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MESSAGE
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Dear Counselors, Collaborators, Beneficiaries, Allies and Friends:

2020 was an uncertain year, full of challenges and changes, of strength and perseverance; However, in
Inoma A.C. we redoubled our efforts to maintain our initiative as a relevant tool that triggers significant
learning in girls and boys in basic education, outside the classroom, in vulnerable and particularly complex
environments due to the Covid-19 pandemic.

This year we were forced to move from a hybrid deployment system to a 100% remote one. Our registered
users in taktaktak.com and labtak.mx sites grew like never before and the average session on the taktaktak.com
site grew from 24 minutes to 45 minutes. Our webinars and online courses allowed us to continue training
teachers and parents in the use of ICT for teaching, and also to reach more beneficiaries; even many that we
thought distant. Our video games, meanwhile, increased their reach and use.

In 2020 we became the official content of the SEP's Aprende en Casa digital strategy; we made alliances and
deployed our project in schools in Colombia, Ecuador, El Salvador, Honduras and Venezuela; our video
games were selected as favorite applications in the largest network of teachers in Mexico; and at the end of
2020 we reached more than 730 thousand accumulated historical users in TAK-TAK-TAK. All of this is an
indication that the TAK-TAK-TAK learning system has established itself as a timely and viable option for
distance education.

This year we saw how the teachers made an effort to continue communicating with their students with the
aim of accompanying, guiding, educating and supporting them regardless of the distance; We saw how
parents adapted their homes to transform them into schools and adopt the role of teachers. We also got
Project Redwood, the Stanford Business School Alumni Fund for Social Entrepreneurship, to finance the
development of new digital tools to strengthen teaching on our LabTak platform. Very soon teachers and
parents will have tools within the site that will allow them to exchange content, planning, strategies, good
practices, doubts and everything that involves educational work. We want to take advantage of this sense
of community to continue working as a team with the aim of improving educational quality; there are many
of us who are concerned about the education of our children, and leveraging our efforts will undoubtedly
achieve better results.

Additionally, we are venturing, thanks to the efforts of Magdalena Salarich, in various lines of international
action, collaborating with institutions such as Fe y Alegria in six countries of Central and South America,
with the SEK Foundation in Spain, and with other alliances. In addition, we will continue to develop video
games as resources are obtained to do so until the offer is completed, which already exceeds 50 percent
of the basic education curriculum.



We are hopeful that in 2021 the global outlook will improve, and girls, boys and teachers will return to the
classroom. Without a doubt, Inoma will be there, waiting for you with great enthusiasm, to continue
strengthening the educational process in Mexico and in the world.

We thank the donors, allies and collaborators who have supported us in this project and the trust that all
those involved have given us that, despite difficult times, allows more girls and boys to continue develop-
ing the skills and knowledge necessary to face the challenges of the XXI century. We invite you to continue
in this adventure, there is still much to do and in Inoma we will continue working to achieve it!

CARLOS GUZMAN ANTONIO PURON
Chairman CEO




PHILOSOPHY
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Providing educational and fun digital tools
that help users improve their learning
rhythm. Fostering the use and research of
technology for education purposes.

MISSION

(/ W)

VISION

Any child across the world, regardless of
Internet access, can play, have fun and
strengthen their formal education for
free. Similarly we want to make new tools
and learning resources readily available
to parents.

-

— VALUES 'l //I

Equity, Commitment, Innovation, Transparency, Quality,
Accountability, Responsibility. |




STRATEGY

Game + ICT = | Videogame

(PC, smartphones,
tablets)

+

Clear learning
objective
(concept and/or competence)

\_\/_/

Ludic-educational tool
(video game)

Significant learning

Benefits and advantages of educational video games:

® Supplement and enhance critical and active learning processes.

® Foster critical thinking skills crucial to problem-solving and decision-making.

® Provide meaning in multimodal spaces and enhance sensory perception through use of imagery,
sound, music, and movement.

® Develop creativity and imagination.

® Promote learning within a safe and controlled environment.

® Allow children to take risks within a safe space in which real-world consequences are minimal.
® Motivate children to keep learning by gamifying their achievement.

® Free to use.
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TAK-TAK-TAKSYSTEM

WAR=TALR= |\ |

® Free to use.

e Aimed at children aged 6-13 years.

® 100 video games in English and Spanish.

e Within the scope of the SEP (Mexico’s
Department of Education) program &
international programs.

e Subjects: Mathematics, Spanish, Science,
History, Civics & Ethics, Art and

Socio-emotional Learning.

e Available in mobile and web versions
(Android, i0S).

e Offline version available through
TAK-Server and TAK-Usb.
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LabTak

e For teachers, parents and any person
interested in learning through digital
tools.

e Contains didactic information, didactic
strategies, manuals and use reports
(ReportTak) by subject, concept, video
game and student.

e Access (online and offline) through
TAK-Server.



MODEL FOR IMPLEMENTATION

During 2020, the modelo for implemenation was carried out virtually because of the pandemic.

Phase 1

Phase 2

Integration

Phase 4

Graduation

Discovery

: Phase 3

\ / “\ ,’ 4 \ /
Introduction Appiication Assimilation Graduation
E—

= s
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OUR ADVENTURE
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2009 - 2011

Prototype design

2011 - 2012

Concept
evaluation

>

TFAR-FAM-PAK

LabTak

2015

ReporTak &'
2016

WSA 2016 winners 2017

Autonomia Curricular

@prende 2.0
r
2018
Colombia, Creator Awards
Mexico, Ciencia en Accion,
Reimagine Education, 2019
WISE
\ Africa,
LabTak 2.0

2020

At- home learning,
Fey Alegria, LabTak 2.0
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HISTORIC RESULTS

Girls registered to TAK-TAK-TAK:

Teachers registered to LabTak:

Schools registered TAK-TAK-TAK:

Present in over
60 countries

Top states within
Mexico:



RESULTS 2020

FAN-FAN-FA K
730, 794

Registered users

L>>Régktered | Organk
= users reach

2020
112,733

2019
2018

2017

384,592

2016 known 4

Reach through campaigns I

2015

PULL: Google Ads
242,143

2014

PUSH: alliances with other foundations

141,388

63,238

16,790

2013




2020 RESULTS

LabTak
30, 213

Registered users

Organic
origin




DEPLOYMENT OF THE TAK-TAK-TAKSYSTEM

Beneficiaries/PUSH

eployment Of The TAK-TAK-TAK System In 8 Schools From The Fe y Alegria School Network, Colombia.

Working in collaboration with Fe y Alegria Colombia, Inoma implemented the TAK-TAK-TAK system
within eight schools in the country to provide Colombian students with opportunities for amusement and
cognitive work during the COVID-19 pandemic. We worked alongside their teachers, providing training in
the use of our innovative digital tools.

We developed a digital handbook that detailed how TAK-TAK-TAK video games aligned with the school
curriculum in Colombia by grade and subject. It specified which video games supported specific learning
outcomes, suggested didactic strategies attuned to the students' circumstances (such as isolation and
technological difficulties). Every teacher had access to use reports for every registered student, facilitat-
ing personalized follow up of student learning.

311 teachers were successfully trained and 4,211 students registered to the TAK-TAK-TAK platform. Each
student clocked around 48 minutes on average per video game and registered improvement from 25% to
50% in their learning index.

Implementacion del sistema
TAK-TAK-TAK

en los colegios de
Fe y Alegria
\'\2\_-‘ a

R

Manual de Uso

Pilot: Deployment Of the TAK-TAK-TAK System in 18 Schools From The Fe y Alegria School Network,
Latin America

Working in collaboration with the Fe y Alegria School Network, Inoma implemented a pilot program
within 18 of their affiliated schools located in Colombia, Ecuador, El Salvador, Honduras and Venezuela.



The objective of this program was to test the TAK-TAK-TAK video games and the teaching aid LabTak
within different countries during the COVID-19 pandemic.

We developed a digital handbook that detailed how TAK-TAK-TAK video games aligned with the school
curriculum of each country by grade and subject. It specified which video games supported specific learning
outcomes, suggested didactic strategies attuned to the students' circumstances (such as isolation and
technological difficulties).Every teacher had access to use reports for every registered student, facilitating
personalized follow up of student learning.

The program allowed INOMA to gauge the different real-life learning conditions of each country and the
feasibility of success for our program. We were also able to identify obstacles in the eventual implementation
of the program within further schools affiliated to Fe y Alegria.

The pilot program was successfully implemented within four of the five prospective countries. This constitutes
an 83% of successful implementation comprising teacher training and student use of TAK-TAK-TAK video
games.

r

Implementacion del sistema
TAK-TAK-TAK
en los colegios de

Fe y Alegria

Manual de Uso




Fundacion Haciendas del Mundo Maya: Yucatan and Campeche

Inoma continued the implementation of the TAK-TAK-TAK System through the use of TAKUsb within
indigenous communities with the Fundacion Haciendas del Mundo Maya for a fifth consecutive year.
These communities are located in Dzidzilché, Yucatan, Chencoh, Campeche and Cancabchén, Campeche
and Colon, Campeche. We provided support in the use of ReporTak and long-distance training for teachers.
In Colon, the training was undertaken internally within the community.

Also within the context of the COVID-19 pandemic, we developed a handbook for the development of digital
skills and the use of basic platforms such as Zoom and Google Workspace (including Google Meet, Calendar,
Gmail and Drive) for the people of these communities.

This in order to strengthen community centers through the use of the video games and other digital tools
within a setting with little to no connectivity and teaching personnel with no teacher training and limited
digital skills.

uso basico de f
plataformas
digitales

Le .
o7 Iﬂ_O_m_c'_:‘:




PULL Beneficiaries

Google Ads

Google Ad Grants is still supporting Inoma, helping promote both of our websites: TAK-TAK-TAK (for use by
students) and LabTak (for use by teachers). Thanks to this, more children and teachers have become a part
of the project and have used our tools in their daily practice.

Social Media

Given that boys and girls had to continue their studies at home this year, due to the COVID-19 pandemic,
our strategy was to make TAK-TAK-TAK known to them as a free tool to enable fun learning experiences
from home.

In addition to ordinary promotion through Twitter, Facebook and Instagram, we implemented a strategy
called “TAK en Casa” (“TAK at home”), comprised of two types of content: TAKtivate (a portmanteau of
TAK and “activate”) and TAKensena (a portmanteau of TAK and “teach”):

a. TAKtivate: invites boys and girls to play a different TAK-TAK-TAK video game each week and complete
three simple steps of an activity related to the video game’s learning objective. The student is then
encouraged to share a picture of themselves on social media using the hashtag “#TAKenCasa”

TAKtivate con: TAKtivate con: TAKtivate con:
Ayuda y““-:“h’ ==L Practica el calculo mental de la sumal |nm:;:mmmwe

Entra a taktaktak.com y selecciona Entra a taktaktak.com y selecciona i
f el videojuego Caracol. 1 el videojuegn Super Sumas. Er\t,;:;;:s;ﬁmm yselecsiona
9 Gira la rueda y adivina cinco palabras 9 Compite para ganar la medalla de 7 Elige bailar siendo Cosme o Tita y
4= dentrode la clasificacion que te salio. L Platacla medalla deoro, 4= selecciona un nivel para reproducic

iEvita que el caracol se queme! la misica.

Haz una lista con las palabras cue no 3 :5 u"énntaﬁs“il;??as lograste resolver Escucha can atencién y sigue el ritmo

supiste y escribe una oracian con cada 3 de la melodia. Ahora piensa en tu

una de ellas para que no se te olviden. cancion favorita y dibuja el ritmo que
£sta sigue.
Témale una foto a tus oraciones y compartela Tomale una foto a |a medalla que ganaste y compartela Tomale fota atu dibui rtal

en redes con el hasheag EXZ R on redes con ol hashiag LAZYCTETS Guluns otomsn iinis gl

#/inoma VAM-FAM-UAN LabTak “Hinoma" PAM-PAM-BAN"  |ahTak" $finoma® WAN-FAN-BAN" LabTak®




b. TAKensena: invites parents (many of whom had to take up the role of teachers during the pandemic)
to understand the importance of learning certain concepts and developing specific abilities. Each week a
different concept or skill is related to the video game promoted in TAKtivate.

/@'\ .\-.._..?/ _,;C;:‘\

LW\

TAK ensena con:

=1/0r D) S1A/A%

La lectura es el mejor recurso para ayudar Desde pequeiios, las nifias y nifios aprenden con El calculo mental nos permite realizar operaciones
a nuestros pequefios a ampliar su vocabulario miisica ya sea cantando, tarareando melodias, aritméticas utilizando nuestro cerebro sin ayuda
y conocer el significado de las palabras. y llevando el ritmo con las manos, con los pies y con de papely lapiz, o de |a calculadora.
la cabeza.

'flinoma =~ WAM-wAM-WAN  lanTak Hinoma' ~ WAN-BAW-WAN'  labTaK’ iroma® ~ WAM-WAM-WAK®  LaDTak'

Both of these initiatives were intended to support parents and students alike in the continuation of at-home
learning during the pandemic.

In addition to these weekly initiatives we also continued to post weekly on our social media, sharing
information about technology and education. Furthermore, we
continued to incentivize new users to register to our platforms,

become familiar with our sites and take partin our web activities

DURANTE ESTA CONTINGENCIA, INOMA H
PONE A DISPOSICION DE LAS NIRAS Y NIROS a nd Web inars.

taktaktak.com

jUNA INCREIBLE PLATAFORMA CON VIDEOJUEGOS
EDUCATIVOS GRATUITOS PARA QUE 5IGAN

EDUCATIVOS
GRATUITOS

APRENDIENDO DESDE CASA!

PRIMARIA
LAS NINASY NINOS PUEDEN  BAJA, MEDIA
APRENDER DESDE CASA CON YALTA
NUESTROS VIDEOJUEGOS

FAICPAK RAK

WAN-WAN-DAN "Einama LabTak

@ -
S

taktaktak.com

WAH-PAH-BAK EHinorma LabTak



Follow us on social media and keep up to date with all our activities!

We provide a space to share information about the use of technology in
education and keep you updated on how we contribute to education quality
through our projects.

Qaa

InomaMexico

We provide a space for teachers to share advice, best practices articles and
inspirational quotes and keep you updated on the latest ways to implement our
educational TAK-TAK-TAK video games within lesson-planning.

Qa

LabTak

L TAK-TAK-TAK

We provide a space for boys and girls to access tutorials, activities and more
related to education and the use of our educational TAK-TAK-TAK video
games.

Videojuegos TAK-TAK-TAK
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1. LABTAK

This year marked the end of the first phase of the development and redesign of our new website for LabTak.
The site is intended to facilitate the teaching process by offering teachers educational resources in an
easy-to-access platform. It also allows teachers to create their lesson plans within the platform by
incorporating these resources.

In order to test the site we launched a pilot program with teachers from the Fundacién Unete. This was
done in-person before the beginning of the COVID-19 pandemic and afterwards remotely. We took on
their feedback in order to fix technical issues and redesign features to improve user experience. Working
alongside these teachers ensured we were able to focus on offering teachers tools that are truly aligned
with their needs.

We also continued to select and revise content for the site’s library, incorporating content based on the
curricula from Mexico’s educational reforms in 2011 and 2017.

Thanks to our recent alliance with Project Redwood and Tides Foundation, the second phase of the site’s
development will begin in 2021 and will include a learning community within the platform. This will
incorporate a blog, a forum where participants can share information, teaching strategies and feedback,
and a learning space for MOOCS and conferences.

Lab al

Labi-k
a0
Administrador de recursos ’ﬁ
para mi planeacién
Busca recursos didacticos digitales por grado y materia. 1. Selecciona o crea una nueva planescion para vinulsr los recursos que ves a buscar,
Crea facilmente planeaciones didcticas de acuerdo a tus necesidades. ol ek s planesciones

2. Hige &l gmdo y ia asignatura de los recursos que desess consultar.

Grado Asignsturs
Todos vl | Todes -

Mis planeaciones Médulos LabTak
Explora materiales digitales Crea tus planes e tradalo Canacs ks médulos
piara enfigquacer tus clasas. de manara saneilla y predissfiadas can
flaxibla acthidadus atractwas para
tus alumnos.

m

Mis grupos Mi perfil
Genera listas de alumnos Da informacian a la
para facslitar 1a vinculacion comunidad sobre quisn
con tus planeaciones ares y tu labor docente.

3. Agregs o i &t b

Recursos didacticos




2. TAK-TAK-TAK: MOBILE APPS

Video games
available as apps in
Android store

41

Video games
available as apps in
i0S store

39

3. TAK-TAK-TAK VIDEO GAME REDESIGN

We began the redesign of 16 TAK-TAK-TAK video
games previously designed to work with Adobe Flash
software in their web format. We began by undertaking the
five most used video games. The redesign is intended to update the
in-game mechanics and art while maintaining the pedagogical features.
The redesigned games will receive a new name. These games are meant to be
available in both web and app formats for Android and iOS. The development
of these 16 games is still ongoing.




—@

Recognition &
partnerships

T _a



Ciencia en Accion
Reimagine Education. Honorable mention 2018.
Finalists 2018. Category: Interactive and non-interactive
E-Learning Category. didactic materials in Science.

L

WESe
awards

WISE Awards:
One of two

international R
finalists, 2018. (@ REIMAGINE

| EDUCATION

""I 1017 OOk Binec kil
@m«um LEARNING LAB

Winners 2018
Audience Choice

Reimagine Education
Regional winners, 2019.

Latin America
(Gold Award Winner).




RECENT PARTNERSHIPS

FEDERACION INTERNACIONAL

FeyAlegria

JFUNDAcioN PR
|§h O m a A‘ BG&‘C‘ f‘n’”\| Aprende en Casa

sy, h asesores educalivos Movinienta de Educotitn Pocular Intearal v Promecitn Social
MEXiCo, |.AP.

Fundacion Inoma Basica Asesores Federacion Internacional Aprende en Casa
México Educativos FeyAlegria

FUNDACIOGN

A e fE L
Y/ 1ITZKOWICH

Aprende 2.0 Fundacion Haciendas Fundacién Gonzalo Fundacion
del Mundo Maya Rio Arronte Moisés Itzkowich

2.0
Fundacion Haciendas del Mundo Maya
p re Conocer y comprender para transformar . RID ARRONTE

www.aprendeedu.ms HAAT-HA

Computadores
P Educar

PROJECT




EVENTS
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In response to the COVID-19 pandemic we put together three online events in partnership with Fundacion
Inoma México I.A.P. and Basica Asesores Educativos. These events addressed the new challenges teachers,
schools and parents faced as a result of at-home learning. Each sesion touched on a topic relevant to educa-
tion and was presided by experts on the topic. Attendees from Mexico, Argentina, Chile, Ecuador, Colombia,
Venezuela, Peru and the United States enriched our events.

Beatriz Ruiz, Education coordinator at Inoma, moderated each session, opening the space for productive
dialogue between participants and speakers.

|_ Webinar: Challenges students will face in
returning to classrooms

Attendees: 399

Speakers:

® Hilda Patino, head of the Department of Education at the Universidad Iberoamericana.
® Virginia Villegas, principal at the Colegio Francés del Pedregal.
® Gabriela Anzo, researcher at Mexicanos |—

Primero and tutor at Scholastica.

The talk centred on learning platforms,
contents, evaluation methods and the role
of technology within the current education
landscape.

The speakers highlighted the importance
of reconsidering programs and revising
obsolete contents, working towards an
efficient model that is compatible with the
current landscape. They were in agree-
ment that students shouldn’t be penalized
for uneven learning rhythms and perfor-
mance within circumstances in which
learning environments are subject to so
much disparity. Similarly they discussed
the necessity of schools retaining some flexibility and autonomy as far as communication between
professors, directives, students and parents.

A full recording of the event is available here: https://youtu.be/_TW9-w4rXCl



Webinar: Education & Technology: use of digital tools as

teaching resources

Asistentes: 245
Speakers:

e Cimenna Chao, coordinator of the Socio-emotional Education division at Universidad Iberoamericana

e Giselle Escalante, coordinator of the Bachelor 's program ‘Direccion de Empresas de Entretenimiento’
(Entertainment Business Management) at Universidad Anahuac.

® Rodrigo Contreras, co-founder of Most Transmedia, video game and app developer.

The speakers touched on how the use of digital tools has facilitated the move from in-person teaching to a
fully-online learning environment. They agreed that traditional classrooms should not limit the possibilities
presented by technology going forward. On the other hand, they mentioned the importance of understand-
ing how technology creates new pedagogical spaces and allows the development of socio-emotional skills
that weren’t being prioritized in schools. Finally, they reflected on the degree to which schools were imple-
menting the use of digital tools and the ways in which educational models will change and adapt when the
digital and in-person merge within learning communities.

A full recording of the event is available here: https://youtu.be/OsXNhgrXHuA




Webinar: What happens when education, art, and

technology meet?

Attendees: 128

Speakers:

e Hilda Trujillo, adviser for the Frida Kahlo and Anahuacalli museums in Mexico City.
® René Solis, head of Musica en México.
® Julio Gaeta, founder of Gaeta-Springall and Fabrica de Ciudad.

The speakers shared strategies for accomplishing holistic development through art and technology. Each
speaker presented their project and then went on to discuss the ways in which technology can amplify
culture through streaming platforms, video sharing apps, podcasts, audiobooks etc. They agreed that
textbook contents should be analyzed and updated to take full advantage of children’s curiosity and
innate ability for wonder in connection with the
arts. Finally, the discussion turned to the ways
in which an education in the arts that is richly
thought out and well executed can be beneficial
to students.

A full recording of the event is available here:
https://youtu.be/0pOvQo2MSjM

Hilda Trujillo




Webinar. Tardes de Innovacion Educativa:

‘TAK-TAK TAK: learning while gaming’

In March, the Antioquia Department of Education (Secretaria de Educacion) invited us to take part in their
online event ‘Tardes de Innovacion Educativa’ (Evenings of Educational Innovation), streamed through
Facebook Live.

The talk lasted for an hour and touched on the benefits of the TAK-TAK-TAK system. We had the opportunity
of demoing some of our video games. The discussion branched out into different teaching strategies for
at-home learning we developed during the COVID-19 pandemic.

The talk was streamed over two thousand times,accrued over 140 likes and 250 comments.

A full recording of the webinar can be found here: https://bit.ly/3ebcgeo

Tardes de Innovacion Educativa

\

- *

- - =i o -

L Beatriz Ruiz Leonardo Delgado
Coordinadora del Area de Educacidn Profesional Universitario
de Inoma, A.C. creadores del sistema Secretaria de Educacion
b TAK-TAK-TAK

wiinoma WAK-wAK-WAN UNID3S B @




PUBLICATIONS

Standardization and validity of Chefmania, a video game designed as a
cognitive screening test for children, Nature

nature

Leading  scientific  publication
Nature published this article on their
website in July. It is about a study
that evaluated the effectiveness of
our video game ‘Chefmania’ as a tool
for the development of cognitive
abilities such as spatial recognition,
attention, selectivity, memory,
mental calculus and visual analysis

in children aged six to twelve. The
results show that the video game
can measure whether the child is
developing according to his or her
age. This makes Chefmania a great

tool for evaluating academic level in
countries where students may not
reach the level expected by the end
of their basic education.

The full article is available at:
https://go.nature.com/2PH5m7c




SDG 4 startup of the week: Inoma,

1million startups
I " In May Inoma was recognized by

the global platform 1 million start-
ups, present in over 65 countries.
This platform supports entrepre-
neurs and institutions committed
to reaching the UN’s Sustainable Development Goals (SDGs).
Inoma was singled out for its dedication to the fourth SDG:
‘Quality Education.

TMILLICNSTARTUPS

The full article is
available here:
https://bit.ly/3nEX-
wHM
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Fun online games that nurture the minds of
our little ones, Blog Mama enla Torre \

The blog ‘Mama en la Torre’ shared TAK-TAK-TAK
as one of the best options for children to learn
while playing during quarantine. The space,
created by Mexican blogger, actress and radio host
Andrea Torre, offers mothers tips on parenting,
beauty and family life.

The full blog entry is available here:
https://bit.ly/2QGRNp2







LETTER FROM THE AUDITOR
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‘ GVP CARBAJAL ASESORES

DE LOS AUDITORES [ND DI
Meéxico D, F., 30 de abril de 2021

A los Asociados Fundadores de
Innova y Moderniza tu Aprendizaje, A, C.

1. Informe sobre los estados financieros

Hemos auditado los estados financieros adjuntos de Innova y Moderniza w Aprendizaje,
A. €., que comprenden los estados de posicidn financiera al 31 de diciembre de 2020 y de
2019, y los estados de actividades y de flujos de efectivo que les son relativos por los afios
que terminaron en esas fechas, preparados de conformidad con las Normas de Informacion
Financiera (MIF), asi como un resumen de las politicas contables significativas y otra
informacion explicativa,

2. Responsabilidad de la Direceion

La Direccion es responsable de la preparacion y p i zonahl de Ius !mdus
financieros adjuntos de conform ldnd con Ias d i
y del control interno que la Direccié io para pem‘lmr la preparacion de

estados financi libres de desviacia maleﬂal debido a fraude o error.

3. Responsabilidad del anditor

Nuesti ponsabilidad iste en una opinién sobre los estados financieros
a.djunms hnsada en nuestras mdimrias Hemos Ilmmic # cabo nuestras suditorias de
1 con las N ionales de Auditoria, dichas normas nos piden gue

I los imi de ética, asi como que planifiqguemos v ejecutemos la

-auditorfa con el fin de obtener una seguridad razonable sobre si los estados financieros
estin libres de desviacién material.

Una auditoria incluye la aplicacitn de procedimientos para obmnar evidencia sohre los
importes ¥ la informacion revelada en los estados fi ros, Los p

seleccionados dependen del juicio del auditor, incluida la evaluacicn de los riesgos de
desviacion material en los estados financieros debido a fraude o error, Al efectuar dichas
eval uacimes del nesgo, el audmm‘ toma en cuenta ¢l control interno relevante que permite

la pr bl pnrpnmcleln;\sncmcaéndelosmdos
fimnc:ems.conal fin de disefiar los procedimientos de audi que sean adecuados en
VP Asasoms, 8, C.
Lonadres o, 226 Tar Piso Col. Judrez Mésico, DF
06600 52 {55) 5207-1720 Fax: 52 [55) 6071724

funcion de las circunstancias, ¥ no con la finalidad de expresar una opinion sobre la eficacia
del control intemo de la Asociacidn. Una auditoria también 1ncluye la e\raluacién de las

politlm conmblw significativas aplicadas y de la razonabilidad de las esti
por la Direccidn, asi como la e ion de la p ion de los

estados fi it iderados en su conj

Consid que ln evidencia que hemos obtenido en auditorias proporciona una

hase suficiente y adecuada para emitir nuestra opinién,
4. Opinion del auditor

En nuestra op:nitm Io‘s es‘mdos firmnclems adjuntos presentan razonablemente, en todos
los asp la financiera de Innova v Moderniza w Aprendizaje, A.
C., al 31 de diciembre de 2020 v de 2019, asi como los resultados de sus actividades y los
cambios en ‘los flujos de efectivo por los afios que terminaron en esas fechas, de
conformidad con las Normas de Informacion Financiera Mexicanas.

GVP Carbajal Asesores, 8. C.

< ..2
C.P. C, Pedro Pifia Carbajal
Socio de Auditoria y Asesorfa de Negocios

° GVP CARBATAL ASESORES @
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Volunteer work

Ibero
Alejandro Aguilera, Mauricio
Castro, Mauricio Guerrero, Rosario
Arreola, Claudia Cinthya Cordova,
Alvaro Garcia, Marina Garcia,
Andrés Gonzalez, Daniela Torres,
Valeria Gonzalez
UvM
Luz Abril Rico, Christian Hernandez

Our team

Juan Simoén Cruz Cruz

CEO:
Antonio Puron
Management:

José Emiliano Delgado Nieves,
Karla Salazar Cortes
Institutional Development:
Regina Gonzalez Sanchez,
Regina Bravo Gonzalez

Deployment of TAK-TAK-TAK System:

Catharine Alice Austin, Anna Yahaira
Gonzalez, Manoella Rodriguez,
Maria Fernanda Castaneda
Education:

Beatriz Ruiz, Carolina Fojaco
Coordination:

Marisa Juarez Garcia
Research and Data Analysis:
Maria Fernanda Ramos
Technology and Video Games:
Susana Alegria, Adriana Munoz,
Francisco Reyes, Edson Jair Vasquez,
Adalberto Larios, David Luna

. . 1
Executive Committee and
Board of Directors

- I

Board of Directors:
Carlos Guzman
(president),

Julia Marcia Giovanini
(secretary),

Ernesto Maqueda
(treasurer).

Vocal members:
Antonio Puron, Miguel Angel
Pichardo, Eduardo José Bolio,
Roberto Newell, Guillermo
Roa, Fernando Sepulveda,
Alberto Chaia, Leopoldo
Garza, Juan Ricardo Pérez,
Heberto Taracena.
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Donors and Partner .

acion Federal de Servicios Educativos en el Distrito Federal - Aflatoun - Andrea Hernandez Velasco - Antonio Puron
Miery Teran - Banco Comp.artam - Ba : Educativos - Bett Latinoamérica - Clinton Global Initiative - Centrt“le
Investigacion para el Desarrol'. ;acién y Docencia Economicas (CIDE) - Compusolt‘ioﬁes y
Asociados - Compromiso Solid . acional de Ciencia y #cnologia (CONACYT) - Consultores
en Computacion y Servicios - ,ciones ' Mobi _' ier Independencia - 'Bando de Cultura Econémica (FCE)
- Fundacién BBVA Bancomer - n >lim - ion .' rito - Fundacion México - Fundacion Gentera
- Fundacion Gonzalo Rio Arront gfe | 4 Funda ' ndacion Moisés ltzkowich -
ion.Rroacceso ECO - Fu r _:Fundaci México - Fundacion Televisa -
le - Grey - HSB 0 - Hewlett Packard - Institucion de
'-__) - Instituto nologico y de Estudios Superiores de
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Schools, Universities and School Sys

Aprende MX - Asociacion Pro Personas Con Paralisis Cerebral (£ ; 1&
Telefonica Per( - Bibliotecas de Fundacion Hacienda del Munels 3 - Centro " Fio Acércate - Centro :
Weizmann - Centros RIA - Children International (Méxice) i,.-*", as y ninos (Tijuana) - célé'gio Senda - Corn

- Escuela Primaria Publica Juan Amos Comenio - Escue

de Fundacit 50) - Escug s.primarias de |
=y

ord University - Sinadep - Tecnolog

(de Guadalajara y del Distrito Federal) - Escuelas prims .‘ 5y seéelindarias publica

Chiapas y demas estados en los que han permitido la entrdde a TAK-TAK-TAK - Free

Instituto Politécnico Nacional - Junior Achievement -

Chalco - Universidad Iberoameric Campus Ciudadide México -Universidad Iberoamericana, Campu

Panamericana - Universidad onia Education;]'Center - COBURWAS School.

N\

Developers
Big Monster - Caldera Estudios llo de Software para Internet (Abargon) - Five Ronin Game
ENM (Enova) - HaikuStudios - Kamikaz i t Transmedia Group - Mofeta Estudio - Pixframe St
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Join us

N

. Donations Contact us:
| n O r T la Social service contacto@inoma.mx
POR Ti MiSM0 Internships +52 (55) 6389-2028
Volunteer



