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Award Category.

Innovation in Participatory Learning Award

Title of your project. Max 15 words.

ITC based participatory learning for indigenous children in Chiapas, Mexico

Briefly summarize your proposed project in one sentence. Max 50 Words.

Indigenous children and community instructors in Chiapas elementary schools will learn about math and science through 
participatory learning using the One Laptop Per Child (OLPC) laptops. Multimedia materials will be produced based on 
the standard curriculum and adapted for Children production and sharing of learning products.

Provide a one paragraph description of your project. Max 200 Words.

Indigenous Chiapas population is one of poorest of Mexico. The government has created a parallel school system to attend 
the particular needs of indigenous children. The system is called CONAFE, for Educative Enhancement National 
Commission. Our project will produce pedagogical sequences, lesson plans and multimedia materials that enhance 
CONAFEâ��s curriculum with constructivist activities that imply Problem-based and project-oriented participatory learning 
in which students produce and share materials and learning outcomes. We will choose two rural schools in which all the 
relevant actors (parents, children, instructors) would be willing to participate. The project will prepare instructors and 
students in the use of the technology and in constructivist participative learning strategies, so that they are able to use these 
activities in and out of the classroom to enhance student development. The learning materials will be used during the one-
year school cycle and the researchers will record both the learning process and learning outcomes. The computers will 
remain with the children; we expect that during and after the project, instructors and students will invent new ways of 
using the technology. These new uses will also be recorded as part of the project

List up to 5 tags that best describe your project. Max 15 words.

Indigenous children; participatory learning; constructivism; OLPC; teacher training; Information and communication 
technology for development

Is your project targeted for use primarily by youth under 18?

Yes

Describe your project. Max 600 words.



The indigenous Chiapas population is one of poorest of Mexico. The government has created a parallel school system to 
attend the particular needs of indigenous children. This system is called CONAFE, (National Commission for Educative 
Enhancement). It is based on the voluntary participation of young people acting as community instructors. They work in 
indigenous community rural schools during one or two school cycles, receiving food and living space from the community. 
Community instructors have very little pedagogical abilities; further, it is very difficult to prepare them continuously since 
they are geographically disperse. 

Our project will produce multimedia materials that enhance CONAFEâ��s curriculum with constructivist activities that 
imply participatory learning and production and sharing of materials by the students. We will choose two rural schools in 
which all the relevant actors would be willing to participate. We will prepare instructors and students in the use of the 
technology and in constructivist participative learning strategies. They will be able to use these activities in the classroom 
to enhance student development.

The project will design at least seven didactic sequences based on the methodologies of problem based learning, project 
oriented learning and participative learning for the math and science elementary school curriculum. All the sequences will 
have multimedia materials that make all the learning-teaching process very attractive; we will also generate teachers' 
guides. These materials will take advantage of the (OLPC) laptop facilities for collaboration and for sharing ideas, text, 
images and whatever other objects the children can think of. Each sequence will have tangible learning outcomes, for 
example photos, videos and collages of local plants, animals, or geometric concepts; audio recordings of the sounds of the 
wild and so on. The two schools will share these materials and outcomes.

The project will show that educational technology can be used to reduce the gap in education and can support quality 
education for the most disadvantaged population of Mexico. We consider this project to be a part of the ICT4D effort 
(Information and communication technology for development) which is just starting in Mexico.

The children belong to the Tzeltal indigenous people, an ethnic and linguistic group related to the Mayans. All the 
materials and strategies will totally respect the cosmic vision and cultural patterns of this community -we actualy have 
experience developing multimedia content for them, as explained later on. One of the schools is in the middle of the forest 
â��a totally rural context; the other one will be closer to San Cristobal de las Casas city, a more urban setting. Both schools 
are attended by indigenous children and managed by CONAFE. 

We will document the learningâ��teaching process, observing the student and instructor achievements and will follow-up 
on the results one year after the project finishes.

Most indigenous communities in Chiapas do not have access to telephone, electricity and internet; it is then very important 
that the technology does not depend on any of those facilities. This is the case with the OLPC laptops; these rugged 
machines can be recharged by turning a crank or pushing a floor pedal. The wireless networking facility comes already 
installed in the laptops and does not need a connection to the internet: the laptops establish connections with each other as 
soon as they are started. For these reasons we think that this laptop is the best technological solution for this educational 
situation.

Describe the participatory learning you are trying to achieve. Max 450 words.

1. Instructors. The OLPC machines come equipped with a Journal application that is always running. The journal can keep 
notes or comments registered by the user; it also registers automatically all other activities and results that the user 
produces. We would ask the instructors to keep a diary in the Journal, describing every day their activities and experiences. 
The researchers will then analyze these Journals to identify the process of implementation and acceptance of the 
technology and the strategies followed by particular instructors. The results of this analysis will be shared with the 



instructor of the other school for comment; and then with other instructors from the same and other communities and with 
educational authorities.

2. Students. The OLPC computers are inherently participatory machines. When one student opens his laptop, it instantly 
connects wirelessly with other nearby users. In the classroom situations, activities will encourage students to share their 
results with their peers and comment on results of other students. We expect that spontaneous production and sharing of 
materials will also occur. In a second phase, the researchers will analyze the student's journals that register automatically 
all student activities and comments in order to identify particular thinking and learning strategies, gender issues and others. 
These results will also be shared with instructors and educational authorities.

Both kinds of users will have several kinds of learning outcomes. One will be to be able to use the technology effectively 
since none of them will have used a computer before. Second, for the instructors, to develop learning-teaching abilities for 
the design, implementation and evaluation of participatory activities; third, there is the subject-matter learning outcomes. 
Fourth, given the nature of the OLPC computers, we expect to find... unexpected learning outcomes.

Project Timeline. Max 350 Words.

First phase (June-September 2009):
â�¢ Analyze the CONAFE curriculum and select the most relevant content in math and science.
â�¢ Design the pedagogical sequences that include lesson plans, multimedia materials, activities, teacher guides and paper 
materials for children. Design the evaluation and project assessment strategies.
â�¢ Select the two schools, taking into account the educational authorities and the opinion of other stakeholders.
â�¢ Travel to the schools for a first approach to instructors and students.
â�¢ Acquire the OLPC computers

Second phase (September 2009-May 2010)
â�¢ Deliver the laptops to the schools
â�¢ Train instructors and students in the use of the technology and learning activities.
â�¢ Encourage teachers to design more pedagogical and participatory experiences
â�¢ Encourage children to be creative using the facilities of the OLPC machines
â�¢ Overview and register the educational processes and outcomes
â�¢ Analyze processes and results
â�¢ Share results with instructors, authorities and the community
â�¢ Generate reports of the experience and present results nationally and internationally

Third phase: (June 2011)
â�¢ Follow-up on the results of the experience and the use of the laptops one year after the conclusion of the project

Project URL

N/A

Image File



N/A

Image Description

N/A

Primary Applicant: Briefly describe the role of the Primary Applicant. Max 50 words.

Design and coordination of the production of the learning materials in collaboration with the instructional designer, 
technology expert, programmers, translator and graphical artist. Negotiation with educational authorities and the schools 
for implementation. In-site overview of the implementation. Analysis of educational process and results. Collaborative 
production of publications, CV

Describe the most innovative learning environment in which you have participated. Max 200 words.

Madison Webley is the name of a virtual publishing organization that produces online books and other online materials. 
This is a fictitious company where graduate students work in teams as co-authors of materials. I participated in the desing 
and implementation of this organization and of a course based on it, in collaboration with Dr. Jose I. Icaza from ITESM 
and Dr. Ole Borch from Aalborg University, Denmark. Dr. Icaza is one of the collaborators in this Chiapas project. 
Madison Webley is implemented on top of a Wiki paltform, TWIKI, which enables the sharing of student projects so that 
students can comment and enhance the work of other students. This work was presented in:

Icaza, J.I; Yolanda Heredia y Ole Borch. Project oriented immersion learning: method and results. Proceedings, 6th 
International Conference on Information Technology Based Higher Education and Training pp. T4A7-T4A11. Santo 
Domingo, Dominican Republic. June 2005. IEEE Catalog Number: 05EX1075. ISBN: 0-7803-9141-1. Also at: 
http://fie.engrng.pitt.edu/ithet2005/papers/2087.pdf

Project Collaborators and Roles (if applicable)

Dr. Jose I. Icaza, Associate Professor 

Dr. Jose I. Icaza will mainly act as the technology platform (OLPC) expert and will also collaborate in the instructional 
design in order to enhance the participatory nature of the learning activities so that they take the most advantage of the 
OLPC technological characteristics, its user interface (codenamed Sugar) and its software. He knows about the languages 
and development environment for the OLPC and the design characteristics of the applications ("activities") for this 
machine. Dr. Icaza has been innovating in web technologies applied for education during the past 10 years; please see 
some of his publications in his C.V.

Project Staff. Max 350 words.

Marcela Gomez - Web programmer - Marcela is an experienced programmer. She has worked on the flash and javascript 

http://www.dmlcompetition.net/fastapps/applications/primary_cv_725674704906.doc


programming of several Virtual University online courses. She is also familiar with the Python language in which activities 
for the OLPC are typically programmed

Alejandra Govea - Instructional Designer. Alejandra has worked on the design of collaborative learning and problem-based 
and project-oriented courses

Manuel Salario Graphic Desginer. Manuel is one of the most experienced graphic designers at the Virtual University. He 
has been with us for almost six years.

Albino PÃ©rez - Translator - Tzoltzil language-Spanish. We met Albino, an indigenous person with a very good command 
of Spanish, during a previous Chiapas project. Although he is not able to translate speech in real time, he was really helpful 
for the translation to Tzotzil of the learning materials for that project.

Budget Amount

98253

Itemized Budget

Click here to view

Budget Narrative

Please log into the application system to see this section.

Other Funding

ITESM will commit to suport this project in regards to office space, internet access and other general expenses. Does not 
claim ownership of products, as these are results of a research endeavor. Software and learning activities developed will 
have an Open Source licence, as it is for most software developed for the OLPC computers. This will enable the free use of 
the learning activities by other schools.

Other Potential Funding

N/A

Outcomes and Achievements. Max 250 Words.

The main project outcomes will be the educational activities using this novel technology and approach, the analysis of 

http://www.dmlcompetition.net/fastapps/applications/budget_itemized_958176857545.xls


results, reports and presentations. We will evaluate both the achievment of predicted learning outcomes, as well as the 
presence of unintended learning outcomes facilitated by the technology. 

After the project finsihes, we will remain in contact with the schools and then come back to the schools one year later to 
assess what has happened with the use of the technology once we leave. The children will keep their laptops, and we hope 
they continue to use them to communicate and share with their peers.

Troubleshooting. Max 250 Words.

Well, floods and other weather disturbances can become a problem in Chiapas occasionally. This may force relocation of 
the school and the students and a delay in the school year. 

We do not expect problems with the use of the technology. In our previous experiences, even indigenous children are eager 
to adopt new learning methods with thechnological artifacts. The instructors are young too and may accept the new 
technology also. However, they typically resist new teaching/learning approaches more than the children. Fortunately we 
will be on-site at the start of the school year and several times later on to address any special problems that might appear.

Social Networking, Peer-to-Peer Mentoring, and Professional Guidance. Max 350 Words.

We are very interested in applications of information and communication technology for development. Several of the 
winners of the previous year competition proposed projects that emphazised social issues. We would be delighted to 
network with other researchers implementing projects with an equal focus on social aspects and development as well as 
with experts in the ICT4D area. We will offer results of a unique project - both for the novel use of a novel educational 
technology, the OLPC laptop; and because of the audience: the poorest people in Mexico, and of indigenous origin. A 
successful project will serve as an example of the potential of ICT technologies and in particular the use of the OLPC 
laptop and participatory learning for promoting development of indigenous people.

Copyrighted Material

No, no copyrighted material will be required

Profits

No, this is a non-profit project.

Letters of Recommendation (limit 2)

Luz del Carmen Dominguez, luzcarmendo@hotmail.com
, 



What is your conception of participatory learning?

It is learning where students not only receive materials but are active participants in producing all sorts of digital objects, 
sharing them with other students, and commenting and enhancing each other's work. This may include for instance 
collaborative concurrent production of documents, web sites, images and other digital objects; taking and sharing 
photographs and videos; generating and sharing original audio-files; or mashing up their own or others' digital objects 
while respecting intellectual property. Most of this activity may of course be carefully scaffolded to achieve desired 
learning outcomes, but based on this freedom students will typically achieve unplanned outcomes of their own as well.

Have you ever administered or contributed to a digital project? If yes, describe.

Yes; I am a professor at the Graduate School of Education of the Virtual 
University at TecnolÃ³gico de Monterrey, MÃ©xico. I have produced over 20 
online courses using technological platforms including Blackboard, Webtec 
(a local course platform of tecnolÃ³gico) and TWIKI. The later was a novel 
experiment in collaboration with Dr. Jose I. Icaza, in which students work 
at a virtual publishing house hosted at the TWIKI Wiki platform. Please 
see bibliography in the application form.

In Chiapas, the setting for this particular project, I participated in a 
study of using multimedia materials and comparing the results of 
implementing this materials both in a rural and in a city school.

Has your work focused on learning, now or in the past? If yes, describe.

Very much indeed. I have supervised over 20 masters and doctoral thesis 
dealing with learning strategies and issues; 10 of them had to do with 
online learning and digital materials.

What is your organization's purpose and when was it founded?

The Virtual University of Tecnologico de Monterrey offers quality online education using innovative educational models, 
learning networks and advanced information and communication technologies, in order to contribute to the integration and 
development of spanish speaking communities.

What is the amount of your organization's annual budget?

Sorry, budget not available. ITESM is a leading private university in Mexico, with 29 campus and 90,000 face-to-face 
students. The Virtual University has about 7,000 graduate students, 100,000 corporate continuing education participants, 
and 143,000 participants in its social programs through a network of over 1,100 community centers.



Your organization's Tax ID or Registration Number

ITE-430714-K10 


