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As we reach  the end of 
another academic year, 

we are thankful for each 
learner who gave of their 

best, each educator who was 
passionate about their learners’ 

progress and every parent or guardian who made sure that 
their child had all the necessary support to achieve his/her 
best academic results.   

Curro Holdings established the Curro Curriculum Manage-
ment and Delivery centre to ensure that Curro educators 
not only keep up with all the innovations in education, 
but also remain motivated and informed. With so many 
developments in education all over the world, our educators 
must always have the freedom to be innovative and creative, 
but still ensure that their learners master the core academic 
content in order to be successful 21st century learners. 
Together, we work as a team to ensure that each learner can 
achieve their best.  

The full-day training sessions held during the year for 
our nursery and primary school educators provided the 
opportunity to collaborate with educators from other Curro 
schools. It also allowed us to say that we now have very 
active communities of practice where our educators are 
given time to share best practices and support one another. 
Our high school professional learning communities are also 
in place and we have appointed a facilitator for each subject 
in the four different Curro clusters. The various subject 
groups will meet at the beginning of each term to discuss the 
term’s content and identify training needs for each subject.

Message from André
THE END OF ANOTHER 
SUCCESSFUL ACADEMIC YEAR …

To ensure consistent quality in all subjects across our 
schools, our subject specialists, per grade and per subject, 
provide detailed planning to each educator from Grade 1 to 
Grade 7. Such detailed planning serves as a guideline and 
our educators still have the freedom to adapt the planning 
according to their own learners’ needs. Subject specialist 
support will be available to Grade 8 and 9 educators in 2018.  

Deep learning has also become a buzzword in education 
and one of the strategies to introduce deep learning to our 
educators and learners is to make use of Project-based 
Learning (PBL). Our primary school educators received 
training on Project-based Learning and our Grade 4 to 
Grade 7 learners will have the opportunity to cover some of 
the Natural Sciences, Social Sciences and Life Orientation 
curriculum topics through Project-based Learning. Our 
language, Mathematics and high school educators will also 
have the option to implement Project-based Learning, 
however they will need to ensure that they remain within 
the curriculum guidelines. 

Once again, we thank everyone who contributed to the 
education of our learners and we wish them every success 
during the year-end examinations. 

May the true meaning of the holiday season fill your hearts 
and homes with blessings. Christmas brings family and 
friends together, giving us time to appreciate the love in our 
lives that we so often take for granted.

André

Key knowledge, understanding, and success 
skills 

The project is focused on student learning goals, including standards-based content and skills 
such as critical thinking/problem-solving, communication, collaboration, and self-management. 

Challenging problem or question The project is framed by a meaningful problem to solve or a question to answer, at the 
appropriate level of challenge.

Sustained inquiry Learners engage in a rigorous, extended process of asking questions, finding resources, and 
applying information.

Authenticity The project features real-world context, tasks and tools, quality standards, or impact – or speaks 
to learners’ personal concerns, interests, and issues in their lives.

Learners’ voice and choice Learners make some decisions about the project, including how they work and what they 
create.

Reflection Learners and educators reflect on the effectiveness of their inquiry and project activities, the 
quality of their work, obstacles and how to overcome them.

Critique and revision Learners give, receive and apply feedback to improve their process and products.

Public product Learners make their project work public by explaining, displaying and/or presenting it to people 
beyond the classroom.

Project-based Learning’s time has come. The experience of thousands of educators across all grade levels and subject areas, 
backed by research, confirms that PBL is an effective and enjoyable way to learn. Additionally, it develops deeper learning 
competencies required for success in further education, career, and life. 

Why are so many educators around the world interested in this teaching method? The answer is a combination of sound 
reasoning combined with recent developments.

• PBL makes school more engaging for learners. Today’s learners, more than ever, often find school to be boring and irrele-
vant. In PBL, learners are active, not passive; a project engages their hearts and minds, and provides real-world learning.

• PBL improves learning. After completing a project, learners understand content more deeply, remember what they learn 
and retain it longer than is often the case with traditional instruction. Consequently, learners gain content knowledge with 
PBL and are better able to apply what they know and can do to new situations.

• PBL builds success skills for further education, career, and life. In the 21st century workplace and in college, success re-
quires more than basic knowledge and skills. In a project, learners learn how to take initiative and responsibility, build their 
confidence, solve problems, work in teams, communicate ideas and manage themselves more effectively.

• PBL helps address standards. The Common Core and other present-day standards emphasise real-world application of 
knowledge and skills, and the development of success skills such as critical thinking/problem-solving, collaboration, com-
munication in a variety of media, and speaking and presentation skills. PBL is an effective way to meet these goals.

• PBL provides opportunities for learners to use technology. Learners are familiar with and enjoy using a variety of tech tools 
that are a perfect fit with PBL. With technology, educators and learners not only find resources and information and create 
products, but also collaborate more effectively and connect with experts, partners and audiences around the world.

• PBL makes teaching more enjoyable and rewarding. Projects allow educators to work more closely with active, engaged 
learners doing high-quality, meaningful work, and in many cases to rediscover the joy of learning alongside their learners.

• PBL connects learners and schools with communities and the real world. Projects enable learners to solve problems and 
address issues important to them, their communities, and the world. Learners learn how to interact with adults and organ-
isations, are exposed to workplaces and adult jobs, and can develop career interests. Parents and community members 
can be involved in projects.

• PBL promotes educational equity. All learners deserve PBL, since a great project can have a powerful effect and help them 
reach their potential and be transformative for young people. A project that makes a real-world impact can give learners 
a sense of agency and purpose; they see that they can make a difference in their community and the world beyond it.

PROJECT-BASED LEARNING

Project-based Learning (PBL) is a teaching method in which learners gain knowledge and skills by working for 
an extended period investigating and responding to an authentic, engaging and complex question, problem, 
or challenge. PBL focuses on student learning and includes the following essential project design elements:

WHAT IS PROJECT-BASED LEARNING?

WHY PROJECT BASED-LEARNING?
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When learners have the opportunity to hold a physical object in their 
hands, learning concepts that make use of the five senses, touching, 
tasting, smelling, seeing, and hearing, are enhanced. We are all aware 
that physical skills such as using fine and large motor skills will be 
developed, but learning through play is about much more than just 
the physical aspects.  

‘Constructionism means learning by making something. What you 
learn in the process of making things that you care about sinks much 
deeper, its roots go deeper into the subsoil of the brain than what 
anyone can tell you’. Seymour Papert, Professor, MIT, Boston.

In Fundamentals of Early Childhood Education, 2008 edition, (p. 221). 
GR Morrison states that learning through play holds many positive 
outcomes. Logical-mathematical concepts associated with 
classification, seriation (place in chronological order), numeration, 
space (over, under, etc.), and time (before, after, etc.) are formulated. 
This happens without the learners even being aware that learning is 
taking place. 

Furthermore, learners develop social skills e.g. sharing, taking turns, 
negotiating, compromising, collaboration and leadership to mention 
a few. They develop and practice language and literacy skills such as 
phonological awareness – learning how sounds make up words and 
are used in words, conversation skills e.g. responding appropriately 
and listening. 

When learners have the above-mentioned skills or grasp these 
concepts, their self-esteem is enhanced. This can be seen when they 
demonstrate their accomplishments and abilities and relate them to 
those of their peers. Learning through play helps them master life 
situations and prepares them for adulthood by learning to:

• become independent;

• think critically;

• make responsible decisions, and

• cooperate/collaborate with others, including those who are culturally 
or racially different from them, or differ in ability. 

Added to the mechanical and coding skills, the above-mentioned skills 
were enhanced by the introduction of Robotics as a subject in Curro 
Schools. 

THE METHODOLOGY:
One of our CCMD researchers questioned how tablets were being used in the Mathematics classroom and 
how effective they were. As a result, a survey was sent out to Curro schools to determine what applications 
Mathematics educators were using.

Learning through play may seem far-fetched or unlikely to many. Below, we highlight some ideas and findings 
regarding learning through play and more specifically around Robotics in Curro Schools.

USING TABLETS
IN THE MATHEMATICS CLASSROOM

The following results were obtained from 25 schools who responded:

Table 1: Mathematics applications that are currently used in the classroom

 

Applications that Mathematics educators are using in class

 GeoGebra MiEbooks Modlin Intelligent 
Practice

Everything 
Maths 

Kahoot! SHAREit Excel YouTube TeamViewer

School 1 1 1       1  

School 2 1 1 1      1 1

School 3 1 1  1       

School 4 1 1   1      

School 5  1     1  1  

School 6  1 1      1  

School 7 1 1      1   

School 8  1       1  

School 9 1 1         

School 10 1 1      1   

School 11 1 1         

School 12 1 1       1 1

School 13 1 1    1     

School 14 1 1       1  

School 15 1 1         

School 16  1 1        

School 17 1 1         

School 18  1   1    1  

School 19  1    1     

School 20 1 1       1  

School 21 1 1        1

School 22  1       1  

School 23 1 1         

School 24  1         

School 25  1 1      1  1

Total 16 25 4 1 2 2 1 2 11 4

The results indicated that the most popular application is miEbooks, with all 25 schools using it. This is followed by GeoGebra 
being used by 16 schools, 11 schools making use of YouTube videos and 4 schools using Modlin and TeamViewer respectively. 
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The effectiveness of tablets in the Mathematics 
classroom
To conduct an effectiveness test, two Grade 9 classes were 
targeted to engage with the concept of the 3D object.

The following elements were constant in the experiment, 
meaning that they were the same: 

• The educator

• The amount of teaching time

• The language

• The grade

• The textbook

The only variable, or changing element was that the one class 
was taught using the traditional ‘chalk and talk’ method by 
lecturing and writing on the whiteboard whereas the other 
class integrated the tablets as much as possible.  

The researcher reviewed the Mathematics curriculum and 
selected the topic – the ‘Geometry of 3D Objects’, that would 
be used to conduct the research. The topic was scheduled 
over seven periods:

• Lesson 1: Pre-test on 3D objects

• Lesson 2: Platonic solids and Euler’s formula

• Lesson 3: Properties on spheres and cylinders 

• Lesson 4: Surface area and volume of prisms and cylinders

• Lesson 5: Nets on 3D objects

• Lesson 6: Consolidation

• Lesson 7: Post-test on 3D objects

A pre- and post-test was designed to test both classes. The 
researcher has opted for the Solomon Four-group Design to 
overcome the external validity weakness of learners writing 
the pre-test doing better than those who are only doing the 
post-test.

Group Pre-test Treatment Post-test

10 Grade 9B 
using tablets

O X O

10 Grade 9C 
without tablets

O O

10 Grade 9B 
using tablets

X O

10 Grade 9C 
without tablets

O

With the Solomon Four-group Design, both classes are 
divided into two groups. Only half of the two classes wrote 
the pre-test, but everyone wrote the post-test. By doing this, 
we were able to determine if participation in the pre-test 
had an influence on the data when those learners wrote the 
post-test.

The pre- and post-test content was based on the concept of 
3D objects and was designed to be similar, but not identical. 
It tested the same skill set, but was different so that learners 
could not recall any of the answers. See example below.

Table 3 An example of the pre- and post-test

Pre-test Post-test

1. What is the name of this shape?
a. Cube
b. Tetrahedron
c. Octagonal prism
d. Square pyramid

1. What is the name of this shape?
a. Cube
b. Tetrahedron
c. Octagonal prism
d. Square pyramid

The findings
The educator used the MiEbooks as a textbook. She scanned 
another textbook in as a portable document format (PDF) 
and transferred it to their MiEbooks app next to a similar 
topic. 

GeoGebra and Modlin were used as Mathematics content 
applications that learners could use to practice understanding. 

TeamViewer was used by the educator to project from her 
tablet onto the big screen by mirroring the screens of the two 
devices. She also made use of YouTube videos which she 
pushed to the learners’ tablets via MiEbooks a day before the 
topic was facilitated in class. This also gave rise to the flipped 
classroom model where learners watched the videos on 3D 
objects at home and discussed and even explained it to the 
class the next day. 

Both classes wrote the pre- and the post-test. The marks 
were collated and a statistician processed the results to see 
if there was a significant change in the learning of the topic 
for the two classes. 

The post-test results are shown below:

Table 4: T-test: Two-sample Assuming Equal Variances

 Group 1 and 2 (experimental) Group 3 and 4 (control) 

Post-test  Post-test

Mean 44.8 39

Variance 59.95789474 68.84210526

Observations 20 20

Pooled Variance 64.4  

Hypothesized Mean Difference 0  

df 38  

t Stat 2.285520178  

P(T<=t) one-tail 0.01397507  

t Critical one-tail 1.68595446  

P(T<=t) two-tail 0.02795014  

t Critical two-tail 2.024394164  

Significant (p = .02) < .05

The learners who used tablets scored an average of 6% higher than the control group. A p-value is the probability that the 
results from your sample data occurred by chance. P-values are from 0% to 100%. For example, a p value of 5% is 0.05. A 
low p-value means that the data did not occur by chance, A p-value of less than 0.05 (5%) is accepted to mean the data is 
valid. 

The conclusion drawn from the above experiment is that the use of tablets makes a significant difference in the Mathematics 
classroom.
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THE ROAD TO CREATIVITY

A local, well-known artist whose work has been showcased and sold locally and internationally, Harry Erasmus, puts 
it so aptly, ‘I don’t plan a painting, I try to create a story and atmosphere using a lot of detail. I hate perfection, but 
love movement in everything. Therefore, my buildings dance to the melody of life and for a moment I introduce and 
invite people from this broken world into my world where anything is possible.’

ART,

Learners are innovative and original. Art is a vehicle to exhibit 
their ability and talent to create and imagine the impossible. 
Through art, they have an opportunity to create pieces that are 
whimsical and fanciful, in an appealing and amusing way.

Creativity is unique. It has nothing to do with social status, level 
of education, race, culture, gender, wealth, mental condition or 
intelligence. It takes place in a natural progression from thinking, 
to producing, to affecting reality. It involves taking risks, challenge 
assumptions, and seeing things in a new innovative way. 

A great way to see creativity in its more uncontaminated state 
is by observing the learners in action. Children are the greatest 
natural artists because their minds haven’t yet been programmed 
to fit adult standards. The world is new to learners. They see 
everything with fresh eyes and can come up with the most 
unexpected ideas and solution to problems – we can learn so 
much from them.

Every learner has the potential to be creative. Creativity is 
contagious. Art is an important vehicle to use in order to 
experience creativity in scientific and innovative ways.

Our learners were provided with a creative opportunity through 
the Curro Art Competition this year which saw 26 primary 
schools and 14 high schools participate:

PRIMARY SCHOOLS HIGH SCHOOLS

Curro Academy Clayville Curro Century City

Curro Aurora Curro Clayville

Curro Bankenveld Curro Durbanville

Curro Bloemfontein Curro Kathu

Curro Brackenfell Curro Klerksdorp

Curro Century City Curro Krugersdorp

Curro Durbanville Curro Langebaan

Curro Embury Curro Roodeplaat

Curro Hazeldean Curro Secunda

Curro Heuwelkruin Curro Sitari

Curro Kathu Curro Soshanguve

Curro Klerksdorp Curro Thatchfield

Curro Krugersdorp Meridian Pinehurst

Curro Langebaan Meridian Rustenburg

Curro Monaghan

Curro Mount Richmore

Curro Nelspruit

Curro Secunda

Curro Serengeti

Curro Sitari

Curro Thatchfield

Curro Waterfall

Meridian Karino

Meridian Rustenburg

St Dominics Newcastle

Waterstone College

The total learner participation was an amazing 721

Grade R 61

Grade 1 56

Grade 2 111

Grade 3 83

Grade 4 68

Grade 5 95

Grade 6 91

Grade 7 62

Grade 8 42

Grade 9 22

Grade 10 19

Grade 11 11

TOTAL 721

'Therefore, my buildings dance to 
the melody of life and for a mo-
ment I introduce and invite peo-
ple from this broken world into 
my world where anything is possi-
ble.' Harry Erasmus 

‘Creativity is NOT a talent, it’s a 
way of operating.’
‘Creativity is the ability to play. 
The most creative people are 
child-like.’
‘Creativity is an open mode.’
‘When you are being creative 
nothing is wrong.’ – John Cleese



DRONES, 3D PRINTERS, CURRO AND 
SOUTH KOREA

During the last week of the July school holidays, nine learners from various Western 
Cape Curro schools (Brackenfell, Century City, Durbanville, Pinehurst and Sitari) took 
part in a six-day project, sponsored by Samsung, with eight learners and their teacher, 
Kim Hyung Wook, from the Hongcheon County, Gangwon Province in South Korea.

Richard Quantrill, one of the very first Curro Durbanville 
learners, initiated the project. At that stage, the school was still 
housed in the hall of the Dutch Reformed church Bergsig, in 
Durbanville. He was working as an English second language 
educator in South Korea, but with a keen interest in technology. 
Richard contacted the Curro Curriculum Management and 
Delivery team (CCMD) with this exciting opportunity. 

He explained that Samsung, who is involved in a software 
education curriculum in Korea, is researching what education 
might look like in the year 2030. According to Quantrill 
‘this project was about using Design Thinking, Project-based 
Learning (PBL) and a combination of industry experts and 
educators in the same classroom.’ 

Another element of the project was to look at communication 
and cultural practices in a teaching/
learning environment where learners 
from completely different cultures 
and languages were involved.

The project required both groups of 
learners to come up with a solution 
to a hypothetical real-life problem 
where mountaineers got in trouble 
in a hard-to-reach area. The learners 

had to decide what the problem was, what medical supplies 
were needed and then how to get it to them. A drone had to 
be part of the solution.

The agreement stated: ‘The primary focus will be on improving 
Korean learners’ abilities regarding 3D modeling, 3D printing, 
small circuit electronics, software coding and problem-based 
solution thinking. A secondary objective will be to expose 
learners to cultural exchange and foster friendship with foreign 
learners.

South African learners and educators will also gain a unique 
view into the Korean education system and Korean culture.’

Collaboration between the Curro and Korean learners 
happened on an almost-daily basis via StarLeaf, an application 
used for video collaboration, where learners from the two 
countries shared their culture, explained, and shared solutions 
to the challenge. 

They had to think about the different solutions and critically 
question each other. Quantrill explained: ‘One of the goals of 
this collaboration was to study how language creates difficulties 
in communication, while looking at how learners naturally try 
to solve this communication challenge.’ Learners each had an 
icon-speak T-shirt displaying icons to which they could point to 
help overcome the language barrier.  
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In order to complete the project, learners had to build a 3D printer, a drone, design a hook using the SketchUp 3D design software 
program to attach to the drone via an Arduino board and learn to program in Arduino – all of this in a mere six days. 

The designed hooks were printed on the 3D printer and attached to an Arduino board.  These boards and hooks then had to be 
attached to the drone and programmed to drop the supplies at the correct time and place. Apart from that, the Curro learners 
were also taught the Korean alphabet and managed to write their names in Hangul, the Korean language.

This collaborative project between the learners of Curro and Korea posed many challenges, as very little prior knowledge existed 
before we started, but educators and learners agreed that it was time well-spent where new knowledge and skills were gained 
and friendships were formed.

GRADE 4 

They started their first lessons discussing different types of 
adverts, looking at slogans, artwork, logos, different colours 
and font sizes. The learners were amazed to learn the tricks 
advertisers use to convince consumers to buy a specific 
product. Working in groups of two or three, the learners were 
encouraged to communicate their ideas, collaborate about 
what ideas are best suited and to come up with solutions.

The learners enjoyed doing an informal presentation in front 
of the class. The aim of the presentation was to convince their 

class mates why their product was the best. The most exciting 
part was the design process. The learners were given cardboard 
and paper and the opportunity to draw and advertise their 
product.

Some of our adverts included a computer with three screens 
which is toddler-friendly, a lipstick and highlighter in one 
(the girls loved this one) and lastly, specialised insect spray 
that doesn’t burn eyes or ears. The creativity was endless. At 
the end of the two-week cycle, the learners had completed 
set assignments without even noticing that they were being 
assessed. 

‘One of the goals of this collaboration was to study 
how language creates difficulties in communication, 
while looking at how learners naturally try to solve 
this communication challenge.’ – Richard Quantrill

One of the main aims of Curro Schools is to prepare our learners for 21st century learning, so the Grade 4 
learners at Curro Durbanville started the term with an exciting venture. They were challenged to design their 
own product, develop a presentation and make a poster. 

PAVING THE WAY TO THE FUTURE
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FOR MESSY PLAY!

Children learn through active play, using their bodies and senses.  Messy play is an essential part of early childhood, 
because it fires up many senses all at once.  

YAH
A study carried out by Prof. Larissa Samuelson at the University of Iowa found that children who engage in messy play are 
constantly gathering information and are likely to become better learners. 

Messy play encourages exploration, curiosity, imagination, experimentation, concentration and creativity.  Children are free to 
use their own initiative, plan and solve problems, do and re-do.  It is amazing to see how long messy play keep children fully 
occupied, focused and very happy!

The importance of touch – the first sense to develop in vitro and outlasting all the other senses in old age – cannot be underestimated.  
In fact, a lack of touch and tactile stimulation can lead to severe developmental delays. Messy play, however, can also involve the 
other senses of smell, taste, sight and sound while manipulating substances such as water, sand, mud, paint, starch, play dough, 
dried leaves, gravel, seeds, clay, chalk, shells, etc. For babies we stick to edible substances!

Parents can support children by joining in, getting excited and talking about what they feel, see, hear, smell and taste.  A truly fun 
way of sharing experiences and thoughts!
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CONTACT US: 
T: 021 979 1204

E:engage@curro.co.za
www.curro.co.za


