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In this workshop we will briefly explore some of the ways “web 2.0” 
technologies are offering increased opportunities for linking and sharing 
knowledge and overcoming the decontextualized modes of learning that have 
often been criticized within previous digital and distributed forms of education.  
 
We’ll do this by building simple robots (like the ones pictured below), relying 
on web pages such as http://www.evilmadscientist.com and 
http://www.instructables.com for technical information, tutorials, and shared 
personal experiences.    

 
 
[images from http://www.solarbotics.net/bestiary/] 
 
In this workshop we’ll explore the multiple activities described in its title. 
Taking things apart/making things together – is intended to remind us of the 
importance for creativity and learning in both working together and taking time 
apart, and in generative as well as deconstructive activity.  
 
Outline:  
6:00 Begin  
6:00-6:15 Overview and resources 
6:15-6:30 Hands-on building 
6:30-6:45 Competition and evaluation  
6:45-7:00 Analysis of process  
7:00 End 
 
Extended Description 
Distributed technologies for education and research (GRIDS, high-speed 
networks, virtual environment, collaborative learning systems, etc) are seen 
as offering solutions to a variety of issues that currently beset education. First 
and foremost of these is the perceived need for better economies of scale, 
particularly in fields and areas that suffer from a lack of students or resources. 



More positively, distributed technologies are depicted as offering advantages 
beyond those of the typical classroom. These include the ability to acquire 
and collaborate on large datasets from a variety of geographic locations and 
new forms of access to information in a trans-disciplinary and global context. 
 
However, the question remains as to what kinds of learning and development 
are afforded by the distributed, digital systems of learning. In what contexts 
are they appropriate, necessary, an advantage? Where must they act only as 
a supplement to embodied and physically shared education? And where do 
these systems limit learning and thinking in ways that are inappropriate? 
 
My sense is that some of the debates on the above questions has stalled over 
three issues; 1) a lack of specific detail and shared discussion; 2) an inability 
of critics to define the important aspects of shared, embodied learning in ways 
that resonate for advocates of these systems; 3) a belief by advocates that 
the limits of the systems are purely technological and will be overcome (in the 
near future) through purely technical measures such as increased bandwidth 
or new formats of interaction such as VR. 
 
The goal of the workshop is to think through the relationship between 
embodied, shared learning and distributed information within the context of a 
specific task - that of building simple robots. As the building progresses, I 
want participants to note aspects of what they are doing that are engendered  
or supported through conversations and discussions between team-mates 
and others, through the physical engagement with the material parts of the 
robot toolkits, and by searching and leveraging information, tutorials, videos, 
etc found online. We'll then discuss our shared findings and use these to 
retune and rethink some of the questions raised above. 
 


