app, Narrataur guides them through various
learning objectives by reading stories aloud and demonstrating
thought processes for decoding and understanding the text.

For each comprehension objective, Narrataur reads a story,
verbalizes key strategies, and either fills out a graphic organizer or
engages in a related game. 

Afterward, students are encouraged to apply these thinking
routines to new stories of their choice. If they encounter
difficulties, they can rewatch Narrataur's instructional video for
additional support.

What is Narrataur?



Problem

Many existing reading apps focus on fluency and engagement
but often do not prioritize deep comprehension, leaving
students with gaps in their critical thinking. 

Why is this a gap?

Reading fluency does not guarantee comprehension.
Ultimately, “Reading is Thinking”.  It is understanding the
essence of the text.

https://files.eric.ed.gov/fulltext/EJ1230535.pdf
https://files.eric.ed.gov/fulltext/EJ1230535.pdf


How existing Apps work

Superficial 
Engagement

Lack of Focus on
Comprehension

Limited 
Assessment

Many apps that rely on Gamification
strategies, do it superficially. They
reward number of pages read or
books completed which can be done
by simply flipping the digital book. 

Video books and “Text-to-speech /
speech-to-text” apps focus too much
on fluency and less on the actual
comprehension of text. Fluency does
not guarantee comprehension.

Apps that do leverage games / graphic
organizers for comprehension, do not
provide reason for answers. It is often
a trial and error or a game that is
unrelated to the objective.

Access research

https://docs.google.com/spreadsheets/d/13YDD3eZ2s321AmHqyJYyZs1HDmGla5Cg6Hgodh9uCJU/edit?gid=0#gid=0


Research & Research Methods

I first identified this challenge in 2020 during school closures caused by COVID-19. There were abundant reading 
apps to turn to but very few that made comprehension accessible.

I conducted Secondary Research and I interviewed 10+ educators, parents, 20 elementary school students, 

Parents:
“Kids should become independent readers - they should
be able to read and understand a story on their own”

Elementary school kids: 
“I like reading digital stories but many times I don’t
understand the text”
“When I play reading games, I keep trying until I clear the
level.”

“There should be adaptive learning algorithms that adjust
content based on comprehension level”

“Besides prior background knowledge, metacognition is
very important for a reader to develop critical thinking
skills”

Access research

https://docs.google.com/spreadsheets/d/13YDD3eZ2s321AmHqyJYyZs1HDmGla5Cg6Hgodh9uCJU/edit?gid=0#gid=0


Insights - Metacognition is Key

Metacognition = Thinking about Thinking. 

It highlights one’s own cognitive process.

and is central to building critical thinking

skills. It is also a very teachable skill such

as modeling, read alouds, self-reflection.

Access research

https://docs.google.com/spreadsheets/d/13YDD3eZ2s321AmHqyJYyZs1HDmGla5Cg6Hgodh9uCJU/edit?gid=0#gid=0


Design Goal: How might we foster metacognition for elementary
readers while they engage with new texts?

Dialogic 
Reading

Think Alouds
through 

Modelling

Objective-
aligned

Comprehension 
Games 

Real-time
Feedback

Graphic 
Organizers

(Making 
Thinking Visible)

Reflection
Journals



Design Decision - Think Aloud through Modelling and Graphic Organizers

Why I chose to Prototype Think Aloud + Graphic Organizers

Reflection 
Journals

Graphic 
Organizers

Think  Aloud
Strategies

Comprehension
Games

Im
p

ac
t

Complexity to Integrate  into Tech

Dialogic Reading Real-Time 
Feedback

After brainstorming and identifying potential
solutions, I evaluated and analysed which solution
is most viable on and prioritised it on the basis of
impact, complexity to integrate into Tech,
engagement, and scalability. 

An instructional video by a relatable animated
character that can be played any number of times
for the same video seemed to be the most lean
way to begin.



Prototyping  and User Testing

The goal was to make it a lean prototype that’s easy to build and test. I created a video of
a few story texts with a voiceover of the character Narrataur reading it.

The video also contains Narrataur thinking out loud the strategies to comprehend the
text + play a comprehension game + use a graphic organizer.

I tested it with 5 different elementary school kids by playing the video first and then
giving them the comprehension game + graphic organizer for the same objective.

Access Prototype here

https://drive.google.com/drive/folders/1wA2XaP0covWVvlljZUsk7ewx2w9h-B1z?usp=drive_link


Feedback My Reflections

Student: “I love the
character 
Narrataur 

and 
how it thinks!”

Parent: “This is great
in the absence of a
teacher/parent but

should be done for all
objectives”

Teacher: “This could be a
great support tool for

comprehension practice
in class / at home”

It was an incredible opportunity to explore this
problem at greater depth.

On seeing kids get excited about a character that
thinks out loud makes it likely that it would be an
engaging way to foster metacognition. 

The use of a character could also be developed
into Dialogic Reading by leveraging advanced
technology such as Predictive AI + Generative AI,
which would also create the Protege Effect.

However, for now, the focus is to continue
working on the limitations that a pre-recorded
video format for modelling thinking can pose.



GRYP
Like Duolingo, but for Careers

Note: As the Entrepreneur-in-Residence, I led the end-to-end product conception and development



The student-counselor ratio is 3000:1 in India, leaving
students without the essential guidance needed to make
informed decisions about their careers and college
choices. 

This significant gap in support leads to students often
choosing misaligned career paths, which can result in
dissatisfaction, underachievement, and untapped
potential.

 93% of schools in India lack Career Counselors



GRYP

GRYP is a mobile-based app designed to provide a self-paced,
goal-oriented approach for students to navigate their career
journey. 

Each goal is supported by curated resources and a community
platform for peer-to-peer learning, ensuring comprehensive
guidance. 

The process is gamified, with points and badges that unlock
opportunities for students to build their profiles and resumes,
making career navigation engaging and rewarding.

Grow and Realize Your Potential



Features

Profile page that they can use as a
Digital Resume

A list of Goals for the User to pick from
Provides flexibility as per stage i.e
exploration, profile building, college
applications

An opportunity board that allows users
to view opportunities and filter as per
choice



Goal-Based Learning:
Motivation and Engagement: Goal-setting in learning enhances students' motivation by providing clear objectives and
measurable milestones. It helps students understand what they need to achieve and keeps them focused on their educational
journey. Goal-based learning promotes deeper engagement as students see their progress and understand the relevance of their
activities (Bellotti et al., 2013).

Gradual Progression: By setting specific, measurable, attainable, relevant, and time-bound (SMART) goals, students can clearly
see the pathway to their final career aspirations, ensuring a sense of direction and purpose.

Gamification:
Increased Motivation and Performance: Gamification transforms the learning process into an interactive and enjoyable
experience. Studies have shown that incorporating game elements such as points, badges, and leaderboards can significantly
boost students' motivation and performance (Domínguez et al., 2013; Garris et al., 2002).

Enhanced Engagement: Gamified learning environments encourage active participation and sustained engagement. By
incorporating game mechanics, students are more likely to remain interested and committed to their learning tasks (Giannetto et
al., 2013).

Why Goal-Based and Gamification?



Third Party
50%

No
30%

Yes
20%

Peers
40%

Internet Sources
30%

Family
20%

Teachers
10%

Self Awareness
30%

Career Roadmapping
30%

Industry Awareness
20%

College Applications
10%

Building Profile
10%

Design Process
I followed IDEO’s Design Thinking Process with several rounds of iterations each time, repeating the cycle:
Empathize — Define — Ideate — Prototype — User Test — Develop 

Surveyed 1000+ Students

Empathize Key Insights

Interviewed 12 high school students

Purpose of Seeking Career GuidanceSchools with Counselors Source of Guidance

Students may be in 2 career stages at the same time i.e
Career Exploration and College Applications

Among family members, students turn to cousins as
they are more relatable. Students seek to connect with
more peers for assurance of not being alone in their
journey

Students are motivated to gain access to opportunities
that build their profile / CV

With an 80% of students using mobiles, students prefer
solutions that are mobile-friendly



Ideate 

Regular “How Might We” 
brainstorming sessions

Design Decisions

Ease of Implementation

Impact

Mobile App
(Personalized) 

Mentorship
ProgramsTeacher

Training

B2B SaaS
Platforms

Through out the Product life-cycle, design decisions were user-
centric while also balancing other factors such as Ease of
Implementation, Scalability, Competition, Adoption,  Accessibility. 

A mobile phone app, given ownership of mobiles across the high
school demographic,  high potential of impact, usability,
engagement was the most feasible solution among other things. 



Prototyping 

I followed a Rapid Prototyping process to build GRYP. Given the number of elements and features, I wanted to ensure that each feature
is as user-centric, lean, and relevant. 

Our Solution was to digitise the process that a student goes through when they speak with a counselor. 

We moved from Low-Fidelity mockups and seeking feedback to designing mid-fidelity prototypes. After multiple rounds of User
feedback, we created Hi-Fid Mocksups on Figma that eventually got developed into an App. I created a Product Requirement Document
to communicate and collaborate with the rest of the team. 



User Testing and Feedback

Card Sorting
Allowed us to build the architecture of the App. 
Gave us deep insight into how high school
users navigate.

Focus Groups
It gave us diverse perspectives at once. It was
an efficient way for s to test with a larger set.

                             Usability Testing
We gave high school students access to the
Figma prototype and observed how they used
it while they also thought out loud as they
navigated the app.

A snippet of the Feedback:

“I wish I had something like this when I was in school”

“As counslors I would encourage this as a hybrid solution”

“I wonder if it can be personalized even more, may be curate goals instead of me picking from a list”

“We love the App! It is what we need to get clarity on our career raodmap”



Reflection

Limitations:
There is a need for constant updation with respect to opportunities and resources
Long-term engagement could be challenging

The use of AI:
An AI powered Career Coach is currently being explored
AI could help personalize career pathways and roadmaps

Scope:
From the observations, the app is extremely promising. It has the potential to fill the gap of career guidance
and navigation. 
The goals can be used to personalize the career journey and as the app’s algorithm advances the resources and
suggestions of opportunities get enhanced as well.



A Taste of Phonics
Providing meaningul and scaffolded texts for early readers

Note: This was a collaborative project. My role contributed to Secondary research and Final Book Illustrations

















Click here for the Prototype and Research

https://drive.google.com/drive/folders/1wA2XaP0covWVvlljZUsk7ewx2w9h-B1z?usp=drive_link




Reflection Journal for Teachers



Multiplying Impact

As a teacher and Teaching Fellow during the Teach For India
fellowship, I was exposed to the ground realities of the
inadequate instructional and professional coaching that
teachers receive in a year.  Less than a week cumulatively. 

Ever since, I’ve been passionate about supporting teachers
through training workshops  and personalized coaching.

This Journal was made to fill the gap of regular coaching that
teachers need and want. The journal is instructional in that it
provides coaching models which can then be discussed
monthly through Communities of Practice.



Sneak-peak into the Journal



Reflective questions based on different Coaching Models



What stage is this at now?

The journal is in the pilot stage. I used it to coach Teaching
Fellows at Breakthrough Collaborative and it is currently being
used by a school in India.

It’s undergoing a second iteration to incorporate QR codes /
integrate Google forms that could make it easier for the
teachers to fill and also for a Coach to access it remotely
thereby increasing access to coaching.



A Curriculum to Foster Social Good

Note: Project is only in  Problem definition and Ideation Stage



Growing Good is a potential hybrid educational platform that would use daily news stories and
stories about everyday people to foster civic values, social awareness, and engagement among
middle and high school students through interactive, reflective, and project-based learning.



Why is there a need?

It is now more than ever that the next generation of leaders need to strengthen their foundational
understanding of their own identity, diverse identities around them, and the values that
harmoniously tie communities together. 

Traditional Social Studies curriculum is failing and nudging us towards an increasingly polarized world.

By using News stories, Growing Good hopes to help students understand themselves and the
world around them better. It hopes to help them develop the skill of empathy and perspective
taking

Access Research

https://drive.google.com/drive/folders/1wA2XaP0covWVvlljZUsk7ewx2w9h-B1z?usp=drive_link


Initial Prototyping based on Literature Reviews

Exploring the potential of News Stories as a source for reflection and Social and Emotional Learning.



for taking a look at my work

You may reach out to me at:
shreyarajahamsa25@gmail.com


