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1. Limited rhetorical / theoretical analysis of OLPC so far: 

• “Interrogating the OLPC Project,” (2009) Ya-Yin Ko, MA Paper, York University’s Communication and 
Culture Program. Discourse analysis of Negroponte and OLPC marketing. 

“I argue that the project propagates a discourse that defines the “Third World” child as a generic blank slate that 
ought to be transformed by the marvel of a “First World” machine.” 

• “Social Impacts of Mobile Technologies for Children: Keystone or Invasive Species.” Christopher 
Hoadley, NYU. 

The XO is an “invasive species” that has not evolved in ecosystem in to which it is being inserted.” 
• Possibility: Analysis of the visual rhetoric of OLPC, especially in light of the new website design: 

http://laptop.org. 
 
2. Provide technical support for OLPC / Sugar 

• RIT Senior Seminars (2009, 2010) on OLPC and their current work: revising the Sugar web site. 
• Documentation of Sugar software: Lee Tesdell’s “Technical Documentation, Policies, and Procedures”: a 

project for Tech Writing Students around the country. 
 
3. Study, support, and critique others’ deployments: 

• Mark Warschauer and Morgan  Ames (2010), “Can One Laptop Per Child Save the World’s Poor?” 
evaluates OLPC in Peru, Uruguay, Paraguay (site of Ames’ dissertation research Dept of Communication, 
Stanford), and Birmingham Alabama, as well as broad OLPC issues. 

• Bellarmine Anthonia Ezumah. (2010). Toward a Successful Plan for Educational Technology for Low-
income Communities: A Formative Evaluation of One Laptop Per Child (OLPC) Projects in Nigeria and 
Ghana.  Participatory research: Diss. Howard University, Dept of Mass Communication and Media Studies. 

 
4. Lead a US deployment: 

• Gerald Ardito (2010), The Shape of Disruption: XO Laptops in the Fifth Grade Classroom. Middle school 
teacher and doctoral student. Dissertation. Pace University. 

 
5. Lead a US-to-global deployment: 

• Fargo-to-Sudan project: after school pilot with refugee students from Sudan (and others). 
• Expanding to school wide K-5 deployment 2011-12. 
• Ultimate goal: build knowledge of hardware, software, curricular integration in order to support OLPC 

Southern Sudan. 
 
These XO projects (esp. deployments) and Sugar are R&D, long term, subject to failure.  Studying is safer than 
deploying, but the risk and challenge of a deployment will outweigh the value of observation / analysis only. 
 
Writing and research in action, in motion. 
 
Working K-5 is out of the ordinary for CW, but might work for those who work with English Education programs. 
Sugar K-5 can lead to middle school programming: E-toys, Scratch, and Python for creating activities.  “Literate 
Programming” throughout K-12 might help fosters a culture of creative computing that integrates programming and 
digital storytelling, programming and communication more generally, that will eventually be brought to college.  
Program or be programmed. 



Chris Lindgren 
North Dakota State University 
 
Madison Tech Team: Sugar Exploration 
 
1. The TECH TEAM Project:  

• We took on Ardito’s classroom experts model, but used it as a usability test that serves as a pre-test into the 
new tech team for the 2011-2012 school year 

• Who’s on the team? 
Formed by Chris Gast, the Technology Coordinator at Madison 
Core “Tech Team”: 4 girls (1 spanish, 3 Sudanese refugees) and 1 boy (white) 
Late-comer 4th graders: Two boys 
Also, occasional team members 

• Team Support: Chris Gast, Chris Lindgren, and Dr. Brooks. We are bringing in the teachers to this project, 
starting in June with a Sugar Orientation Workshop. 

• Meeting Methods 
Typically have a project with a desired goal to meet within the 45 minute time period 

 
2. What we did:  

• Etoys: asked students to plan and create a multimodal story to send to school in Sudan 
First few weeks burst of excitement 
Students loved the potential to make what ever they wanted by “making things move.” They wanted more 
help with the scripting than we could offer. 

• Connectivity testing w/ Activities: Kids drawn to Chat and we tried it in Write, spent a whole session 
tinkering, and revealed some issues surrounding how many people can share an activity at one time (3-4 
max) with a SoaS or the activity would freeze.  

• InfoSlicer: An activity designed to help students gather research and synthesizing information. They could 
tell it wasn’t a game, and their engagement went down, until they started to search for Justin Bieber. 

• Turtle Blocks: Most engaged, sometimes the kids noted that it seemed like a lot of work for a small return, 
but when asked whether or not they felt satisfied after figuring it out, they agreed. Possible correlation with 
the amount of teaching materials available to teachers 
Code-centric: Asked them to create a Turtle Block portfolio, focused on the coding elements, when 
showing them, they all decided to go elsewhere activity-wise. When the coding gets tough, go play 
somewhere else: Multimedia distractions: Chat and Record activity, Physics, the less code intensive 
activities 

• Back to Write: write a poem about sugar, working with metaphors, and then take it into a different Activity 
such as Turtle Blocks or Etoys 

• Usability Lessons from our pre-test experience: Activities: reverse the order: Write/Various games => 
Connectivity => Turtle Blocks => Etoys 
Level of difficulty associated with the methods of building and constructing with the LOGO code, or no 
code for that matter  

 
3. Why should C&W scholars consider Sugar? 

• Entry point into code (opensource, other developer communities) for those of us in C&W 
• Bridging the divide between Higher Ed. and K-12 
• Fostering a literate programming and smart computing culture. Activities like Etoys and Turtle Blocks 

serve as contact points that force us to engage with some of the conditions that make up the architecture of 
the software running our computers. 

• Build global connections in the classroom 
• Gail Hawisher’s point on C&W visibility: Potential for local press, grant funding, and for us we have the 

potential to not only build relationships with the opensource development communities, but also with 
private, larger development companies, such as Microsoft 

• Plus, it’s fun! How many students have hugged you lately? 
 
Activity Time: Turtle Art Activity: Programming letters 


