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2021 MESSAGE

The crisis generated by Covid-19 has begun to show its consequences in the educational field, especially in
girls and boys who were unable to continue their studies during long distance education. Now that back to
school has been gradual, many of the students have shown a loss of previously acquired knowledge and
skills, such as reading, writing and mathematics.
However, school closures not only caused gaps in learning, but also increased school dropout and inequality,
which will undoubtedly have a cost in the immediate and long-term well-being of children and young people
who saw their education interrupted as a result of the pandemic.
It’s worth mentioning that, in a pre-pandemic context, in our country there were already more than 30.8
million people in a condition of educational gap according to the latest figures provided by INEGI in 2016.
The challenges that have arisen particularly in recent months have been immense. However, at Inoma we
wanted to turn these challenges into opportunities. This is how we sought to offer our services remotely
and continue training teachers and benefiting their students in the use of educational video games.
Not only did we continue with distance training programs with institutions such as Fe y Alegría in Ecuador,
Colombia, El Salvador and Venezuela, but we also expanded our coverage to Spain in three schools of the
SEK Educational Institution. In addition, we were able to evaluate the impact of our video games through
different programs, and we continue with the development of new content for TAK-TAK-TAK and LabTak.
On the other hand, this crisis has shown us that our content is relevant to this new reality. We saw how
much of the knowledge that had not been officially integrated into the curriculum, but that we had already
detected as necessary, became important in the education of girls and boys, such as socio-emotional
education and the use of ICTs. This year we reinforced our conviction that our tools can be used profitably
in any context, and we will continue joining efforts to improve and adapt to any situation so that our children
and teachers continue learning and training with quality tools.
The pandemic changed us as an organization; We have worked remotely as a team and with the beneficiaries.
Our way of relating has transformed because now we know we are more connected despite the distance,
and this opened us up the opportunity to create new alliances and support networks. In addition, we continue
to create virtual spaces for distance learning and training through webinars, and we confirm that, despite
the fact that our traditional deployment models have been modified in recent months, our video games and
digital tools have a high impact on our beneficiaries.
We don’t want to stop helping teachers, girls and boys, but to do this we have to address the new problems
that the pandemic has brought. We will continue generating content that responds to the new skills and
knowledge needed, and we will continue developing distance implementation strategies that can be adapted
to any formal and non-formal education context.
We thank the donors, allies and collaborators who have supported us in these difficult times and for the
trust that all those involved in this great project have placed in us. We invite you to continue on this adventure,
at Inoma we will keep on working so that more girls and boys can continue developing the necessary skills
and knowledge to face the challenges of this new social order!
CARLOS GUZMÁN
Chairman

ANTONIO PURÓN
CEO

AB O UT US
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PHILOSPH Y

MISSI O N

To provide recreational-educational digital tools that, in
addition to providing entertainment, help each player to
improve
their
educational
performance at their own pace,
as well as to promote the use of
information technologies for
the benefit of education and
educational research.

VISI O N
Any child with or without Internet access,
anywhere in the world, can play, have fun,
and reinforce their formal learning for free.
We believe that the best way to achieve this is
through the support of parents and teachers,
and therefore we offer
them new tools and
learning
resources
that allow them to
achieve a greater
impact on their
students.

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

A b out us
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STR ATEGY

GAME

+

ICT

(PC, smartphones, tablets)

+

CLEAR LEARNING
O BJECTIVE

LUDIC-EDUCATI O NAL
TO OL
(video game)

(concept and/or competence)

VIDEO GAME

SIGNIFICANT LEARNING

Benefits and advantages of educational video games:
They complement and support the active and critical learning process of children.
They encourage the use of critical thinking skills, necessary for problem solving and decision making in
different situations.
They provide meaning in a multimodal space using images, sounds, music, movement and developing
sensory perceptions.
They develop creativity and imagination.
They promote learning within a controlled and safe environment, where mistakes can be experienced and
learned from.
They allow children to take risks in a safe space where real-world consequences are minimal.
They motivate children to keep playing (learning) and there is always a reward for achievement.
They are free of charge.

A b out us
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STR AT EGY

Free of charge.

For teachers, parents and anyone interested in
learning through educational digital tools.

For girls and boys from 6 to 13 years old.
100 video games in Spanish and English.
Aligned to the SEP educational program and
other international programs.
Learning areas: mathematics, Spanish, science,
history, civics and ethics, art education and
social-emotional skills.
Available for computer and mobile (Android,
iOS).
Access without connectivity through TAKServer and TAK-Usb.

A b out us

Contains pedagogical and game information,
didactic strategies, manuals, and usage reports
(ReporTak) by subject, concept, video game or
student of the TAK-TAK-TAK video games.
Access with or without connectivity (TAK-Server)
through computer.
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SCHOOL INTRODUCTION MODEL

STUDENTS

During 2021, the school introduction model took place virtually due to the pandemic.

Phase 1

Phase 2

Phase 4

Discovery

Integration

Graduation

Register in
TAK-TAK-TAK, play
and have fun.

Play under teacher’s
guidance at school
or at home. Have fun
and acquire
significant learning.

Transfer acquired
learning to other
areas or contexts.

Phase 3

IN O MA

TEACHERS

Introduction

Encourages students to
play TAK-TAK-TAK and
registers in LabTak.

Provides the school with
technical support and
gives parents general
information about the
system, and digital
training to register
students.

Application

Assimilation

Graduation

Assess the video games
and begins to discover
the link between them
and different learning
areas, as well as their
lesson planning.

Once convinced of their
effectiveness, they begin
to incorporate video
games into weekly lesson
planning.

Video games are part of
their lesson planning; use
ReporTak to customize
their students’ learning;
LabTak is a source of
information and they
take part in the site’s
learning community.

Trains RAM and teachers in
the use of TAK-TAK-TAK and
LabTak. Provieds reports
(ReporTak) on the use of
video games per student.
Offers a workshop for
parents to support from
home.

Provides pedagogical
support for parents and
teachers in the use of
ReporTak. Supports
teachers in the use of
didactic tools in class.

Promotes the integration
of TAK-TAK-TAK into the
school’s educational
model/program.
Maintains contact with
teachers and parents.

About us
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OUR ADVENTURE

2009-2011
Prototype
design

2013

2011-2012

2014
2015

Concept evaluation

2016
2017
2018
Colombia, Creator
Awards, Mexico,
Ciencia en Acción,
Reimagine
Education, WISE

WSA 2016
winners

Autonomía Curricular
@prende 2.0

2019
Africa,
LabTak 2.0

2020
At-home learning,
Fe y Alegría,
LabTak 2.0

A b out us

2021
Hybrid Model,
Phase 2 Fe y Alegría,
Mathematics Pilot
Test, Fe y Alegría,
SEK Institutions,
Phase 2 LabTak

B E NEFICI ARI ES
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HISTOR I C RESULTS

Teachers in LabTak:

Girls and boys in TAK-TAK-TAK:

804,163

Active schools in TAK-TAK-TAK:

36,278

737

P RESE N

CE I N M
O RE TH
AN
60 C O U
NTR I ES

United States

Top States in
Mexico:

Mexico

Mexico City
Puebla
State of Mexico
Veracruz
Jalisco

Colombia

Ecuador

Argentina
Benefic iaries
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21,560

2020

41, 377
112, 733
77, 989

19, 537
58, 452

Campaign origin (known)

33, 790

2018

Total registered users

Organic origin (unknown)

71, 127

37, 337
67, 409

2017

352, 969

150, 872

2019

51, 809

73, 369

2021

154, 110

2021 R E SULT S

83, 463

unknown

Organic users

2014

53, 973
25, 219
46, 448

79, 192

31, 793

PULL: Google Ads

41,450

63, 238

2015

79, 846

48, 053

2016

16, 790

451, 194
known

Campaign users (known)
PUSH: partnership with other foundations

35, 615
18, 805

7,077

54, 420

2013

Beneficia ries
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202 1 R E SULTS

4, 401
3, 192

2020

8, 531

11, 723

6, 065

1, 664

2021

Total registered users
3, 335

3, 301
1, 591

2, 689

986
336

Campaign origin (known)

20,494

1, 322

466

3, 155

425

2015

Organic origin (unknown)

1, 322

1, 771

2016

4, 891

1, 409

2017

2014

3, 138

1, 728

2018

36,278

3, 788

453

2019

Benefic iaries

DEP L OY ME NT
O F THE TAK-TAK-TAK
SYSTEM

15
P US H B EN EFI CI ARI ES
1. Implementation of TAK-TAK-TAK in community centers in indigenous communities of the Fundación
Haciendas del Mundo Maya.
In 2021, we continued our project initiated with
Fundación Haciendas del Mundo Maya in the states of
Yucatán and Campeche.
For more than four years, we have collaborated with
this foundation to introduce the use of technology in
the indigenous communities of Dzidzilché, in Yucatán;
and Checoh, Cancabchén and Colón, in Campeche;
through TAK-TAK-TAK video games, in a non-formal
context of education in community centers.

This year, in particular, we continued to provide advice and
follow-up on the use of the video games in Dzidzilché,
we continued with the remote pedagogical advice for Chencoh
and Cancabchén;
we updated and reviewed the use of TAK USB to mitigate any
technical problems;
and at all times we provided support to the four communities
involved, with the aim of strengthening the education and human
development component of the Fundación Haciendas del Mundo
Maya's program.
The TAK-TAK-TAK program has become an empowerment tool for
the facilitators, who have become key players in their communities,
learning how to run and manage the program, while developing
leadership, planning and organizational skills in the community
centers.
Dep
Deploy
loym
ment
ent
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PUSH B EN EF I CI ARI ES
2. LabTak and ReporTak in Fe y Alegría schools
Fe y Alegría is an international Jesuit educational movement, that targets impoverished sectors in
order to enhance their personal development and social participation.
From March to December, schools in Colombia, Ecuador, El Salvador and Venezuela received remote training
and access to TAK-TAK-TAK tools for students, with feedback for teachers through the LabTak platform. With
the objective of enriching the teaching activity, the Groups and ReporTak sections were added, with which
they can link their students and monitor their activity while playing TAK-TAK-TAK-TAK.
Manuals were developed for the use of activity
reports, ReporTak, to support the training of
teachers in the use of TAK-TAK-TAK video
games in their classes, which also included the
necessary support to understand and take
advantage of the information generated by the
ReporTak reports.

During these months, we trained 99 3rd, 4th and 5th
grade teachers from five schools in Colombia; five in
Ecuador; three in El Salvador; and three in Venezuela, in
order to enable them to generate ReporTak reports
autonomously. This appropriation, in turn, gave greater
value to the use of TAK-TAK-TAK video games as a teaching
and learning tool.

Dep loy m ent
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PUS H B EN EFI CI ARI ES
3. Fund for Peace: Digital training program for Tének women
During April, in partnership with Fund for Peace (Fondo para la Paz), we designed and implemented a digital
literacy program for the micro-entrepreneurship of Tének women from five communities in the Huasteca
Potosina.
To this end, we defined a series of digital tools necessary to facilitate the operation of their productive activity,
and in turn support their integral development as female entrepreneurs. This information is included in a
user's manual for digital training, which can be accessed from any device.
As part of the program, a team from Inoma was in charge of training the team from Fund for Peace, who in
turn trained the Tének women from the communities. During four virtual sessions, each of the nine tools
contained in the manual was explained in depth, and through a trainer's guide, different activities were
carried out to reinforce the knowledge acquired.
As a complement, a pre- and post-intervention evaluation was also shared with the Fund for Peace team so
that they could measure the progress and understanding of the Tének women in the use of the tools
presented.
The training of the Fund for Peace team lasted approximately one month, and the training provided by the
Fund for Peace team to the Tének women took place in the field during the following months.

Dep loy m ent

18
PULL B E N EF I CI ARI ES
1. Google Ads
Inoma continues to be a beneficiary of Google Ad Grants in order to promote our TAK-TAK-TAK and LabTak sites
among beneficiaries in Mexico and other countries around the world. This way, more children and teachers
have used these tools in their teaching and learning processes.
2. Social Media
Social media is a means through which we can connect and reach more beneficiaries interested in our tools
in a more direct way and with constant communication. This year we continued to generate content such as
articles, recommendations on how to use video games and on technology, education, public policy and other
topics of interest to teachers, as well as phrases and infographics that
we share through our channels on Facebook, Twitter, YouTube and
Instagram.
We opened a new LabTak Instagram account with which we were able to
impact more than 4,500 people interested in educational content, which
also helped consolidate our audience of teachers, parents and and other
authorities interested in education and technology.
During 2021, social media allowed us to impact, through digital content,
more than 16,000 children, teachers and parents interested in our
TAK-TAK-TAK project.
Follow us on social media to stay up to date with our content!

Instagram:
@InomaMexico
@LabTak

Twitter:
@InomaMexico

Facebook:
YouTube:
Inoma México,
Inoma TAK-TAK-TAK
LabTak y
y LabTak
Videojuegos TAK-TAK-TAK

Dep loy m ent

LAB O RATO RI ES
A ND RESEARCH
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1. Pilot test at SEK Educational Institution
The program "The influence of video games on mathematical competence in primary school children in SEK
schools in Spain", started in mid 2021 in SEK Cataluña, SEK El Castillo and SEK Atlántico schools, and will last
for one school year.
With this program we seek to test the mathematics video games in groups of 3rd and 4th grade, in a context
of Spanish IB schools, which is different from the initial target audience of TAK-TAK-TAK. The objective is to
analyze the influence of the use of video games in the development of mathematical competencies, to identify
the improvements of the different cognitive processes involved due to the intervention based on video
games, as well as to explore the relationship between the use of mathematics video games and attitude
towards mathematics as a subject.
Students between 8 and 10 years old participated in this project, who were divided into control and treatment
groups to contrast the effects of the intervention with students of the same age. The students belonging to
the treatment group will play one of the fifteen math games previously selected, at least one hour a week,
and the results will be measured through pre-. intermediate and post-tests at the end of the school year.
For its execution, a series of trainings were implemented for 12 teachers on how to register their students
and assign the use of TAK-TAK-TAK video games as part of their curriculum, and how to follow up on the use
and progress of each student.
The results of this
evaluation will allow us
to extend our offerings
to international organizations in Europe.

L aboratories and res earc h
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2. Evaluation of the impact of mathematics video games in Fe y Alegría schools in Colombia and Ecuador
In May, we began to measure the impact of TAK-TAK-TAK video games on the learning of mathematical
concepts in 4th, 5th and 6th grade children in schools of the Fe y Alegría Federation in Ecuador and Colombia.
To measure the impact, control and treatment groups were formed, with the treatment groups using a
specific game program once a week (742 students). Similarly, pre- and post-implementation tests were
applied to the control and treatment groups, virtually, to measure the impact on mathematics learning using
TAK.TAK-TAK video games.
Three trainings were provided to all 16 teachers involved in the treatment group, to introduce the tool,
communicate its virtues and achieve its use, measuring the evolution of the treatment groups on a biweekly
basis.
The program was validated by an external evaluator, who concluded that there is a positive and statistically
significant impact of playing TAK-TAK-TAK on mathematics learning. In addition, the results suggest that
TAK-TAK-TAK could be used as a diagnostic tool for the mathematics level of girls and boys. Finally, the
results show that teachers with greater willingness to use TAK-TAK-TAK in the future and with previous
technological training are correlated with students with better performance in mathematics and on the
TAK-TAK-TAK-TAK site.
On average, the use of TAK-TAK-TAK-TAK results in a
half-point improvement on a standardized test (on a
1-10 scale), and the treatment effect becomes larger
(.83 on a 1-10 scale) if the student is in 6th grade.

L aboratories and res earc h

DE VEL O P ME NTS
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N EW TA K-TAK-TAK VIDEO GAMES
Throughout the year, we launched a block of six new video games on the TAK-TAK-TAK platform, as well
as its version for iOS and Android applications. These were:
Extratelia
La Banda de Chan Pi
Bombas Locas
Laboratorio de Topo
Juguetes de Peque
Sheepy vs los Dragones
The video games cover the subjects of Mathematics, Science, Music and
Spanish and are available to be played on web and mobile applications.

Developments
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IN OM A AN D F UN DACIÓN G ON Z ALO
R ÍO ARRON TE: RESIL IE N CE V IDEO G AM E
We started the development of a new video game thanks to the support of Fundación Gonzalo Río Arronte
(FGRA), who has been our ally for more than 4 years. The objective of this new video game is to promote the
development of resilience in primary school children (6 to 12 years old) based on the 3 R's model: regulation,
routines and relationships, which seeks to establish a balance in the face of adversity and change.
The pandemic highlighted the need to help children in their socioemotional development. Specifically,
the ability to adapt to adversity. This video game seeks to help children to identify and develop resilience,
supported by their teachers through a program that makes use of the video game, will contribute to their
better socioemotional development, and thus help them to identify and avoid risk behaviors that can lead to
the consumption of addictive substances.
The approach, design and development of this video game began internally in August and will be available in
2022 both in its web version and for mobile applications.

Develo p m ents
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NEW IN OMA SI TE
After more than 10 years of maintaining the same identity, we redesigned Inoma's website (www.inoma.mx),
with the objective of giving our visitors a more pleasant and user-friendly experience to learn more
about our initiatives and projects, as well as to join our team of volunteers.
The new image of the Inoma website has a mix of blue, gray and sepia tones, which give it an elegant
identity; the images were updated according to our most recent campaigns; and a new TAK at Home
section was included, which encompasses all the effort that has been made during the pandemic so
that children can enjoy and learn from the activities that we develop for their interaction with the
TAK-TAK-TAK-TAK video games.
The site is under development and will be available in early 2022.

Develo p m ents

RECO GNI TI O NS
A ND A LLI A NCES
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RECOGN ITION AN D ALL IAN CE S
1. UBS Visionaris : Semifinalists for the Social Entrepreneur Award
The Social Entrepreneur Award was created by UBS in 2004 to give impetus to the work of leading social
entrepreneurs in Mexico, who are solving social problems through innovative approaches.
In the 2021 edition, Antonio Purón, founder of Inoma, participated with the TAK-TAK-TAK project, which was
Inoma's starting project more than 10 years ago, meant to solve the limited access to quality education in our
country, especially for children from lower-income households. The TAK-TAK-TAK system is comprised of a
platform with free educational video games that offers personalized and fun learning for students; and
LabTak, a tool that allows teachers to choose and develop
pedagogical strategies based on digital educational content.
This is the solution proposed by Inoma and Antonio Purón
to offer educational and quality tools to enhance the basic
education of thousands of children and teachers in our
country and in the world.
To support the impact on our beneficiaries, we conducted
virtual interviews with teachers participating in our
Deployment programs and visited the Francisco I. Madero
school in the State of Mexico to hear the opinions of teachers,
students and administrative staff about the
benefits that the TAK-TAK-TAK system has
had on their education. Likewise, our allies
APAC allowed us to visit their facilities to see
the work we have done with their beneficiary
students.
Our project was recognized as one of the
four best initiatives, out of more than 70
applications, for solving educational
problems through innovative tools such
as TAK-TAK-TAK and LabTak.
It is an honor for us to receive this recognition,
and we congratulate the other two finalist

Reco gnitio ns and alliances
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RECONOCI M IENAN
RECOGNITION
TOS
D ALL IAN CE S
projects: Caminos de Agua and Cancer Warriors, as well as the winner of the 2021 edition: IonAg+.

Reco gnitio ns and alliances
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RECONOCI
R ECOG NI TION
M IENAN
TOS
D ALLIAN CE S
2. QWeek: GESA x Jacobs Foundation
GESA Awards is the largest Edtech competition in the world. This year it received more than 1150 applications
from around the world. In November, LabTak's project was selected among 300 other submissions as one of
five GESA Awards finalists in the Learning Differences category, in partnership with the Jacobs Foundation.
The Jacobs Foundation invests in the future of young people to become productive and socially responsible
members of society through better development opportunities and fairer access to education.
As one of the five finalists in the Learning Differences category, we participated in QWeek, a four-day
accelerator given by the team at MindCET, an educational organization in Israel, designed to introduce each
project to the needs of the Jacobs Foundation and provide information that allows LabTak to be adapted to the
needs of our target beneficiaries.
In this accelerator we worked hand in hand with different international startups and received feedback from
MindCET and Jacobs Foundation to optimize our LabTak platform.

Reco gnitio ns and alliances
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OT HER IN TERN ATI ON AL RECOG N IT ION S

One of five 2021 fInalists for
the special "Learning
Differences" award.

One of four 2021 UBS-Visionaris
finalists for the Social
Entrepreneur Award.

Honorable Mention 2018. Interactive
and non-interactive science teaching
materials category.
Winners 2018.
Audience Choice.

One of twelve international
finalists, 2018.

Regional Winners, 2019.
Latin America
(Gold Award Winner).

2016 Winners,
Best Mobile Content
in Learning and Education.

Reco gnitio ns and alliances

2018 Finalists.
E-Learning Category.
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OUR M OST RECEN T ALL IE S

Reco gnitio ns and alliances

E VE NTS
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ONLINE SESSI ON S
Continuing with the virtual activities carried out for our beneficiaries, in 2021 we organized three webinars
to continue training and engaging with teachers, students and parents on educational topics that have
become relevant.
Each session was attended by experts on the topic, who for an hour and a half shared their experiences,
teachings, and points of view with our audience, mainly from Mexico, Peru, Argentina, Ecuador, and Colombia.
Beatriz Ruiz, Education Coordinator at Fundación Inoma, acted as moderator in each session, opening the
way for dialogue and communication between participants and speakers.

WEB INAR 1:

Children with special
Education Skills and
Technology

Participants: 265
The online event was attended by Guadalupe Maldonado, General
Director of the Association for People with Cerebral Palsy (APAC), and
Julia Castro, Director of Formal Education of APAC.

The talk focused on the importance of creating experiences and spaces
for students with disabilities. Particularly nowadays, when the digital
era has permeated so deeply in the educational field, as the creation of these spaces encourages and motivates them to develop physically and emotionally to be part of the social nucleus without obstacles.
The talk aimed to raise awareness about how
important it is to rethink educational spaces and
agendas, as well as to provide support and
promote inclusion so that children with disabilities
are not made invisible.

You can access the
recording of the
webinar

HERE.
Events
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ONLINE SESSION S

WEB INAR 2:

Use of Social Media
for Education

Participants: 74
This second webinar featured the participation of Giselle Escalante,
Coordinator of the Bachelor's Degree in Entertainment Business Management at Universidad Anahuac, and Gabriela Minor, Assistant Principal of the Haim Weizmann Cultural Center High School.

The talk focused on the use of social media as a tool that favors the
dynamics of teaching and learning in a different context to the one we were used to. As a result of the pandemic, teachers have gone through an intense and accelerated process of adaptation and learning, since
communication, teaching and learning mechanisms have changed significantly in the last year. However,
technology and social media have been key to reach students.
In addition, the pandemic also enabled the creation of an educational change, highlighting the importance of the adaptability and flexibility of teachers for the welfare of students, but
also with the aim of developing their own academic and
professional training.
Thus, we can consider social media as a space that allows to
promote the development and growth of both students and
teachers based on the principle of learning and relearning
constantly in a collaborative work.

You can access the
recording of the
webinar

HERE.

Events
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ONLINE SESSION S

WEB INAR 3:

Creating Different
Learning Spaces

Participants: 116
In our last online event, we were joined by Dina Buchbinder, María de
Jesús Peña and Gabriela Lozano from Educación para Compartir; and
Cynthia López and Paulina González from Fundación Haciendas del
Mundo Maya.

‘Creating Different Learning Spaces' was based on the idea that learning
is a process through which we acquire different knowledge, learning and skills and it is a process that should
never end and can take place in different spaces, not just the school. Such is the case of Education for Sharing
and Haciendas del Mundo Maya.
The Haciendas del Mundo Maya Foundation
(FHHMM) seeks to implement economic and social
development projects, promoting strategies to
strengthen the capacities and skills of the inhabitants of the Mayan communities of the Yucatan
Peninsula. The Foundation has six thematic axes to
achieve this: human development, health and
nutrition, education, social enterprises, housing
and infrastructure, and natural resources.
Today more than ever, the world is leading us to be
more receptive to charting other mental models
that allow us to learn with much greater clarity.
But in addition, to do this successfully, the overall health of the individual must be considered.
On the other hand, one of the most important things in this challenging context at home, is that many
families do not know what to do all day every day in addition to the day-to-day activities and therefore
the level of anxiety has escalated. They emphasize the importance of forming
alliances that provide flexibility and personalized accompaniment to add
relevant strategies for the benefit of everyone: open to think new ways from
You can access the
collaborative leadership for the educational world to find alliances with other
recording of the
actors to create, exchange ideas, strengthen and innovate spaces.
webinar

HERE.
Events
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ZO OMB ERS: CH I LDREN ’ S DAY
In April we were invited by Zoombers, a school platform to learn Mathematics through mini games with
Artificial Intelligence, to participate in a virtual activity for Children's Day.
In alliance with Liks.co, Epic Queen and Kidzania, we were invited along with other organizations to
implement a virtual workshop for the children who participated in the event.
Our activity, "Play and have fun with TAK-TAK-TAK", lasted approximately half an hour in which the children
learned how to register in TAK-TAK-TAK and played three of our favorite video games: Corre Cheto, Caracol
and Super Sumas.
The children had a week after the event to
continue playing the TAK-TAK-TAK video
games and accumulate the most time playing
and learning on the platform. The winner of
the activity was a girl from Mexico City,
who received a recognition for her great
performance and a TAK-TAK-TAK-TAK
t-shirt.

You can access
our activity

HERE.
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UAEM: SEVEN TH DESI GN F E ST IVAL
We were invited by the Universidad Autónoma del Estado de Morelos, to participate as one of the twelve
projects in a virtual presentation for the Seventh Design Festival "Dejando Marca", with the central theme
Transdiscipline in Design.
The objective of the Festival was to make university students aware of the different strategies and lines of
action in design , so our presentation focused on the entire process of designing a video game, from the
conception of the idea to the execution of web development and mobile applications. For this, the coordinators
of the Institutional Development, Education and Video Games and Technology area of Inoma participated.

You can access
our presentation

HERE.

Events
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SO CIAL SERVICE
Ibero:
Marianne Fink, María Fernanda Duvallon, Mauricio
Guerrero, Aline Rubinstein, Gabriela Garfias, Jessica
Velázquez, Emiliano Torres
UVM:
Rolando Cano, María Fernanda González
TA K

TA K

TA K

O UR TEAM
CEO:
Antonio Purón
Management:
José Emiliano Delgado Nieves, Karla Salazar Cortés
Institutional Development:
Regina González Sánchez, Regina Bravo González
Deployment of TAK-TAK-TAK System:
Catharine Alice Austin, María Fernanda Castañeda
Education:
Beatriz Ruiz, Rosario Arreola, Mariana Romero
Coordination:
Marisa Juárez García
Research and Data Analysis:
María Fernanda Ramos
Technology and Video Games:
Susana Alegría, Adriana Muñoz, Francisco Reyes

Us

B O ARD O F DIRECTO RS AND
B O ARD O F ADVISO RS

Board of directors:
Carlos Guzmán (presidente), Julia Marcia Giovanini
(secretario), Ernesto Maqueda (tesorero).
Board members:
Antonio Purón, Miguel Ángel Pichardo, Eduardo
José Bolio, Roberto Newell, Guillermo Roa,
Fernando Sepúlveda, Alberto Chaia, Leopoldo
Garza, Juan Ricardo Pérez, Heberto Taracena.
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AKNOW LEDGEM EN TS
Donors and allies
Administración Federal de Servicios Educativos en el Distrito Federal - Aflatoun - Andrea Hernández Velasco - Antonio Purón
Mier y Terán - Banco Compartamos - Básica Asesores Educativos - Bett Latinoamérica - Clinton Global Initiative - Centro de
Investigación para el Desarrollo (CIDAC) - Centro de Investigación y Docencia Económicas (CIDE) - Compusoluciones y
Asociados - Compromiso Solidaridad y Ayuda Social - Consejo Nacional de Ciencia y Tecnología (CONACYT) - Consultores
en Computacion y Servicios - Ediciones SM - Endless Mobile - Federación Internacional Fe y Alegría - Financiera Independencia Fondo de Cultura Económica (FCE) - Fondo Para la Paz - Fundación BBVA Bancomer - Fundación Carlos Slim - Fundación
Chespirito - Fundación Educa México - Fundación Gentera- Fundación Gonzalo Río Arronte - Fundación Hacienda del Mundo
Maya - Fundación Metlife - Fundación Moisés Itzkowich - Fundación Proacceso ECO - Fundación Roberto Hernández Ramírez Fundación Telefónica México - Fundación Televisa - Futuro, I.A.P.- GESA -Global Living - Gobierno del Estado de México Google - Grey - HSBC México - Hewlett Packard - Institución de Banca Múltiple - Instituto Mexicano para la Competitividad
(IMCO) - Instituto Tecnológico y de Estudios Superiores de Monterrey (ITESM) - ITITI Tecnologías - Jacobs Foundation - Juan
Villoro - Julieta García - La Casa Azul Museo Frida Kahlo - México Libre de Corrupción A.C. - Microanalítica - Microstrategy Museo Universitario de Arte Contemporáneo (MUAC) - Museo Tecnológico de la Ciudad de México- MVS/Dish - Nacional Monte de
Piedad - Ogilvy & Mather Mexico - OSC Digital - Open Learning Exchange (OLE) – Oveja Negra - Papalote Museo del Niño Pierson Labs - Proeducación - Programa Interdisciplinario sobre Políticas y Prácticas Educativas (PIPE) - Project Redwood Santander - San Estanislao Kokotshka (SEK) - Secretaría de Educación de Veracruz - Secretaría de Administración y Finanzas
Yucatán - SEP del Estado de México - SEP de Colima - SEP de Puebla - SEP Federal - Sinadep - Sistemas Integrales de Cómputo
Montellano (SICOM) - Sociedad de Amigos de la OFUNAM - Tecnologias Educativas Colaborativas S.A., GAL&LEO - Televisa Niños Temasek Holdings - The Coca-Cola Export Corporation - The Tzedakah Trust - Tides Foundation - UBS- Visionaris - Unión de
Empresarios para la Tecnología en la Educación (UNETE) - Universidad Autónoma del Estado de Morelos - Valores para el Tercer
Milenio - WeWork - World Summit Awards
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AKNOW LEDGEM EN TS
Schools, Universities and School Systems
Aprende MX - Asociación Pro Personas Con Parálisis Cerebral (APAC) - Aulas Fundación Telefónica México - Aulas Fundación
Telefónica Perú - Bibliotecas de Fundación Hacienda del Mundo Maya - Centro Comunitario Acércate - Centro Cultural Haim
Weizmann - Centros RIA - Children International (México) - Club de niñas y niños (Tijuana) - Colegio Senda - Cornell University
- Escuela Primaria Pública Juan Amos Comenio - Escuelas de Fundación Ririki (Hidalgo) - Escuelas primarias de la Red Educa
(de Guadalajara y del Distrito Federal) - Escuelas primarias y secundarias públicas del Estado de México, de Puebla, de Colima,
Chiapas y demás estados en los que han permitido la entrada a TAK-TAK-TAK - Freeman Spogli Institute - Spogli Institute Instituto Politécnico Nacional - Junior Achievement - SEK El Castillo - SEK Catalunya - SEK Atlántico - Sinadep - Stanford
University - Tecnológico Universitario del Valle de Chalco - Universidad Iberoamericana, Campus Ciudad de México - Universidad
Iberoamericana, Campus Puebla - Universidad Panamericana.

Developers
Big Monster - Caldera Estudios - Cromasoft - Desarrollo de Software para Internet (Ábargon) - Five Ronin Games - Grupo
ENM (Enova) - HaikuStudios - Kamikaze - Microstrategy - Most Transmedia Group - Mofeta Estudio - Pixframe Studio - Shock
Studio - Sophitech
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Reach us:
+52 (55) 6389-2028

