
LEARNING 
ISSUE 2 2017

@

Creativity
Our true 
capital

ANOTHER 
SUCCESSFUL 

ENTREPRENEURIAL 
COMPETITION

The importance 
of creativity

Disrupting 
education 
through 

innovation



So if you as an adult would like to claim back your brain’s 
creative abilities, here is what the experts say: Physical exercise 
and enough sleep can assist the process of neurogenesis. This 
is defined by Wikipedia as follows: 

‘Neurogenesis is the process of birth of neurons wherein 
neurons are generated from neural stem cells. Contrary to 
popular belief, neurogenesis continuously occurs in specific 
regions in the adult brain.’

It is also important to challenge your belief system. We need 
to understand that whatever view we currently hold of the 
world, is the result of cultural or societal influences and it is 

based on one version of the truth. Regardless of how much 
we think we know, we are all ignorant in one way or another. 
Many of life’s problems still need to be solved and we have 
much to discover and to explore. Learning is a journey 
without end. So let’s be humble and curious.

Best wishes for a blessed festive season.

Alta Greeff
Head: Research, Development and Innovation

From Alta’s desk
It is a known fact that creativity is a skill that human beings are born 
with; it comes with a healthy brain. It seems that the environment and 
very often traditional schooling can rob human beings of their creative 
abilities. We desperately need creativity and imagination as they are the 
processes behind all innovation, and being innovative is what seems to 
be the only way that we will ensure the continuation of life as we know 
it on this planet. 

Dear Parents

Follow Alta on Twitter @altagreeffroodt 

‘Neurogenesis is the 
process of birth of 

neurons wherein 
neurons are generated 
from neural stem cells. 

Contrary to popular 
belief, neurogenesis 

continuously occurs in 
specific regions in the 

adult brain.’

Creativity was indicated as the third most important skill that will be valued in the workplace in 
2020 by the World Economic Forum (WEF) at a think tank held in Geneva in 2016.

Top 10 skills

View the TED talk and the beauty of wind turbines by 
Daan Roosegaarde at:
https://www.ted.com/talks/daan_roosegaarde_a_smog_vacuum_cleaner_and_other_magical_city_designs

https://www.youtube.com/watch?v=mPMRodnlY4Q

https://www.youtube.com/watch?v=XFyIwQxtBxI

In 2020 In 2015

1. Complex problem-solving
2. Critical thinking
3. Creativity
4. People management
5. Coordinating with others
6. Emotional intelligence
7. Judgment and decision-making
8. Service orientation
9. Negotiation
10. Cognitive flexibility

1. Complex problem-solving
2. Coordinating with others
3. People management
4. Critical thinking
5. Negotiation
6. Quality control
7. Service orientation
8. Judgment and decision-making
9. Active listening
10. Creativity

WILL CREATIVITY BE OUR TRUE CAPITAL?

Source: Future of Jobs Report, 
World Economic Forum

Daan Roosegaarde is a Dutch artist 
and innovator who is internationally 

known for creating social designs that 
explore the relationship between people, 

technology and space. He states that, in 
the hyper-technological world we live in, 

the desire for appreciation of empathy, 
curiosity and beauty, is increasing and 
soon … ‘we will live in a world where 

creativity is our true capital.’   

Of all the inspiring people that I have 
met working in the innovation space over 

the past year, Daan Roosegaarde,  is top 
of the list. He is an Innovator in the real 

sense of the word. In his TED talk, he re-
fers to the famous pathway in the Nether-
lands to honour the death of Vincent van 
Gogh, 125 years ago in his hometown of 

Eindhoven. A simple substance that glows 
in the dark has been used to create a 

‘Starry Night’ experience.

‘I always ask Why? Why, why why …’
Daan Roosegaarde

The Yes But chair is designed  
by Daan Roosegaarde. This 
chair has voice recognition and 
will give you a little shock when 
you say the words ‘yes but’. He 
developed this chair because  
he was frustrated that so many 
people start with these words 
when they hear a new idea. 
Wouldn’t it be great to have such 
chairs in every meeting room? 
I’m sure that a lot of innovations 
could finally be realised ...
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GLOBAL XPRIZE IN EDUCATION
Will this be the big disruptor in education?
The role of educators is going to change.

HOT OFF THE PRESS ...

Elon Musk has provided $15 million to the Global Learning 
XPRIZE, in order to develop methods of providing the 250 
million children, who do not have access to primary or 
secondary education, the means to teach themselves to read, 
write, and do Mathematics within 15 months.

Elon Musk announced the 
five finalists advancing in 
the Global Learning XPRIZE 
and awarded each finalist 
a $1M mile stone prize, for 
the open source, cutting-
edge learning software they 
deve loped for the compe-
tition. The finalist teams 
will begin field test ing their 
education technology solu-
tions in Novem ber 2017 in Tanza nia. Approximately 4 000 
children in 150 villages in the Tanga region of Tanzania will 
use 8 000 Pixel C tablets donated by Google to test the top 
software solutions for approximately 15 months.

‘Universal access to education is a major priority for XPRIZE, 
and we are proud to celebrate the change-making teams 
making impressive strides to ensure every single child has 
the opportunity to take learning into his/her own hands,’ said 
Marcus Shingles, CEO of XPRIZE Foundation. ‘The leading 

solutions born from this competition could provide the key 
to unlocking literacy for children most in need, giving them 
access to an education they otherwise wouldn’t have.’

The five finalist teams from 198 companies who applied for the 
award are developing the most promising software solutions 

to enable children to teach 
themselves basic reading, 
writ  ing and arithmetic:

CCI (New York, United 
States) is developing struc-
tured and sequen   tial instruc-
tional programs, in addition 
to a platform seek  ing to en-
able non-coders to develop 
engaging learning content in 
any language or subject area.

Chimple (Bangalore, India) is developing a learning platform 
aimed at enabling children to learn reading, writing and Mathe-
matics on a tablet through more than 60 explorative games and 
70 different stories.

Kitkit School (Berkeley, United States) is developing a learning 
program with a game-based core and flexible learning archi-
tecture aimed at helping children inde pendently learn, irrespec-
tive of their know ledge, skill, and envi ronment.

Approximately 250 million children around the world cannot read, write, or demonstrate basic arithmetic 
skills. More than 39 million children in Africa have no access to primary school education. To combat 
this situation, UNESCO estimates that the world will need 1.6 million more educators globally, a number 
set to double by 2030. 

onebillion (UK/Malawi/Tanzania) is merging nume-
racy con tent with new literacy material to offer 
direc ted learning and creative activities along side 
con tinuous monitoring to respond to dif fe rent chil-
dren’s needs.

RoboTutor (Pittsburgh, United States) is leveraging 
Carnegie Mellon’s research in reading and Mathe ma-
tics tutors, speech recog nition and synthesis, mach-
ine learning, educational data min ing, cog nitive psy-
chology, and human-computer interaction.

Matt Keller, senior director of the Global Lear ning 
XPRIZE said: ‘As we move to the final field testing 
phase, we are one step closer to scaling transfor mative 
technology solutions that foster child-driven learning 
and provide a world-class education for all.’ At the 
end of the field testing phase, the team whose solu-
tion enables the greatest profi ciency gains in reading, 
writing and arith metic will receive the Grand Prize of 
$10 million, to be announced in April 2019. Each of 
the five finalists will be required to open-source both 
their code and their content which will be free and 
available for anyone to build on. By ensuring each 
finalist’s solutions are open-source, XPRIZE also aims 
to proliferate solutions world wide at the intersection 
of technology and learning. 

‘The leading solutions born from 
this compe tition could provide 

the key to unlocking literacy for 
children most in need, giving 

them access to an education they 
otherwise wouldn’t have.’

Some interesting 
facts about Elon Musk: 

• He was born in Pretoria on 28 June 1971.

• At age 8, he ran out of books to read at the library, and read
the entire Encyclopaedia Britannica.

• He was bullied at school.

• He learnt BASIC* by completing a 6-month course in
three days.

• At age 12, Musk taught himself computer pro gramming and
created a video game called Blastar, which he sold for $500.

• In 1995, Elon Musk joined Stanford University in California
to earn a PhD in Nuclear Physics. He dropped out in two
days to run his own company, Zip2 Corporation.

• Musk provided a large amount of inspiration for the Holly-
wood character Tony Stark (a.k.a. Iron Man). Musk even has
a cameo in the film!

• In 1999, Musk co-founded X.com, an online payment com-
pany that eventually became PayPal before being acquired
by eBay for $1.5 billion in stock (of which $165 million was
given to Musk).

• Musk co-founded Tesla Motors, a company that designs and
manufactures electric sports cars, which was able to succeed in
the electric car market where other large manufacturers failed.
He now serves as CEO and chief pro duct architect at Tesla.

• Elon Musk founded SpaceX (a.k.a. Space Explora tion Tech-
nolo gies), a company that creates and manufactures space
launch vehi cles, with a particular focus on rocket techno-
logy. His aim is to reduce the cost of space flight in hopes of 
expanding human life beyond Earth.

*BASIC (an acronym for Beginner’s All-purpose Symbolic Instruction Code)[1] is
a family of general-purpose, high-level programming languages whose design 
philosophy emphasizes ease of use
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From left: Maritha de Clercq (educator, St Dominics Newcastle), Omera Ramdharee, Alta Greeff 
(Curro Research, Development and Innovation), Natasha Friend, Minette Janse van Vuuren and  

Bryn Thomas (Executive Head, St Dominics Newcastle)

A good education must not only provide learners with new 
literacies, but also nurture their entrepreneurial spirit. A 
number of learners at Curro schools showed us that the 
entrepreneurial flame is burning brightly. 

Curro recently concluded its second annual entrepreneurial 
competition which saw teams from across South Africa 
presenting their business cases and innovative ideas.

After a tough day of business presentations and workshops, 
the Wax House team from St Dominics Newcastle were 
crowned champions. Their innovative candle-making kit, 
which allows one to reuse the wax from burnt candles, 
garnered much praise from the judges. The product is 
seen as being especially useful in rural and low-income 
households, with the company headed by Minette Janse 
van Vuuren and supported by Omera Ramdharee and 
Natasha Friend, who are all currently Grade 9 learners.

Overall the competition received 38 business plans, from 
18 schools, with over 120 learners participating. The semi-
finals consisted of 11 teams of which five made it to the 
finals. The finalists were:

Another successful
entrepreneurship
competition 
concluded

The Wax House  |  Winners  |  St Dominics Newcastle

MOM App 
Curro 

Klerksdorp

From left: Phathu Matshidza, Alysha Gurnell and Michaela Graham

From left: Deah Oriee, Sibongakonke Mbhele and Tally Luo

From left: Virna Makhudu, Andile Kunene and Zifiso Khumalo

Hydro 
Direction

Curro College 
Hazeldean

Restaurant 
Accessories

St Dominics 
Newcastle

Melanin 
Suncare

St Dominics 
Newcastle

From left: Tiago Silva, Daniel Chedrawi, Shaina Gossayn and Uzair Adam

Finalists
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Curro learns 
      from the best … 

Some of the new ideas that were 
discussed included: 

• studying the Internet, as a subject, has 
become critical 

• augmented reality as a teaching tool
• the silence in educational research 

around secondary schooling
• the inevitable future reality that the 

Internet will be accessible to learners 
during examinations

At the conference one of the keynote 
speakers and workshop presenter Prof. 
Sugata Mitra, engaged with the Curro 
team in a discussion around self-
learning and the future of learning. We 
hope to involve Prof. Mitra in research 
regarding learning in our new Curro 
school model during 2018.

From left: Jaco de 
Kock, Alta Greeff, 
Prof. Sugata Mitra, 
Sereen Giliomee and 
Jay Paul

In August the team from Research, Development and Innovation attended an Unconference in Delhi 
in India. The theme of the conference was Disrupting Education with Innovation and Creativity. Learn more 

about the 
importance of

• Sir Ken Robinson is known for his TED talk of 2006 on ‘Are schools killing creativity?’ 
https://www.ted.com/talks/ken_robinson_says_schools_kill_creativity 

• Recently, the BBC conducted an international survey on the question of whether 
schools should promote discipline and academics or foster creativity? This yielded very 
interesting results. It seems that although people agree that schools should prepare 
learners for life after school and for the workplace, education seems to have an almost 
self-destructive tendency to resist all change in that direction … 

 http://www.bbc.com/news/business-41082408 

• According to the Oxford Living English Dictionary, creativity is defined as: the use of 
imagination or original ideas to create something/inventiveness

• The NEW PEDAGOGIES FOR DEEP LEARNING project currently running globally in 
12 countries is working very hard to define the skills known as the 6Cs that need to be 
the outcome of learning in schools. The big issue is how to assess or measure creativity 
and how to ensure that these skills are continuously developed as learners progress 
from one year to the next. In this project, creativity as a skill includes the ability and 
awareness to recognise entrepreneurial opportunities and capitalise on them.   

Creativity

The overriding question remains – how do we assess creativity? And even more 
important; how do we create a culture in schools where the development of 

creativity as a skill is valued?
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CONTACT US: 
T: 021 979 1204

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


